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PREFACE.

N a work of this character, but small preface is needed, the title
of the book being its own preface.

The Editor believes that in the pages of the “ Modem Playmate ”
are found the rules and modes of playing every game which is in vogue
at the present day, besides those of games which have yet to make their
way, and of those which have been neglected, but will assuredly resume
the position which they once occupied. For example, the simple and
almost abandoned game of “ Rounders” has risen to a science under
the name of “ Base Ball;” while such as Croquet, Football, Cricket,
and La Crosse, are given as they now exist after many years of practice
have reduced their varied rules to a common standard.

Such accomplishments as Archery, Boating, Sailing, Shooting, Fishing,
Swimming, Skating, and Pedestrianism, have been entrusted to Authors
equally skilful in practice and theory; while the whole of the series
entitled “ The Young Workman ” has been written by gentlemen who
have been trained to their various subjects.

The department which includes Science has been executed by gentle-
men who have obtained a wide reputation by their practical and theo-

retical knowledge; such names as Adams, Cherrill, Cooke, Drayson,
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Preece, and Rowsell, being a sufficient guarantee for the excellence of
their work.

The entire volume has been superintended by those who have had very
many years’ experience of English boys and their games, and the Editor
confidently trusts that a book of this nature— original in every possible
point— will supply a hitherto existing want, and become the constant

companion of every one who desires to become a

MODERN PLAYMATE.
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PLAY-GROUND GAMES.

HARE AND HOUNDS.

N playing this game one boy (or in a long course two), represents the Hare,
I and the rest the Hounds. The hares carry with them bags full of paper
tom up very small, which they scatter behind them as they run, to represent
scent, and by this the hounds trace them up and endeavour to capture them.
The hares, of course, endeavour to mislead them by all sorts of doublings
and twistings, or by going over difficult country.

A very good plan, if the hares have time, is to get among gorse or thistles,
to make two or three feints of starting off in different directions, and then re-.

1



2 OUTDOOR GAMES.

turning on their tracks some way back, to make a fresh start in quite another
direction ; or, if they wish to be very clever, to come round again to one of their
false starts, and go on from thence. There is no limit to the dodges a skilful
hare will try to bother the hounds. If there be two hares, they must not
separate under any circumstances : for all the purposes of the game they are
to be considered as strictly only one individual.

The hounds will find a little organization and discipline a wonderful assist-
ance to the'm in baffling the tricks of the hare. A captain and whipper-in
should be chosen, the former to lead and direct, and the latter to bring up the
rear. As long asthe scent is strong, the whole band will go somewhat in Indian
file, merely following their captain; but when he is at fault he must sound the
horn, which he carries ex officio, and call a halt. The whipper-in thereupon
takes up his post at the point where the scent is broken, and the others sweep
round in a great circle, covering every inch of ground, to discover the lost
trail. Sometimes the captain and whipper-in carry white and red flags re-
spectively, and use them to mark the points where the scent is broken.

The hares should not be the swiftest runners, or they would never be caught.
Endurance, pluck, and a readiness of invention are the great points in a hare.
The more he trusts to his head and the less to his legs, the better the chase.
The hares are generally allowed ten minutes or a quarter of an hour’s law,
according to circumstances. They should take care to survey their ground
before they go over it, or they may get themselves into all sorts of difficulties.
A pocket compass will be found an invaluable companion both to hares and
hounds. From twelve to fourteen miles is a good run ; but some little training
and practice are requisite before such a long course can be covered.

At first some considerable difficulty will be experienced in keeping up even
a moderate pace ; but after a time the pace will come of itself; that is, with
practice, and a little care in the article of food—avoidance, for example, of
too great indulgence in puffs and tarts, and similar anti-condition comestibles.

Pace is one of the first requisites for a good run, but it should not be carried
to extremes: a good slinging trot of from five to six miles an hour over good
ground, and something less on bad, is quite enough to try the endurance of
the best runners. Above all, too much pace should not be put on at first: if
there be any to spare at the finish, put it on by all means, but for the first mile
or so steady going should be the order of the day.

If at the end of the day’s sport a boy feels himself feverish, knocked up,
and unable to eat, he may be sure he is getting harm rather than good, laying
up for himself sickness rather than health by his exercise. Either the pace
has been too much for him, or he is not in proper condition. In the former
case he must restrain his ardour for a time at least, and be content to take a
little longer time over the work ; if the latter, in nine hundred and ninety-nine
cases out of a thousand, it will be from over-indulgence in food; and he
must make up his mind-either to be a little more temperate, or a little less
athletic. *

Many boys are under the impression that light boots are the best for these
long runs ; but this is a great mistake: the feet get terribly beaten on hard
soil, and in mud or over ploughed fields light boots are almost worse than
none at all. A pair of good solid broad-soled lace boots, with thick worsted
socks, are the only wear for the feet Short six-inch gaiters—unless knicker-
bockers, which are distinctly preferable to trousers, be worn—will be found a
great protection, and will serve to confine the flapping ends of the trousers,
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and make them play a little looser at the knee, a matter of vast importance in
a long distance. One more word of advice. Let no sense of fatigue, how-
ever great, prevent your changing boots and socks at least, directly you get
home. You will find it well worth the extra exertion.

PRISONERS’ BASE.

Very few preliminary preparations arc needed for this game. Two bases
or homes must be marked out on the ground, as A B in the accompanying
diagram, each large enough to contain half the players; and two similar but
smaller bases, called prisons, at some distance off, as at A* and B* : a mark
must also be made somewhere about the centre, as ¢, for “ Chivy.” These
may all be roughly traced out in a very few minutes, accuracy in dimensions
and distances not being requisite. The diagram may, however, be taken as a
guide to approximate dimensions.

Two captains are chosen, and they choose their respective sides by select-
ing in turn each a player, until all have been chosen.

Having tossed up for homes and taken their posts, the game begins by one
side sending out one of the inferior players
to c, who cries “ Chivy!” and then makes
for home. If one of the opposite side can
touch him before he gets home, he has to
go to prison ; if belonging to A side to A#,
if to B side to B*, until one of his own side
can fetch him.

The pursuing player is, of course, not
allowed to chase the “ chivy ” unmolested,
one of “ chivy’s ” side being commissioned
to pursue and touch him, and this latter
becomes in his turn an object of pursuit ;
and thus the game waxes warm, each
player pursuing and being in turn pur-
sued.

A player may only touch that oppo-
nent who has left the home before himself,
and can of course only be touched by him
who has left after him. When a player
has achieved a capture, he has the right
of returning home unpursued—he cannot
be touched until he makes a fresh sally. The same immunity is enjoyed by
those bringing home prisoners.

A player once touched gets quickly to his prison, and waits with outstretched
arm the advent of some deliverer—one of his own side who can run the
gauntlet of the enemy, and reach him untouched; -The prisoner is required
only to keep a part of his body within the prison, and, granting that, may
reach out as far as he can ; even with two or three prisoners, all that is required
is that the connection- with the prison should be touched by one, and the
others may form a chain, hand in hand, with as many links as there are
prisoners.

The whole spirit of the game lies in the operations for the relief of prisoners,
and it is here that agood captain makes his generalship felt, marking down
and cutting off the best of his opponents, until the residue cannot muster even

1—2



4 OUTDOOR GAMES.

one player capable of eluding the strong body of pursuers ready to be launched
after him, and thus must succumb one by one before the superior prowess of
their opponents.

In some places a rule prevails that prisoners may only be released in ordpr
of their capture ; but this, though It is apparently fairer for the worse players,
is really a great disadvantage to them, for a good player released out of turn
will soon make up for it by releasing several more— far sooner than they would
otherwise have a chance of getting out.

A lodai rule which allows the game to be claimed by either party if they can
get into their opponents’ home while untenanted, is perhaps not to be depre-
cated where there are many players on each side ; but it undoubtedly cramps
the game very much where there are few.

BLACKTHORN.

Blackthorn is a very good game, but rather apt to be destructive to the
clothes. A base is marked off at either end of the play-ground, leaving a
space in the middle. One of the players volunteers for, or is chosen, “ Fox,”
and takes up his position in the middle between the two bases ; the rest run
across from base to base, while he endeavours to catch and hold them. If he
can hold one while he can count ten, it is considered a fair catch, and the
prisoner becomes fox too, and assists in the capture of more—all of whom, as
soon as caught, go to swell the number of foxes. Thus it will be seen that the
game continually increases in life and interest up to the final capture, each
capture making the passage across more hazardous.

As a general rule, the worst runners and weakest players are caught first,
and the better ones only succumb one by one, overwhelmed by numbers. With
so many enemies, speed alone must soon give in; but speed and weight
combined will often break through a whole crowd of opponents.

The game in many places goes by the name of “ Fox and Geese,” and in
some is known as “ King Senio.” A player, when he has once started, is not
allowed to turn back, but must cross to the other base.

FOLLOW MY LEADER.

A number of boys select a leader, who sets off with them at his heels in
single file. Whatever he does they must do also ; the whole game thus depends
solely upon the qualifications of the leader: if he be a lad of some sprightli-
ness and humour, the game will prove a source of considerable amusement ;
if he be not, and there be no such leader forthcoming, the game had better
not be attempted.

It is usual to exact some forfeit from those who fail to follow their leader,
and to offer some small reward to those who better succeed. One way is for
each player to pay into stock a certain number of marbles or nuts. The players
are ranged in line by toss before the game begins, and then after each feat
those who have failed have to go behind those who have succeeded. At the
expiry of the time previously agreed upon, the players halt, and share the nuts
or marbles according to their place in the ranks. Thus, supposing there were
ten players besides the leader, each would pay in six marbles or nuts ; at the
end of the game these sixty would be divided as follows : the first would take
ten, the second nine, the third eight, and so on; the five that remained would

go to No. x, if he has not failed in a single trick; if, however, he has, they
go to the leader.
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I SPY.

This is a game at hide and seek, and can only be played where there are
plenty of nooks and comers for concealment. The players divide into two
parties. The hiding party set off to conceal themselves, giving a signal when
they are ready, and the seeking party remain in the home. Upon hearing the
signal they sally out in search of their opponents. As soon as they see one of
the hiders, they cry out, “ | spy” to him, giving his name and hiding-place;
he must then come out, and while the seeking party run for home, he pursues
and tries to touch one or more of them; and so on with each player of the
hiding party.

The player is not obliged to wait to be discovered, but may come out at
any time he sees fit, of course at the risk of gaining nothing by it. He must
come out when properly called ; but if the name or the hiding-place called be
incorrect, he is not bound to show himself.

If, when all the hiders have been found, they have succeeded in touching
four or five, according to previous agreement, of the seeking party, they hide
again ; if not, the two parties change places.

This is an admirable game where circumstances are favourable, but it is
greatly dependent upon a good supply of suitable hiding-places. In favoured
localities there is no limit to the amusement to be got out of this game : there
is so much room for the exercise of ingenuity and invention on both sides that
it never palls.

The hider, in selecting his place of concealment, must bear in mind that he
has not only to conceal his body from the searchers, but must be able to start
out in pursuit at a moment’s notice. A judicious player will often hardly
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trouble himself about any effective concealment if he can find a place from
which he can burst out with advantage.

The seekers should always keep to one golden rule—to take nothingfor
granted—to test every place thoroughly before they trust themselves too néar
it, above all, before they pass beyond it; for if once cut off from the home,
their case is desperate. It isavery common ruse of the hiding party to take
advantage pf the rush for home to slip into a place previously unoccupied and
nearer the home, hoping thus to catch the searchers unawares ; the latter, there-
fore, on their part, must be ever suspicious: for that a corner has been found
unoccupied twice affords no guarantee that it will be so a third time. Even
a place unsuitable for concealment should not be trusted in too implicitly: a
crafty player will sometimes take advantage of this over-confidence, and effect
a touch simply by hiding in too obvious a place, so obvious that no one dreamt
of his hiding there.

The game is sometimes played with local modifications, but the most ortho-
dox way is the one described. ,

WARNING.

A really capital game. A home is marked out in one comer of the play-
ground; one of the players is chosen “Warner,” and takes possession of the
home; hence he sallies forth, after crying “Warning!” three times, with his
hands clasped in front of him, and strives to touch one of the others without
unclasping his hands. If, before he can effect this, he unclasp his hands, or
be made to do so by the others pulling at his arms, he must run home as fast
as he can, subject, if caught, to be compelled to carry his captor home. Once
home, he is safe.

| f, however, he can touch any one without unclasping his hands, they both
scurry home as above, and then sally out afresh, hand in hand, after duly calling
“Warning!” and try to make a fresh capture without breaking hold. After
each capture they hurry home, and sally forth afresh after admitting the new
comer into their ranks ; thus the line of warners is constantly increasing, and
the difficulty of escaping it increasing in almost equal ratio. Its very length,
however, makes it not only unwieldy, but more likely to be broken in the
middle; so that a player hard pressed will often make his escape by a frantic
burst through the weakest part of the line. As, of course, only the players at
either end have a hand a-piece at liberty, they are the only two who can touch,
and this gives the runner a certain advantage in breaking through.

A great deal of the success of the warning party depends upon the arrange-
ment of their men : two weak players should never, where it can be avoided,
be allowed to hold hands together; a strong player should always be placed
between them.

This game must be played within tolerably strait boundaries. The only
chance of the wamers is to pen the fugitives up: running them down in an
open field is simply out of the question.

The warning party are only allowed to resist their opponents passively; no
kicking or similar mode of offence is permissible. The first warner is generally
allowed to retire after catching two or three, and the last man untouched goes
warner for a fresh game.

In some parts of the country this amusing game is called “ Widdy Widdy
Way.”
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JINGLING.

A ring is staked and roped out upon a piece of turf, and inside this the
players take their places. One of them is armed with a small hand-bell, which
he is bound to keep going; all the rest are closely blindfolded. The “ Jingler,”
or bell-man, tries to escape from the blind men ; while they, guided by his bell,
do their best to catch him. If the number of players be duly apportioned to
the size of the ring, or -nice versa, there is positively no end to the fun that
may be got out of the game : a good jingler will lead the blind men into all
sorts of scrapes, of course without compromising himself—into each other’s
arms, over the ropes, or over some luckless companion who has come to grief
in labouring after the jingler, or a hundred other devices equally effective and
amusing.

Perhaps the most absurd scenes occur when two or more blind men rush
into each other’'s arms and grapple frantically, each persuaded that the other
is the jingler, and ready to drag or be dragged anywhere rather than relax
their grasp.

Ina match the winner is either the jingler himself, if he can contrive to
keep clear of his pursuers for the requisite time, or, if he be caught, the blind
man who catches him.

Jingling matches are very popular at country feasts and fairs, and attract
great crowds of spectators to see the fun.

A somewhat similar though rougher game is played in some parts of the
country. A pig is substituted for the jingler, and the blind men are all armed
with cart-whips. He who hits the pig gets him.

At first the players are very cautious and try to find out the pig before they
strike ; but they soon find that does not pay, and begin slashing about reck-
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lessly right and left, and the fun gets fast and furious : their heads and faces
are protected from the blows, but the way they belabour each other, especially
about the legs, is enough to make the spectator die with laughter. The utter
absurdity of the whole scene is beyond description. The spectacle of ten,or
a dozen burly men belabouring each other handsomely in the blind endeavour
to hit an unlucky pig is ludicrous enough; but when to that is added the
sight of the pig himself, the Helen, as it were, of all this strife, charging in
and out of'the struggling throng in hopeless attempts to escape, upsetting his
persecutors right and left, grunting the while his discontent and dismay, the
situation becomes almost painfully ridiculous.

Sometimes two players strike the pig at the same time, in which case they
divide his value, or come to some agreement. An umpire decides who is the
real striker of the pig.

This sport is dying out fast but may still be seen occa3|onally It is not so
cruel as might be thought, unless perhaps to the men, for the pig seems to have
rather the best of it, all his sorrows being confined to the one blow that wins
the game, unless distress of mind be numbered amongst his woes.

This is hardly a game for boys, even if they could muster the requisite plant
of pig, whips, &c.; but it is undoubtedly very good fun for all that--to the
spectator.

TIERCE.

If smartly played, this is a very good game for cold weather. To play it
properly there should be at least eighteen or twenty players, who arrange
themselves thus :

all in pairs, except one set of three, and the game is as follows: the outside
player, marked *, runs round the circle, and tries to catch three or a “ tierce ”
together in a line. If he can do this, and touch the outsider, he takes his
place in the circle, and the player just touched becomes outsider.

The outermost man of the tierce, therefore, when he sees the outsidet
coming his way, slips from his place into the middle of the ring, and stations
himself in front of some other pair at a distant point in it, thus making a
fresh tierce, to which the outsider has to hasten, only, perhaps, to be dis-
appointed in like manner.

Where there are many players, and the ring is consequently large, there
should be two or more tierces, and thus the game will be made more lively by
making it more difficult to avoid being caught. The game must be kept up
with spirit or it soon falls tame, but with lively players it is excellent fun.
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SLING THE MONKEY.

This is a capital game, and can be played anywhere where there are trees.
One player, who is chosen by lot, takes the part of Monkey, and is fast-
ened to a tolerably high branch of a tree by a strong cord knotted ina “ bow-
line” loop and passed round his waist. The other players now baste the
monkey with knotted handkerchiefs’, and he, armed in like manner, endeavours
to retaliate. If he succeeds in striking one of them, he is at once released,
and the other takes his place as monkey. He must make haste in doing it,
or he may be basted until he is fairly in the loop. With players who don’t
mind a little buffeting this game becomes exceedingly lively : an active monkey
is very difficult to approach with safety, and of course gives much more life to
the game.

The cord should be just so long as to enable the monkey to reach the ground
comfortably under the branch. Half the fun of the game lies in actual
slinging of the monkey, one of whose most effective ruses is to throw himself
forward on the rope, pretend to start off in one direction, and then come back
with a swing in the other.

The branch to which the cord is attached should be some considerable
height from the ground, or there will not be play enough in the rope; and it
need scarcely be impressed upon the reader that both rope and branch must
be strong enough to bear the strain put upon them by the weight and move-
ments of the monkey.

This is a favourite game on board ship.
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DICKY, SHOW A LIGHT.

This game can only be played on a tolerably dark night, and is a kind of
combination of “ Hare and Hounds” and “ | Spy” in the dark. *

One or two players, armed with a policeman's dark lantern, undertake the
part of “ Dicky,” and start off to conceal themselves, while the rest, also with
a lantern, after allowing a few minutes’ law, proceed in search of them.

When the Dicky is ready, he flashes his light in the direction of the searchers
and “ makes tracks,” while the searchers come after him in full cry., If they
are at fault they may cry, “ Dicky, Dicky, show a light,” when he is bound,
unless dangerously near, to flash his light ; so that, if they see the light, they
get a fresh start; if not, they know that they are close upon him.

A good Dicky, however, will scarcely ever give them an opportunity of doing
this, but will lead them, especially if he knows the country thoroughly as he
ought, a regular will-o’-the-wisp dance, through hedges, over ditches, and into
quagmires, without ever allowing them to catch him ; flashing his light, now
far, now near, now here, now there ; disappearing for a moment in one direc-
tion, and flashing out again suddenly in a totally different quarter; ever leading
them on, but always keeping a wary distance; or, most annoying of all,
allowing them to come nearly up with him, only to find themselves brought
up 4)y some impassable obstacle—a deep river, for instance, with the Dicky
laughing at them from the other side.

The Dicky has many advantages over his pursuers, amongst which not the
least is his knowledge of their movements, while they are ignorant of his:
this, as it makes mere avoidance so easy, renders it desirable to fix beforehand
some not very extended boundaries within which the game shall be played ;
otherwise, with any very considerable area of operations, the pursuers might
“ whistle” for their Dicky.

A Dicky when hard pressed will sometimes effect his escape by turning
sharp upon his pursuers and blazing his bull’s-eye in their faces ; before they
have time to recover from their surprise, the Dicky is off into the surrounding
darkness, and may contrive, if favoured by the ground, to be non est by the
time their eyes have got over the sudden glare.

Whatever time of year the game be played, all the players should be warmly
clad, and the Dicky should be especially careful when hiding not to lie down
on the damp ground, however dry he may believe it to be : the game, however
great may be its attractions, is not worth the risk of a bad cold, much less of
rheumatism or a chest complaint.

There should not be too much standing about, either, when heated with
running: the same liberties, it must be remembered, cannot be taken in the
night as in the day-time.

FOX.

All the players are armed with knotted handkerchiefs; the one chosen
“ Fox” has a den marked out, in which he is unassailable.

When prepared for action, he hops out of this on one leg, with his hand-
kerchief ready to strike; the other players immediately gather round and
attack him with their handkerchiefs.

If he can strike one of these assailants with his own handkerchief, and
without putting his other foot to the ground, the player thus struck is basted
by all into the den, and takes fox’s place, the original fox going free.
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If he cannot succeed in doing this, he endures as long as he can, and then
hops into his den to recruit ; if, however, while outside, he puts both feet to
the ground, he is at once basted back remorselessly into his den, without the
power of reply.

BASTE THE BEAR.

This is a game very similar to the last; only the Bear, instead of defending
himself, as the monkey, entrusts his defence to a second party.

A circle about five feet in diameter is marked out on the ground, and a rope
is tied round the waist of the bear, who is chosen by lot, leaving a loose end
about four feet in length. His Keeper holds this in one hand and a knotted

handkerchief in the other. Thus prepared, the bear goes down on his hands
and knees inside the circle, calls “ Ready !” and the game begins.

The other players baste him as in “ Sling the Monkey,” under the same
penalties if struck by the keeper. The bear may aid his keeper in any way,
so that some portion of himself remains inside the circle, and he preserves his
position on all fours ; he may even hold any of the players he can contrive to
catch. Each bear is allowed to choose his own keeper.

In some places the bears stipulate for an extra coat or similar protection
from their assailants, but that is an effeminacy to which no encouragement
should be given. There is no occasion, however, for the handkerchiefs to be
knotted to an abnormal degree of hardness; a little regulation in this matter
would not be unreasonable.
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TIG.

This is the simplest of all games. Out of a number of players on” goes
“ Tig,” and tries to catch and touch any of the others indifferently : the player
so touched becomes tig in his turn until he touches some one else. The
player touched cannot touch back until he has first chased another player.

This is a capital impromptu game for cold weather: the running soon warms
up even the most chilly. It must, however, to be played with success, be
played within tolerably narrow boundaries, or the game will become too
scattered, and in consequence desultory.

CROSS TIG.

This is a mere modification of the preceding. Tig calls out the name of
the player he intends to chase, and sets off after him ; the other players then
run across between tig and the fugitive. Each time a player crosses between
the two, tig must leave the original chase and follow the player who has
crossed, and so on, perhaps chasing in turn every individual player before he
can effect a capture.

The same remark as to space holds good here as in the preceding.

TIG TOUCH-WOOD,

Another modification. A series of posts or trees is selected ; as long as
the player is touching .one of these authorized posts, tig cannot touch him:
his only chance is to catch him while flitting from one post to another. Two
players are not allowed to touch the same post : if tig can catch two so situated
he may touch the last comer, who thus becomes tig.

The life of this game depends upon the pluck and spirit of the runners, for
tig can do nothing until they expose themselves by running. A constant in-
terchange of posts should be kept up, or the game flags and loses its interest.
It may be played either like “ Puss in the Comer,” with only one station for
each runner, so that running can only be effected by exchanging posts, which
is perhaps the preferable game; or with a number of posts in excess of the
number engaged. This i4 however, a mere matter of detail, to be settled by
agreement before commencing.

KNI'GHTS.

Two sturdy boys take each a smaller boy on their backs and engage in a
mock tournament, themselves acting as horses, while the youngsters grapple
and strive to unseat each other.

The real brunt of the fighting falls on the horses, upon whose strength and
dexterity, much more than upon that of their respective “ Knights,” depends
the ultimate issue of the combat. The horses may shove and jostle one
another, but must not kick, trip, or use their hands or elbows.

The victor is he who gains most falls in three rounds. The game should
only be played upon turf, for safety’s sake; for sometimes, when horse and
man go down together, the fall might prove a nasty one on hard ground, and
at any time the rider is liable to be brought off backwards with a jerk, under
which circumstances he will be thankful to measure his length on the soft
turf, instead of lumpy gravel or unyielding pavement.
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COCK-FIGHTING.

Two players are made to sit on the ground, draw their legs up, and clasp
their hands together over their shins. A stout stick is then passed through
under their knees, and over their arms at the bend of the elbows, as in the cutf
and there they sit trussed like a couple of fowls.

Thus prepared, the two combatants are placed face to face, their toes
touching, and are left to fight it out. This they do by striving to knock each
other down, each to overbalance the other without losing his own equilibrium.

Two falls out of three decide the game: if both fall it is no “ round,” and
does not count. .

As the player may not unclasp his hands even when down, he Is quite help-
less, and must be assisted by his friends, '

This game had a wonderful run of popularity once at one of our naval
ports. A foreign man-of-war had put in to refit after a severe gale ; her officers
of course received the hospitality of the local authorities, and one evening
after mess, skylarking being in vogue, cock-fighting was introduced. This so
took the fancy of the foreigners, that next day, when some of their hosts of
the preceding evening went to call upon them, they found them earnestly
engaged, several pairs of them, in this their new pastime, and were called
upon with pride to see what proficiency they had attained in a short time.

For the rest of their stay the game still maintained its popularity amongst
them, and no doubt they carried it with them to their own home.

One authority declares that the last thing seen of her when far out to sea,
was the captain cock-fighting with the first lieutenant on the quarter-deck, and
the parson with the doctor ; but he has always been famous for telling “ a good
story,” and perhaps this, like most others of its class, owes something to extra
embellishment.
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FRENCH AND ENGLISH.

A number of players divide into two parties, each under the command of
a leader. A line is marked out on the ground, and the two parties, laying
hold of either end of a stout rope, try to drag each the other across the line.

Simple as the game may appear, the party which is physically most power-
ful does not necessarily have it all its own way ; a smart captain will often
make up by superior finesse for any deficiency of his side in strength and
weight.

The two captains stand facing each other at the line, and measure wits as
well as strength.

One very common but very excellent ruse, especially with a side somewhat
over-weighted by its opponents, is to put a heavy drag on the rope, not
attempting to pull up the opponents— in extreme cases even allowing them to
gain ground inch by inch—then suddenly, when, flushed with success, they
are unprepared, to let the rope go by the run: if this be done neatly, down
they must all go on their backs in a struggling, helpless mass. The instant
they are down the successful party must clap on and run away with them,
which they will now easily do, clean over the line.

The success of this manoeuvre depends chiefly upon the captain’s seizing
the right moment for its execution; but the whole of his side must obey
instantly when the signal is given, or the attempt will prove futile: one hand
on the rope after the others have let go is sufficient to ruin the whole affair;
nothing but instantaneous and simultaneous action has a chance of success.

There are many other * dodges,” but this is certainly the most sure and
most effectual, and may be taken as a sample of the rest.
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LEAP-FROG.

Leap-frog may be played by any number of players, and at a moment’s
notice, for it requires no preparation.

One player offers to give the first “ back,” and stands with his back to the
rest, his head bowed down and his shoulders elevated ; he then stoops more
or less according to the height of the back required, and the “ back ” is ready.

One of the other players now takes a short run, “ overs” him, helping him-
self over with his hands, as the street boys do over a post, and running on a
few yards, stops, and offers his own back in turn. The next then “ overs”
both, and, going on, offers his back, and so on until they have all gone over;
the giver of the first back then has his turn over the lot ; then all begin again
as before; and thus they go on alternately “ overing” and “ offering backs”
until the game is concluded.

A player who fails to make a clean “ over” is out, and stands aside until
the end of the game, he who lasts out longest being the winner.

The leaper must be careful to avoid pressing too heavily upon the shoulders
of the player giving the “ back,” and the latter must most scrupulously avoid
any shrinking or shirking at the moment the leap is attempted : the sudden
failure of the expected support is nearly certain to bring the leaper heavily
and helplessly to the ground, to the imminent peril of his arms and shoulders.
Broken bones, or sprained and dislocated joints, are a sad termination to a
game of play. .

The mode of standing for offering the back varies In some places. In and
near London the plan is to stand sideways, whereas in the country the back
is usually turned to the jumper. The latter plan is in our estimation by far
the better of the two, as all dangor of knocking the head with the knee is
avoided.
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SPANISH FLY.

A variation upon the last ; a kind of combination, in fact, of leap-frog and
follow my leader. /

A player is chosen by lot for leader, and another for “ first back.” The
leader “ overs” in all sorts of eccentric fashions, and the rest are bound to
imitate him, even to the minutest particular, under penalty, in case of failure,
of relieving the “ first back” until relieved in turn by some one else.

A leader with a ready invention may hit upon innumerable variations in the
method of “ overing;” such as, for instance, putting a cap on the back, and
“ overing ” without knocking it off, or even making a pile of two or three, and
“ overing” without touching; taking the one cap off, and leaving his own
behind— a very neat trick ; throwing his cap up before “ overing,” and catch-
ing it after, before it touches the ground ; and so on almost to infinity.

FLY THE GARTER.

Another variation. A line, or, as it is technically termed, a “ garter,” is
marked out on the ground : the “ first back,” chosen by lot as before, stands
a foot from the “ garter,” and sets a “ back  the rest “ over” him in succes-
sion, springing from inside the “ garter.” He then advances one foot more,
and they “over” him again as before; then another foot, and if now all
succeed in “ overing” him, he takes a close-footed leap forward as far as he
can, and sets a fresh “ back ” where he alights. If they still succeed in “ over-
ing” him, the game begins again, and he starts from the “ garter” afresh. If,
however, at any time one fails to “ over” him, they change places, and the
game begins anew.
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KING OF THE CASTLE.

A good game to get warm with when there is no time for any more set
amusement. One player stands upon a mound or piece of rising ground,
crying, “ I am king of the castle,” and the others try to pull him down and
supplant him. Any agreement may be entered into previously as to what use
of the hands, &c., shall be allowed. The game works better when nothing
but pure pushing is allowed— no holding or dragging.

The writer once saw a lot of lambs play this game in splendid style, using
alarge stone about a yard in diameter as their castle. There must have been
about forty of them, and they played the game just like a parcel of boys, show-
ing a wonderful individuality of character amongst them— some very plucky
and not to be denied, some making a great parade of charging, but déing next
to nothing, and others merely prancing and frisking about, and making no
attempt to get on the stone at all.

The wag of the party was a rather slightly built but wiry black lamb : he
was here, there, and everywhere, all at once : at one moment gallantly storm-
ing the castle ; at another scouring madly off, with a lot after him in their
usually gregarious fashion ; then coming back equally suddenly, with a rush
and a spring clean on to the stone, driving his head into the ribs of the un-
fortunate king, and sending him flying over and over. After this, perhaps he
would execute a war-dance on the stone in triumph, but it was equally likely
that he would jump down again for another scamper, or would suddenly stand
still in a meditative manner, and regard the prospect with an air of the most
profound abstraction from all sublunary considerations. This game went on
for weeks: the lambs never seemed to tire of it, and the black lamb kept up
his spirits to the last. He went the way of most black lambs at last ; but he
enjoyed life to the end, and what more could he desire?

2
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MOUNT HORSE.

This game is best played with from four to five players on a side. The side
that loses the toss are the Horses, the winners Riders.

The horses arrange themselves as follows: No. i stands with his face to a
wall, suppprting himself against it with his hands and elbows; No. 2 stands
behind No. 1, and stooping forward, puts his head in the small of No. i’s
back, steadying himself by holding on to his supporter’s trousers at either hip.
No. 3 does the same to No, 2, and No. 4 to number 3, and so on.

When the horses are ready, the best jumper of the riders takes a run and
leaps as far forward on the backs of the horses as he can, helping himself
with his hands. The next best then follows him, and so on until they are all
seated. No rider may move forward after he has once alighted on the backs
of the horses; and if there be not room for all upon the horses, from failure
on the part of either of the riders in jumping, the innings is lost, and the
horses and riders change places.

As soon as all are firmly seated, the captain cries “ Ready 1" and counts
twenty, while the horses attempt to wriggle him or one of his followers off.
If they can succeed in doing so before he has counted twenty, the parties
change places; if not, or one of the horses breaks down, the riders have
another innings.

A rider is considered off if his foot or any part of his body touch the ground;
but a fall does not count if the horse in effecting it touch the ground with hands
or knees. Each rider, before he takes his leap on to the backs, must cry
“Warning !” to prepare the horses to receive him.

Another name for this game is “ Jump, little Nag-tail,” so called because
the words “ Jump, little Nag-tailv are repeated thrice, instead of counting
twenty ; otherwise there is no difference in the game.

BUCK, BUCK.

Not a very exciting game, but very passable when nothing better is to the
fore, or as a change from other pastimes. It can only be played by three
players, called severally “ Buck,” “ Frog,” and “ Umpire.”

Buck is blindfolded, and resting his head against a wall, supporting himself
at the same time with his hands, sets a back ; the frog jumps up on his back,
and holding up one or more fingers, cries, “ Buck, buck, how many fingers do
I hold up?” If buck guesses rightly, they change places; if not, he sets
another back and tries again. The umpire decides as to the correctness of
the guess.

Some arrangement is usually made beforehand for the umpire to take his
turn in the game. One very simple and equitable way is for the buck, when

he guesses right, to go umpire, the frog buck, and the umpire frog ; thus each
has his turn in rotation.

FIVES.

Fives may be played, in a rough way, almost anywhere: the only absolute
requirements are a tolerably smooth and lofty wall, fronted by a reasonably
smooth and level piece of ground. With these and an india-rubber or tennis
ball a game may be got up at almost a moment’s notice.
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The wall and ground require some little preparation, which need not, how-
ever, take more than a few minutes. A line must be cfrawn horizontally along
the wall with chalk or other suitable substance, at about thirty inches from
the ground ; and three lines on the ground, two extending parallel from the
wall, about fifteen feet apart, to a distance of some eighteen or twenty feet ; and
one parallel with the wall and about six feet from it. The line on the wall is
called simply “ the line,” the two long ones on the ground “ the boundaries,”
and the cross line “the scratch.” The ball when in play must be made to
strike the wall above the line, and must fall to the ground inside the boundaries.

The number of players may be two or four. As there is no material difference
between the game with two and that with four players, the description of the
one will do for the other; for simplicity's sake, therefore, the game with two
players will be described.

The theory of the game is as follows: One player strikes the ball with his
hand up against the wall above the line, making it fall beyond the scratch,
and the other is then bound to meet it, and before it touches the ground a
second time, to return it again to the wall for the first player to meet it in like
manner, and so on alternately, only that after the ball is “ served” it is not
requisite that it should fall outside the scratch. The players toss up for first
lead off, and the winner serves or delivers the ball as above described ; if he
himself is first to fail in properly returning the ball to the wall, he is out, and
player No. 2 becomes server; but if the second player so fails, the server counts
one towards his game, and serves the ball afresh for a new bout. The gameis
mostly eleven or fifteen, the former number being perhaps the more common.

The real art of the game, as in the next game, “ Rackets,” after the knack
of striking the ball fairly with the hand is once mastered, lies in the serving.
The server, as will be perceived, has every advantage : in the first place, if he
fails, he only loses his turn, while if his opponent fail, he loses one to his score,
which is no slight advantage, especially near the end of the game. In the next
place, the server takes his own time in delivering the ball, and is left perfectly
cool and collected to make it as difficult as possible to his opponent to play
it, while the latter must take it as it comes, and very often be only too glad if
he can get it duly back to the wall, without any consideration of the chance
it may offer to the former; so that the server may often have a series of easy
balls to play, while he is enabled to retprn them in such a manner that his
opponent must strain every' nerve to keep the ball up. - This cannot but tell
in his favour, and in this way a first-rate server will very often get the better
of a much more active and brilliant, though less crafty, player.

When four play, they play two against two, and the game proceeds exactly
as above, it only being necessary that the ball should be played by one of
either side alternately. Usually they divide the ground between them, one of
either side standing near the wall and the other well back.

It will be seen that the game is very simple in theory, encumbered by few
rules, and therefore very easily learnt; it is, nevertheless, a game of the first
class, and one that can be very strongly recommended to all who are fond of
athletic exercises. It brings into play every muscle of the body, and from its
constant variety never palls or becomes monotonous.

We would advise the beginner, unless his hands are blessed with palms of
a peculiarly homy texture, to wear at first a pair of stout leather gloves until
his hands have become accustomed to the work, or they will get so beaten and
bruised as to be a source of much discomfort for many days after; a very

2— 2
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short perseverance in tolerably constant practice will soon give the hands the
required measure of hardness and insensibility.

Another piece of advice, too, he will find valuable,—not to play too long or
too hard the first few days. If he is in good general {raminghe may, of course,
venture further than would be otherwise desirable ; but even then he will find
so many muscles brought into active use that never did much hard service
before, that even he must not be surprised at developing no inconsiderable
amount of general stiffness the next day; and as for the unfortunate who,
not being in the habit of taking much violent exercise, should go in without
preparation for a hard bout of fives, words can hardly convey an idea of the
extremity of soreness and stiffness to which every muscle of his body will be
reduced. A little moderation, however, at first, will entirely obviate all chance
of stiffness, and practice will soon inure the hitherto unaccustomed muscles
to almost any amount of work to which they may be put.

Regular fives-courts are very general now wherever there is sufficient popu-
lation to make them pay, but they differ from the ground above described
only in a greater elaboration of fittings and detail, and so require no particular
notice.

It may be, perhaps, well to add a few words upon points in the game not
considered above. If the ball when served strike the wall below the line, or
in rebounding falls without the boundaries, it is “ no ball,” and the opponent
need not take it, and it must be served again.

If one player in playing at the ball is obstructed by the other, and the ball
is let fall, there is no score, and the ball is called a “ let ball,” and served
afresh. If the ball in the course of play falls without the boundary, the striker
pays the same penalty as if he had missed it. In some places the server
delivers the ball under the same conditions, but the rule given above is the
more general. In any case an agreement should be come to beforehand in the
matter.

A bat is sometimes used instead of the hand, and the game is then called
“ Bat-fives,” but the hand game is the more common.

RACKETS

This is a game very similar to the above ; indeed, it isin all itsleading features,
its rules and general theory, almost identical. The only variations arise from
the use of a racket instead of the hand, which necessitates an increase in the
size of the court in which the game is played, and some slight modifications
of the rules. Rackets may be played in the open air, like fives, an enlarged
fives-court answering the purpose very fairly; but the game is generally
played in a specially constructed court, which is indeed absolutely necessary
for the development of the full beauties of the game.

The ball used in rackets is smaller and harder than that used in fives ; it
barely exceeds an inch in diameter, and is as hard as the nature of the materials
will allow, the two qualities specially required of it being that it shall be per-
fectly spherical and shall possess extreme elasticity.

The bat, or racket, must be familiar to most of our young readers; those,
however, who are unacquainted with its shape and construction will find it
accurately figured in the accompanying illustration. The cross network is
composed of strong gut, and the total length of the bat is about thirty inches.

The wall against which the ball is struck is marked out as in fives, with
the addition of another line about ten feet from the ground, above which the
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ball must strike when served. The floor is marked out into five divisions, as
in the accompanying diagram, which will be fully explained below. There is
usually a kind of gallery at the back for spectators and the marker. The walls
should be covered with a smooth hard plaster, and the floor should be of some
firm concrete and perfectly level, and both floor and walls should be painted
black, as a background for the white ball, which even at the best it is often
hard enough to follow.

The players may be either two or four. When two play, having tossed for
the lead oflf, the server stands in the small compartment marked B, while his
opponent takes his stand in the large one marked p. In serving, the ball must
be made to strike the wall at a, above the upper line mentioned above, and
must fall within the compartment b,

If the player in D succeed in hitting the ball at the first hop, and driving it
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fairly back to the wall, striking above the lower line, the game goes on, each
striking it alternately until one fails, the ball now being only required to strike
the wall above the lower line, and being quite unrestricted as to the place where
't takes the ground. If the server fail, he loses his turn, and his opponent
takes his place ; if the second hand fail, the server counts one to his game,
which is reckoned in all things just as in fives. The serving takes place
alternately from B and c—the second hand standing at D for B, and E for c.

The ball may strike the side and end walls either before or after striking
the playing wall at A ; but the roof and the gallery, if there be one, are con-
sidered out of bounds, and count to the striker for a miss. A good player
makes great use of the walls, and will utterly confound and*bewilder the novice
by driving the ball into corners, where it either flics about in the most incom-
prehensible manner or falls most disappointingly dead to the ground. Thus
it will be seen that in rackets more even than in fives a player’s real strength
lies chiefly in the power of serving a series of difficult or actually impossible
balls.

There are many other “ dodges ” which a good player practises, which time
would fail us to enumerate, and which, indeed, hardly come within the scope
of these short notices, which are not intended as exhaustive treatises on the
various games for the use of experts, but as an introduction to their theory
and practice for the use of learners and unformed players.

The young reader will find it will take all his time to become expert even at
the simple straightforward game, and will certainly only retard his progress
if he attempts the refinements of the game before he has mastered its first
principles.

One trick of the racket may, however, be mentioned as not very difficult to
acquire and yet extremely valuable in play. By a quick action of the wrist as
the ball takes the racket, drawing the network across the ball, a very consider-
able spin or bias may be imparted to it, which will cause it not only to fly off
the walls at unexpected angles, but to prove so erratic in its rebound from the
ground as to put all calculation at defiance and baffle the most expert player.

The first thing a beginner has to learn in handling a racket is to stand far
enough away from the ball ; it is the almost invariable fault of a novice to get
too near for fair striking. The second, perhaps, is to keep cool and not be in
too great a hurry to strike. This is perhaps a too common fault with most
players ; they fly about and dash frantically at almost every other ball; whereas
a really fine player, as a rule, takes the ball as late as possible, and hardly ever
seems to be in a hurry, generally taking the whole affair with the most pro-
voking calmness and deliberation. To this point of perfection, however, it
is only given to the few to attain—we point it out as the real standard of
excellence.

Some attention to dress is necessary : light flannel jersey and trousers, and
canvas shoes, is the regulation dress. Ordinary cricketing habiliments will do
for the first, and any pair of close-fitting light shoes or slippers will do for the
second ; but the regular shoes are very inexpensive, and need not be a cause
of alarm at home. Ordinary boots and shoes with thick soles and heels are
simply inadmissible; first, because they would cut the paving of the court to
pieces; and secondly, because they are sure to bring their wearer to grief
sooner or later, by slipping up and letting him down after a fashion to which a
heavy fall on the ice is mere child’s play, and to the imminent danger of
breaking half the bones in his body.
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The racket is very liable to warp, and so to play untruly: it should always
be kept, if possible, under a weight. When a racket has warped so much as
to become troublesome, it can always be restored by being pressed in a frame
made for the purpose ; but a little care will render this unnecessary for a long
time.

HOCKEY OR BANDY.

This is perhaps, next to football, the best of our open-air winter games, and
is strongly recommended to our young readers, as a very efficient substitute
for that nobler sport. The spirit of the game is pretty much the same as that
of football, the object being to strike a ball through a goal marked by two

uprights, the principal difference being that the instrument of propulsion is a
stick instead of the foot, and that the ball is smaller and of a different make.

The game may be played by a very few, but at least six or eight are necessary
to give it any real interest. From ten to a dozen on a side can play with advan-
tage if the space be not too confined ; but a game with only six or eight on a
side gives more room for individual skill, and is therefore preferable. Undet
all circumstances a crowded game is to be avoided, for the game then ceases
to be a contest of skill, and degenerates into a mere chance medley, in which
all refinement of play is rendered impossible by the sheer press of numbers,
and brute strength and reckless hard pounding bear down all opposition.
Another objection may be mentioned— of more weight, perhaps, with parents
than with sboys themselves, but which the latter might well take into some
consideration—that is, the extremely dangerous nature of the game thus played.
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In the midst of a grand scrimmage, where a score or so of players are plying
their hockeys vigorously in the confined space of a few square yards, it can-
not but be that some blows more or less awkward must be inflicted upon the
heads and faces of those engaged. Broken limbs may be set, and their owper
be little the worse, and as for injured shins, of them a schoolboy recks not at
all; but the head and face are by far too critical portions of the frame to be
rashly imperilled. With only six or eight on a side accidents of this kind
are almost*unknown, and all that a player has to guard against is an occa-
sional rap over the shins; and even for that he will only be indebted to his
own clumsiness.

The game is played with a solid india-rubber ball from two to two and a half
inches in diameter; and the players, each with a hooked stick or “ hockey,”
take opposite sides, and try to drive the ball through each other’'s goals.
The goals, which should be marked each by two poles about ten feet apart and
eight feet high, with a cord joining their tops, may be placed at from eighty
to a hundred yards apart, and boundaries should be marked at the sides by
flags or posts as in football, leaving a space between of about forty yards.
To put the matter more exactly, the ground for a game with a dozen on a side
should be about a hundred yards long by forty broad, while for numbers less
than this it should be proportionately contracted.

There is much variety of opinion as to the best form of hockey-stick, nearly
every player of any pretensions having his own fancy ; but all kinds of hockey
may be classed under two heads— those with a small hook and those with a
large one, the difference between them being much the same as that between a
rapier and a cavalry broadsword. As may be supposed, the better players
mostly prefer the lighter and more wieldv though less powerful weapon, just
as a first-rate fencer would prefer a light straight sword to a cutlass.

In choosing a hockey, the young player should be careful not to overweight
himself: all the real work of the game is done by pure wrist-work; the hockey,
therefore, must not be of a greater weight than he can easily manage. The
heavier and long-hooked hockeys are generally employed to make up by mere
weight and size for the deficiency in address of their owners—the long hook
makes it almost impossible to miss the ball, and the great weight is of itself
sufficient to drive the ball, however clumsily it may be handled. Of two-
handed hockeys, the less said the better : they are only serviceable in crowded
games, and there they are so dangerous that their use ought to be prohibited.
Certainly in a close scrimmage, a big two-handed hockey, wielded by compe-
tent arms, will hew its way through the fray in a most marvellous fashion, by
mere weight of metal driving the lesser and slighter sticks before it like very
reeds ; but when Greek meets Greek, when two-handed hockeys are opposed
to two-handed hockeys, then comes the tug of war indeed, very exciting, but
apt, indeed almost certain, to entail a considerable number of casualties both
to the sticks and to their owners.

With a good player the hockey is scarcely ever lifted above the shoulder,
the ball being driven along by a succession of taps, and is guided in and out
between the opposing ranks of hockeys by the mere action of the wrist; and
it is only occasionally, even where it is necessary to drive the ball, that the
stroke is made with the full sweep of the arm. With this style of play it is
evident that no risk is incurred of receiving or inflicting serious injury.

But with really heavy sticks wrist-play is impossible: they can only be
wielded to any purpose with the full sweep of the arm, and thus introduce an
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element of danger which would not otherwise exist. Ina game with from six
to a dozen on a side, and light one-handed hockeys, which is the really scien-
tific game, the danger may be set down as nil; but if there be twenty or
thirty on a side, with two-handed hockeys, the chance of untoward accidents
becomes a matter of very serious consideration.

For these and other reasons which he will soon discover for himself, the
young player will do well to adopt the lighter and short-hooked hockey, as
figured, rather than any other.

The hockey should be of some tough wood, ash perhaps for preference, and
should be well seasoned before use ; its length should be a little more than is
necessary to reach the ground with comfort when grasped by its upper ex-
tremity ; that is to say, when in play there should be a couple of inches or so
left above the grasp.

The rules of the game are few and simple ; those for play are as follows :

1. The choice of goals shall be decided by tossing, and the side winning
the toss shall start the ball from a spot ten yards in front of their goal.

2. The ball may only be played with the hockey ; it shall, however, be lawful
to stop the ball with'the body or legs, but not with the hands.

3. A goal is gained when the ball isplayed through between the posts and
under the cord by the opposing party, or in any way passed through by
the side owning the goal.

4. No player may strike the ball backhanded; in every case the player
must play facing the opponent's goal.

5. A player is not permitted to loiter near the adversary’s goal, but may be
required to retire, while not playing at the ball, to a distance of at least
twenty-five yards.

These rules, if honestly carried out, viili be found amply sufficient for all
the purposes of the game. There are some local varieties, but in the main
the game is much the same all over England. The rule against the use of the
hands is in some places not enforced, and the method of starting varies much.
With regard to the former, we can only assure our young readers, from much
experience, that it is on the whole a mistake ; and for the latter, so long as the
ball gets a fair start, it is of no material importance what is the precise method
employed. .

In some places attempts are occasionally made to make it illegal to run the
ball along in the manner commonly called “ sniggling”— a term that every
schoolboy will understand— fortunately mostly without success. It is in this
“sniggling” that the whole science of the game lies, and the attempt to suppress
it is generally nothing more than the unreasoning and unreasonable protest
of the herd of “ duffers ” against the one or two skilled players, with whom
they feel themselves unable to cope in skill and address, and so try to reduce
them down to their own dead level of mere undisciplined muscularity.
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The game of hockey has fallen much out of repute of late years, partly
through the immense advance in popularity of cricket, and football, and
other athletics; but chiefly, it it is to be feared, from the introduction into the
game of a too savage and reckless style of play, by which so many jserious
accidents have been brought about, that the authorities have become shy of
encouraging a game in which teeth and eyes run no small danger of being
knocked out, and face-wounds leaving permanently disfiguring scars are not
unfrequent. It is, however, such a thoroughly good game, and, under the
conditions above indicated, so perfectly free of all danger, that it ought to
occupy, as we said above, a place next only to football ; and we shall consider
the space here allotted to it well bestowed, if it induce only one or two of our
larger schools to take it up in earnest, and place it on the list of recognized
games. We see no reason why hockey matches should not take the same
place in winter that cricket does in summer. Football rests under the dis-
advantage of having no generally recognized code of rules, and is, indeed,
such a radically different game in various localities, that inter-school matches
are few and far between. Different schools, moreover, are not so wedded to
their own systems as in football. But hockey, wherever it is played, is almost
identically the same, the divergence of practice in the various centres of the
game being so slight as to be quite unimportant, and therefore inter-school
hockey matches could be arranged and carried out almost as easily as in cricket.
It is a comforting reflection to an enthusiast in hockey, that it is not an impos-
sibility, perhaps not an improbability, that this game may, before the end of the
next decade, assert its proper position amongst our school games. It is by
far too good a game to be suffered to pass into the limbo of forgotten sports ;
a destiny that seems in store, if the experience of the last five and twenty
years be any guide to the future, for many of our national games ; and indi-
cations are not wanting that, unless hockey gains a fresh lease of popularity,

this is indeed the end that awaits it, and that at no late period : which may
the Fates avert!

ROUNDERS.

This is a very interesting game, not difficult to learn, yet offering ample
opening for almost any amount of personal skill and address. Its requirements
are not numerous, a ball being the only one absolutely indispensable, so that
it is a capital game to get up at short no-
tice, when time and circumstances make the
more set games, such as cricket or football,
out of the question.

FEEDER The ground may be conveniently prepared

as follows: The home is marked out by four

*SE BA sticks or stones, or by a line scratched on
the ground, and the five bases are marked,

at a distance of about fifteen yards apart,

each by a stick or stone. The players,

having now divided into parties, toss up for

innings, the winning side takes possession

& of the home, while the rest go out into the
BASE BAI field. The captain of the outing side, hav-
ing disposed his men in the field according

to their several abilities and the require-

SPRIKER
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ments of the game, takes the ball, and places himself as feeder, in readiness
to throw the bail to, or “ feed,” the successive strikers of the inning side. All
being thus arranged, the game commences by one of the inning side cpming
to the front of the home, in readiness to strike the ball as it is “ served” to him
by the feeder. Sometimes the ball is struck with the hand only, but this can
be recommended only when nothing better is immediately available. The
more common practice is to use a short bat, similar to that used in trap-ball,
and sometimes a cricket stump is employed. Of all these the cricket stump
is perhaps the best : the use of the bat, since it makes it almost impossible to
miss the ball, deprives the game of much of its interest; yet the stump, unless
all the players be proficient, is open to the opposite objection of making the
game too difficult. The kind of bat that best suits the requirements of the
game is something between the two— around stick like a constable’s staff,
from eighteen to twenty inches in length, and from two to two and a half
inches thick, thinned down at one end into a handle. This is technically
named a “ dogstick.”

Armed with this, the several members of the inning side present themselves
in succession in the front of the home to receive the ball from the feeder.
Each «striker is allowed to pass by as many balls as he likes without striking,
until he gets one that suits him; if in striking he miss it, or tip it behind
the home (/. e., behind the front line), or if it be caught by one of the field
before touching the ground, he is out, and stands on one side; if, however,
he succeeds in hitting it safely away, he throws down the bat and runs for
the base nearest to him on his right, and thence, if he has time before
the ball is thrown up, to the next, and so on, striving, if possible, to get com-
pletely round and home again before the ball is fielded and returned. If
he succeed in doing this— in getting a rounder— his side scores one towards
the honours of the game, the side scoring most rounders in an innings being
considered the victors. If, however, while running between the bases he is
struck by the ball, he is out, and stands on one side as before.

When all the inning side but two are thus out, they may call for “ rounders.”
The better player of the two then takes the bat, and is allowed three chances
at the ball for the “ rounder;” that is, he is allowed to strike three times at
the ball instead of only once, and may make his own choice as to which he
will run for. Having once run, he mqst accept all the chances of the game as
before. The “rounder” is not allowed unless the run is made clear. If the
ball be sent up and put in the home, or if the runner be hit by the ball at any
part of his passage round—the bases afford him no protection— then the
inning side is out, and the outing side take their place, and the game proceeds
as before. If, however, the “ rounder” be achieved, the whole of the inning
side are in again, and have a fresh lease of the bat, and so on until their
opponents can finally dispose of them.

With accurate and hard hitting on the inning side, and active fielding on
the outing, this is a very exciting and interesting game. The striker has little
to do but to hit the ball forcibly away in that direction where the field is most
open; it is in the fielding that the real art of the game lies: a strong party
out in the field will leave their opponents but a short lease of the bat, and
“rounders ” will be scarce indeed.

A fieldman, besides looking out for a catch off the bat, must be always on
the alert to back up when the feeder or another fieldman is having a shy at
the runner ; this will not only save many “ rounders,” but will in many cases
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be the occasion of getting out a runner who would have otherwise escaped :
the thrower, too, will throw with all the more accuracy and precision that he
is not nervous about the consequences of missing. As in cricket, the ball
when thrown up should be returned hard and sharp to the feeder, without
any hesitation or dallying.

The runner is not allowed to leave a base and return, except he leave it
before tjie ball is out of the feeder’s hand. If so, he must return to it, subject
to the chance of béing hit by the ball, and so being put out ; and in running
from base to base he is not allowed to deviate—that is, of course, within
reasonable limits— from the straight line between the bases. His clothes are
considered part of his person, and therefore if the ball strike them, even if it
be aloose part of his jacket, he is out. This is often a matter of dispute where
the rule, which is the only possible one, is not clearly understood beforehand.
Of course, no fieldman may in any way, or under any pretence, obstruct a
runner in passing from base to base.

As the ball has to be thrown at the players, it must not be hard and heavy
like a cricket ball, nor, as it has to be driven by the bat, must it be too soft
and light; those white leather balls, about an inch and a half in diameter,
which are sold in the shops under the name of tennis balls, are about the best
for the purposes of this game. There should not be too many on a side, or
the game becomes tedious: from six to nine or ten on a side will be found
most suitable.

TRAP-BALL.

This is a game that used to be very popular in some parts of the country,
but, like so many others of our old national games, it has fallen latterly into
disuse, and is very seldom seen now, even amongst boys. It is, however, by
no means a bad game, as it gives quite opening enough for skill to make it
interesting and worth playing. The players divide into sides—two can play,
but sides of four or five each make a better and more lively game : one side
handles the bat, while the other goes out into the field.

The apparatus required are a ball such as described above in “ Rounders,”
a short bat, like a young cricket bat, and a trap in the shape of a shoe, having
a tongue or trigger hung on a pivot, with one end shaped like a spoon to hold
the ball. (See cut.)

The inning side handle the bat in succession, and try to score as many for
their side as they can before they are put out, an event which the outing side
endeavour to bring about as soon as possible.

The game is played thus: The striker, bat in hand, stands in readiness by
the trap, with the ball in it, and touching the lever end of the trigger with his
bat, causes the ball to fly up in the air: this he hits hard away into the field.
If he miss his stroke, or if he strike the ball outside certain boundaries
marked out on either side, or if one of the fielders catch the ball before it
touches the ground, he is out, and the next player takes his place.

If none of these happen, the fieldman who stops the ball bowls it towards
the trap, which must be brought round at right angles, so as to give a fair shot.
If he succeed in hitting it, or in bringing the ball to rest within one bat’s
length of it, the striker is out. If, however, he fails in doing this, the striker
measures the distance with his eye, and calls a nhumber of bats’ lengths : if
upon measurement this number proves to be within the actual distance, he
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scores it towards his gam* but if it exceed it he is out, and makes room for’
the next. j

When all the players of one side are thus out, the sides change places, and
when each has played out its innings, the respective scores arc added up, as
in cricket, and the highest score wins the game.

In some parts of the country, Essex and Suffolk for example, a cudgel or
bludgeon is used instead of the bat, but the game is essentially the same in
all other respects as that described above.

In some parts of England the place of the trap is taken by a piece of wood
shaped like the trigger of the trap, and placed in a little hole beaten in the
ground by the bat. The piece of wood is called the “ splent and much skill
is needed in shaping the hole properly, so that the ball may rise fairly.

\Y

KNURR AND SPELL.

This game, otherwise known as Northern Spell, is only to be seen in the
northern counties, and is hardly known even by name in the southern parts of
the island. It is a very simple game, and does not offer many difficulties to
the learner, who, if he have a good eye and a ready hand, may easily and
cjuickly acquire even considerable proficiency in it. It is wanting, however,
in the interest of personal antagonism ; the whole gist of it lies in driving a
ball in a given number of strokes over as many yards of ground as possible.
As each man tries his hand in turn, quite independently of his opponent, and
takes his own time, being as leisurely as he sees fit, it becomes too cold-blooded
an affair to excite much enthusiasm even in the players themselves. In the
north, however, it has a certain popularity.

Any number may join in the game, but it is essentially a.contest between
individual players. The requisites for the game are a bat, a trap, and a ball.
The ball, about one and a half inches in diameter, is made either of wood or
of white porcelain, the latter being, perhaps, preferable. The trap is the same
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as that used in “ Trap-ball but a piece of wood this shape is often employed:

SUBSTITUTS FOR TRAP.

and answers the purpose admirably. The bat consists of a piece of wood
like a half-pint bottle split longitudinally, firmly attached to a long handle of
stout cane ; this handle varies in length from four to five feet, according to
the height of the player.

The player, holding this bat by the extremity of the handle in both hands,
touches the trigger, and whirling the bat round his head, catches the ball in
the centre of his bat, if possible, and drives it far afield. The spot where the
ball pitches is marked down, and its distance from the trap measured—in a
regular match by a long cord knotted off into yards, but in ordinary games
in any rough-and-ready way that happens to be most convenient. His opponent
then tries his hand, and so on alternately, until the agreed number of strokes
have been made ; the number of yards each has covered are then added up,
and he who shows the highest total is declared the winner.

A good player will drive the ball to a most astounding distance, more by
knack, however, than by brute force. This knack is, to a certain extent, not
difficult to acquire by practice and personal instruction, nor is considerable
proficiency beyond the reach of even ordinary capacities ; it is, however, quite
indescribable on paper, and therefore the learner must, if instruction be un-
attainable, e’en set to work and acquire it for himself.

One piece of advice, though, may not be misplaced; that is, to hit high:
when a stone or ball is to be hurled to any distance, it is wonderful how few
give the missile sufficient elevation. The elevation that gives the best results
is an angle of 450with the plane of the horizon, and this angle may be roughly
ascertained thus : Stretch out the arm at right angles to the body, then lift it
straight above the head, now let it drop to a position exactly midway between
these two positions, and you have the angle required. Hit your ball up at
this angle—never mind its looking like sky-scraping—and you will get as
much out of each hit, even to the last foot, as is possible.

PTTCH STONE. .

This is a very good game to play along a country road or across a common,
where other objects of interest are not plentiful, and when it is not a matter’
of importance to get over the ground very rapidly. It is a game only for two,
and is played as follows :

Each player arms himselfwith a roundish smooth pebble: one of them leads
off by throwing his pebble forward some ten yards or so, and the other tries
to hit it with his own ; if he succeed, he counts one towards the game— which
is mostly eleven, but may be any number previously agreed upon—and the
first player has to lead off again ; if, however, he miss, the first player picks
up his stone, and standing where it rested, takes aim at the stone of No. 2,
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and so on alternately. Accuracy of aim is almost the only point in which
special skill can be displayed.

In pitching his stone, the player must take care to do so with sufficient
force to carry it, in case of missing, well beyond the one he is aiming at, or
he will give too good a chance to his opponent. There is a game very similar

to this played with marbles, which is very popular still in some parts of the
country.

DUCK STONE.

A very lively game for any number of players from four or five to a dozen.
Each player procures a smooth, somewhat flattened pebble, and a large stone
about ten inches or so in diameter, with a flat top, is set up to serve as
“mammy.” A “home” is marked out about ten yards or so from the
“mammy,” and from this the players “ pitch for Duck,” that is to say, they
try to pitch their pebbles as near to the “ mammy ” as possible : the one who
makes the worst shot goes “ duck.” He puts his pebble upon the * mammy,”
and the rest of the party in succession stand at the home, and endeavour to
knock the “ duck-stone” off the “ mammy.”

So far there is not much life in the game, but the player, having pitched his
pebble, has to get it back again for his next shot: the instant he touches his
stone he lays himself open to be touched by the duck, in which case he has
to take duck’s place; duck, however, has this power of touching the other
players only as long as the “mammy ” is crowned— that is, as Tong as his
pebble rests on it—so that the displacement of this is the signal fora general
scurry homewards, and duck must be very quick in replacing the stone, to
get even a chance of touching one of the players.

When the players are well matched this is a very lively game, and all sorts
of arts are employed Ne both sides, on the one side to effect a safe retreat,
and on the other to cut it off. As a génerai rule the duck should stand near
the “ mammy,” ready to replace his stone in a moment; he will also find It a
good plan to devote his attention, not, of course, too openly and exclusively,
to those who have pitched some way beyond the “ mammy :” he will be nearly
certain, sooner or later, to cut one of them off on his way home. If the play
is at all good, he must not reckon on too much spare time in catching a
fugitive, or perhaps—and this is not at all uncommon—just at the critical
tnoment, as his hand is stretched out to effect the “ touch,” away will fly his
stone, and he will have to return ignominiously to replace it. If the place in
which the game is played be of any extent, it is well to confine it within
arbitrary limits, or it loses all its life: if a player may run to any distance
laterally, it is almost hopeless for the duck to touch him before the “ mammy”
is discrowned. The best way is to mark out boundaries at the sides and ends,
about ten yards distance each way from the “ mammy,” making it, in fact,
the centre of a square, twenty yards each way; this will be found to afford
ample room, but will not be too wide to give the duck a fair chance If a
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runner, in trying to elude the duck, overpasses either of these boundaries,
except into home, he is considered to have been touched, even though, at the
moment of doing so, the “ mammy ” be discrowned, and must change places
with duck accordingly.

NINE HOLES. *

Strictly, this game should be played by nine players, and nine only, but the
actual humber is not material to the spirit of the game, and the number of
holes may be modified at will, to suit the number of players. To play it,
nine holes, about six inches wide and three deep, are dug near a wall, and a
line is drawn opposite these at a distance of five or six yards. Each of the
players takes one hole, and one of them, standing at the line, pitches a ball,
which should be similar to the one described in rounders, into one of these
holes. The player to whom the hole belongs snatches the ball out and throws
it at one of the others, who have meanwhile scattered in all directions. If he
hit him, the player just struck becomes “ pitcher;” if he miss him he loses
one, and himself becomes “ pitcher.” When a player has thus missed three
times, or technically has “ lost three lives,” he is considered “ dead,” and
stands out until the conclusion of the game. The winner is he who holds
out to the last. Caps are sometimes used instead of holes, and serve the
purpose equally well, though perhaps they would be better on the heads of
their respective owners.

HOP-SCOTCH.

This is very good practice for balancing the body and acquiring steadiness
on the legs. Chalk or otherwise mark out on the ground a
figure like the accompanying diagram, on a scale of about
four feet to the inch.

Not more than two or three should play at one figure, or
there will be too long a time between the turns. The players
“ pink” for first turn, that is, they pitch the stone or piece of
0 tile with which they are going to play at the cat’s face at the

rounded extremity, sometimes also called and drawn as “ the
pudding.” He who gets nearest leads off.

Standing at the square end, he throws his tile into compart-

ment 1, hops in and kicks the tile out—still hopping—to the

starting-point. He next throws the tile into No. 2, hops into

1, thence to 2, and kicks the tile out as before. He next

1 > goes on to 3, and so on until he reaches 8, which is called the

“ resting-bed;” having reached this he may rest himself by

putting his feet into 6 and 7, resuming his hopping position,

however, before he goes on with the game, in which he proceeds as before.

Until he reaches the “ cat’s face” or “ pudding,” he may have as many kicks

as he likes in kicking the tile out, but when he reaches that he must kick it

through all the other divisions at one single kick, the successful achievement

of which crowns the game.

If the tile be pitched into a wrong number, or rest on one of the lines, either
in pitching or kicking, or it be kicked over the side lines, the player loses his
innings ; if he put down both feet while in the figure, except at the resting-
bed, or set his foot, in hopping, on either of the lines, he suffers the same
penalty. Some players who are particular, and cultivate the refinements of
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the game, are in the habit of using a circular disk of lead, instead of the
usual irregular, and therefore uncertain, piece of tile.

BATTLEDORE AND SHUTTLECOCK.

This game must be so thoroughly familiar to all our readers, however young,
that there can be little need for prolonged comment. It may be played by one
person or several, but the single-handed game is apt to become very tedious
and uninteresting, however ingenious the player may be in varying his style
of play. To get any real amusement out of the game at least two should play.

The whole art of the game consists in keeping the shuttlecock in the air as
long as possible. As a stimulus to extra exertion it is well to set a number as the
standard of attainment, counting one for each flight from the battledores, and
try to keep up the “ cock” until you have reached it. Two good players will
not find five hundred too many for them, but at first even twenty will be found

a long figure. The more players there are the more difficult does it become
to keep the cock up.

If the game be played with any spirit, it will be found to afford very good
exercise, and will prove very good training for other sports of a more advanced
character, such as rackets and fives and the like.

The best kind of battledores are those called “ drum,” with parchment heads.
The shuttlecock should be rather long and the feathers not too wide-spread,
otherwise it is apt to be slow of flight, and to require very hard hitting to
drive it at all.

The Chinese are great adepts with the shuttlecock, only with them the cock
is driven by the upturned sole of the shoe, instead of with a battledore as with
us. The players stand in a ring, and each as the cock comes to him spins
smartly round, catches it on the sole of his shoe, and so passes it on to his
neighbour.

TIP-CAT.

This is played with a cylindrical piece of wood, about five inches long,
sharpened at both ends, as in figure, and a baton or stick. A small ring is
marked out on the ground, and at a distance of about twelve feet from it is
drawn a line called the “ offing.”

Two players toss up for innings, the winner takes the stick and stations
himself by the ring, while his opponent stands at the scratch or offing, and
tries to pitch the “ cat” into the circle. If he succeed, the first player is out
and takes his place at the scratch, and becomes *“ pitcher,” while the pitcher
in his turn takes the baton. If, however, he is not successful in his cast, that

3
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is, if the whole of the cat does not rest within the ring, the first player pro-
ceeds as follows: He stands by the cat, and tipping one end of it smartly
with his béaton, causes it to fly up in the air, and then hitting it while in mid-air,
drives it as far as possible. If the cat, or any part of it, rest on or over the
ring, he is allowed only one turn at the cat, but if it be altogether outside, he
is allowed three. Having struck the cat as far as he can, he measures with
his eye its distance from the circle, and calls a certain number of sticks. If
on measuring the distance it prove to be less than so many sticks' lengths, he
is out, but if more lie scores the number called to his game, and the cat is
pitched to him again as before.

In some places the measurement is made by close-footed jumps, but this is
not so certain as the other method by sticks, and it possesses the further dis-
advantage, too, of leaving a great opening for sharp practice if either party is
so disposed.

If the striker in hitting at the cat while in the air miss it altogether, or if
the cat be caught by his opponent, he is out, and loses his innings. After
each player has had two innings, or any other number previously agreed
upon, the scores are added up, and the larger wins.

There are several other ways of playing tip-cat in vogue in various parts
of the country. One way is for the striker to stand in the midst of a large

ring some ten yards in diameter, and tipping the cat from thence, strikes it as
before. He is liable to the same penalties as before, with this in addition,
that the cat must be hit over the ring, or it counts as a miss and he is out.
If he strike the cat fairly beyond the ring, he counts the game as before ; the
distance being reckoned from the centre of the circle, not the circumference,
as before.

A third method requires at least eight or ten players : these divide into two
sides, and four or five bases, according to the number on a side, having been
marked in a circle, one party takes the field, while the other, each armed with
a baton, station themselves at the several bases. One of the outing side now,
standing at a scratch marked opposite one of these bases, and about three
yards from it, “ serves ” the cat to the player at the nearest base, who strikes at
it, subject to the same conditions as in rounders, which game, by the way, this
method very much resembles. Directly the cat is struck or even tipped, the
whole “ in” side run from base to base, keeping their right shoulders inward,
and continue to run as long as they consider it safe to do so. Every base
they thus make counts one to their score. The striker is out, and with him
the whole side, if he miss the cat, if he tip it behind him into the circle, if it
be caught by one of the fieldmen, or if while a player is running the cat be
thrown between the base he has left and the one he is making for.
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Tip-cat should always be played with caution, and never where there are
many people about. It is impossible to keep the cat under perfect control as
one can a ball : at any moment it may fly into the face of a passer-by, and
inflict an unsightly wound, or even blind him—such things have been ; for a
sharply-struck cat, as it comes spinning and whirling through the air, makes
a most formidable missile, especially when it takes one unawares. Therefore
we would reiterate our exhortation to caution and circumspection.

AUNT SALLY.

This game when it was first introduced had a tremendous run of popularity ;
even in the very highest ranks of society there was a perfect rage for the new
game. For a season Aunt Sally was the reigning queen of society, the goddess
of fashion, at whose shrine it behoved all persons who aspired to position in
society to come and bow themselves down. If report says true, Cabinet
Ministers and even great foreign potentates did not disdain at one time to
number themselves amongst the votaries of this popular pastime. But the
glory of its early days has departed ; Aunt Sally’s little day as a fashionable
pastime is over ; the game has dropped out of fashion almost as quickly as it
came in, and with nearly as little reason, for it certainly has its good points,
and is a game from which a good deal of fun may be extracted.

In providing the necessary appurtenances there is no occa-
sion to go to any considerable expense. Take a round block
of wood about eighteen inches long and eight or nine in dia-
meter, and rough-hew it somewhat into the shape annexed.

If there be any carving talent easily accessible, the head and

features may be got up with any amount of elaboration con-

sistent with solidity and strength : all really fine work is

simply thrown away, and is, indeed, out of place; if not,

flatten and smooth over one side for a face, and give the

whole two or three coats of black paint, allowing one to dry

thoroughly before the next is laid on. If beauty unadorned

will serve your turn, the features may be marked out with

amere dab or two of white paint, and as far as adornment is concerned
Aunt Sally is complete. A little extra adornment, however, certainly adds to
the spirit of the game; a little extra time and trouble, therefore, spent on
getting the old lady up taJaetter advantage, will not be thrown away ; and with
very little pains, backed by a little ingenuity and invention, you may turn her
Out “ beautiful for ever.”

Procure some canvas or stout calico, make this up, or get it made up, into
something of a cap shape, the more fanciful the better, and nail it securely
on to the head with brass-headed nails, covering all but the face. A frill, which
will be found a great addition to the good lady’s attractions, may be made by
looping up a strip of the same, or better still, of some coloured stuff, between
the nails. The features should be marked out in white paint with a judicious
shading of red, and a liberal allowance of the latter for the Ups, which should
be very full and wide apart, showing a rather defective set of teeth of Brob-
dingnagian proportions.

Make three gimlet-holes at least two inches deep, one in the centre of the
nose and one in each ear, and with an augur make a hole at least two and a
half inches in diameter and four or five deep up the neck, to receive the head
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is, if the whole of the cat does not rest within the ring, the first player pro-
ceeds as follows: He stands by the cat, and tipping one end of it smartly
with his balon, causes it to fly up in the air, and then hitting it while in mid-air,
drives it as far as possible. If the cat, or any part of it, rest on or over the
ring, he is allowed only one turn at the cat, but if it be altogether outside, he
is allowed three. Having struck the cat as far as he can, he measures with
his eye its distance from the circle, and calls a certain number of sticks. If
on measuring the distance it prove to be less than so many sticks’ lengths, he
is out, but if more he scores the number called to his game, and the cat is
pitched to him again as before.

In some places the measurement is made by close-footed jumps, but this is
not so certain as the other method by sticks, and it possesses the further dis-
advantage, too, of leaving a great opening for sharp practice if either party is
so disposed.

If the striker in hitting at the cat while in the air miss it altogether, or if
the cat be caught by his opponent, he is out, and loses his innings. After
each player has had two innings, or any other number previously agreed
upon, the scores are added up, and the larger wins.

There are several other ways of playing tip-cat in vogue in various parts
of the country. One way is for the striker to stand in the midst of a large

ring some ten yards in diameter, and tipping the cat from thence, strikes it as
before. He is liable to the same penalties as before, with this in addition,
that the cat must be hit over the ring, or it counts as a miss and he is out.
If he strike the cat fairly beyond the ring, he counts the game as before ; the
distance being reckoned from the centre of the circle, not the circumference,
as before.

A third method requires at least eight or ten players : these divide into two
sides, and four or five bases, according to the number on a side, having been
marked in a circle, one party takes the field, while the other, each armed with
a balon, station themselves at the several bases. One of the outing side now,
standing at a scratch marked opposite one of these bases, and about three
yards from it, “ serves ” the cat to the player at the nearest base, who strikes at
it, subject to the same conditions as in rounders, which game, by the way, this
method very much resembles. Directly the cat is struck or even tipped, the
whole “ in” side run from base to base, keeping their right shoulders inward,
and continue to run as long as they consider it safe to do so. Every base
they thus make counts one to their score. The striker is out, and with him
the whole side, if he miss the cat, if he tip it behind him into the circle, if it
be caught by one of the fieldmen, or if while a player is running the cat be
thrown between the base he has left and the one he is making for.
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Tip-cat should always be played with caution, and never where there are
inany people about. It is impossible to keep the cat under perfect control as
one can a ball : at any moment it may fly into the face of a passer-by, and
inflict an unsightly wound, or even blind him—such things have been ; for a
sharply-struck cat, as it comes spinning and whirling through the air, makes
a most formidable missile, especially when it takes one unawares. Therefore
we would reiterate our exhortation to caution and circumspection.

AUNT SALLY.

This game when it was first introduced had a tremendous run of popularity ;
even in the very highest ranks of society there was a perfect rage for the new
game. For a season Aunt Sally was the reigning queen of society, the goddess
of fashion, at whose shrine it behoved all persons who aspired to position in
society to come and bow themselves down. If report says true, Cabinet
Ministers and even great foreign potentates did not disdain at one time to
number themselves amongst the votaries of this popular pastime. But the
glory of its early days has departed ; Aunt Sally’s little day as a fashionable
pastime is over ; the game has dropped out of fashion almost as quickly as it
came in, and with nearly as little reason, for it certainly has its good points,
and is a game from which a good deal of fun may be extracted.

In providing the necessary appurtenances there is no occa-
sion to go to any considerable expense. Take a round block
of wood about eighteen inches long and eight or nine in dia-
meter, and rough-hew it somewhat into the shape annexed.

If there be any carving talent easily accessible, the head and

features may be got up with any amount of elaboration con-

sistent with solidity and strength : all really fine work is

simply thrown away, and is, indeed, out of place; if not,

flatten and smooth over one side for a face, and give the

whole two or three coats of black paint, allowing one to dry

thoroughly before the next is laid on. If beauty unadorned

will serve your turn, the features may be marked out with

amere dab or two of white paint, and as far as adornment is concerned
Aunt Sally is complete. A little extra adornment, however, certainly adds to
the spirit of the game; a little extraltime and trouble, therefore, spent on
getting the old lady up to better advantage, will not be thrown away ; and with
very little pains, backed by a little ingenuity and invention, you may turn her
out “ beautiful for ever.”

Procure some canvas or stout calico, make this up, or get it made up, into
something of a cap shape, the more fanciful the better, and nail it securely
on to the head with brass-headed nails, covering all but the face. A frill, which
will be found a great addition to the good lady’s attractions, may be made by
looping up a strip of the same, or better still, of some coloured stuff, between
the nails. The features should be marked out in white paint with a judicious
shading of red, and a liberal allowance of the latter for the lips, which should
be very full and wide apart, showing a rather defective set of teeth of Brob-
dingnagian proportions.

Make three gimlet-holes at least two inches deep, one in the centre of tht
nose and one in each ear, and with an augur make a hole at least two and a
half inches in diameter and four or five deep up the neck, to receive the head
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of the stake on which she is to stand; then with a petticoat of strong but
bright-coloured material tied round her neck, perch the head on the stake,
which should stand about five feet out of the ground, and Aunt Sally “ stands
confessed in all her charms.”

You will further require a good supply of tobacco-pipes, and ten osa dozen
stout cudgels, from twenty inches to two feet in length. The pipes are placed

in the gimlet-holes in the nose and ears of Aunt Sally, and the cudgels are
employed to throw at them, and knock them out and break them. The
players stand at a mark about ten paces from the figure, and the game is
counted by the number of pipes broken in a given number of throws ; the
ear pipes counting one each and the nose two. If possible, it is desirable to
have some loose sacking or other material stretched at the back of Aunt
Sally, to stop the sticks, otherwise the labour of fetching them is something
considerable, and considerably detracts from the enjoyment of the game.

KNOCK-'EM-DOWNS.

This is a game very similar to the last, or rather the last is a modification
of this. A number of holes, generally three, about six inches in diameter,
and set in a triangle, are dug in a loose sandy soil, and in each is set up a
slender stick about five feet high, on the top of which is set some article of
no great value, such as a snuff-box, tobacco-box, a cocoa-nut, &c., and the
game consists in knocking off these articles with sticks similar to those used
in Aunt Sally. It is no use striking the stick that supports the snuff-box or
other article— it will only fall away and let the snuff-box itself fall perpendicu-
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larly into the hole, in which case the hit does not
count, and the stick has to be replaced. The only
possible way of knocking the things off so as to
fall clear of the holes is by striking them them-
selves full and fair with the throwing stick, the
knack of doing which is by no means easy of
acquirement.

Knock-'em-downs is always in great request at
fairs and races, where it is chiefly in the hands of
the gipsies, who allow so many sticks a penny,
taking good care that the value of the articles set
up on the sticks shall not be too great to leave
them a margin of profit on each transaction. Where
the soil is not suitable, light baskets of sand are
employed, in which the sticks are placed.

GAMES IN THE SNOW.

SNOWBALLS.

The best way to play snowballs is to foriti sides, draw a couple of lines
across the play-ground ten yards apart, marking out the neutral ground, into
which no combatant may enter, prepare as many snowballs as you like, and
then fight it out with fair throwing.

This is a much better plan than mere desultory throwing, which after a
time nearly always degenerates into rubbing snow into each other's faces and
necks, and so to bullying and quarrelling.

SNOW CASTLE.

Additional zest may be given to snowballing by constructing a castle or fort
of snow, and the players dividing into attacking and defending parties. The
walls must be made very solid, and considerably thicker at the base than the
top ; if the fort is of any height, five pr six feet will not be too thiclj for the
base of the wall.

In constructing this fort, the first thing is to select the site ; the commanding
engineer—it is always well to put the whole management, in this and similar
cases, under the undivided control of one individual, who shall be responsible
for the results— must look about him not only for the most suitable place,
strategically, for his fort, but for the place where his materials will be most
ready to hand. If possible, he should choose an angle of the play-ground wall,
as this narrows the front upon which he can be attacked, and at the same time
diminishes the amount of material required, which latter is a very important
item in the account, for no one who has not tried has the least idea of the
enormous mass of snow required to build even the most unpretending snow
castle. Having selected his ground, and got together his party of labourers,
armed with spades and other requisites—a wheelbarrow or two will be found
very useful—the engineer must set some to clear the ground ready for his
foundation, while others employ themselves in rolling up vast snowballs in
different parts of the play ground.
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As soon as one of these snowballs attains to a diameter of about a yard it
must be brought up to the place prepared for it, and there squared off with
spades into a tolerably accurate cube ; another is then placed alongside it, and
then another, until the whole line of wall is complete ; the interstices gre then
filled up with loose snow well rammed down. This being thoroughly com-
pacted, a fresh line is made a foot or more inside the first, and the vacancy
filled .with loose snow trodden in. In this way a good solid foundation is
obtained and about two feet of wall raised. By proceeding in the same way
the wall may be raised to any requisite height. If the snow is deficient in
binding power, gr indeed under any circumstances, a few sticks planted along

at intervals will prove of great service in binding the several layers of the wall
together.

The walls being thus raised to the desired height, which should be at least
five feet, but better six, all is done so far as defence is concerned ; but the
defenders not only require to be protected from the fire of the enemy, but
must be enabled to reply effectively to it. For this purpose a good solid ledge
or platform must be constructed inside, of sufficient height to allow the be-
sieged the full use of their arms in throwing—that is, when standing on it the
outer wall should be about breast-high.

Of course the means of ingress and egress must not be forgotten. A narrow
doorway should be cut, with the sill about four feet from the ground ; and this
during the siege must be barricaded in any rough-and-ready way that may
prove most effective.

Everything being thus solidly constructed —by the way, a bucket or two of
water thrown over the whole, just before leaving it for the night, will have a
wonderful effect in compacting it all together— the players divide into two
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parties under separate leaders, the smaller party to defend, the larger to attack
the stronghold, and forthwith commence their preparations, which, especially
on the part of the besieged, should be rather extensive.

The besieged gather together into the fort a great mass of snow as raw
material, and pile up many score of snowballs as service ammunition, while
the besiegers are equally busy outside piling up heaps of snow and snowballs,
many and frequent, in a great circle round the walls.

At last the signal is given : the defenders retreat into the fort and barricade
the entrance, the flag is mounted on the walls under a royal salute of all arms,
three cheers, and hard to work they go, hammer and tongs.

The captain of the besieged will, if he is wise, remind his troops that with
them ammunition is limited, whereas their opponents have an inexhaustible
supply to fall back upon, and that nothing but a sortie, always a most danger-
ous expedient, can give them the means of replenishing their stock when once
exhausted, and consequently that they must economize in every way, and make
every shot tell.

The besiegers, on the other hand, will follow exactly the opposite tactics,
and, being under no apprehension of failing ammunition, will ply their oppo-
nents to the full extent of their powers, leaving them no rest and no relief
from the storm of missiles.

If the attacking party be large, humbering say forty or fifty, the captain
should work them like skirmishers, one party firing while the others are load-
ing. A boy of any ability will find plenty of room, as captain, to exercise his
abilities in devising plans for offence or defence.

A good heavy vertical fire will often be found very effective. A party, armed
with huge snowballs six inches or so in diameter, advance in open order under
cover of a well-sustained fire, and pitch them in a volley or in rapid succession
well up into the air, so as to fall almost perpendicularly within the fortifica-
tion. .These shells are dreadfully annoying :»one or two are of no use, but
half a dozen or so at a time coming tumbling in, compel the unfortunates
within to give up everything else and bestow almost their whole time and
attention to watching and avoiding them. Woe betide the unfortunate who,
trusting to the walls and dreaming not of shell practice, shall be stooping
down working up snowballs, if one of them comes—thump —on the nape of
his neck: go down he .must ; and what with the explosion of the shell, the
consequent thorough saturation of his head and shoulders with snow, and the
sudden blow, he may be considered fairly hors de combat for some time— at
least, his snowball manufactory will be not a little interrupted.

Many more artifices and inventions might be mentioned, but enough has
been said to put a boy of ordinary intelligence in the way of making the best
use of his opportunities in this line.

One thing we must protest against— that is the cruel practice of compelling
the little boys to make the snowballs while the big ones throw them. Snow-
balling is very pretty work for those who get the exercise; but the utter
misery of standing still, working up with bare hands the bitter cold snow, with
all the blood freezing in one’s veins, and no hope of warming it—that indeed
none but those who have experienced it as little boys can understand. Little
boys ought to be made to serve their seniors ; it is good for them that they
should ; but the seniors ought also to have kind consideration for the little
fellows over whom they hold a rule so despotic, and in a large measure so
irresponsible.



40 OUTDOOR GAMES.

SNOW GIANT.

This is an amusement very inferior to the above ; almost the whole fun lies
in the construction of the giant. Once made, there is very little to‘be done
with him but to shy at him and knock him to pieces again, a process that
has always a certain attraction, but can hardly compare with the invigorating
dash of the attack on a snow fort. The perfect passiveness and helplessness
of the giant takes away more than half the pleasure of attacking him ; the
snow fort would be nothing without its defenders.

The first process in this, as in all large constructions in snow, is to roll up
large snowballs ; two large ones are wanted for the body, and one of lesser
dimensions for the head. The site, if the giant be intended to be at all per-
manent, should be on rising ground, not in a hollow, or it will be in a pool of
water when the thaw comes, and will disappear twice as rapidly as it other-
wise would. Having selected a suitable site, one of the great snowballs must
be rolled thither, and firmly set in its place by mounding up and ramming the
snow all round it, and the top flattened off to receive No. 22 Now comes the
difficulty how to lift No. 2 into its place. A hand-barrow, shutter, or hurdle
are the best things, but if none of these be available, a very effectual substitute
may be extemporized out of a few stout sticks lashed crosswise. Snowball
No. 2 must, of course, be flattened at one side to fit No. 1, and the cohesion
of the two will be greatly promoted by sprinkling a little water over the
surfaces before bringing them into contact.

No. 2 thoroughly and rightly settled into its place, No. 3 must be set up in
like manner, and the block now stands ready for the sculptor. The elaboration
of detail must, of course, depend upon the genius of the carver; but the
nature of the material will entirely baffle any attempt at boldness of execution,
and the best that can be dome is a massive indication of the features and
limbs—a style of sculpture, in fact, closely resembling the gigantic Egyptian
figures in the Crystal Palace.

The most satisfactory tool to work with is a pointed mason’s trowel : with
this the whole of the carving, however elaborate, may be done. If a trowel
be not obtainable, a very good substitute may be made with a piece of thin
board. Cut it into the shape required, leaving a good strong handle, sharpen
off the edges, and there is as good a tool as any one could desire for the work.
By the way, it is quite useless to attempt to stick limbs or features on— they
must all be cut out of the solid mass.

Your snow giant complete, the more eccentric the accessories with which
you can provide him the better, such as a shocking bad hat, a long pipe, a
besom for a sceptre, or, best of all, a good big dilapidated umbrella; and
having got him you may do what you like with him; but decidedly the very
worst use you can put him to is to knock him to pieces.

COASTING OR SLEDGING.

This is a grand sport, and may be played on almost any hill-side after a
good fall of snow. In England it has as yet attained to no higher rank than
one more among our many boys’ games ; but abroad, where the winter is both
more prolonged and more severe than with us, this game is, under various
names, one of the most popular recreations for all classes and all ages.
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Coasting is simply sledging without horses. The sledges are taken to the
top of a hill, and allowed to slide down, the force of gravitation doing the
work that horses are required to do on the level.

For all the purposes of the game the sledges may be of the most simple
description : a plain piece of boat'd, so it be large enough to accommodate its
rider, will serve its turn at a pinch, if nothing better be procurable. With usin
England it is seldom worth while in any given winter to provide an elaborate
sledge, and this, perhaps, has militated against the more extended introduction
of the game amongst us, but a very serviceable one may be made for a few
pence from the lid of an old packing-case.

Get the blacksmith to make you a couple of good strong angle-irons, with
an angle of about 450 and the limbs about four and eight inches in length
respectively, with a suitable allowance of screw-holes. Screw the longer limbs
of these firmly to one end of your board, about four inches from either side,
leaving the shorter limbs projecting in front. To these projecting limbs screw a
piece of two-inch board— elm is perhaps the best— in length equal to the width
of your sledge, and in breadth about five inches; the lower and inner edge,
where it meets the floor of the sledge, must be bevelled off to fit it accurately,
or at least fairly so; and the outer edge, which will now project some way
below the level of the floor, must be rounded off in a gradual curve; and the
sledge is complete, ready for service. The object of this raised footboard is
to lift the sledge over obstacles into which, if not thus defended, it would cut
its way, and so be brought up standing.

If the expense can be undertaken, it is well to defend the forefoot of the
sledge where it begins to curve up with a piece of thin iron securely fastened
along, and bent to the requisite curve; or in default of this, a few pieces of
hoop-iron, nailed lengthwise at short distances, will add much to the life of
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the construction : in extreme cases they might be carried the whole length of
the floor, an expedient which would not only materially increase the strength
and endurance of the sledge, but also considerably improve its speed, A
sledge very similar to the one above described is much used by the boys at
Marlborough in Wiltshire.

No definite code of rules or instructions can be laid down for the game. A
party of boys, each provided with a sledge, with a good hill-side and plenty of
snow,'will soon work out plenty of amusement in sliding down.

The most ordinary way is to go down sitting, feet first, the feet resting on
the foothpard, the steering being effected by means of a stout stick; and
the novice at the sport should acquire some experience in this way before he
attempts any of the higher flights.

The more experienced players not only race their sledges one against
another, but also contend who shall eclipse the other in devising eccentric
methods of making the course—head foremost, on the back, kneeling, and the
like. .Some of the bolder and more adventurous spirits will now and then
attempt some such feat as making the course standing, or even go so far as
to try to make it on their heads; but in either case the result is pretty sure to
be the same : after a few yards the sledge gathers velocity, and shoots hope-
lessly from under the would-be acrobat.

Sometimes the sledges are made large enough to accommodate two or more,
but perhaps most fun is to be got out of the single ones, though for racing pur-
poses the long sledges beat the short ones hollow.

If there be plenty of snow, very little danger is to be apprehended from falls
and similar mischances. In case of an upset, the chief source of danger lies
in the too rapid succession of sledges, unless under experienced guidance: the
mere upset is scarcely likely to be anything but a cause of laughter even to
the victim himself; but another sledge coming thundering down upon him
while he lies sprawling in the track might chance to prove exceedingly dis-
agreeable. There is, however, little chance of this with the exercise of even
ordinary care, and under any circumstances the casualties of a whole week's
coasting are scarcely likely to approach, either in number or severity, the
average of an ordinary football match.

A hill-side with a good number of coasters in full swing is a very animated
sight : the rapid succession of sledges with their excited occupants dashing
down the hill, and the long line of “ returns ” toiling up with their sledges
behind them, together form a picture which for interest might compare with
even our most popular pastimes.

HOOPS.

Racing.—A great deal may be done with Hoops : the mere trundling of a
hoop is good fun in itself, but a great deal more fun and amusement may be
got out of a hoop than that. A well-contested hoop race is very exciting.
The hoop, when driven at full speed, requires a good deal of management,
and the race does not always fall to the swiftest runner. The hoops in a race
should be nearly the same size; a large hoop has an immense advantage over
a smaller one, so if there be any material difference, the smaller hoops should
have so many yards’ start according to their comparative size.

Tournament— T he tournament is managed by driving two or more hoops
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against each other at full speed, the hoop that does not fall being the conqueror.
When there are a dozen or more hoops engaged, the tournament gets very
exciting, the hoops go flying off in all directions, their masters after them like
dismounted cavaliers after their horses.

Turnpikes.—A very good game; as is also the following, when hoops are
less plentiful than players. Supposing ten ptayers with only five or six hoops :
lots are drawn for the hoops, and those who fail to get them become Toll-
keepers. A large circle, thirty or forty yards across, is marked out as the road,
and at equal distances on this each toll-keeper places a couple of big stones
three or four inches apart, according to previous agreement ; this is his toll-
gate or turnpike, and the Trundlers are bound to drive the hoop through every
turnpike on the road. If the hoop shirk a turnpike, or touch the stone on
either side in its passage through, the trundler changes places with the toll-
keeper, who takes his turn with the hoop. It is surprising how much skill is
required to keep a hoop up in this way for any length of time.

Posting.— Suppose the same conditions as in the above ; stations are
marked out on the course by stones set at regular distances. At each of these
stations a player stands armed with a stick and ready for action. The hoops
are now started, and the game proceeds thus : when the trundler arrives at the
first station or posting-house, he gives the hoop a slight additional impetus,
and hands it over to the player stationed there, meanwhile taking his place in
readiness for the next hoop ; the next trundler does the same, the players con-
stantly interchanging the hoops, so that each player has his fair share of the
game. The hoops must never be allowed to fall, the player who commits this
fault being required to stand out one whole round. The stations should be
some distance apart, or the hoops will circulate too rapidly.
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Steeplechase—This is great fun. A course is marked off across country,
trees or any other landmarks serving for the boundaries ; a fair start is made,
and the player who reaches the goal first with his hoop is declared winner.
The race must be won by fair trundling, no carrying being allowed, unless over
hedges and the like. A large and heavy hoop is the best for this gamfe.

Feats with HOOPS, &c.— There are many other ways of getting amuse-
ment out of hoops. Some boys will drive their hoops at full speed, and
suddenly pass through it from side to side as it runs, without checking its
course ; this requires a large hoop, and is a really difficult feat, requiring
much dexterity, quickness, and decision. A small hoop may be driven through
a large one in similar manner. In some parts of England, where smooth hill-
sides are available, it is a favourite pastime to start large and strong hoops
down the slope, racing one against the other. After the first start the hoop
soon acquires such an impetus that it clears the ground like a race-horse, rush-
ing and bounding down the slope like a veritable live thing, and leaves its
master toiling a long way behind. The sight of the hoops in their impetuous
course is exciting enough, but still more so is the headlong rush of the anxious
owners, careering at full speed, each intent only upon his own hoop. A few
hoop chases like this make all other games seem singularly flat and void of
excitement

Much more could be said on the subject of hoops, but further details must
be left to the inventive ingenuity of the young reader himself.

KITES.

Not very many years ago the young artist in Kites seldom ventured beyond
a very few simple forms, indeed, was mostly confined to one as the only one
recognized as de rigueur; but now-a-days he has a greatly enlarged choice,
and may find in the toy-shops an endless variety of forms more or less eccentric
in their design from which to select. Or if he be of an inventive turn of mind,
and cannot otherwise please himself, he may construct a kite on a pattern of
his own.

The old theory used to be that a very slight deviation from accurate pro-
portions in a kite must certainly prove fatal to its powers of flight; but of
late years, amongst other results of opening our communications with China,
we have discovered that so long as certain rules of symmetry are observed,
that is, so long as one side fairly balances the other, there is almost no con-
ceivable shape that may not be made to mount up as a kite into the sky.

Here in Europe kite-flying is only an amusement for the young, but in China
it is the popular recreation of all ages; not below the dignity even of grey
hairs. On a suitable evening in some parts of China the whole sky will be
populated with kites of strange and wondrous aspect— mandarins, men and
women, singly and in pairs, wild beasts, birds, serpents, dragons, fish, in endless
variety and profusion. To the Chinaman bent on constructing a kite, nothing
animate or inanimate comes amiss ; let the shape be as eccentric as you please,
he will not only make a kite of it, but will make one that will fly.

At the end of this notice the young kite constructor will find a few designs
for kites, which may serve at least as hints for his guidance.

How TO make A KITE.— To make a kite of the ordinary pattern, the
following requisites must be prepared : a long straight lath, a cane, and a
plentiful supply of string, paper, and paste. The lath is for the upright (as b,
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d, in Fig. 1.) The cane, which should be about three-fourths the length of the
lath, must be securely fastened by its exact middle to the upper end of the
lath, as at e, and brought down to a bow by the cord at c. This cord should
be passed with a double turn round the upright atf to

keep it from slipping, and care must be taken to balance B

the two sides of the kite most accurately; a very slight

preponderance of weight on one side over the other

will make the kite lop-sided, and will greatly interfere

with its flight.

Now carry a string, as in the figure, from e to c, thence
tos, to a, and back to e, fastening it securely at each
point. Your skeleton is now complete.

Next for the paper: paste sheets of paper together
until you have one large enough to cover the whole
framework, with a margin of at least two inches to lap
over. Lay your skeleton upon this, cut away the super-
fluous paper all round, and then lap the margin over
the edges, and paste it firmly down. Having firmly
secured this, cut some slips of paper about three inches
wide, and paste them along and over the cross string so
asto secure them firmly to the main sheet, and treat the
upright in the same manner, though, of course, with a wider strip. The body
of your kite is now complete. .

For the wings or tassels take two strips of paper, of a length and Wldth
proportioned to the size of the tassel required, snip these across like a comb,
roll them up, and bind the uncut ends tightly with string. The tassel for the
end of the tail may be constructed in a similar manner.

The ordinary method of constructing the tail is by fastening slips of paper
at six inches’ or so interval along a piece of string. These pieces of paper,
though intended for ornament, hardly fulfil their office, but remind one rather
of curl-papers than of anything else, and are continually becoming inextricably
entangled with each other. A good long piece of string with a tassel at the
end answers all the purposes, and is far more graceful. If this be thought
insufficient, a little coloured tissue paper rolled up fine, and twined spirally
along the string of the tail, will set it off wonderfully. The tail should be from
fifteen to twenty times the length of the kite.

In selecting the string for the kite, the two main points to take into consi-
deration are lightness and strength. If the string be too heavy, the kite will
not be able to soar very high, on account of the dead weight of the string; if
it be too light, the pull of the kite and its own weight together will be too
much for it, it will assuredly give way, and the kite will most probably be lost,
and will certainly be damaged.

The string, by the way, is not fastened directly to the framework of the kite,
but to a piece of string technically termed the belly-band, which is a piece of
string fastened to the upright by both ends, and hanging down in a loop about
a foot or eighteen inches in depth.

The points of attachment of this belly-band should be one a little below
the middle of the upright, and the other about two-thirds up of the remaining
length. Or, to be more precise, in a four-foot kite the lower point would be
about twenty inches from the bottom, and the other about ten inches from the
top. The string is firmly attached to the belly-band: as the exact point of
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affixture can only be ascertained by experiment, it depends entirely upon the
balance of the kite.

Another and very useful sort of kite (see Figs. 2 and 3) may be made with
calico set upon a frame, all of whose pieces work upon a single pivot. By
this arrangement the whole kite may be folded together and put into a case
like an umbrella.

The calico is only fastened permanently to the two long pieces, and simply
tied to the cross-piece ; this being released, the three laths may be worked
round on the pivot until they are in a straight line, and the calico wrapped
round them. The great advantage of this construction is, that not only are
they more easy of carriage, but they are much less liable to injury.

Sometimes they are made with only two pieces, an upright and a cross-
piece, but the principle is the same.

If expense be no consideration, oiled silk, or that thin gutta percha which
is now used as its substitute, may be employed with advantage, and will be
found, on account of their superior lightness, infinitely preferable to paper or
calico.

For decorations the young artist must follow his own fancy, only he must
remember that, as the effect is to be
produced from a distance, only the
most staring and brilliant colours can
be employed, and that fine and finished
details will be of no use whatever.

One of the prettiest kites now in use
is that which represents a hawk with
outspread wings. If this kite be pro-
perly made, it sweeps backwards and
forwards with a movement exactly like
that of the bird whose name it bears.
If the tail be made of fine but strong
string, and the weight at its end be cut
in the shape of a small bird, the kite
enacts in a marvellously faithful man-
ner the manceuvres of a falcon attack-
ing its prey.

Flying the Kite.— To start the
kite in the first instance it is mostly
necessary to have some aid ; two per-
sons are required, one to hold the kite



OUTDOOR GAMES.

47

up and help it off, while the other, holding the string, runs a little way against
the wind to increase its pressure upon the kite, and thus help it to get- its tail
fairly off the ground, after which, if there be sufficient breeze— without which
it is of course useless to attempt flying it at all—the kite will do very well by
itself.

The kite, once up in the air, may be allowed to soar upwards as far as the
string or its own capabilities will permit : if the string be unlimited, the height
towhich the kite can ascend will only be measured by its power of supporting
the requisite length of string.

Sometimes when great altitude is aimed at, when one kite has taken all the
string it can well carry, the lower end of the string is attached to another Kite,
which then takes up a fresh length, and enables its precursor to mount
higher.

This method of procedure is only worth practising with really large Kites,
and in managing these some little care is requisite (a six-foot kite, for instance,
pulls like a cart-horse), and serious accidents have been known to happen
through the string getting entangled* and the owner of the Kkite being, as it were,
run away with by his unmanageable plaything.

Where the kite is very large, it is advisable to give the string a turn or two
round a post or tree; this will enable its owner to control it at will.

A piece of paper with a hole in it, slipped on to the lower end of the string,
will soon by the force of the wind be carried right up to the kite itself, how-
ever high up it may be. This is called sending letters, or messengers.

NAPOLEON. SAILOR. FISH.
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SLING.

The Sling was much used as a weapon in ancient warfare, and was held in
such esteem, that it long kept its place even with the bow: as time parsed on,
though, it fell into gradual disuse, and long before the bow gave way to fire-
arms, the sling had come to be regarded as little more than a toy.

It rtiust not be supposed that it was failure in accuracy that brought the
sling into disfavour as a military weapon ; it is not worth any one’s while now-
a-days to devote the necessary time and labour to acquire proficiency in its
use ; though, even at the present time, there would be no difficulty in finding
many boys who would be by no means desirable antagonists at fifty yards or
so. But in past times, when a man’s life and living depended on his skill in
slinging, when as a child he had to earn his meals before eating them, then
the full capabilities of the sling were brought out, and even the bow hardly
overmatched it in absolute accuracy.

Its real defects as a military weapon were the want of penetrative power in
the missile, especially against armour, but especially the inconvenient extent
of space each slinger required to work in, and the impossibility of discharging
the missiles from anywhere but the front rank. It was the bow’s superiority in
these respects, rather than its greater accuracy, that drove the sling out of the
field.

The simplest form of sling is an oval piece of leather, with a slit in the middle
and a stout string fastened at either end ; one of these strings is looped, the
other plain. In using the sling, a smooth stone is put into the leather, the
slit in which retains it in its place ; the slinger inserts his middle finger in the
loop of the one string, grasping it at the same time firmly in his hand, and
holding the other string firmly and yet so that he can easily let it slip, whirls
the whole swiftly round his head two or three times, and then at the right
moment lets fly the loose string; the pocket of the sling immediately flies
open, and the stone is discharged with extraordinary velocity.

The explanation of the great velocity is this: The human arm cannot be
made to move through the air at more than a certain velocity ; its power,
therefore, of imparting velocity to stones or other missiles is strictly limited.
Beyond acertain ratio of speed, increase of muscular power has not the least
effect upon the individual’s power of projecting missiles to a distance, it only
enables him to cast a greater weight ; but though the arm is thus limited as to
the rate at which it can be made to move through the air, it is possible to add
considerably to its capabilities by mechanical means. Many of our most
ordinary tools and implements, for instance, such as long-handled hammers
and the like, are mere contrivances to gain extra velocity. Many ways have
been invented to effect this with respect to missiles, of which the most striking
are perhaps the sling and the throwing-stick of the Australian blacks, by means



OUTDOOR GAMES, 4o

of which they are enabled to project their spears with extraordinary force and
velocity.

The sling in effect lengthens the arm of the person using it, without in-
creasing to any perceptible extent the weight to be moved. The hand in
throwing passes through the arc of a circle whose centre is the shoulder of the
thrower, and the stone in the sling does the same ; but the arc through which
the stone passes is larger than that through which the hand passes in exact
proportion with the length of the sling. As, therefore, the sling and hand work
in perfect unison, it is evident that the stone in the sling passes over a larger
space in a given time than when in the hand, which is only another way of
saying that it passes over the same space in less time, or, in scientific language,
has greater velocity.

If a more solid and reliable sling be required, it should be made entirely of
leather, thongs and all, every detail being carefully finished off and adjusted to
the missile it is intended to use. The missile, too, should, if anything like accu-
racy is aimed at, be most carefully constructed. Nothing great can be done
with stones, they are too uncertain in weight and shape; clay balls, made as
much as possible of equal weight and size, and baked in the ashes, are very
serviceable; but the very best things of all are good-sized leaden bullets: they
travel farther and faster, and are more reliable, than any other procurable
missile ; they have only one drawback—their expense. The slinger might keep
a stock of both— clay for ordinary occasions, lead for special service ; but he
should avoid variety of ammunition as much as possible if he means to attain
to any great skill.

Armed with a good sling and store of ammunition, a boy may, if his tastes
lie that way, do considerably more execution as a sportsman than many a
more favoured comrade with his envied pistol, and may, after a successful
day’s sport, comfort himself that, if the pistol has made more flash and smoke
and waked up more echoes, the sling has given him more sport and decidedly
more exercise.

Slinging, to be learnt, must, like everything else, be diligently practised;
proficiency will come much more rapidly than the novice on first handling the
sling would expect.

JAVELIN.

The ordinary game of Javelin is simply acontest ofskill in hurling the weapons
at a target, and for this purpose the javelins should be rods of ash or fir, about
six feet long, by inches in diameter, and one end must be armed with a
good strong iron spike about two inches in length. The target may be knocked
up out of any pieces of soft wood that are readily obtainable— the lid of a
packing case does admirably. The circles may be chalked or painted, and
the ringsnumbered from the outermost ring inwards.

To throw the javelin: balance it in the hollow of the right hand a little
behind the ear, the thumb lying along the fingers, firmly pressing down
upon the shaft ; the left leg must be advanced, and the body poised upon the
right. Now hurl the javelin at the mark with a quick motion of the arm,
throwing the body at the same time well forward on to the left leg.

At first the effect produced will appear by no means commensurate with
the force expended; but let not that be any discouragement: practice and
experience will soon give command over the weapon, and every day’s practice
will lessen the waste of force

4
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Much greater steadiness of flight will be imparted to the javelin, and there*
fore much greater accuracy obtained, by bringing the fingers sharply down*
wards on the shaft at the moment it leaves the hand, and so inducing a rotating
motion similar to that imparted to an arrow or a rifle-bullet.

When some progress has been made at the target and fair proficiency
attained, blunt javelins, padded at the end, may be procured, and two or three
players may practise throwing them at one another, studying, besides the art
of throwing them, that of avoiding them, or even catching them in mid-air
and returning them “ sharp ” to the thrower.

When first commencing this practice, the thrower should call to the person
aimed at to prepare him for the cast, or the players may chance to give each
other some awkward knocks ; after a time this forewarning will not be so
necessary.

When the players have acquired sufficient skill to throw quickly and with
effect, and are able to take reasonable care of themselves in avoiding the
missiles aimed at them, they may proceed to make a regular game of it, by
attacking and defending a fort ; a hedge with one or two gaps, and with a good
sloping bank, makes a capital fort.

They will find this capital fun, only they must be careful that the javelins
are properly padded : with all the padding they can have they will yet give
hard knocks enough to satisfy the most enthusiastic ; without it they would
be positively dangerous.

Hazel rods, or the long straight stems of the dog rose, make capital javelins
for this purpose ; they should not be over-thick or heavy, and may range from
five to six feet in length : each player should have about a dozen, eight or nine
in use, and three or four as a reserve in the rear.

The players having divided into two parties, each with its captain, toss for
choice of position, and then settle down to work. The game is played just
like “ Snow Fort,” but is decidedly a manlier pastime.

Both parties should, besides their lighter javelins, be armed with shorter
and stouter sticks, one for each player, like the “pilum” of the Roman
soldiers : these are for close quarters. The defenders will find these very use-
ful when some plucky assailant cannot be deterred by the gentle persuasion
of a shower of javelins, but still presses onward up the breach : a well admi-
nistered shove from a Tpilum” so to call it for want of a better name, will
quickly bring him to reason, and send him back whence he came.

Of course the game must be played with good humour and fair considera-
tion for each other. A bad-tempered player should never he admitted, he is
sure to spoil all the fun. It is impossible to avoid bitting hard now and
then, ana therefore, if a player cannot take a hard hit occasionally in good
part, he had better not play— for his own sake as well as that of his school-
fellows he is better out of the game.

A bundle of javelins, when the art of throwing them with tolerable accuracy
has been acquired, makes a very good companion in a country walk ; plenty
of objects will be found to exercise them upon, and the practice will be very
useful for the next attack on the fort.

BOOMERANG.
This is an Australian weapon, and, like the sling, is in its origin a weapon
of war and the chase. At first sight it is an unpromising-looking weapon
enough, being merely a curved piece of flat wood of no very great size or weight,
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and about as insignificant-looking an object as could well be supposed. But in
the hands of the blacks this simple piece of flat wood can be made to perform
the most marvellous feats: it rushes through the air like “ athing of life ;” at will
he can make it skim the ground like a swallow, or soar into the air like a hawk ;
to strike a distant enemy, or to return in a wide graceful curve till it drops
harmlessly against his own feet.

Against this strange weapon no trunk of tree or huge mass of rock affords
shelter: the boomerang rushing through the air, past and beyond the concealed
enemy, comes whirling back again with but little abated force, and smites him
fromthe rear: with spear and boomerapg the native Australian must indeed be
a dangerous foe, and one not to be despised even by the white man, with his
still more deadly rifle and revolver.

The young English boy must not expect to be able to make anything more
than a plaything out of this interesting weapon, he can neither afford the time
nor get the teaching necessary for a thorough mastery of it. To the native
Australian the skilful use of the boomerang forms a great pait of the business
of his life, and is indeed one of the conditions on which he lives; but to
the white man it can only be one out of many aids to relaxation, and he there-
fore can no more hope to acquire any great command over this extraordinary
missile, perhaps the most difficult to wield successfully that the ingenuity of
man has ever produced, than he can hope to rival the Japanese jugglers in
their wondrous performances with tops and paper butterflies.

Any of our young readers who may hereafter become possessed of a boome-
rang, and be fired with the ardour of acquiring the art of throwing it, must
be very careful at first in experimenting upon it, for he will find it will have a
tendency to fly off from its course in the most unforeseen manner, and to make

4— 2
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its way into all sorts of unexpected places, generally being exceedingly perverse
in going exactly where it is least wanted to go. A large open field to practise
in, with not more than one or two companions, will be found the best for
safety.

Li%/tle or no instruction can be given verbally in the use of the boomerang:
the young learner must discover for himself the various tricks of the wrist
and hand, simply by dint of a severe course of experiment.

In the act of throwing, the boomerang is grasped firmly by the end, which
is slightly smoothed off for the hand, and as it leaves the hand is made to
gyrate or revolve on its centre by a quick turn of the wrist; it is thrown, of
course, edgeways, with the concave side foremost and the flat side downwards.

PEA-SHOOTER.

The Pea-shooter has long been a favourite with English boys, and is indeed
a weapon replete with endless amusement. The boy is not to be envied who,
with a pea-shooter and a good pocket-full of peas, cannot find himself recrea-
tion for hours. '

It is to be feared that the pea-shooter is chiefly prized amongst a large
section of the rising generation for the increased opportunities it affords of
mischief, and especially of annoying other people; but there is no earthly
reason why they should do so, other than the love of mischief implanted in
the human breast— a relic, it is to be feared, of the old monkey nature still
strong in many of us—and the tempting facility the pea-shooter offers for
effecting it undiscovered. There are numberless ways of getting fun out of
pea-shooters, which are too well known to need description here ; the best of
these is “ the battle of the pea-shooters,” in which the players divide into two
parties, and fight with their pea-shooters much in the same way as in the game
with “ Snowballs” described before.

The most effective way to use the pea-shooter in these battles is to keep
up a steady fire of single peas, searching out the weak spots in the enemies’
defence with unrelenting perseverance.

Against a fire like this the furious discharge of volleys of peas is of but little
avail : it is a case of breech-loading revolver or rifle against the blunderbuss.

In this way the player, having his mouth fitil of peas, is able to keep up an
unintermittent fire of missiles, each one of which, in skilful hands, does its
appointed work. He can keep his pea-shooter to his mouth ready for instant
action for long spaces of time together, and if he be dexterous, can, by seizing
the opportunity as it offers, refill his mouth without abandoning his offensive
attitude.

The player, on the other hand, who works on the volley system, has to re-
load after every discharge, leaving himself for that space of time defenceless
before his opponent ; and, moreover, he wastes more than three-fourths of his
peas, for at the most liberal computation he can hardly hope that more than
three or four out of a mouth-full will take effect; he therefore, it will be seen,
fights at a decided disadvantage, and can only hope to maintain his ground
by adopting the same tactics as his opponents.

Of course there are cases when a sharp volley will be very effective; if,
for instance, a player who has worked up near enough to give every pea its full
effect, exposes the whole or a large portion of his face, rattle a heavy volley
into him on the spot by all means, without hesitation. If that does not drive
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him back to a more respectful distance, he must be exceptionally tough-
skinned or remarkably plucky.
The same exhortation to good humour holds good in this game as.in the
last.
CATAPULT.

The Catapult, though comparatively a modern invention, has attained
wonderful popularity, and few indeed must there be of the young readers who
have not possessed, or at least used, one of these simple but effective weapons,
which for accuracy, handiness, and general capabilities may be fairly said to
rank only next to firearms. Indeed, against small fry such as rats, the smaller
birds, and even squirrels— that is to say, for the general requirements of a boy
—they may be made, in skilful hands, even more effective ; for, while scarcely
less deadly, they are inconspicuous and quite noiseless, and so quite make up
for any deficiency in certainty of execution by giving the young sportsman
more and better chances than he would get if his game were alarmed at the
sound or even the sight of a gun.

Another advantage they possess, too, over firearms, which should not be
overlooked : they are not dangerous to their possessors, and need not be so to
other people. In London, indeed, and'most large towns, their use is forbidden
in the streets, but so are hoops and many other toys which are perfectly harm-
less in their place; in the country they are, of their kind, as safe as anything
a boy can have.

Catapults are now to be procured cheap at any toy-shop, but they may be
made at home quite as efficiently with very little trouble. Get a forked stick,
the shape of the letter Y>about six or seven inches in length, the prongs
about three inches apart. To the extremity of each of these prongs lash
securely a strip of India-rubber band or spring about six inches in length,
and attach the loose ends of these springs to an oval piece of soft leather,

inches long by an inch in width, whipping them carefully and strongly for
a distance of nearly an inch; this oval forms a kind of pocket in which to
place the missile.

The most useful ammunition is No. i shot; clay marbles do very well, and
even gravel-stones at a pinch may be made to do good service; but the first-
named are preferable in every way, for range, accuracy, penetration, and

%
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portability ; they can be fired in volleys, too, when occasion requires, which
the others cannot, on account of their size.

With a tolerably powerful catapult, such a one, for instance, as described
above, no game a boy is likely to be entitled to shoot will be safe from his
attack ; even such large birds as the wood pigeon, the missel thrush, ~nd the
like, may be brought down by a well-directed volley of heavy shot.

Not many months before this was penned, within the writer's own know-
ledge, a little boy, just ten years old, fetched down a sparrow-hawk out of a
tree adjoining a farmyard : he had been watching him sailing about for some
time, and at last, when he settled in the tree, crept up under the shelter of a
wall and gave him a heavy dose of shot, one of which pierced the hawk’s
brain, and fetched him headlong to the ground, as may be imagined, to the
inexpressible delight of the young sportsman, a delight shared no doubt by
the affrighted “ feathered natives of the farm.”

Since such are the powers of the weapon, it will become its possessor to be
careful in the usage of it. This is a caution we have had to repeat several
times before; but accidents do happen with unpleasant frequency from care-
lessness, and therefore the necessity for caution can scarcely be too strenuously
insisted on.

CLEFT STICK.

Get a stick of tough wood, ash for choice, about thirty inches in length and
three-quarters of an inch in thickness, tapering, perhaps, a little towards one
end; with a sharp knife split the smaller end down longitudinally to a depth
of about four inches, taking care to do so exactly in the middle. Now whip
it round strongly with waxed string, beginning about 2 inches from the end
and working downwards.

Now take a smooth flat pebble, force it well into the cleft or slit, take hold
of the stick by the butt-end, and throw. The stone will fly out as if from a
sling ; indeed the cleft stick is nothing more than a sling, only that it is rigid
instead of flexible. At first beware how you throw; take care nobody is
within hitting distance, for until the right knack is acquired, the stone is wont
to fly about in a very independent manner, and it may not improbably find a
very unexpected and unwelcome billet. 1t would be well to avoid the neighbour-
hood of much glass for a similar reason.

The stone is made to leave the stick at the right moment by a kind of jerk,
which will soon come of itself to a boy of any natural aptitude, but which
cannot well be described on paper.

In places where clay is tolerably abundant, a very similar effect may be
produced by kneading lumps of clay round the top of a pliant stick, and
throwing them as above described. These clay lumps, when they strike against
anything, a tree or a post, flatten out and adhere to it with great tenacity.

Sometimes boys will get up a battle of clay lumps; but they should always
keep at a good distance from each other, forty or fifty yards at the least. Even
at that distance a blow from a clay lump in the face will often leave a deep red
mark as a memento of its visit, and not even the clothes will afford perfect
immunity from their visitations.

The clay should be affixed to the stick some inches from the end ; the exact
distance varies with the nature and humidity of the clay, the weight of the
lump, and the shape and surface of the stick ; avery few trials will give a very

fair approximation to the right distance, for which no absolute rule can be
given.
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CROSS-BOW.

A Cross-bow is in effect nothing more nor less than an ordinary bow set
crosswise in a butt in shape like an ordinary gun-stock.

The object of its first invention as a yeapon of war was to obtain greater
accuracy and in some sort greater propelling power with less muscular exertion.
Some of the old cross-bows made of steel were very powerful, but they required
a lever or winch to set them, and were, take them in all, so unwieldy that they
never superseded the old long-bow, which, in English hands especially, on
many a hard-fought field proved its complete superiority to all rivals. The
mishaps of the Genoese cross-bowmen at Cressy will at once occur to the
young reader’s mind.

The Chinese even to this day make a partial use of the cross-bow in warfare.
They have even invented a kind of repeater, one that once charged will shoot

off several arrows in succession, the archer having not even to re-set the bow
each time, and only needing to work a lever backwards and forwards.

The modem cross-bow, used as a plaything, has been very much driven
out of favour by the invention of the catapult, which for rat or bird-shooting,
and other aggressive purposes, is infinitely preferable on many accounts, as
being more handy, more easily concealed about the person, and infinitely more
deadly as a weapon. .

A great deal of amusement, however, may be got out of a cross-bow by
shooting at a butt or target. In default of more properly constructed missiles,
pieces of tobacco-pipe form excellent bolts, and will give a very good account
of a piece of paper at a dozen paces or so.

THROWING THE CRICKET BALL.

As this is an accomplishment of extreme value in the cricket-field, as well
as in competitive games, the young reader is very strongly recommended to
take it up with extra zeal. In throwing the ball the body has almost as much
to do as the arm : a backward flexion of the body and sudden recoil simul-
taneously with the act of delivering the ball will produce a wonderful accele-
rating effect upon the flight of the ball. The most common fault into which
throwers fall is that they do not give the ball enough elevation. In actual
cricket a ball should be thrown at as low an elevation as the distance to be
traversed will permit; but when, as in the case we are discussing, distance
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only is the object aimed at, the ball should be delivered at an angle of 450
which is the angle at which a missile must be delivered to attain its extremest
range. To find this angle, stretch your arm straight out from the shoulder,
next raise it straight above the head, then let it fall till it is half-way between
the two positions : that will be the required angle. It will appear preposter-
ously'high at first, but it is the true angle for the purpose, and experience will
soon prove the fact satisfactorily.

THROWING THE HAMMER.

This is a feat only to be attempted by well-grown lads. The hammer may
be an ordinary sledge hammer, but there is a shape manufactured expressly
for the purpose: a shell or hollow shot affixed to the extremity of a long
handle.

The weight is entirely optional, and should be carefully apportioned to the
powers of the throwers.

The method of delivering the hammer looks at first sight somewhat eccen-
tric: the thrower, instead of standing still, and delivering from the fulcrum
of a firm footing, or taking a step or two forward to gain additional impetus,
starts from some little distance behind “ the scratch,” waltzes slowly round
and round, swinging the hammer at the same time in a great circle at the full
extent of his arms, and with constantly increasing velocity, and finally delivers
it at “ the scratch” just as it has attained its greatest momentum.

The rationale of this is, that the real projectile force is derived rather from
the impetus already acquired by the missile in its circular swing at the time
of delivery, than by any sudden impulse then imparted to it.

Although at first sight this feat would seem to be a mere matter of brute
strength, in effect it is really more dependent upon skill and dexterity than
many that are apparently more scientific ; cceteris paribus, skill will beat brute
force out of the field.

The beginner will at first find no inconsiderable difficulty in governing the
direction of the hammer’s flight ; but this, although of vital importance, is the
least difficulty to be overcome.

The real secret of successful throwing lies in the happy timing of foot and
hand, so that the body is brought round to the scratch exactly at the most
favourable moment, and in the most favourable position to give full effect to
the already acquired impetus of the missile, and this can only be done with
any cqftainty by first undergoing a long course of patient practice, starting
always from precisely the same distance behind the scratch, taking precisely
the same number of steps, and revolving precisely the same number of times,
until the whole action of delivery becomes purely mechanical.

But even here the beginner must not flatter himself that he has come to
the end of his troubles: he has now to learn to let go his hold of the hammer
just at the critical moment; and this is by no means so easy a task as he
might think ; one second, or the hundredth part of a second, too soon or too
late, will make a difference in the distance covered by the thrower, a difference
perhaps of feet, when the contest is turning upon inches.

In throwing the hammer, the same rule must be borne in mind to which
we have called attention in throwing the cricket ball, namely, that for all

missiles a trajectory at an angle of 450is that which gives the highest results
when distance only is aimed at.
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DUCK AND DRAKE.

This is a very simple method of whiling away the time when nothing better
is to the fore. A small sheet of water and plenty of smooth, flat stones, oyster-
shells, or bits of crockery are the only requirements.

The stones are thrown so as to skim like a swallow along the surface of the
water, touching and flying off again in a series of “ ricochets” at constantly
shorter intervals, until they finally sink exhausted in the water.

To the three first dips or “ ricochets” the thrower cries out, “Dick, duck,
drake !” hence the name of the sport; and a proud time it is for the beginner
when he first succeeds in reaching the third.

A little practice will soon enable the thrower to make the stone dip seven
or eight or even more times. >

When two or more are together, it is usual for them to match themselves
against each other as to who shall score the highest number of dips in a given
number of throws.

QUOITS.

Quoits are iron rings, flat on one side and rounded on the other, with a sharp
outer edge : their average weight is four or five pounds per pair. The game
is played by pitching them from a distance at a short peg, technically termed
the “ Hob.” Two of these pegs or hobs are set in the ground at a distance
of from eighteen to twenty yards apart, the distance being entirely at the
option of the players. Each player is armed with two quoits, and these they
throw from hob to hob, trying, if possible, to pitch them actually over the hob,
so as to “ring” it. The game is counted in the same way as in bowls, the
usual number to play for being eleven.
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The mode of holding the quoit is shown in the accompanying illustration.
The flat side is held downwards, the forefinger is placed in a small notch,
which is to be found in all quoits, and the thumb and other fingers are shown
as seen in the engraving. By means of the forefinger a spinning movement
is given to the quoit, so as to enable it to fall with its edge downwards. If
properly thrown, the quoit ought to pass through the air without showing the
slightest vibration, and when it falls it ought to stick in the ground at an angle
of 45a, with its flat side towards the thrower. No correct play can be made
until the art of holding and throwing steadily has been mastered.

The best hob is made from gutta percha, as an iron hob cuts the edges of
the quoits to pieces if they strike it ; and as a good
player will be sure to strike the hob several times in
a game, this damage must be prevented. There is
no pleasure in playing with a ragged-edged quoit,
as it tears the hand, and cannot be depended upon
for setting fairly in the ground. When the hob is
fixed, a hole should be made and the hob pressed
into it until it is an inch at least below the surface.
A white feather is then stuck into a little hole in the
head of the hob, and the players throw at the feather.

HOB AND QUOIT: Of course a store of feathers should be kept.

The ground should be carefully cleared of stones, and at each end a round
hole, some six feet in diameter, and six inches deep, should be dug, and the
space filled with clay. In the middle of the clay is the place for the hob.
This clay “ End ” should be always kept damp, and in dry weather it should
be watered and occasionally re-laid.

The quoit is best aimed by holding it so as to look at the hob through it,
and it should be thrown, not from the elbow, but with
a swing of the arm from the shoulder. The art of
throwing it correctly cannot be adequately imparted
on paper ; it is not, however, difficult to learn from
personal instruction. If the quoit be not thrown
quite steadily, that is, if it be a “ wabbler,” it is apt
to roll away from the pitch, instead of sticking into
the ground, or, worse still, to turn with the flat side
up, in which latter case it is considered dead, and
cannot be counted for the game, ,

When only two are playing, the quoits are thrown
from either hob alternately, the players following
their quoits, and throwing them backwards and for-
wards; but when four play it is customary for a pair
of opponents to stand at each hob, and so make the
same set of quoits do for both.

This is a very interesting game for two or four—;
more cannot conveniently play at it; it has, too, one
great recommendation, that the actual result of the
game can never be known until the last quoit has
been cast: whatever the previous position of the game, a ringer” may
change the whole aspect of affairs. As in bowls, each quoit that is “in”

counts one to the game, and a “ ringer” counts two, and of course cuts out
all other quoits whatsoever.
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SKITTLES.

This is a game, unfortunately, not of very good repute, not from any intrinsic
defects of its own, but because the cheapness of its fittings, added to its natural
attractions, has made a skittle alley the constant adjunct to almost every low
public house or common beer-shop ; and thus the game itself has become, in
the minds of the unthinking many, to be associated with scenes of low
gambling and dissipation.

The game itself, however, is by no means responsible for these abuses ; it is
a capital exercise for the muscles, requires no mean skill, and is altogether a
first-rate amusement for a small party of not more than four or six.

The game is played with four egg-shaped pins or skittles, which are set up
at the corners of a square platform, and which it is the player's endeavour to
knock down with a heavy bowl or cheese-shaped ball in as few throws as
possible. The accompanying illustration will show at a glance the nature of
the “ alley ” and the method of play. The ball, it must be remembered, is
pitched upon the pins, not bowled at them.

There are several ways of counting the game in vogue in various parts of
the country. The simplest is that of counting by “ pins” in a given number
of throws— three, six, or nine—he who knocks down most being the winner.
Sometimes the game is counted by points— three throws each hand are allowed.
If all the pins be knocked down first throw, it counts a “treble” or three
points ; if in two throws, a “ double” or two points; if in three, a “ single” or
one point. If a pin be left standing after the third throw it counts nothing.
At the end of three hands the points are compared, the highest being winner.

At the first glance at the pins it would appear impossible to fetch them all
down at one throw, even with the most extraordinary good fortune ; but it may
be done, and that time after time, if the ball be only rightly pitched ; and this
is the way to do it: pitch the baU high, with a kind of swing round, so as to
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drop it almost perpendicularly upon the right side of the nearest pin: if this
be done rightly it will send the pin flying against the one to its left, of course
flooring them both, and will itself spring off to that on the right, strike against
that on the inside, floor it, and rebound upon No. 4, thus clearing the lot
This is, of course, the most brilliant play, but as it is rather hazardous— a miss
of the first pin being almost invariably a total miss—it should only be tried
on emergency.

The -safest way, and the most effective, too, in the long run, is to play for
the double, and pick off the pins by pairs. In this way you are not obliged
to take the pin so “fine,” and, in consequence, are less liable to make a complete
miss, being pretty sure of one of the pins; and thus, in case of failure with
one pair, you will still have a throw to save your “ single,”

DUTCH PINS.

This game is played somewhat in the same manner as skittles, but is, in our
estimation, inferior to that despised though capital game. Nine wooden pins
are set upright on a frame, the central pin being called the king and having a
crown on its head. A very large and heavy ball is thrown at the pins from a
short distance, and the thrower counts one for each pin, and two for the king.
The ball is remarkable for having two holes: in one of these the thumb is
placed, and in the other the forefinger.

NINEPINS.

This game is very similar to skittles, but it differs in several details. The
pins are nine, as the game implies, instead of four, and the ball is bowled
instead of being thrown. The method of counting is much the same—by the
number of pins knocked down.
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There is not any particular difficulty in knocking down several of the pins
at first, the great art lies in selecting the pins ; that is, in knocking them down
in such order, that each shot leaves the remaining pins standing In the way
most suitable for the next. Success in the game depends a great deal, too,
upon the “ bias ” imparted to the ball : as in bowls, a judicious use of “ bias”
will often get the player out of a difficulty which he could overcome in no other
way.

Apropos of ninepins there is a good story told of the Americans. The
game had become a prolific source of gambling in some of the States, so a
restrictive law was passed forbidding the game altogether. The players were
in despair, till at last an inventive genius hit upon the brilliant idea of adding
another pin, and so playing ten pins, which of course did not cpme within the
law. The tenth pin did not materially alter the game, for as they had no use
for it, but only wanted its name, it was left to repose snugly on a neighbouring
shelf.

AMERICAN BOWLS.

This is a good game, but it requires rather an elaborate court. Each court
is a long narrow alley, the centre of it floored with oak planking. As this
floor must be very smooth and very level, the planks are only six inches wide,
and there are generally twenty-four of them. Pins are set up at one end, and
the balls are bowled at them from the other. The scoring is by trebles,
doubles, and singles, as at skittles. (See page 59.) Along the right hand of
the alley runs a wooden trough, slightly sloping from the top to the bottom.
As fast as the balls are bowled, a boy picks them up and puts them in the
trough, so that they roll gently back again to the hand of the bowler. The
balls are of different weights, but the players will find that the skittles will fall
in proportion to the size of the ball, so that he should use the largest ball that
he can manage properly
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BOWLS.

This is a game that once enjoyed extreme popularity in England amongst
the upper and middle classes— it never seems to have taken much hold of the
lower. We have constant allusions to it in the works of our standard authors,
and most of them, from Shakspeare downwards, draw freely upon its vocabu-
lary of technical terms to illustrate an argument or point a pithy saying. And
more than one proverb has drawn its inspiration from the chances and vicis-
situdes of this game.

Of late years, especially since the introduction of croquet, bowls has some-
what lost ground in public estimation; but even now it can boast no small
popularity, and few of our towns, or even of our larger villages, are without
their one or more bowling-greens.

The game may be played upon any lawn or smooth piece of turf, but to
bring out all its beauties and perfections a properly appointed green is requisite.
This need not, however, be absolutely level: a trifling inequality of surface
here and there rather enhances than decreases the interest of the game.

The bowls from which the game takes its hame are balls of lignum-vitae or
other hard wood, varying in weight and size according to the capacity or fancy
of the player. In commencing the game, a smaller ball called the “Jack”—
in size and shape like a cricket ball—is thrown forward by one of the party,
and the players, divided into two sides, deliver their bowls, one of either side,
alternately in succession. The object of each party is to get as many of their
own bowls as close to the Jack as possible, and to keep their opponents’ away.

The game is wonderfully simple in principle, so much so that the veriest
tyro can grasp its whole theory at the first onset; yet in reality it offers an
opening for skill andfinesse to which there is no practical limit, and to this, we
may be assured, is mainly owing its long-continued popularity. Space would
fail us to give anything like a complete code of instructions to our young
readers ; a short review of the leading principles of play must suffice.

The player, in delivering his ball, has, as a general principle of invariable
application, two things to consider : first, the direction in which his ball is to
travel ; and secondly, the strength required to send it the exact distance and
no farther. If he be first player this is literally all he has to think of: he has
but to place his ball, if he can so contrive it, close up to the Jack, covering it
from the attacks of any succeeding balls ; this done he has done all that can
be done—it is for his successors to get out of the difficulty in which he has left
them. He must remember, by the way, that if he wishes his bowl to run
straight he must deliver it exactly upright; the least inclination or bias to one
side or the other will make it describe a curve more or less rapid according
to its greater or less deviation from the upright. In the thorough command of
the bowls in this matter of bias centres almost the whole science of the game.

Supposing the first player to have “ laid up” his bowl as above described,
what is the next player to do? Three courses will be open to him, in the
selection of which circumstances only can guide him. He may try to lay his
bowl alongside the Jack, gently shouldering the adversary away; he may, by
striking the adversary’s bowl hard with his own, drive it upon the Jack, and by
the communicated force send the latter flying far away from both ; or he may,
by a skilful use of the bias, steal his own bowl gently round his adversary’s,
and carry the Jack quietly away in company. This latter is the neatest, and,
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if successful, by far the most paying method. It is, however, undoubtedly the
most difficult and most uncertain, and should only be attempted by a practised
player. It makes little difference practically in this latter case whether the
bowl or the Jack be struck, in either event bowl No. 1is cut out, which is the
principal object in view, and bowl No. 2 takes its place, which is the next.

The end of the game, or rather the end of the round, is the critical time,
when all the bowls but one or two have been delivered. Supposing only one
bowl remains to be delivered, and the Jack is in the midst of a crowd of
friends and foes, the opponents having the advantage, the question “ What to
do?” becomes a very serious one. The following hints may serve as a general
guide, but they must not be followed too abjectly; there may always be
modifying circumstances which it would be impossible to take into account
beforehand, but which must certainly be considered at the moment.

If your friends have a number of bowls round the Jack, and the enemy
have only one, but that one the nearest to it, your play would be, not to lay
up closer to the Jack than this opposition bowl, and so cut it out, but to
play hard at it and drive it away, and so leave your friends masters of the
situation. Of course, if you can’t get at the bowl safely, you must be content
with simply cutting it out.

If your opponents have a crowd of balls round the Jack, so that you can
do nothing with certainty, let drive hard in amongst them and effect as great
a “ scatteration ” as possible. You thus certainly injure your enemies, which
is the next best thing to helping your friends, and you may by good fortune
achieve that too into the bargain. Only be careful that in the endeavour to
bowl very hard indeed you do not lose the control of your ball, and so miss
your aim altogether.

If the enemies’ bowls be crowded as above, but leave you a fair shot at the
Jack, don’t be carried away by the ambition of cutting them out, the odds
are too heavy in case of failure; but rather play hard at the Jack, and
drive it clean away from everybody, on the dog-in-the-manger principle that
if you can’t get any benefit from it vourself, no one else shall.
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If, however, your friends have one or two bowls “in,” that is, nearer the
Jack than any others, and the enemy have a group round only just not

n,” you will do well, if you are not a proficient, to be content to leave the
matter alone, since you may scarcely better the position of affairs, and are
not at all unlikely to do harm. Of course it would be better play to get your
own bowl “in” as well ; but the old proverb holds good here, if nowhere else,
that a “ bird in the hand is worth two in the bush.”

Whpn the round has been played, that is, when all the bowls— which, by
the way, are numbered in pairs for distinction—have been delivered, the
players proceed to count for the game. This is done as follows : the side to
which the bowl nearest to the Jack belongs count one for that, and the same
for every other bowl they have which is nearer than any of the opponentsl
If, therefore, the second nearest bowl is an enemy’s, the side only counts one;
if the third, only two, and so on. It is necessary, however, that a bowl should
be within a given distance, previously agreed upon, of the Jack, or it does
not count. This distance varies with the size of the ground ; on an ordinary
green a yard will be found a very fair distance. Sometimes a “ tie ” takes
place ; that is, the two nearest bowls are at exactly the same distance from
the Jack: in this case neither side counts anything, the round being simply
lost.

The numbers agreed upon for “ game ” varies with the number of players,
thirteen, fifteen, and twenty-one being the more common.

LAWN BILLIARDS.

This game is a favourite one in many places, and is useful in one respect,
namely, that it can be played in a comparatively limited space. Indeed, a
large lawn is unsuitable to the game, and if the ground be of too great dimen-
sions, it will be better to enclose a circular space, as seen in the illustration.

The materials for the game are simple. In the first place there are eight
or ten balls of different colours, a stick or cue by which to propel them, and
a revolving ring through which they are to be passed. We will describe these
articles in rotation.

The balls are generally a foot in circumference, and ought to be made of
some hard and heavy wood. An ordinary set of croquet balls will answer the
purpose perfectly well.

The ring is usually made of iron, though brass is perhaps better, and, as
may be seen in the diagram, has a shank or neck. When it is to be used, a
large wooden peg is driven into the ground, with the top a little below the
surface, and into it a hole is bored, large enough to receive the shank of the
ring, and to let it revolve freely.

The cue is made of two parts, namely, a wooden handle and a metal tlp of
rather a peculiar shape. The reader will see, by reference to the illustration,
that this tip is also ring-shaped, and that it is fixed at an angle with the
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handle. This formation enables the ball to be played better than if the cue
and tip were in a line. Sometimes each player has a cue, but as a general
rule one cue only is required, and is handed round to the players in succession.

The objects of the game are very simple, and the rules scarcely less so..
Each player endeavours to pass his ball through the ring, and every time he
can do so he scores one point. If his ball runs through the ring after striking
another ball, he adds two to his score. The ball must not be pushed through
the ring with the cue touching it, neither may it be thrown through. After
making a successful stroke, the player does not go on with the game, as in
croquet, but makes way for the next player.

In this game there is more play than at first appears to be the case. If,
for example, a player finds the hoop turned edgewise to him, he can either
place his own ball so as to obstruct the next stroke of the enemy, or, by
dexterous play at the ring, can turn it edgewise to the enemy next in succession.
Sometimes, he will strike a ball belonging to his own party so as to put it into
position, or will strike away the ball of an enemy who seems likely to make
a successful stroke. .

A really good player will often contrive to pass the ring even though it be
almost edgewise to him. If the ring be turned in the least to one side or the
other, he will play at it with a peculiar push of his cue, and strike it a little on
one side. If this be properly done, and with moderate force, the ring spins
round, and catches the ball in its progress. The effect of this sudden shock
is, that the ball vibrates backwards and forwards for a moment, and finally
settles on the opposite side of the hoop.

Half the amusement of this game consists In having a ring only just large
enough to let the balls pass through, and so neatly poised as to revolve with
a touch. The best plan for securing this latter point is to have a metal socket

6
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let into the wooden peg. If so, care must be taken that the socket be brass
if the ring be iron, and vice versd. Both shank and socket should be kept
well oiled.

GOLF.

Golf (pronounced goff) is chiefly a Scotch game, but it is played m many
parts of England where there is a suitable piece of common land in the neigh-
bourhood. Blackheath Common is especially frequented by golfers, and there
the game may be seen by the curious almost any day, but especially on Satur-
day afternoons.

It is played with a ball about inches in diameter, now-a-days made of
gutta percha, but formerly of leather stuffed with feathers, and painted white.
This ball is driven along the ground or through the air by clubs of various
shapes and constructions, to be severally employed according to the nature of
the ground. Each player has his own ball and his own set of clubs, which
latter are carried by an attendant, technically termed a “ caddie.”

The game is played as follows: A series of small holes, four inches in
diameter, are cut in the turf at a distance of from one to four hundred yards
apart, according to the capabilities of the ground, on the circumference of a
great circle, and the rival players, starting from beside the first hole, work
round the circle, each endeavouring to “ make his holes” in a less humber of
strokes than his antagonist, and they count for game thus:

Supposing A and B to be playing, A makes his first hole in five strokes, B in
six ; A counts one to his game. The next hole B wins; they are now one and
one. The next two perhaps they achieve in the same number of strokes.
These count to neither, or what comes to the same thing, they are “ halved.”
If A then manages thus to make more holes than B, he is declared winner by
so many holes.

Space would fail to enter fully into the minutiae of the game ; a few hints
as to the correct way of standing and hitting, with some general remarks, me
all that can be compassed here.

e First, to hold and use the club. Grasp the handle with both hands firmly
but not too tight, lift it slowly over the right shoulder (see left hand figure in
cut), and bring it down smartly but steadily on the ball, letting the lower
surface of the butt-end just skim the ground. The action should be more of
a steady sweep than a blow, and the club must be allowed to follow on in its
swing after the ball, and not be brought up abruptly after the stroke.

Accuracy and dean hitting are far more effective than hard hitting, and
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should be specially studied : if the ball be only taken properly, a comparatively
slight muscular exertion will send it an amazing distance.

But it is not only a true and correct style of hitting that will serve the
purpose of the striker ; it is indispensable that he should also stand correctly.
A very slight error in this important item will entirely vitiate all the results of
even the most scientific manipulation of the club.

The feet should be set firmly on the ground, about eighteen inches apart,
the toe of the left foot opposite the ball, and at a distance exactly proportioned
to the length of the handle of the club employed. If the striker be too near,
the ball is liable to be taken by the heel of the club— technically “ heeled”—
and will have a tendency to the right of the direct line. If too far from it,
the club is apt to take the ball with its “ toe,” or extremity, thus “ drawing” or
“hooking” it to the left of the true line.

But this correct driving of the ball is, after all, only the very A B C of the
game; the real triumph of skill is in accurate and judicious “ putting” (pro-
nounced as in cutting). When the ball has been driven up to within a few
yards of a hole, the novice would suppose that the most important part of his
work was over, whereas, on the contrary, the real struggle for the hole is only
just going to begin.

So many circumstances have to be taken into consideration in making a
“put” (pronounced as in cut),—the nature and “lie” of the ground; the
strength required to traverse the exact distance and no farther; the position
of one’s own ball, and very often the position of the adversary’s, which may
chance to be between it and the hole ; and last, though very often not least,
the general condition of the game, by which must be decided whether to
play boldly or cautiously. With all these against him, it will not be sur-

6— 2
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prising that as a general thing “ putting” is the last thing in which a player
acquires real proficiency. The right hand figure in the cut is makinga “ put.”

For much of our information in this interesting game we are indebted to
the kindness of Messrs. Chambers, to whose excellent little handbook on Golf
and Curling we would refer those who desire further information tl\an our
limited space enables us to afford.

' BASE BALL.

This game, which has attained an immense popularity in the United States
of America, is nothing more nor less than a kind of glorified “ Rounders.” It
is rounders, in fact, improved and reduced to a system ; the two games bearing
much the same relation to each other that the cricket of to-day does to the
cricket of,a hundred years back.

The following rules for the game are taken from those adopted and published
by the National Association of Base Ball Players of New York, dated the
9th December, 1863.

1. The ball must weigh not less than 5™ ounces, and not more than 5$; and
must measure not less than 9 and not more than 9J inches in circum-
ference. It must be composed of India-rubber and yarn covered with
leather.

2. The bat must be round, and must not exceed 21 inches in diameter at
the thickest part; the length is left to the discretion of the striker.

3. The bases, four in number, must be securely fastened at the comers of
a square whose side is thirty yards. They must be so constructed as
to be plainly visible to the umpire, and must cover respectively a space
equal to one square foot. The first, second, and third bases shall be
canvas bags, painted white and stuffed with sand or sawdust ; the home
base to be marked by a circular iron plate coloured white. A similar
mark shall also be used for the pitchet's post.

4. The base from which the ball is struck shall be called the home base;
the first base is that on the right hand of the striker ; the second, that
opposite to him ; and the third, that on his left. Chalk lines must be
drawn from the home base to the first and third bases respectively, so
as to be plainly visible to the umpire.

5. The pitcher’s position shall be marked by two lines, four yards in length,
drawn at right angles to a line from home to second base, having their
centres upon that line at two fixed iron plates, placed at points fifteen
and sixteen yards respectively from the home base. The pitcher must
stand within these lines, and must deliver the ball as nearly as possible
over the centre of the home base, and suitably for the striker.

6. Should the pitcher fail repeatedly to deliver fair balls to the striker, for
the apparent purpose of delaying the game, or from any other cause,
the umpire, after warning him, shall call “ One ball;” and if the
pitcher persists in such action, “ Two ” and “ Three balls when three
balls shall have thus been called, the striker shall be entitled to the first
base, and each occupant of a base at the time shall be entitled to the
next, without the liability to being put out.

7. The ball must be pitched, not jerked or thrown, to the bat, and a “balk”
must be called if he make pretence or offer to throw the ball without
doing so; or he be not inside his ground, or either foot be off the
ground at the moment of delivery.
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A balk entitles every holder of a base to make the next, with thé same
impunity as before.

. If a ball from a stroke of the bat take the ground, touch theperson .ofa

player or any other object, between home and the first or third base,
the umpire must call “ Foul.”

A player making the home base shall be entitled to score one run.

If three balls are struck at and missed, and the last one is not caught
either flying or at the first bound, it shall be considered fair, and the
striker must attempt to make his run.

The striker is out if a foul ball be caught either flying or at the first
bound ; or if three balls be struck at and missed and the ball be caught
as before ; or if the ball be similarly caught from a fair stroke of the
bat ; or if a fair ball, after being struck, be held by a player on first base
before the striker touches that base.

Any player running the bases is out if at any time he be touched by the
ball while in play in the hands of an adversary, unless some part of his
person be on the base.

No ace or base can be made on a foul ball : such ball shall be considered
“ dead ” and out of play until it shall be settled in the hands of the
pitcher. In such case players running bases must return to those they
started from, and in so returning may be put out in the same manner
as the striker in making his first base.

No ace or base can be made when a fair ball has been caught before
touching the ground. In such cases players running bases must return
as above, subject to a similar risk of being put out. But after the ball
has been so caught, players may start to run their bases at their discre-
tion, subject to the ordinary risks of being put out.

The strikers must stand on a line drawn through the centre of the home
base, their feet on either side of it, and parallel with the line occupied
by the pitcher. Players must strike in regular rotation; the order
agreed upon at the beginning being continued throughout the match,
from innings to innings. The next man to the last man out in one
innings being the first striker in the succeeding,

Players must make their bases in the order of striking, and when a fair
ball is struck and not caught, as in Rule 15, players holding bases to
which another player must of necessity run must vacate them and make
for the next, subject to being put out as in Rule 13.

Players running bases must touch them, and so far as possible keep upon
the direct line between them. Should any player run more than three
feet out of this line to avoid the ball in the hands of an adversary, he
shall be declared out.

Any player who shall intentionally obstruct an adversary in catching or
fielding a ball shall be declared out.

. If a player in making his base be obstructed by an adversary, he shall

be entitled to that base, and cannot be put out.

If a fieldsman stops the ball with his bat or cap, or takes it from the
hand of any one not engaged in the game, no player can be put out
until the ball shall first have been settled in the hands of the pitcher.
If two hands are already out, no player running home at the time a ball
is struck can make an ace if the striker is put out.

The game shall consist of nine innings to each side.
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24. In playing matches, nine players on a side shall constitute a full field.

25. Should a striker stand at the bat without striking at good balls repeatedly
pitched to him, the umpire, after warning him, shall call “ One strike,"
and, if he persists in such action, “ Two ” and “ Three strikes.” When
three strikes are called, he shah be subject to the same rule as if he had
struck at three fair balls. \

THE Ground.— For the purposes of this game it is necessary, if really fine
play be contemplated, to have a sheet of turf smooth as a cricket-field. There
is, of course, no necessity for the ultra-smoothness of the “ between wickets,”
but the out-fielding ought to be at least as good in one as in the other. For
men the field should be about two hundred yards long by a hundred and fifty
yards broad ; but for boys a field of considerably less dimensions will serve all
reasonable requirements.

In laying out the ground, which had better be done permanently, it is well
to start with the home base, which should be marked out about twenty yards
from one end of the field ; measure from this along the field one hundred and
twenty-seven feet four inches for your second base. Now, for the first and
third attach a cord sixty yards long, with a knot in the middle, to the rings of
the home and second base, stretch this as far as it will go to the right for the
first base, which will be marked by the knot, and to the left for the third.
Mark also a point fifteen yards from the home in the direction of the second
base for the pitcher’s post.

The bases should be marked by letting a short stout post into the ground,
just leaving the top flush with the surface, and a stout iron ring must be screwed
into each as a point of attachment for the canvas cushions described in Rule 3.

The striker is left to follow his own fancy as to the length of his bat, and, so
long as it is of wood, is not tied down by any regulation. Ash is, perhaps, the
most generally serviceable, but willow will be, perhaps, preferred by those who
like a light bat.

There is no rule as to the manner of handling of the bat, this also being
left to the individual fancy of the player. _

The Game.— The rules for striking and running are precisely the same as
in “ Rounders.” Each player counts one to the score every time he completes
the circuit of the bases, and two if he makes an ace or rounder, that is, gets
all round and home off one strike.

The Field,— The nine fieldsmen are placed as follows, their names indi-
cating their positions : the Catcher or Back-stop, a few yards behind the striker,
to catch or stop the ball ; the Pitcher, at the pitching-post, to serve the ball ;
the Short-stop, about ten yards behind the pitcher, as a near field and general
utility man inside the bases ; three Base-tenders, one for each base, whose duty
it is, when a runner is making for a base, to stand with one foot on the cushion
in readiness to catch the ball. The other three, called respectively Right-field,
Centre-field, and Left-field, stand well out in the positions their names indicate.

The same qualities are required in a fieldsman for this game as in “ Cricket:”
great activity and alertness, a safe pair of hands for a catch, extreme dexterity
in meeting and stopping a ball, and above all, without which the rest will be
of little avail, perfect accuracy in returning it to the pitcher or base-tender as
occasion may require.

Further, an umpire and scorer are required, the former of whom must be

thoroughly up in the rules of the game, and should see that they are rigidly
enforced.
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This will be found a very good game where suitable ground is procurable,
and might with great advantage be cultivated at the slack time between cricket
and football : especially is it suitable for those occasional hot days in spring,
which so sorely tempt the cricketer to disregard all prudential considerations
as to the yet tender turf, and break the spell of winter too early. For such
days, this game seems exactly suited : let us hope that, it may have at least a
fair trial. .

CURLING.

This game is in all its leading features nothing more than a game of bowls
on the ice, only that, to suit the altered circumstances, instead of balls rolled
over the turf of a “ green,” large flat stones are employed, which are caused to
slide along the surface of a sheet of ice.

TR 1< M  mc  tfaa

TtiD Rink.

As a first preliminary, a figure is marked out on the ice, as in the accom-
panying diagram. This is called the “ Rink,” and may vary in length according
to circumstances from thirty-two to forty-two yards. The circles at either end
are called “ Broughs,” and the central mark in each the “ Tee.”
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The object of the game is to get as many stones of one side as possible
nearer to the tee than those of the other, only those inside the brough to
count : exactly as in bowls, the endeavour is to lie up to the “ Jack.”

The stones employed are cheese-shaped, with flat top and bottom, with a
handle on the upper side for the player to grasp them by. They must not
weigh less than thirty pounds nor more than fifty pounds, and their gj-eatest
circumference must not be more than thirty-six inches.

Eachflayer is armed with a broom or besom, with which he is allowed to
sweep away any accumulation of snow that might retard his friend’s stone,
but he must not sweep show in its way— that is, he may remove obstructions,
but must not cause them. The opposite party are allowed to sweep before
an adversary’s stone after it has passed the tee, to help it as far away as
possible from it.

If a stone does not pass the “ Hog score” (see diagram) it is considered
dead for that round, and is taken off.

This game is so like bowls in all its main features, and in fact in its whole
theory and practice—-the lying up to the tee, the knocking out of the adversary
and substitution of one’s own stone, all the manoeuvring for a place, and the like
— that the instructions given above for the one may well serve without iteration
for the other ; and for further particulars we must refer the inquirer, as before
in golf, to Messrs. Chambers’s handbook.

DOG-STICK AND SPLENT.

In the North of England a game is played which is a sort of combination
of trap-ball, knurr and spell, and rounders.

A tongue-shaped piece of wood is made, as seen in the illustration, having
one end tapering, and the other rounded and slightly hollowed so as to hold
the ball. Instead of a bat, a rounded piece of wood, called a dog-stick, is em-
ployed. The origin of the name is rather dubious, as the stick certainly could
not be used for beating dogs, a blow of it being sufficient to kill any ordinary
dog. Players are very fastidious about the weight and balance of the dog-
stick, and each has his own stick. The ball is made of boxwood, loaded
with shot to make it heavier, and covered with a coating of stout leather.

There are so many rules for this game that we can do little more than
mention that the principle lies in two points, namely, striking the ball beyond
a certain distance, and calculating the number of stick-lengths from the splent
when thrown up.

The out-players divide themselves into two bodies, one set spreading them-
selves over the field, and the rest forming in close line in front of the striker,
and just behind the boundary-line beyond which aball must bestruck. They
may stop the ball in any way, and usually do so with their hats or caps, in the
crown of which a handkerchief is placed, so as to deaden the force of the
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ball. The player is out if he twice successively misses the ball, or fails to
strike it beyond the boundary-line; if it be caught by the enemy; if .he cuts
it behind the trap ; or if, when the ball is thrown up, he indicates more than
the proper number of stick-lengths from the trap. .

When he has succeeded in striking a ball beyond the boundary, one of the
out players throws it towards the spleni. The striker may, if he can, strike
the ball with his dog-stick before it touches the ground, and either stop it or
knock it away from the splent. When it stops, he measures with his eye the
number of stick-lengths between the ball and the trap, and calls out the
number. The distance is measured by the umpire, and if the guess be within
the mark, the number called is added to the score; if it be over the mark, the
striker is out. Thus, if the ball be three and a half lengths from the splent,
and the striker call four, he is out; if he call three, he adds three to his score.
In any case he may not add more than five to the score, so that when the ball
is palpably beyond five lengths from the splent the umpire calls “ Five,” and
that number is added to the striker’s score without measurement.

Owing to the hardness, weight, and velocity of the ball, this is rather a
dangerous game for beginners, who ought to play as out-fielders for a long
time before they venture to rank among the home players.

LES GRACES.

This game derives its title from the graceful attitudes into which it throws
the body if properly played. Unfortunately, when badly played, it is about
as ungraceful a proceeding as can be imagined.

The materials of the game are very simple,
namely, a couple of slender sticks for each
player, and two or more hoops of different sizes
The players stand at some distance from each
other, and the object of the game is to throw the
hoops backwards and forwards, catching and
throwing them by means of the sticks.

The proper mode of throwing the hoop is as
follows : Hang it on the sticks, and then cross
them, so as to prevent it from falling off. Hold
the sticks, with their points downwards, on the
left side of the body, the left hand grasping one
stick firmly, while the right hand holds the other
loosely between the finger and thumb. Now
raise the arms, point the left-hand stick in the
direction which the hoop is meant to take, and
with the right-hand stick throw the hoop, gliding,
at the same time, the right-hand stick over the
other.

These movements should be performed as one,
without any pause between them; and if they are
properly done, the hoop revolves rapidly, so as to neep it steady as it flies
through the air. Unless this be done, it wabbles, or even turns over and over,
in either of which cases the player to whom it is thrown can scarcely have
chance of catching it.

The hoop should be thrown tolerably high, and ought to be sent witn sue
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accuracy, that if it were not stopped, it would fall on the head of the second
player.

Catching the hoop ought to be done with both sticks slightly crossed, un-
less it be flung much to the right or left, when, of course, a single stick must
be employed. Sometimes an unskilful player flings the hoop so that it pre-
sents its edge to the catcher. Even in this case an expert player will catch
it by giving the lower edge a little tap with one stick, the effect of which will
be to m”~ke the hoop fall over the stick. n*

Let me here warn the beginner against one mode of throwing the hoop,
than which nothing can be more awkward. We have often seen players cross
the sticks horizontally ih front of their noses, stick out their elbows level with
their ears, and throw the hoop by flinging both arms apart. Now, in.this
mode of throwing there is neither ease, grace, nor certainty. A properly
thrown hoop ought to look quite steady as it passes through the air, and to be
thrown so accurately that there is no difficulty in catching it.

With every good set of Les Graces implements there ought to be two hoops
of a foot in diameter, and two of seven inches. The test of good play is to
exchange the hoops, throwing them so that the small hoop passes through
the large one. This feat looks rather formidable, but all good players can
perform it, and the writer has done it repeatedly whenever he could find a
steady partner whom he could trust. When the hoops are thus crossed, the
larger hoop should be thrown first, so that aim may be taken with the
smaller one.

LA CROSSE.
(The National Game of Canada.)

No apology is needed for introducing La Crosse to the sport-loving British
public. The devotion of our kinsfolk, the Canadians, to this charming game
is introduction enough for it ; while no one can doubt that we have room for
another good game.

It is to be observed that the rules of the game, as settled by the La Crosse
Association, are now publishedfor thefirst time. While still incomplete they
appeared in some of the sporting newspapers, but in a form differing greatly
from that finally adopted. One or more sets of Canadian rules have been sold
in this country, but they have been unanimously abandoned by the clubs in
favour of the Association rules here given. It cannot be doubted that these
rules are greatly superior to the Canadian (at least for use in this country), and
that they are the best which English experience has yet been able to devise.

It seems strange that England should sit at the feet of the foreigner for
instruction in manly sports. The ancient home of cricket, football, and a host
of minor games— the natural abode of all sport— she is accustomed to teach
rather than to learn. Has not le sport become a French phrase, in the utter
absence of a native word for such a purely English notion? And can any
good thing come out of foreign parts? In matters of sport is not the world
divided into two parties ?— the one Greeks, the other barbarians ; we being
the Greeks, and all other nations whatsoever the barbarians.

Yet, doubters notwithstanding, there seems a good prospect of a beautiful
foreigh game becoming thoroughly at home among us. Like other importa-
tions, La Crosse, the illustrious stranger, has more grace and elegance about
it than similar articles of home manufacture. There is nothing very graceful
in football, thoroughly English game though it be. A “ maul,” with half a
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dozen Britons kicking each other’s shins, is perhaps amusing as a spectacle,
and is certainly evidence of national pluck and good temper, but a foreigner
may be excused for holding it in some contempt. Then again, too many of
our games are dangerous. Certainly we have no maudlin horror of a spice of
danger, for we remember that those who led the six hundred over Russian
guns at Balaclava had learnt the trick from five-barred gates at home. We
even think that square-leg to a hard hitter is no bad training for coolness
at the “ cannon’s mouth.” But while many bold spirits will always love the
rough games for their roughness, many will welcome a safe game, second to
none in excitement, as a boon of no small value. Plenty of men—especially
under certain conditions of shins and knee-caps— curse the “ Rugby rules” they
are obliged to play.

La Crosse, beside being safe and yet exciting to the players, is beautiful
and interesting to lookers-on, as we think all will admit who saw it played by
the Indians at the Crystal Palace. This alone is high recommendation; but
its chief merit lies not so much in the quantity as in the quality of the exercise
involved. It gives as much running as cricket or football, if not a great deal
more, and requires a quicker eye than any other field game besides cricket;
but its spécialité is that the running must be of the best. To succeed, a man
must run steadily and in good form, since the ball is only allowed to be carried
while resting on the crosse, a state of things it has a natural antipathy to.
Just as the Austrian officers prove their graceful dancing by waltzing round
the room holding a glass of wine, so may a man prove his graceful running
by carrying on the slippery foundation of a crosse an India-rubber ball, and
evading on uneven ground the attack of numerous and active foes.

We claim for La Crosse, then, that it is a pastime containing more hidden
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drill than almost any other. A cricketer may satisfy the requirements of his
village dub in respect to batting, bowling, catching, fielding, throwing, without
much improvement in his bearing. At football shambling legs may give a
vigorous kick, and arms may grip tight from shoulders almost as round as the
ball itself. We lack a game which shall enforce good bearing on us incident-
ally. La Crosse does this. We defy a lad to play it well (and no pne will
find it difficult) without acquiring true grace in running, and, more or less, in
every ojher action of his body. No better plan can be devised for making a
man run well than giving him something to carry which he is liable to spill.

Let our reader try for himself, making only due allowance for the imperfec-
tions we always find at first in tools we don't quite understand.

Origin and Nature of the Game.—Though free from most national
prejudices, we can quite forgive an Englishman who turns up his nose at the
name, to begin with. What, one may ask, can a field game be good for with
a French name? The objection is a natural one, but is easily disposed of:
the game is Canadian, and originated apparently in pce-historic times amongst
the noble aborigines of that country. The name was given by the French,
its first European possessors, on account of the curved stick resembling a
crosse or bishop’s crozier. The name is not a very happy one, as it suggests
cross in English. The French for that is croix, quite another thing. When
more at home in England, it is too likely to be called the “ cross.” This is a
matter of small moment, perhaps, but it is always well to keep up the proper
derivation of words. To call a wooden hook a “ cross” (as we already pro-
nounce it) is absurd ; to drop one s, and call it a “ crose” would be far better,
as suggesting the original meaning at once. The reform may be carried out
some day, but at present we shall keep to the established spelling. (The
French use the verb crosser, as “ to bat, to strike aside with a bat,” probably
in the same way as we might speak of hindering or “ crossing” a thing, or
crossing its path with a bat.)

As to the nationality of our new game, even British conceit may be satisfied.
Surely we can condescend to learn athletics from the North American Indians,
who may well teach us “ a thing or two in running.” When the redskins first
began to play La Crosse we have no information, but it is stated to have been
first seen by Europeans when Charlevoix, one of the French pioneers in
Canada, ascended the St. Lawrence. Thatwas in the tribe of the Algonquins,
who inhabited the country about Quebec and Montreal. Rather more than
a century ago, a chief named Pontiac, hoping to surprise the English garrison
in the fort at Detroit, collected parties of Delawares, Ottawas, and Shawanees
in the neighbourhood. Knowing the skill of the supposed friendly Indians in
playing La Crosse, the officers were in the habit of inviting them to play close
to the fort. Pontiac directed that on one occasion a larger number than usual
were to join in play, and that the ball, as though accidentally, was to be struck
into the fort. A few Indians were to follow and search for the ball ; this was
tobe repeated again and again, sometimes a number entering, sometimes only
a few. When suspicion was lulled the ball was to be struck over again; the
Indians were to follow in large numbers, and to attack the garrison with
concealed weapons. The stratagem was put into execution and nearly suc-
ceeded, but the garrison discovering the nature of the visit before the Indians
had penetrated to the strongest part of the fortifications, turned upon them
and drove them back with great slaughter.

It was not until the last few years that the colonists generally began to take
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up La Crosse. The first clubs were formed at Montreal, taking the game from an
Iroquois tribe; since then it has spread rapidly through the “ New Dominion,”
and now claims the title of the national game of Canada. To those who know
the Canadians this will sound high praise. It must be arare game indeed to
satisfy that hardy race.

La Crosse was introduced into England in August, 1867, by Captain Johnson,
a Canadian, who brought over a troupe of eighteen Indians, chiefly Iroquois,
but including representatives, it was stated, of the Onondagas, Cayugas,
Senecas, Oneidas, Mohawks, and Algonquins. Of course they were not all
of pure Indian blood. They first made a tour in the United States, and then
came over here. The “Field” of August 3rd contains the following:

“ Captain Johnson brought over eighteen Iroquois Indians in the Peruvian
last week, for the purpose of introducing the national game of Canada into
England. The Iroquoistribe inhabit Lower Canada, near Montreal, and several
of Captain Johnson’s company were the same that performed the game before
the Prince of Wales when in Canada in i860. On Tuesday last a private
performance took place at Beaufort House, Walham Green, under the patron-
age of Lord Ranelagh, at which members of the Press and a few friends only
were present. The Indians looked very smart, dressed in their blue and red
drawers, the chiefs of each side being distinguished by feathers in their caps
and other ornaments.” After this public performances were held at the same
place, and then for some time at the Crystal Palace. Canadian authorities
all agree in praising the game as one affording great pleasure to the lookers-
on; of course this is hardly felt yet in England, as not many players have
attained to really good play. One Canadian book speaks of “ the strange
wildness and beauty of the game, and these terms we do not think misapplied.

The various attempts made to define the game in few words have not been
happy. “ A combination of football and hockey,” is perhaps better than “ a
sort of hockey but it has this drawback, that no greater offence against the
rules can be committed than to introduce either hockey or football into the
game. Striking the ball hockey fashion is strictly forbidden; so is kicking,
throwing, or even catching it. Football played with racket bats would be
nearer the mark.

Be this as it may, La Crosse is a ball game, played by preference with an
India-rubber ball. Two goals are erected, as in football, and thé object is to
drive the ball through them by means of the crosse alone. Stations are
assigned to the players in different parts of the field, but there is this remark-
able difference, that no “ off side” rule exists ; indeed one player is always kept
close in to the enemy’s goal. Owing to this plan the game is very sociable, as
the men usually find themselves placed in pairs (foemen, of course) about the
field, and can chat away in comfort. As far as practicable the hands and feet
are forbidden from touching the ball. “ Running in” (called “ dodging” by the
Canadians) is the principal feature of the game, the ball being carried on the
crosse. The crosse is a hooked stick partly filled in (tight) with a netting,
something in the manner of a racket bat. Running with the ball, as has been
said before, is soon learnt, but evading hostile attacks gives scope for life-long
study : if hard pressed the runner throws the ball (with the crosse) to a friend,
probably in advance of him, and there is no off side rule to prevent the friend
from at once continuing the running. The ball should be stopped by the
crosse. Experienced players learn to catch with it, and are equal to a catch
of thirty or forty yards or more. Throwing the ball requires great judgment
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and great skill ; quickness of thought to decide the right direction, and skill
to send it straight. Turning round and throwing back over the head is the
usual way. The rules about going out of bounds, &c., &c., are of the plainest
kind, and contrast favourably with even the simplest code of football rules.

In July, 1867, the National La Crosse Association of Canada was formed,
“to improve, foster, and perpetuate the game of La Crosse as the*national
game of our dominion.” Its rules (with a copy of which we have been favoured
through the courtesy of its secretary, Mr. W. George Beers, of Montreal) are
very full, and admirably drawn up. The rules of the game differ slightly from
those adopted in England. The difference will be explained further on when
we come to discuss the English rules. The Canadian rules are much more
minute than ours, and seek to provide laws for all sorts of matters which we
in England prefer to leave to honourable understanding amongst the players.
The close directions given for the guidance of umpires, and the care taken to
insure fair play, show that La Crosse is really a national game, exciting great
and general interest. The colonists have not been schooled in the continual
playing of games where written laws are unknown, so they pile up safeguards
as if the combatants were going to law instead of playing a match ; but though
too minute for us, their laws are well framed. It may some day be necessary
to follow their example, but while the game is young the good feeling of the
players can be depended on.

The Canadians, according to letters received, are looking forward to inter-
national matches with the old country. We dare not try such an experiment
this year, but in 1869 surely some of our clubs will be proficient enough to
give a worthy reception to the travellers from the New Dominion.

When first played in England, the rules of the Montreal La Crosse Club
(adopted prior to those mentioned above) were followed by the various clubs;
but not finding them quite satisfactory or quite adapted to English ways, the
leading clubs agreed to form a La Crosse Association, the laws of which should
be binding upon all clubs. The same thing has been done in football with
very fair success, considering that various local ways of playing that game
have existed for ages. In Ea Crosse there are no local rules to excite opposi-
tion, and all the clubs are desirous of starting with similar rules. The task of
the Association is thus made easy, and the wisdom of forming it proved.

Some of the earlier supporters of La Crosse believed that they had found
a game for “ all the year round.” We scarcely go so far as this; it is a very
fatiguing game for hot weather, while all our admiration for it would not induce
us to set up a rival to cricket ; winter and spring are its seasons. It is not as
a rival but as an auxiliary to cricket that we would recommend it, and if we
are not mistaken it is amongst cricketers that it will find its chief supporters.
Above all winter games it is a game of SKILL, and that is what cricketers have
hitherto sighed for in the winter

The rules of the La Crosse Association are here described :

The Rulesof the Game.— The rules of the game, as settled by the Asso-
ciation for the acceptance of all the associate clubs (they were confirmed on
the r2th February, 1868), are as follows.

1. The CROSSE.— The crosse may be of aify length, but the woven net-
work must not be bagged, nor of a greater width than one foot.

2. The Bal1.— The ball shall be of solid India-rubber, not more than nine

or less than eight inches in circumference.

3. The Goals— The goals shall be upright posts seven feet apart, with
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a tape or bar across them six feet from the ground ; when practicable
they shall be placed at not more than two hundred and fifty nor less
than one hundred and fifty yards apart, and the ground shall not be
more than one hundred nor less than sixty yards wide.

Commencing the Game — The game shall be started by the ball being
placed on the ground opposite the centre flag, between two players on
opposite sides, who shall “tussle” for the ball with their crosses. This
is called “ facing.”

Ball out of Bounds.— When the ball goes out of bounds it shall be
thrown in by the player who first touches it with his crosse. When it
goes behind goal without passing through goal, it shall be thrown out
by one of the players behind whose goal it has passed.

6 & 7. Touching the Ball with the Hand.— The ball must not be

11
12.
. Changing Goals— After each game the players shall change goals,
14.
15.
16.

17.

caught, thrown, or picked up with the hand, except in the case provided
for by Rule 7; but a ball coming in the air may be blocked or patted
away with the hand to protect the face or body ; otherwise it must not
be touched.

. Should the ball lodge in any place inaccessible to the crosse, it may be

taken out by the hand and immediately placed on the crosse.
Striking and Kicking the Ball—The ball shall not be hit while
on the ground, or kicked.

Spiked Soles.— No player shall wear spiked soles.

Obtaining a Goal — A goal is obtained when the ball is caused to
pass between the goal-posts and under the bar or tape, in any manner
whatever by one of the defending side, or in any manner not forbidden
by these rules by one of the attacking side.

HOLDING and Pushing.— Players shall not hold each other, nor grasp
an opponent’s crosse; neither shall they deliberately trip, strike, or
push each other.

Throwing the Crosse.— No player shall throw his crosse.

unless otherwise agreed.

Deciding a Match.— A match shall be decided by a majority of goals
won during the time specified for play.

Number constituting a Full Side— Twelve players shall constitute
a full side. '

Change of Players— No change of players shall be made after a
match has commenced without the consent of both parties.
Alteration of Rules— No change shall be made in the foregoing
rules except at a general meeting of the La Crosse Association. Should
any alteration be deemed necessary, notice of it must be sent to the
secretary in writing three weeks prior to the general meeting ; and the
terms of the proposed alterations shall be advertised in such sporting
papers as the committee may direct two weeks prior to the general
meeting.

The Crosse—“ The crosse may be of any length, but the woven network
must not be bagged, nor of a greater width than one foot.” The usual length
is from four to five feet, but most players like it short rather than long, and
reduce the length to about four feet by cutting off part of the handle. The
Indians use larger crosses than have been adopted in England, though they
probably did not exceed the breadth of network here given. The best speci-
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men which has come under our notice had been reduced by the owner to less
than four feet in length, the network was nine inches in width, and the weight
of the whole scarcely exceeded three-quarters of a pound. Though probably
too short, this crosse seemed to us otherwise perfect.

There is little or no advantage in a large crosse. It is more cumbrous to
handle, and more likely to get broken. For catching the ball the small and
handy crosse is just as good, success depending most upon a careful eye. If
the eye-is not careful it is well it should be trained. With a small span the
netting is not so likely to bag.

Plate I. represents the crosse above alluded to. It was obtained from Mr.
Roberts, a Canadian, who was appointed by Captain Johnson his agent in

England, and who has been at great
trouble to introduce the game amongst
us. Roberts has correctly appreciated
the English taste for refinement and
finish in all the appurtenances of sport,
and comprehending that we wish to make
the game skilful rather than easy, has
improved considerably on the original
instrument. He has lately appointed J.
Lillywhite, of io Seymour Street, Euston
Square, his sub-agent, in order, we pre-
sume, to reach the larger circle of his
world-wide cricketing connection. The
price hitherto asked— eight shillings and
sixpence—is unreasonable, and must be
reduced, or the trade will fall into local
hands. In Canada a crosse of the best
make costs under a dollar, so that from
four to five or six shillings ought to be
the limit in England.

The stick may be either ash or hickory,
but hickory is the lightest, strongest, and
best. There are some variations in the
shape to which it is bent, but we prefer

that shown in Plate I. Sometimes the handle is curved back, as at Fig. 2
in Plate I. This gives a more symmetrical appearance, perhaps, but is
really no advantage in carrying the ball, which rests against the stick at A,
and notin the centre of the net. The handle part is round or oval; beyond the
pin B, it takes the shape shown in section at c, one side being tapered to allow
of holes being made near the edge for fastening netting. The stick then gets
gradually thinner, until at the top of the crosse, where the curve is sharpest,
it takes the section shown at D. At the tip it thickens again ; about an inch
from the tip a hole is made through (in the plane of the crosse, not through
from top to bottom). A string is put through this, and both ends are made
fast round the pin, B : this gives two strings near together to form the edge of
the net, and serves to hold the stick in shape. Three other strings (four in
Canada) are then stretched from the pin to the top of the crosse, and dia-
gonal network is fastened to these and to holes down the stick at the side. A
badly woven net will be dear at any price, as it will certainly “ bag,” and
render the crosse unfit for play.
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The Canadian rule places no limit to the width of the crosse, though it
forbids a baggy net by the simple test of its remaining “ flat when the ball is
not on it.” It thensays: “ A leading or outside string above the level of the
others may be used. It may rest on the top of the stick, but must not' have
anything under to increase its height.”

Now, as this leading string is allowed in Canada, and is not forbidden by
the English rules, we presume it must be'considered admissible. It is, how-
ever, in our opinion, most objectionable, and we understand that the best
authorities (though La Crosse is young yet to talk about “ authorities”) are of
the same opinion. It gives a clumsy player an advantage, by preventing the
ball from rolling off his crosse when he inclines it the wrong way. But the
ball has no business on that side of the crosse ; its proper place is against the
stick, which gives ample protection -already. A “ balustrade” on the other
side is quite out of place, and we ¢ondemn it at once. Fortunately, it will be
of little or no use to good players, and will prove only a snare to the bad ones
who adopt it, leading them into careless ways of carrying the ball.

The stick should not be more than an inch thick at the handle, and rather
less than an inch wide in the curved part; the handle may be covered with
string, or otherwise roughened, to give better hold.

The crosse is always carried so that the wood forms the right hand edge of
the net, as in Plate I. Thé best are made with a slight sheer, as a shipbuilder
would say, so that they do not lie quite flat on the ground, the enas being
rather higher than the middle ; this helps to keep the ball on, and shows at
once when the crosse is upside down.

The best material for the net is strong gut, in pieces of good length, so as
to have as few knots as possible. Moose-skin is also liked in Canada, and
various kinds of string have been tried. But there can be no doubt that the
best gut is the proper stuff, and is alone likely to be used in England. At B
is a wooden peg round which the strings are fastened; this is better than
drawing them through a large hole, as is sometimes done. From B to the
top of the crosse is about two feet five inches.

The Ball and the Goals complete the simple apparatus of the game.
The dimensions of the ball were fixed without reference to the Canadian rule,
after trial of different sizes. It may therefore be assumed that a circumference
of between eight and nine inches (which is also adopted in Canada) is the
best. By a “ solid India-rubber” ball is meant one which will not collapse;
India-rubber with a wood core, and plain India-rubber with a small hollow in
the centres, have both their supporters. For our own part we advocate the
wood-cored ball, too much springiness being undesirable. The ordinary
hockey ball sold by Lillywhite and other makers at eighteenpence, or say
twelve or fourteen shillings a dozen, is just the thing. The ball will last a
long time, and may practically be left out of the calculation of expenses.

We prefer a light crosse, and not too light a ball. With avery light ball the
temptation to hockey is increased ; with a relatively heavy one it becomes
difficult, and not worth the certainty of detection, a light blow at a heavy ball
being useless. ,

The goals are marked by simple poles, flags, and tapes or bars, just as in
football and other games. A fifth pole is planted at the centre of the ground;
the Canadians draw a line six feet in front of each goal, “ within which no
opponent shall stand unless the ball is actually near or nearing the flags.”
Our Association, wisely we think, leaves this point to the good feeling of the
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players, who arc of course expected to leave the goal-keeper full room to act,
unless actually engaged in attacking the goal. It is hardly a case for a rule,
the necessary exceptions being so large and vague as to make its observance
little more than a matter of taste.

The Ground and the Players— It would seem that in Canada the
game was once played over very long distances and rough ground; but the
“ pale faces ” bringing less wind and more science to bear upon it, the distance
was'gradually contracted. One Canadian book recommends that half a mile
be not exceeded, but we have heard of two miles between the goals. We
think that game must have “blown” even the Indians. Boundless prairies
being scarce in England (especially in suburban districts), a limit has been
fixed at two hundred and fifty yards, which we think quite sufficient; one
hundred and fifty is made the minimum. The breadth of the ground must
not be less than sixty or more than one hundred yards. Of course a club
may use a smaller ground, but matches must be played according to the rule
given when practicable. The Indians thought nothing of a few trees or a
small forest on the ground, with gullies and holes ad lib. Englishmen will
try for the best and smoothest ground they can get; but the game can be
played anywhere, which is one among its many advantages. The boundaries
of the ground must be marked in the usual manner.

The distribution of the players is a matter on
Flate which doctors disagree. All rules appoint a Goal-
fr keeper. A few yards in front they place Point, and
farther on Cover-point. Close to the middle flag is
the centre or Facing-man belonging to each side.
The man stationed next to the enemy’s goal is called
Home; he should not stand directly before the hos-
tile goal-keeper, but to one side. The other players,
OX disposed pretty well at the discretion of the captain,
are called Fielders. One forward player is usually
put inadvance of the centre flag, close to the enemy’s
~ o cover-point. Each side has a man standing behind
Soxrs each facing-man, or behind its own facing-man only,
to take the ball from him if he succeeds in getting
it away from his opponent. Plate Il. shows a plan

much liked by the Richmond La Crosse Club.*
oX Although some of the names have been borrowed
from cricket (before the game was brought to Eng-
land), yet the arrangement of the players has nothing
in common with that game. Cricketers object to
the piracy strongly, and would substitute “ first out”
and “second out" for “ point” and “ cover-point.”
i@iﬁl As, however, the names have a firm hold in Canada,
and are certainly convenient as well as pithy, we

shall retain them in speaking of the different stations.

In placing his men the captain will derive valuable hints from any experlence

he may possess of the same duty at football.

The players are supposed to keep pretty well to their stations, especially

* The nurks O and X representing players of the respective sides.
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goal-keeper and point. Nothing spoils the game more than every one joining
in a free fight over the ball. Of course a man who has got the ball may run
with it as far as he can, but it is quite sufficient to have two or three “'checking”
or opposing him ; if more come they merely prevent each other from using
the crosse effectively, and most likely leave open the way to their own goal.
Beginners hunt the ball in a pack, and will never learn better if not kept in
strict order by their captains. We call particular attention to this practice:
it renders the game ridiculous as a spectacle, stops all play properly so called,
gives rise to disputes and unfair practices, and turns the game into a poor
kind of hockey ; it is, in short, one of the greatest drawbacks the game has
to encounter.
Prate Ill.

The facing-men commence the game by standing as in Plate Il1l1. At an
agreed signal they “ tussle ” for the boll, trying either to press away the op-
posing crosse and drive the ball straight on, or to disengage it and roll it back
between their legs to the men of their own side standing behind them. The
fear of breaking the crosses prevents too much roughness. It is prettier and
more creditable to get the ball by finesse than to drive it on by brute force.
{See Rule 4.) L 1

Twelve players, by Rule 15, constitute a full side, but of course fewer can
play. The English rule as to changing players—only with the consent of
both parties—is simpler than the Canadian, which includes matters we prefer
leaving to “ public opinion.” In Canada no one can play in a match who has
not belonged to his club for thirty days, which shows that the spirit of the
Voltigeurs, Oscillators, and other famous rowing “ clubs,* is not unknown in
Canada. At present we may consider ourselves safe from combinations of
famous La Crosse players into quasi clubs, for the purpose of carrying off
prizes (1)

Goal-keeper's duties are obvious: he must not quit the goal. Point must
on no account leave his post, which ought not to be more than twenty yards
in front of goal-keeper. He should be the best checker on his side (* checker *
is the Canadian name for any one essaying to stop a player “ running in ” with
the ball). Point’s particular function is to let no one get past him with the
ball, but to oblige it to be thrown from a safe distance at the goal. If the
runner were allowed to get close to the goal, and then threw the ball, goal-
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keeper would have little chance of stopping it. Point is the outwork who
obliges the foe to uncover his batteries at a certain minimum distance from
the citadel. When the foe “ throws in,” it is for his “ home” to get the ball
and complete the work, and for goal-keeper to show cause to the contrary.
Cover-point may be dispensed with, but not point. Goals are changed after
each game (Rule 13) unless otherwise agreed. Rule jo defines a game as won
“ when the ball is caused to pass between the goal-posts and under the bar or
tapé, in any manner whatever by one of the defending side, or in any manner
not forbidden by these rules by one of the attacking side.” In other words,
the goal counts if got accidentally by the defenders, but only if obtained fairly
by the attacking party. The question of umpires, on which the Canadian
rules enlarge so freely, is best left to be settled by agreement. Umpires are
scarcely required in such a game, unless the match is considered a very im-
portant one. If the ball bounds through the goal off the person of a player it
counts all the same, provided it was not unfairly propelled in the first instance.

The arrangement which appoints goal-keeper, point, and the hostile “ home”
as the three men always close to goal, is a good one, and should be adhered
to. If a captain chose to put two “home men,” his opponents would be
obliged to have two goal-keepers, and the anticipated gain would be lost. As
irregular posting, therefore, cannot pay, it should never be tried, for any system
of massing the men together is certain to spoil the game. No two of a side
should be close together except goal-keeper and point.

The Canadian rules direct that spectators must not stand within twenty feet
of the goals. The rule is a good one, and ought to be enforced in England,
when possible, as part of the “ unwritten law.” It is, however, best left so,
being scarcely a fit subject for formal enactment.

The Canadians decide their matches by three games out of five ; we, by
Rule 14, decide it “ by a majority of goals won during the time specified for
play.” This is simpler and better in every way. A five-game match might
be interminable. ,

When the ball goes out ofi bounds at the sides it is to be thrown in (by the
crosse of course) by the first player who touches it with his crosse. Having
touched it, he may get it on his crosse at leisure, and is not to be “ checked”
or baulked while throwing it. He should throw it straight in from the spot
where it passes the boundary. When the ball goes behind either goal-line it
must be thrown in, straight, by any player of the side behind whose goal it
has passed, who is also to be allowed a fair throw. The best man to throw
out is usually the goal-keeper. The ball, for obvious reasons, should be thrown
out to one side of goal. (Rule 5.)

Stopping the Ball.— Unfair Play.— The main distinction between La
Crosse and all other ball games is that in the former the ball is manipulated
by an instrument, and not directly by the hand. The same is the case in
tennis and rackets, and to some degree in' cricket. But in these games the
instrument is used only for striking, while in La Crosse striking, carrying,
and catching are equally performed by it, the direct use of the hand being
essentially foreign, and even hostile, to the game. In drawing up rules it is
not easy to meet all the cases which may arise, but this is the spirit of the
game as played in England. The Canadian rules allow the goal-keeper “ to
stop the ball in any way.” This rule has been rejected by our Association,
and we think very properly. In the first place, there is no rule to forbid the
ball being stopped by the feet or body, and it is even permitted to stop it by
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the hand to protect the body or face. It seems to us that stopping by the
hand is really a matter of little importance, for in nine cases out of. ten, if the
hand can be stretched out, the crosse can be stretched out to much greater
advantage. Nevertheless, if stopping by hand were allowed, it would soon
lead to catching and throwing by hand, both of which are strictly and rightly
forbidden. For this reason, then, the ball must not be touched by the hand
while in the air, except to protect the person, and this exception must be
jealously watched (Rule 7). We see no advantage in arming the goal-keeper
with an exceptional power, which after all is of little value, and which can
only lead to dispute. The feeling of the La Crosse conference was unanimous
on this point, as indeed it was on nearly all the alterations made in the rules.

The ball may be stopped with the foot when coming along the ground. To
make a rule to the contrary would be to invite endless dispute, though foot-
play is almost as obnoxious to the game as hand-play. However, in almost
every case the crosse, in the hands of a practised player, will be a better stop
than either the hand or foot. Thus the evil will defeat itself, and no great
harm be done. Kicking the ball is quite a different matter. Rule 8, forbid-
ding it, must be strictly enforced, or the game loses its character entirely. If
men are allowed to get careless about kicking, they will be rushing into
“scrimmages” for the sake of a sly kick. If prevented from kicking they
will find that scrimmages do not pay. A mob of men packed too tight to use
their crosses, and not allowed to kick, will find themselves wasting a good deal
of energy, and will soon see the wisdom of scattering. A goal obtained by
kicking does not count, though at other times a purely accidental kick—
which cannot always be avoided—must be excused. Rule 8 also provides
that the ball shall not be hit while on theground. This by no means forbids
its being struck at by the crosse while in the air or on the bound. It would
be useless to authorize the ball being stopped by the crosse, and then to forbid
its being struck under the same circumstances, as the difference consists
merely in the amount of forward movement given to the crosse—a matter
which no rule can touch. An unsuccessful stop or catch may be a stroke
without being intended for it. Striking the ball in the air does not come
under the head of hockey, as it will probably take effect by the network, which
is not capable of giving a very hard stroke. But striking the ball on the
ground is simply hockey, and is forbidden. While on the ground it cannot
be struck by the net, so that any offer to strike is an attempt to use the stick
part of the crosse as in hockey. Pushing or spooning the ball in the attempt
to lift it is lawful, but not striking. Swiping is the word used in Canada: it
means a deliberate swing of the crosse round upon the ball. It is considered
dangerous to the other players, and destructive to the crosse, and at any rate
is wholly unlawful. Swiping at a ball in the air is probably included in the
condemnation. It should not be done, though our rules do not exactly forbid
it, and could not without leading to disputes.

The one case in which the ball may be touched while on the ground is met
by Rule 7.—“ Should the ball lodge in any place inaccessible to the crosse, it
may be taken out by the hand and immediately placed on the crosse.” This
is a very important rule, and deserves attentive consideration ; though it may
be observed that most grounds likely to be chosen for matches are too level
for it to happen often.

The rule should always be rigidly construed : make it a point of honour to
avoid using the hand whenever possible, and keep a very sharp look out on
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breakers of the rule. Noone is likely to use the hand on even ground, because,
even if hard pressed, he can pick up the ball quicker with the crosse than
with the hand. It is only on rather difficult ground where men will try to
save time by unfairly revoking this rule.

The ball when picked up must be placed on the crosse immediatelyy it must
not be kept an instant in the hand. The Canadian rule is that th ball, when-
ever taken up by the hand, must “ be faced for with the nearest opponent.”
Oup Association rejected this in the interests of simplicity, and not because
there was no good in it. Who, for instance, is to decide who is the nearest
opponent? In favour of the English view it may be said that if a man gets the
ball on his crosse and runs off with it before his pursuers come up, he is fairly
entitled to the advantage ; while, if they come up, they have a good chance
of knocking the ball off his crosse, or even of getting it first. When once he
has the ball in his hand, he must be allowed to place it on the crosse without
hindrance; and his hand may not be held. Though the Canadian rule seems
fair, it may be remarked that under it a man loses all the advantage of being
first after the ball, if only it happen to go into a hole, and that men might be
tempted to throw the ball purposely into such places, for the sake of the
breathing-time which a solemn *“facing” will afterwards allow them. The
English rule may want revision some day, but at present we think the Asso-
ciation has decided for the best.

Ofcourse, if the ball goes out of bounds “ in an inaccessible spot,” it becomes
the prize of the first man who touches it with the hand, and who is at liberty
to place it on his crosse by hand. But if accessible, it must be touched (and
afterwards taken up) by the crosse.

The rule about spiked soles is sufficiently plain and desirable. Mocassins,
which can be obtained of the Mr. Roberts before mentioned, are better than
shoes or boots, provided you are sure of your ground, and are not afraid of
stepping on a sharp stone.

Rule 11 must be strictly enforced, as embodying one of the essentials of thé
game, which, though it requires both nerve and endurance, boasts of being a
gentle game. *“ Players shall not hold each other, nor grasp an opponent’s
crosse ; neither shall they deliberately trip, strike, or push each other.” Trip-
ping and striking we need not enlarge upon, but pushing and roughness,
generally cannot be looked after too sharply. Holding an opponent is bad
enough, but holding his crosse is worse. You are at liberty to strike it or
knock it up or aside with your own crosse, but never with the hand or foot.

At the same time never throw the crosse: this rule (12) may seem laughable
to some, but it was found soon after the game was introduced into England,
that men took to throwing their crosses at the ball on an opponent’s crosse
when not near enough to touch it fairly. The manceuvre was only too successful.
Though obviously unfair, there was no rule against it, so the Association has
made one. . *

Picking upand Catching theBall.— The ball should be picked up by the
crosse as you pick up a racket ball. Go at it hotly, and you are sure to fail.
Violence saves no time, be you ever so hard pressed. If running fast, and on
rather uneven grass, you may get the ball up by simply pushing the top of the
crosse (d, in Plate 1) under it, with a sharp, lifting motion, tipping up the
crosse to prevent the ball falling off again. If the ground is very smooth,
there is, however, a chance that the ball will merely be struck forward, and
not picked up at all. It certainly will be so if a tuft of grass or any other
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obstacle in front prevent the edge of the crosse from getting fairly under the
ball. It need scarcely be said that a good edge to the top of the crosse is
indispensable. You never, unless under very unusual circumstances, roll the
ball on to the crosse by any other part than the top. For the few inches
forming the top or head, therefore, the stick is brought to the lozenge section
shown in Plate 1., and this is the only right form.

The more usual and safe way of picking up the ball is a little troublesome
to learn, and obliges a partial stoppage if it has to be picked up on the run.
Stretch out the crosse on approaching the ball, and catch the latter by the
inside of the top part of the stick—hooking the ball’, in fact. Draw it sharply
towards you, and while the ball is still in motion bring back the crosse and
push it underneath. As the crosse is presented to the ball while it is still
rolling towards you, it would probably roll on of itself, but you should help
it by pushing the crosse as directed. There will be little danger of striking
it away from you, even if the edge of the crosse is presented not quite on the
ground. In offering the crosse, the body should lean forward, so as to get the
handle near the ground. This diminishes the incline the ball has to ascend,
and assists in getting it over the stick. Directly the ball is on, tip up the
crosse, and cant it slightly over to the right, so that the ball may rest against
the stick near, but not too close to, the top.

When the ball is flung towards you, and runs along the ground, you can
usually pick it up by holding the crosse to it at an angle, with the top on the
ground : the ball will run up the incline. When coming hard, it may run up
and jump into the face or over the head, if the crosse is not inclined suffi-
ciently. 1f coming very fast, it can only be stopped and picked up afterwards.
If coming on the bound gently, it should be received on the crosse (inclined,
of course) ; if hard, block it with the crosse inclined forwards, so as to throw
the ball straight down on the ground : catch on the rebound.

As to catching the ball when coming in the air, there is not very much to
be said, except that it requires much the same qualities as catching a ball in
the hand. Receive the ball on the net, and of course drop or draw back the
crosse slightly at the moment of contact. A practised hand will catch the
ball with more facility than can well be imagined, even when it comes straight
breast-high, or even overhead. When coming straight at you above the waist,
hold the crosse perpendicular to stop it. As the ball commences falling,
follow it with the crosse. A rapid'twist of the wrist will revolve the crosse
from above to beneath the ball, which will thus be caught.

Catching is entirely a matter of practice, joined with natural aptitude.

Running with the Ball.—Called “ dodging” by the Canadians. To
throw the ball well, to catch it on the crosse, and even to pick it up, require
more dexterity than most exercises. But the chief interest of the game lies
in running with the ball; to do this properly needs high qualities, among
which coolness stands pre-eminent. It seems so easy to drop the ball from
the crosse, and so difficult to avoid the blows of the same far-reaching weapon,
that one doubts at first how a good “ run in” can ever be accomplished. Yet
it is done continually by good players, and it may even be said that, man for
man, the attack is stronger than the defence. #

Plate 1V. shows the position in running with the ball. The crosse is inclined
more and more in proportion to the speed, the ball being kept in its place by
the pressure of the air in front. The crosse is canted to the right, that the
ball may rest against the stick, which, as already stated, forms the right edge
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of the crosse. That, at least, is the way most players prefer to carry it, though
in Canada it seems to be turned either way. The matter is immaterial, of
course. With the light crosses used here one hand is sufficient. (Perhaps
there will be a one-handed versus two-handed controversy some day, as there
is now in croquet.) Steadiness and watchfulness are required to keep the ball
on the crosse, and slipshod running will soon bring it to grief. However, it
is easier than it first appears.

When intercepted by an opponent, and unable to get past without fencing
(distretion is much the best part of valour when running in), prevent your
crosse being struck, if possible. It may sometimes be saved by transferring
it to the left hand, or even behind you, but you risk dropping the ball in this.
If pressed hard, throw up the ball over the enemy’s head, and darting quickly
on before he has time to turn, catch it in its descent. This is a pretty piece
of play, and is often done with success. It needs strength of wrist. A slight
jerk of the crossefrom the wrist throws the ball over the head of the “ checker.”

Prate IV.

Another way is to throw it in the same manner to your right, darting off im-
mediately to catch it. The chances are you get the start, the enemy not being
previously prepared, as you are, for the movement Still a good “ checker”
will not be soon got rid of, and it may become necessary to throw the ball
either at the goal, if near enough, or to another of one’s own side. A “ checker”
may be kept at bay by turning the back to him, which makes it difficult for
him to reach your crosse, and at the same time puts you in the best position
for throwing if necessary. In reaching past your side to strike your crosse,
he gives you an opportunity to turn to the other side and run on.

A vigorous, charging sort of run does not pay at all, at least with good
players. Quickness and suppleness are the chief things to attend to. Mind
while engaged in front you are not also attacked from behind. When there
are two to one it generally becomes expedient to get rid of the ball at once.
When near enough to the goal, throw to your “ home man” without trying to
get too close.

It is well to wear gloves, to save the knuckles from blows of hostile crosses.

The art of “ checking ” is of course analogousto “ dodging.” Given an active



LA CROSSE. 89

man, with a crosse in his hand, and a ball to be knocked off another man'’s
crosse, and we think he may be pretty well left to self-instruction. ,

It is assumed that a runner will seldom get beyond “ point ” without having
to throw. Goal-keeper’s chief duty is therefore stopping balls thrown, though
sometimes he must engage in “ checking.” If it comes to this, the goal is in
no small danger.

It need scarcely be said that in field play both “ dodging ” and “ checking ” is
the soul of the game. Both branches must be studied before a player can
become perfect in either.

A good plan is to strike the “ dodger’s” crosse down with the edge of your
own ; but so as not to hit the ball, which will forthwith jump into the air and
give you a good chance of catching it.

Throwing the Ball.— Throwing the ball over the head of an opponent
by a jerk of the wrist has already been mentioned in the chapter on running.
The same movement may be employed in throwing the ball short distances,
but it can hardly be reckoned amongst the “ methods” of throwing. We do
not intend to divide the chapter into thirteen sections, devoted to as many
styles, as the Canadian book before mentioned does, for we confess we cannot
find so many ; but there are two or three which require separate description.

The Indians trusted more to throwing and striking the ball to long distances
than to running with it. The “ white ” practice lays more stress upon running,
and enjoins that the ball shall only be thrown when its possessor for the time
can run no farther, owing to the opposition he encounters.

When “ checked ” hopelessly by an enemy, the runner should throw the ball

to a friend farther advanced or more free to advance
than himself. The commonest plan is to turn the back plate v.
to the checker, or rather to the person you desire to ~
throw to, and then throw straight overhead. The finish
of the movement is shown in Plate V. It is surprising
how straight a throw can be made in this manner, and
how well distance can be calculated by a rapid glance
over the shoulder before throwing. The ball can be
sent to a long distance if required. Turn quickly round,
slanting the crosse sideways as you do so to prevent the
ball flying off; put the left hand to the handle above
the right, which slide down to the end ; then raise the
crosse over your head with a quick motion, partly from
the shoulder, but chiefly from the elbow ; stop it sud-
denly before the hands touch the face, and the ball will
fly off with great velocity. It is easy, with a little prac-
tice, to give either a low and swift throw or a high and
slow one; the latter being the easiest for a friend to
catch, and the former the hardest for an enemy to stop.
A man checking you is baulked by having your back
turned on him, which makes it hard for him to reach
your crosse. While he is trying at it, you throw in this
way right over him. This overhead throw may be re-
garded as the standard throw, and as the most generally
useful.

A very good method for a short, vicious throw at goal, is to bring the crosse
to the shoulder and throw out straight in front. It requires practice, as the
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ball may be easily dropped. Keeping the crosse level, you bring it round
towards your right side, but pointing straight out from the body. At the same
time raise the arm and the crosse; swing the latter round, using the hand as
a pivot, until the net is over the shoulder, and level enough for the ball to
remain on. In coming round the fingers instinctively change their hold on
the handle, and the wrist gets bent back. With a sudden spring from the
elbow and wrist you swing the crosse upwards and forwards, and drive the
ball both hard and sure. The difficulty lies in bringing the crosse round to
the shoulder without dropping the ball. Besides this throwfrom the shoulder,
there is what we may call

The underhand throw (to borrow another name from cricket). In this you
face the mark you throw at, and jerk the ball up off the crosse straight before
you. It requires no change of position, and therefore can be done quickly;
but it is the weakest throw of all. It is, however, accurate, for you have the
advantage of a good view. You cannot throw this way with a low trajectory
(to use a term well understood by volunteers), and therefore the ball is easyto
stop. You must hold the crosse short with one hand, and try to get the ball
on the middle of the net. It is not a bad throw to end a run in close to goal.
By turning the left side a little to the mark you gain power. Except in throwing
from the shoulder, the more you face away from the mark the stronger you
will throw.

There are various ways of throwingfast the side (the left). You turn your
back to the mark, but with the left side more or less to it. Raise the right

.side of the crosse to prevent the ball coming off, and then swing round. In
most of these ways you keep the crosse as close in as possible, and jerk the
ball off just clear of the left side or shoulder. (It is jerked back over the
right shoulder sometimes.) But there is one way in which the crosse is kept
out at right angles to the body the whole time of throwing. This is a good
throw, but a difficult one. It is performed with a short swing and a halfjerk.
Of course the left is the natural side to throw past in all these cases, but it is
good to practise with the right as a means, of baulking an opponent by an
unexpected throw. A good swinging side throw along the ground is often
effective.

There are several fantastic methods of throwing recommended, such as—
face the goal and throw overhead from behind your back ; or throw past your
left side from behind. The latter throw is confusing to an adversary, but only
an experienced hand can risk dropping the ball in the attempt to bring it round
behind. Throwing between your legs is one elegant method, especially recom-
mended if your enemy also happens to be standing in the same position.

Tipping the ball is often done when the player is too hard pressed to be
able to take it up. It consists in just getting the ball on to the stick, and
tipping it forward before it has time to roll off again. It may be described
as a gentle evasion of the rules against hockey. Goal-keeper often “ tips " the
ball to one side as it comes towards him.

There is a way of throwing exactly analogous to throwing by hand. The
crosse is raised and drawn back to the right. At the moment of throwing it
isturned almost edgeways, but the rapid motion prevents the ball from falling.
The arm is moved as in throwing by hand, but the left shoulder must be
brought round. This is a quick, useful throw for short distances.

It must not be supposed that it is as difficult to play La Crosse as it is to
describe it clearly. Throwing, for instance, is a simple art enough, difficult
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as our description of it may seem. La Crosse is, in fact, a very easy game ;
any one can join in it without previous training, and there are no troublesome
rules to be remembered. On the other hand, expertness with the crosse is the
result of practice only. Yet while the player may go on improving for years
by long practice, he will find that he may become a moderately good player
by very little indeed. That is just what a field game ought to be, simple
enough for boys, clever enough for men.

It should be remarked that catching, stopping, and sometimes throwing,
may very well be practised in private gardens, before venturing out to exhibit

in public.

CROQUET.

This is a game of very modem invention, and yet, in a very few years, it
forced its way into such astounding popularity, that there is scarcely a parish
m the kingdom where the game may not be found— scarcely a suitable lawn
m England where the hoops may not be seen.

At its first introduction, its French name and numerous, cumbrous, and
now happily obsolete Frenchified technicalities, led people to suppose it was
? French game. This is a mistake ; it is English— purely English—both in
its origin and present cultivation. The game may, indeed, we believe, be seen
In France, just as cricket may; but it has not achieved there one tithe the
Popularity it has here.
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Many boys, perhaps some even of our own readers, despise, or affect to
despise, the game as not manly enough, and uninteresting.

For the former of these charges the same arguments that may be advanced
against Croquet will hold equally good as against billiards, and no one evet
dreams of calling that an unmanly game.

For the latter, we can only assure them that the fault only lies witlj them-
selves or those they have played with. Let them only take this article, and
follow out faithfully its counsels and directions, and we can promise them they
will have no more cause for complaining that croquet bores them.

Since the game first made its way into general pépularity, many important
modifications have been introduced into its rules and system of play.

Greater simplicity, both of method and of nomenclature, has been lately
introduced, much to the improvement of the game as a science. The code
of rules given further on, though they may not— indeed, are almost certain not
to— escape some further* modification, are yet about the most advanced and
most practically perfect that have been framed up to the date of our present
writing, the summer of 1868 ; and we, therefore, offer them to our readers
with some confidence.

We have observed upon many of the rules and the modifications lately
made in them further on, and therefore need not stay now to debate them.

Implements.—A boy with a genius for turning, with access to a good
lathe, might perhaps make all the necessary implements—balls, mallets, and
all—for himself; but, unless he can do so with perfect accuracy, can be certain
of the truth of the mallets, and the absolutely perfect sphericity of the balls, he
had better abandon the attempt, which will certainly only lead to disappoint-
ment ; for nothing is so discouraging as playing with untrue balls and mallets.

The other gear, hoops, sticks, &c., add so little to the expense, that it is
hardly worth while expending time and material upon them ; especially as
the home-made articles are sure to cost in the end quite as much, if not more
than, the others, and will certainly be very inferior in appearance and general
get up.

If purchase of materials be contemplated, it will be found better in all
respects, and certainly far cheaper in the end, to invest in a thoroughly good
set at first. The inferior sets are never very good to begin with, and the least
wear soon reduces them to a most deplorable condition ; the mallets get
chipped as to their heads, and altogether smashed as to their handles ; and
the balls, after a few hard knocks, even if they escape having large pieces
chipped out of them, rapidly assume an irregularity of outline—deep indenta-
tions here, huge protuberances there—that makes all real play with them
simply impossible.

MALLETS.— Great uncertainty seems to exist amongst even the leading
makers as to the best form, material, and proportions of these important
adjuncts to the game.

In a general way the handles are made unnecessarily and inconveniently
long. For the more scientific and increasingly popular one-handed play, a
handle of two feet six inches is ample measure, even for a tall player ; and
for one of middle height this allowance may be reduced by an inch, or even
two, with advantage. A great deal of the crispness of a stroke is lost by the
disturbance in the balance produced by the superfluous length of handle in
the ordinary mallets.

There is another point, too, in the construction of the handle, to which we
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would direct attention, and in which we are sure the ordinary mallets are
defective. This is its roundness. We are persuaded that the true shape is a
very flat oval, with the longer diameter in line with the greater axis of the
Jiead—like the handles* in fact, of those upholsterers’ hammers in- which
accuracy and flexibility are so beautifully combined.

If the handle be round, as the fashion is now, there must always be more
or less of a tendency in the mallet to turn in the hand just at the critical
moment, of course to the utter ruination of the stroke ; and nothing but the
utmost care and watchfulness will suffice, even with the best players, to guard
against the constant recurrence of this untoward accident. But, with a
decidedly ovate handle, this revolution in the hand can never take place ; its
very shape renders the thing impossible, and the player, relieved from the
necessity of guarding against any slip in this direction, is enabled to give his
mind more thoroughly to the refinements of the game.

We think, too, that provision should be made for binding the handle, for
some six inches or so, just at the grasp ; this will afford a far better hold
than the present method of grooving, and will so far, therefore, increase the
efficiency of the mallet.

It it be thought proper, this binding, by using coloured string, may be
made to subserve also the further purpose of ornamentation.

The mallet-handles are best made of ash or lancewood ; no other material
so thoroughly fulfils all the requisite condition of toughness, flexibility, endur-
ance, &c. Compound handles have been tried, as, for instance, of cane and
ash mixed, and the like, as in cricket-bats ; but, we believe, the ash or lance-
wood handle, pure and simple, after all bears off the palm of real general
efficiency.

There are several forms of croquet mallets furnished by the trade, some
rather fanciful than otherwise ; but perhaps the most practical and generally
useful is the simple cylinder, with one face nearly flat and the other rounded ;
we say nearly flat, because it is practically found desirable to have the face
slightly convex.

Most makers err in proportioning the weight of the mallet to the balls, and
always on the side of lightness. The mallet-head should at least be heavier
than the ball it is to drive. This is so much an axiom that it is hardly worth
while to argue it out. The familiar illustration of the proportion observed
between the balls and the cue at billiards will be quite sufficient to prove our
point. Try to play billiards with a cue one-half the ordinary weight, or with
a common walking-stick, and the importance of the question of relative weight
will need no further impressing on your mind.

We think, too, that, as a general rule, at least another inch is desirable in
the length of the head. The ordinary proportions are 4™ in. by 2} in. ; but ree
should prefer 55 or even 6 inches (with large balls), keeping the diameter
unaltered.

This increase of length, besides effecting a very desirable increase of weight,
would also materially improve the driving power of the mallet (it is quite a
mistake to suppose that a tolerably heavy mallet is more difficult to wield
ifna very light one) ; while the slightly augmented tendency to turning in
fhand would be more than counteracted by the ovate handle.

Ofall ordinary materials for the heads of mallets, the best in all respects is
sound Turkey box. But, if expense be no object, ivory is decidedly superior
even to box, and indeed, from its greater weight, closeness of grain, and
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endurance, is not, in the long run, so much more expensive after all. An
ivory-headed mallet costs a few shillings over the pound, more or less, accord-
ing to the weight, and with ordinarily fair usage and care ought to last nearly
a lifetime.

Thus much for the ordinary type of mallet. We have a theory, however, of
our own, which we should much like to see carried out. That is, to hccept
the experience gained from billiards in the construction of our balls and
mallets ; and make the balls of ivory much smaller in diameter than the
“club” set balls, and the mallet-heads of wood, tipped, at one end at least,
with leather. This, of course, would only be worth doing on a first-class
lawn, and where reasonable care could be taken of such valuable implements.
But we are sure that, were it tried, it would prove a wonderful advance upon
the present practice, and would, by offering increased facilities for refinements
in play, open up a new wprld of croquet to the enterprising innovator.

One more word about mallets. Every mallet has its own peculiarities and
specialities, no two by any chance being exactly alike in every particular ;
and a player, to make the most of his opportunities, must know his mallet
thoroughly, as well as the lawn and the play of the balls. A player, therefore,
who aspires to eminence in the game, ought always to have his own private
mallet, as a cricketer has his-bat, and always play with that and none other.

It has been objected to this that he thereby gains an advantage over other
players who have not thus provided themselves ; but we think croquet has
now arrived at such a stage of development, that such futile and childish
restrictions should be definitively abandoned.

Does any one ever dream that a cricketer has an undhe advantage who
uses his own bat, or a billiard-player who has a private cue, or a tennis-
player who has his own racket, or a sportsman who uses his own gun or
rifle ?  We might multiply instances ad infinitum, but the mere statement of
the position is sufficient. What, then, is universally conceded in all other
games can surely not be reasonably objected to in croquet.

The Balls.— Of ordinary materials for balls, as for mallet-heads, the best
is Turkey box. We have above proposed the introduction of ivory for special
sets, at least as an experiment, and need not therefore discuss the matter
again here.

As in making the mallets the great manufacturers err generally on the one
side, not allowing sufficient size and weight, so do they err in making the
balls, on the other. The balls, as furnished with the best or club sets, are
invariably too large and too heavy.

The two faults, of course, mostly go together, the one being commonly,
though not always, a consequence of the other.

The fact is, there is a very prevalent idea that the larger and heavier the
ball, the more truly will it travel. This is one of those half-truths, half-errors,
that so much mislead us all. The heavier the ball compared with
ITS DIAMETER, THE GREATER ITS ACCURACY; AND, CONVERSELY, THE
GREATER THE DIAMETER COMPARED WITH ITS WEIGHT, THE LESS ITS
ACCURACY. .

The point, therefore, to be decided is, with each class of material, where is
the exact point at which the relative quantities of weight and measurement
so balance each other as to produce the best results?

Now with box-wood as a material we are sure, and indeed have proved by
actual experiment, that in club sets this limit is far overstepped.
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The most perfect set of croquet balls we ever played with—and our experi- '
ence has not been slight—were hardly larger than cricket balls, being just about
pi inches in circumference, while the club sets range from n to 12 inches.
~We have tried these balls in many ways, experimented with them in all the
several requirements of the game, pitting them, too, against others of the
most orthodox pattern, and have invariably, and without one single excep-
tion found them come out of the trial more than triumphant.

They are of Turkey box ; and, though they have now stood the wear and
tear of more than one season, are still in good condition, and infinitely more
reliable even now than many a bran-new set of the most orthodox pattern
and proportions.

It should be remembered that not only does size as versus weight detract
by natural law from the truthfulness of the ball, but that every increase of
diameter beyond certain very narrow limits, increases almost in geometric
proportion the difficulty of obtaining perfect homogeneity of structure in the
ball—of securing an equal balance of parts throughout. However well and
carefully made a croquet ball may be, one part will inevitably from this very
cause be slightly heavier than the other,—a fact easily verified by swimming
one or half-a-dozen balls in water.

This must, of course, interfere more or less with the truth of their running.
Increase their diameter, and you increase this tendency to aberration; reduce
their diameter, and you reduce it.

The thing therefore to find out is, as was said above, the point where the
two disadvantages of insufficient weight and superfluous diameter are reduced
each to a minimum, and this, as was also said above, we have found by actual
experiment to be—as far as Turkey box-wood is concerned—somewhere
between a diameter of 9 and 10 inches. Anything in excess of that is, we are
sure, a mistake.

Another disadvantage of overweighting the balls is that, unless for very
short distances, the mere weight of the mallet is quite insufficient to drive
them, and more or less muscular effort is required.

Now every unnecessary exertion of the muscles is so much detracted from
the chance of making an accurate stroke, and therefore is so much to be
deprecated. The balls we have commended above, for this very reason, take
the stroke with the most delightful ease and certainty, and make the most
charming practice at almost fabulous distances.

The mode of distinguishing the balls from each other varies widely. The
earlier croquet balls used to be made each of a uniform colour, and the
sequence was determined by the sequence of the coloured rings on the
starting-peg ; then in the better sets they were only coloured in narrow bands
or rings ; but the best kind now are only painted in two colours, and the
sequence is decided by the number of rings or bands upon them, numbered
from i up to 4.

This latter is a great improvement, and, from its great simplicity, makes a
mistake as to one’s turn almost impossible. The veriest novice, even the
most obtuse, can hardly be required to be told twice that the ball with one
ring plays before that with two, and that before three, and so on ; whereas,
with the old method, a constant reference to the starting-peg for guidance
was the only safeguard against mistakes.

. The Sticks and Hoops.— These require little comment, if they be made
m the ordinary way ; but there is a new hoop, the invention of Mr. McEvoy,



96 OUTDOOR GAMES.

combining hoop and marking apparatus in one, which is altogether such an
admirable invention, so simple and yet so perfect, that we must spare a few
lines for its description.

This hoop is shown in Fig. i, and is thus constructed : Affixed to the upper
part of the hoop, and hinging on it
are a series of eight labels oY strips
of metal, coloured and numbered in
agreement with the balls, and their
backs resting against a broad strip of
metal which passes from side to side
of the hoop.

At the commencement of the game,
the hoops are all set with the front of
the labels facing in the direction in
which the balls will come up to them,
and each player as he makes his hoop,
by a mere touch as it were of his fin-
ger, turns over his own label to the
other side of the hoop, thus showing
by the blank it leaves that the ball
belonging to that label has passed
through.

There is a beautiful simplicity and
facility about this method of marking
which cannot but commend it to all
true croquet-players.

There is only one difficulty apparent
in its working, and that is the manage-
ment of the labels in the case of those

hoops which have to be made both ways—viz., the first and second, and the
seventh and eighth.

This is not any very great difficulty ; but it might well be obviated, and a
further purpose served as well, by having some similar arrangement on the
top of the turning-peg.

This would not only solve the difficulty above noted, but would also serve
to mark the balls that had made the turning-peg.

A T-shaped contrivance, like that on the hoops, on the top of the peg
could be of no manner of inconvenience, and would certainly, combined
with the new hoops, be of immense advantage to the players, who, by a mere
look round, could thus tell at a glance what was the exact position in the
game of each and every ball.

In further commendation it may be noticed that these hoops are at the same

time simply and strongly constructed, do not easily get out of order, and yet are
very readily repaired, and, lastly, from the increased mark they offer to the
eye, prove better marks to aim at, especially in a failing light, than do the
ordinary plain wire ones.
e The Clips— After recommending the new kind of hoop, there is perhaps
not much to say for the ordinary clips. They are mostly such a nuisance
that, save in a game where three or four play on a side— a style of play greatly
eschewed by real players—they"are almost universally ignored, and, even when
used, prove, as often as not, a cause of the very confusion they are supposed
to obviate.
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The fact is, however they may be made, the ordinary clips, being mere
make-weights in a set, are very clumsy and inefficient. As long as they have
to be lifted from one hoop to another, carried in the hand, and so on, they will
never be of any real service.

The very people who without them would be likely to forget and make mis-
takes about their hoops are the very people who are equally certain to forget
them just at the critical time, and get involved in all sorts of confusion ; while
those who would use them properly and methodically are the very people who
need no aids to their memories.

Still, as there are so many careless players, some mode of marking the hoops
is required, and the clips become necessary. More-
over, as it is often a player’s ill fate to be obliged to
take part In games of three or even four on a side, he
will find that he cannot execute those combinations
which form the real charm of the game, unless he
can by a glance round the hoops tell at which hoop
each ball is due. Unless, therefore, the registering
hoops are used, clips will be required.

Fig. 2 is a representation of a clip invented by
the Rev. J. G. Wood, easily manufactured at home,
and far preferable to those furnished with the ordi-
nary sets, as it is self-fixing, and yet can be removed
by the mere pressure of the thumb and finger. It is
made by affixing a coloured disc of tin to an Ame-
rican paper-clip. *

The Ground.—This is undoubtedly the most important requisite of the
game. On a good lawn very fair practice may be made even with a very
inferior set of implements ; but on a thoroughly bad one, however good the
other accessories, the game as a game of skill is simply impossible.

We do not mean to say that a lawn should be immaculate, absolutely perfect
in every requirement. Much skill may be shown in taking advantage of the
various inequalities and peculiarities of the ground: but we do say, “ the
better the lawn, the more scientific can be the play.” Moreover, on an uneven
lawn those who are accustomed to the ground have an unfair advantage over
those who play on it for the first time.

There are numberless little refinements of play, which require the accurate
placing of one or both balls almost to an inch, which are simply impossible
on any but a true sheet of turf. Where there are any considerable inequalities
in the turf, a slow stroke is hardly to be attempted ; just at the critical moment
the ball may come upon one of these, and wander off indefinitely. And as in
croquet the gentle and not the slashing strokes test the skill of a true player,
it is exceedingly annoying to any one who really cares about the game to find
himself forced to play hard in order to drive a ball over the inequality.

A gradual slope does not so much matter; that can be calculated on and
provided for : it is the small, abrupt irregularities that prove the ruin of fine
play, and, fortunately, it is these that are most easily remedied.

Almost any sheet of turf may be turned into a croquet lawn, and entirely
by home labour too, if only a little industry and perseverance be displayed.
Of course, where money is no object, the thing may be better and more tho-
roughly done by hired labour ; but this will not give half the pleasure, and

7
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may not, after all, if any talent be displayed by the amateurs, be so very far
superior as to make it worth the additional expense.

The work, to be carried to a thoroughly successful issue, should properly be
commenced not later than the middle of October ; but, if the season prove
favourable, it will not be of much consequence if the work be begun later, so
that it be well out of hand by the end of January.

If there be already a satisfactory covering of turf, with a good subsoil, there
will be little to do but to remove inequalities, for Which the getterai recipe will
be continuous work with a heavy roller as soon as the ground is fairly sodden
by the winter rains ; while for special bumps and depressions, which continue to
resist any other treatment, the following is a simple and certain remedy:

Make two incisions in the turf with a spade, about four inches in depth,
cutting each other at right angles, so that the point of section is just about the
centre of the obnoxious irregularity; now raise the turf at the four angles thus
presented, and subtract or add, as the case may be, sufficient soil to reduce
the inequality to the surrounding level. In each case some little allowance
must be made for the further crushing powers of the roller.

As regards the turf itself, no pains must be spared to eradicate all weeds,
moss, plantain-roots, coarse grass, &c.; and, if necessary, faulty pieces must
be cut out and replaced by sound turfs.

A few pounds of good grass-seed will prove of great service in providing a
fine close turf, and a good heavy top-dressing of road-scrapings will also well
repay the trouble taken to lay it on.

If the turf be not good to commence with, and the subsoil poor and gravelly,
the best thing to do, and, indeed, the only satisfactory course, is to take up the
whole sheet of turf, carefully level the subsoil, with spade and pickaxe if
necessary, lay down a superstratum of good sound mould, and then relay the
turf over that, rejecting, of course, such sods as are not well up to the mark,
and replacing them by new ones.

If sufficiency of new turfs be not available, lay down as much of the centre
of the ground as you can, and trust to a good supply of seed for the borders.
Then roll, and otherwise treat it as above described.

Arrangement of the Ground.— This is not a matter of such vital
importance to the game as might at first sight be supposed, almost all the
ordinary systems affording a very good opening for an interesting contest.

Nevertheless, the arrangement of the hoops undoubtedly does make a
material difference to the lasting interest of the game; and many a closely
contested war of words has raged over this question.

The question is not likely soon to be settled authoritatively, nor is it exactly
desirable perhaps that it should.

On first-class lawns, of course, any possible arrangement is just as practic-
able as another, and were these the only places to be legislated for, uniformity
of practice would be much to be desired; but it is one of the great recom-
mendations of croquet that it can be played almost anywhere. Granted a
piece of tolerably smooth turf, if it be only a few yards square,' and croquet is
at once a possibility. _

One of the most agreeable lawns we ever played on was of quite insignifi-
cant proportions, and had, besides, a large pear-tree in the middle ; and once
we played on a nearly circular lawn, with a flower-bed in the middle. Of
course the ordinary arrangement of the hoops was quite impracticable in both
cases ; but the game was not spoilt, scarcely even marred, for all that.
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The pear-tree whose presence we so greatly lamented on the first mentioned
crround, at the commencement of our practice on it, proved afterwards, when
we became more proficient in aim and general skill, almost a compensation
for a more extended field of operation; for, without it, it would have been
impossible to place a ball almost anywhere on the ground in even tolerable
safety from any other, while, as it was, many a ball lying under its friendly
shelter was as safe, nay safer, from the assaults of a foe not two yards off as
if it had been two hundred.

22 orl
I 2
fit
a Oi*
m
PLAN OF CROQUET GROUND. \{’
S, starting-peg; S, turning-peg; i to 14, hoops; c, centre. fc

A rigid uniformity of practice being, therefore, in this particular, thus at
once undesirable and impracticable, we shall not attempt to offer our system
of arranging the hoops as one to be invariably and undeviatingly followed.
We only propose it as that which, under ordinary conditions, seems to us to
offer the best and most satisfactory game.

In the above diagram we suppose the lawn to be 60 yards long by 36 yards,
or thereabouts.

To mark it out, proceed as follows : Place your starting-peg about 6 yards
from one end of the lawn, and as nearly in the middle as possible. Then

7— 8
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with a piece of stout string, 48 yards long, and knotted at every 4 yards
measure off the distance, the full length of the string, for the turning-peg.

Now plant the hoops thus:— 1 at the first knot, 2 at the second from the
starting-peg, and 7 and 6 in like manner from the turning-peg. Further, make
marks, b, b, at the third knot from each peg respectively.

From these marks, b, b, measure off on either side, at right angles, 12 yards,
for hoops 3 and 5,10 and 12; and exactly half-way between each pair, that is’
12 yards from each, and in a line with the centre, plant the hoops 4 and 11.
Your ground will be now complete, and the respective measurements will stand
thus :

Distance between pegs, 48 yards ; width at centre between side hoops, 24
yards ; distance from starting-peg to hoop 1,4 yards ; from that to number 2,
4 yards; thence to b, 4 yards, the same proportions being observed at the
other end; distance from\sto number 3, thence to 4, and so on all round the
square, uniformly 12 yards. The circle round the starting-peg has a radius
of i yard.

Where the lawn is small, the side hoops may be made a little more difficult
by placing the two centre ones at 4' and it respectively, instead of at 4 and
11; oreven, as is more common still, by using one hoop only in the centre atc,
which has to be passed each way.

In the early game it was usual to place at C an arrangement called a cage,
composed of two hoops set across each other at right angles, and with a bell
dependent from the centre, which bell had to be rung by every ball in making
the cage.

This peculiarity, though even now sometimes to be met with, has almost
entirely died out upon good lawns.

There is a very considerable controversy still raging, and apparently still
for some time likely to rage, as to the best way of placing hoops 3 and 12, 5
and 10, relatively to numbers 2 and 6 respectively.

A large and formidable body of players strenuously uphold the desirability
of placing them in a line, so as to make the passage of the third hoop from
the second, the sixth from the fifth, and so on, a physical impossibility, without
the help of another ball; while an equally large and imposing phalanx as
vehemently insist upon the superior merits of the arrangement given in the
plate.

When doctors differ, who shall decide? When fine players are arrayed in
hostile camps, in almost equal numbers, who shall venture to decide to which
side the balance of greater practical advantage actually inclines ?

After all, perhaps, it is a matter of not very important detail, and scarcely
worth the powder and shot expended upon it.

Our preference for the plan given in our plate is based upon the discourage-
ment the other system offers to the first player, who, it is quite evident, can
by no possibility make the third hoop the first turn, having no ball to help
him, and who even runs the risk—no inconsiderable one with good players—
of furnishing with his ball, to the next player, his opponent, the very aid he
himself so grievously lacks. _

Thus it becomes a most serious disadvantage to be first player, by making
it impossible for him to make any material progress, however fine his play,
and at the same time having the possibility of his ball proving a stepping-
stone for his opponents ; this, surely, is something to be avoided.

Besides, we believe it to be a mistake in any game of skill to put a barrier
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in the way of good play. Make a stroke as difficult as you please, and the
treater is the glory of effecting it; but do not cramp a player by making it
impossible. .

It would be wonderful play to take one ball all round and homc'the first
turn ; but there are numbers who can get round with two.

Theory of the Game.— The game is played by opposite parties, of two
or more on a side, each player armed with a mallet, having his own ball,
which it is his business to drive with his mallet through the several hoops in
order, striking the turning-peg on the way, and go home to the starting-peg,
contact with which puts his ball out.

The side that gets all their balls out first wins.

This is the mere outline of the game, the framework, as it were, on which
the game is constructed : in point of fact, making the hoops comes to be a
matter of very inferior interest in a close game. It is only when both sides
have made all their hoops, and are fighting for the starting-peg, to get out,
that all the capacities of the game are revealed.

In a case like this, with good and well-matched players, the interest becomes
absorbing ; the game sways backwards and forwards, now one party has it all
its own way, now the other; and it is only when the last ball of a side has
actually struck the peg, that victory can be confidently reckoned upon by one
party, or despaired of by the other. There is, perhaps, no other game played
Inwhich the maxim, that it is never lost till it is won, is more constantly exem-
plified as it is in croquet, or in which a player may with more advantage take
for his motto, N il desperandnm.

Now for the meaning of the words Tight and Loose Croquet.

When a player strikes another ball with his own, or, as it is termed in the cro-
quet terminology, rot/uels it, he is allowed to bring his ball up to the one struck,
and placing them in contact, put his foot on his own ball, and, by striking it
with his mallet, drive the other away, after which he takes another turn. This
is called “ tight croquet.”

Or he may simply place the two balls in contact, and drive them both
together by striking his ball as before, but without putting his foot on it.
This is called “ loose croquet.” In a judicious calculation of strength, and
the angles at which the balls will severally fly off, is all the salt of the
game.

In some of the early codes of rules, a player was not allowed to use “ loose
croquet” until he had passed through all his hoops, or, in the then technical
phrase, had become a “ rover.” But gradually, as the capabilities of loose
croquet were more and more understood and developed, the system crept in
of allowing more and more latitude as to its use, until now the most perfect
liberty is accorded.

The tight croquet party made a stout fight for it, and even now numbers
many adherents ; but they fight, and will fight, in vain. A player who has once
tasted the pleasures of the unrestricted game will never be induced to go
back to the old bondage; to him henceforth it will be like fighting with the
right arm tied behind his back, walking with peas in his shoes, or any similar
abomination.

For further and more particular information on the game, we must refer our
readers to the following code of rules, and the succeeding comments and
practical hints.
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RULES.

. The players shall play one ball of either side alternately in regular rota-

tion, according to the sequence of colours on the starting-peg. 4

. Each player, at starting, may place his ball anywhere within a mallet’s

length of the starting-peg, and must play for the first hoop; until he
has made this he cannot croquet or roquet another ball.

. After the first stroke the player must play his ball from the spot where

it lies when his turn of play comes round.

. If a ball be struck beyond the edge of the ground, it must be replaced

on the ground half a mallet’s length from the edge, measured along a
line drawn from i¢s starting-point to the place where it left the ground.
Some players prefer to place it at right angles to the edge.

. A player having made his first hoop, and also in every turn, continues

to play so long as he can duly succeed in “ making” other hoops, in
striking the turning-peg, or in roquéing and croquéing other balls.

. Making the Hoops.— A. hoop is “ made” when the ball is in any way

passed through it in the right direction, and remains settled at the other
side. In doubtful cases, the fact of its having duly passed through
may be decided by laying the handle of the mallet across the hoop,
from wire to wire, on the side from which the ball passed ; if this do
not come into contact with the ball, the hoop is made. In this and in
all other cases the hoop must be rigidly perpendicular.

. If a ball, played from behind a hoop to gain a position duly in front,

fail to pass completely through, it cannot make the hoop when next
played, but must be passed completely through to the front. Its real
position may be decided as in the previous rule.

. Holding the Mallet.— The player may stand and hold his mallet in

any way he pleases, so that nis hands be not within 15 in. of the mallet-
head.

. The ball may be struck with theface only of the mallet; if it be struck

otherwise, it is a foul stroke, and the player shall lose his turn, and any
balls disturbed shall be replaced or suffered to remain, at the option of
the opposite party.

If a player in striking at his own ball hit another, it is a foul stroke, and
subject to the same penalty as the above.

. The ball must be struck, not pushed. The stroke is considered fairly

delivered only when the sound of the blow is distinctly audible. The
push is made when the mallet-head is made to rest against the hall
before delivering the stroke.

The Croquet.— A player, having roquéd a ball, may croquet it at his
discretion; that is, he may put his foot on his own ball, and retain it
in its place during and after the stroke, or he may slip his foot as he
delivers the stroke, or he may make the stroke without putting his foot
on the ball, at his option. N.B.—The croquéing ball must be brought
to the croquéd.

In making the “ croquet,” the two balls must be in actual contact; but
it is not necessary that the croquéd ball should be moved.

Each player, as his turn comes round, may “ roquet,” and therefore, of
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course, “croquet,” any number of balls in succession; but he can-
not so treat the same ball twice until he have first duly made his
next hoop or struck the turning-peg.

15. If two or more balls be roquéd, the croquet can only be taken from
that first struck.

16. If a ball, in making a roquet, glance through its own proper hoop, or
touch the starting or turning peg, the roquet only, as being first effected,
shall be counted— a ball being “ dead ” after it has roquéd another.

17. 1f a ball, after passing through its hoop, come into contact with another
ball, the player may elect to count this a roquet, or not, at his discretion.

18. When a ball, which has made all its hoops and touched the turning-
peg, comes into contact in any way— except it be struck by a dead
ball (see Rule 19)—with the starting-peg, it is at once, ipsofacto, dead,
and must be at once removed from the ground.

19. Any ball struck and displaced by a “ dead ball” must be replaced in
its original position.

20. If a ball be played out of its turn, and the error be discovered before
the next player has commenced, the ball so played, and all others dis-
placed by it, may all or severally be replaced in statu quo at the
discretion of the adversary; and any advantage accruing to the player
thus erring, or to his side, is forfeited.

21. A ball accidentally displaced may be replaced or left, at the option of
the side opposed to the displacer.

22. If a player stop or divert a ball in its course, the opposite side may, at
their discretion, leave it, or carry it as far as they choose in the direc-
tion in which it was originally travelling, provided that they do not
take it out of bounds.

Observations on Rules. Rule 2— In many codes the rule is to place the
ball in a line with the hoop; but we think the above arrangement better, be-
cause it allows a good player, by starting a mallet’s length on one side of the
stick, to “ place ” his ball at hoop No. 2 in such a manner as to make the
passage of No. 3 practicable, a thing that can only otherwise be effected by
mere chance or through some defect in the ground. This arrangement, too,
has the further advantage of making the lead off with the first ball less
hazardous.

Rule 3.—On most lawns the “ boobies,” or balls that have missed their
first hoop, are for all the purposes of the game dead ; but we can see no grounds
for this concession When a player has once launched into the game, he
surely ought to be subject to all its chances and conditions, and, unless some
good reason can be produced why missing the first hoop should be visited
with less pains and penalties than missing any other, it seems more reason-
able that the player’s entrance into the game should date from the first stroke,
and not from the first hoop. Laxity of rule is never conducive to good play,
and in this case, especially, where the “ booby” is allowed to start afresh after
each miss, a positive premium is offered to the first player to miss the first
hoop, and thus become last player instead of first— often a position of no mean
advantage.

Ride 4—There are many local modifications of this rule, and there is no
particular reason why, in such an unimportant detail, each ground should not
retain its own long-established usage, so long, of course, as it is generally
understood.
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Nevertheless, there is a certain advantage in having a rule of universal
application, and the rule given here is about as fair a one as can be contrived.

Rule 6.—The ball is required to reston the other side of the hoop, to obviate
any possible chance of dispute.

The cases are very rare in which the ball actually does pass through, and
afterwards roll back, and, in nine-tenths of those that do occur, the ho6p has
only been made by sheer accident ; the hardship, therefore, if any there be,
is very slight, and not to compare with the undoubted advantage to all parties
secured by this regulation.

Rule 8.—There is still much diversity of opinion on this head. A large and
influential party loudly calls for a rigid restriction to side play, and side play
only, and utterly repudiates any concession to the forward or pendulum players,
while a no less, or perhaps more, influential party upholds the right of private
judgment in this matter,,and, within certain not very restrictive limitations,
would allow each player to hold his mallet as he likes. In good sooth, if we
come to reason on the matter, these latter seem to have much of the logical
argument on their side.

It only stands to reason that in any game of skill the great object to be
attained is to produce the highest possible results with the least possible ex-
ertion on the part of the player. For this purpose inventive minds are ever
bringing out improvements in all the numberless appliances of our thousand-
and-one indoor and outdoor sports; and would it not be highly absurd, after
all this care to provide perfect machinery for a game, to require the players
to make use of it in such a fashion as not to bring out all its merits ?

As well require a cricketer to bat with only one hand, or a racket player to
hold his bat between his first and second fingers, or any similarly absurd re-
striction, as require a croquet player to hold his mallet in any other way than
that by which he can obtain the best results.

The restrictive party prove too much. They say that the right way (by
which, of course, they can only mean the most effective way) of holding the
mallet is their way, or sideways ; and, therefore, they would force all players
to adopt that, and that only. But to this the opposite party reply, “ If you
are satisfied that the side stroke is the most effective, why, having the
superiority, cannot you be content with it, and leave us to find out by practical
experience the inferiority of our own method ? If yours is the only right way,
all others will soon die out by natural decay, without any laws and regulations.”

The present writer is a strong advocate himself for the side stroke, and
always holds his mallet with one hand only. But he does not on that account
see why everybody else is to be bound to do the same. He adopted his pre-
sent style purely upon his own personal conviction of its practical superiority
over any other; but he has met so many really fine players who maintain the
very opposite, both in theory and practice, that he is perforce bound to consider
it still a moot point as to which side the actual balance of advantage really
inclines.

Rule 9.— This rule holds good even when the ball is so “ wired” that it is
simply impossible to strike it in the desired direction. In this case the player
must accept the situation, and be content to expend one turn in placing his
ball more favourably.

Rule ii.— Many people hold it a foul stroke if the mallet follow the ball
at all, but this in actual practice is simply untenable. When the ball has to
be driven to any distance, and especially when two balls have to be rolled up
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together, the mallet must be made to follow up the ball, or the croquéd ball
will fly off, while the croquéing ball will hardly stir. There is, besides, no
reason why it should not be permissible. “ Spooning," however, is a very
different affair. .

Rule 13.—The old rules required that the croquéd ball should be moved at
least six inches : this is such a mere splitting of hairs—such an objectless
finicking restriction upon the game, that few good players will be found now
prepared to uphold it.

It can make but little difference to the course of the game whether a ball is
now and then moved a trifle more of a trifle less than six inches ; and therefore
arule on this matter is not only making a mountain out of a molehill, but leaves
anopening forveryunprofitable disputes. Croquet players mustnot be expected
tocarry a six-inch rule with them ; and even if they did so, there would be great
fighting about six inches or five and a half inches, and so on. Some players
see the absurdity of a “ six-inch” standard, and say that the croquéd ball
must be “ perceptibly moved.” Now, this plan is quite as objectionable as
the other. What is “ perceptibly moving ”? Some of the players may say
that the ball was moved perceptibly to their eye, while others deny that it was
moved at all. The simplest and most rational method is to ascertain that the
two balls are actually in contact with each other, and to leave it to the discre-
tion of the player whether he moves the croquéd ball, or prefers to allow it
to remain in its position.

The Rover —This is the term used to designate a ball that has passed
through all its hoops. In the old Tight Croquet game, only the rover had the
privilege of the loose croquet, as a reward for the skill displayed in passing
the hoops. In the present game, to be a rover is a disadvantage, as the ball
is deprived of the power of passing a hoop and getting another stroke. More-
over, it is always liable to be put out of the game by being driven against
the peg. For these reasons, we never let our ball pass the last hoop unless
we see our way to victory.

Science of the Game.— The science of the game may most conveniently
be considered under two heads, Mechanical and Intellectual. Under the
former will naturally fall all that pertains to mere manual dexterity; while
the latter will include those higher qualities which are, as it were, the very salt
of the game, and which are to the mere physical science what a general is to
his army, or the brain to the body.

The former, as the very basis upon which the latter has to work, the mate-
rial it has to manipulate, naturally comes under discussion first.

Mechanical — How to hold the mallet.— This will depend very much upon
the style adopted by the player—whether he plays forwards or sideways, and,
if the latter, whether he employs one hand or two.

As to the former,we are so fully persuaded that it is a mistake and a delu-
sion that, not to encourage it in any way, we shall confine our instructions
solely to the side play, leaving any who are bent on adopting the futile
forward play to seek the requisite information elsewhere. We have before
given our reason for not advocating its abolition by law, but beyond this
position of simple toleration we are not disposed to stir.

To get a proper grasp on the mallet, place the head on the ground beside
your right foot, and lean the handle against the outside of your leg. Now
SI°°P lightly, running your right hand down the handle, knuckles inwards,
thumb to the frgnt, say for about two or three inches, and grasp firmly as you
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would a singlestick or sword, that is to say, with the thumb not crossmg the
fingers, but pointed downwards and retaining a firm grasp.

This motion need not, of course, be repeated every time you have to handle
your mallet: it is only a guide, once for all, to indicate generally the where*
abouts of the hold, and the manner of grasping. The exact place for the
grasp cannot be pointed out, as it differs more or less in every mallett accord-
ing to the balance of the head and handle, and the length of limb possessed
by the player.

How to stand.—This might seem a point of. very inferior importance.
Since the arms, or it might be even almost said the hands and wrists, do all
the work, what can it matter how the player stands?

The best answer to this is to take an extreme case : try to play standing on
one leg, or in any other way where the body will be more or less off its balance.
A very few trials will convince the most sceptical of this, after all, very
intelligible fact.

It is very evident that before the arms can come fairly into play, so as to
put their work to the greatest advantage, the fulcrum from which they work.

Prate I.

namely, the shoulders, must be suitably placed ; and equally so, that upon the
steadiness of this fulcrum their own steadiness will entirely depend. Nor
must we forget that the head, too, must be kept steady, or the eyes cannot
possibly maintain their accuracy. We see the same rule exemplified in
billiards, cricket, and, indeed, in any game where steadiness and accuracy of
eye and hand are brought into requisition.

There are many ways of standing adopted by good players, but undoubtedly
the most effective and the most scientifically correctis that now to be described.
Although there is, of course, much to be said for other methods, otherwise
they would not be successfully employed by fine players, yet they will all be
found upon critical examination, when tested theoretically and practically, to
fail in some or other important particular.

The requisites of a correct position are these:—a firm footing, the body
brought into an easy position for striking, and finally a good sight of the line
of projection.

All these requirements may be satisfied thus: take Plate L, the centra®
figure; c is the striking, d the object ball. Place the feet firmly on the ground
(as in the figure), about 15 in. apart, so that the line a b, joining the toes, ts
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about an inch from your own ball, and parallel with cd. Now stoop slightly
over the ball, taking care to keep the knees straight, and the feet firmly planted,
until your mallet-head is almost touching the ball, and just clear of the ground.
The attitude is shown in the right-hand figure. .

In this way, not only is an easy and natural position secured, but the eye is
brought just over and thoroughly commands the line of projection. The
left-hand figure shows the attitude for tight croquet.

How to strike.— Having satisfactorily posed yourself, the next thing is to
deliver the stroke ; but first you must determine where to strike your ball, and
this you may ascertain thus: Take the central figure as before; it isvery evident
that, to drive the ball in the direction cd, the mallet must strike it in the line
indicated by the arrow—a line passing through the centre of the mallet-head
and of both balls.

Having got this rightly, swing back your mallet with an easy action of the
wrist, moving the arm as little as is compatible with freedom—all stiffness
must be avoided—and let it fall on the ball exactly on the spot indicated.

The mallet should be allowed to fall by its own weight, rather than by any
muscularly imparted impetus; this will be quite sufficient to drive the ball: any
muscular effort has always a tendency to impair the steadiness of the stroke.

Great care must be taken, too, that the mallet-head’s longer axis is exactly
in the line of projection; a very slight deviation from this line will suffice
materially to divert the ball from its true course. If the mallet be not allowed
to swing perpendicularly, or very nearly so, there will always be a tendency to
pull the ball : this is a very common cause of failure with many people.

Another very common cause of error is the twisting of the mallet-head to
one side just as the stroke is delivered, and this is specially observable with
nervous people ; the remedy—an infallible one, by the way— is to hold the
mallet tight. Let the wrist play as loose as you like ; but the hand must keep
a firm grip of the mallet : a loose grasp is not only a fertile source of erratic
play, but it is fatal to crisp, clean hitting.

So much for ordinary aiming, the mere A B C of the game. We now come
to what may fairly be called the high art of this branch of the game, viz., the
“Croquet.”

The tight croquet is very simple : the player has only to acquire the not very
difficult art of hitting the ball, and the ball only, with perfect immunity to
himselfand the turf, and he has mastered all that can be learnt.

In the amount of force he puts into the blow, he must, of course, be guided
by the immediate exigencies of the situation; he should, however, remember
one thing, that in the tight croquet, as in the ordinary stroke, the mallet should
be allowed to do as much of the work as possible, being suffered to fall almost
entirely by its own weight. If, however, any extra impetus is wanted, the
wrist, and the wrist alone, should be employed to impart it.

It is, however, in the loose croquet that are to be developed all the latent
scientific possibilities of the game. To drive your own ball where you will in
astraight line is a matter of comparative facility, and some skill in “judging
strength ” is not difficult of attainment, nor by any means uncommon ; but
to be able to place two balls, at will, exactly where most wanted, each going
off at a different angle, and having to traverse a different distance, this indeed
isa triumph of skiff and dexterity, and entitles a player to a place amongst
the first, so far, at least, as mere practical skill is concerned.

Now this command of the loose croquet cannot, of course, be acquired
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without a thorough knowledge, theoretical or practical, or both, of the natural
laws which govern the motions of the balls when brought into contact with
one another.

W e need not go into any abstruse scientific details ; they are not necessary for
the due attainment of our object, which is to take a practical rather than a
theoretical view of the subject : a reference to one simple rule of mechanics will
answer every purpose.

If one ball be driven by another ball coming into contact with it, the former
will fly off from the latter in the direction of the straight line joining their
centres. This rule holds good also when the two balls are in contact at rest,
and one is struck as in “ the croquet.”

Plate ii.

Attention to this rule will make the direction of the croquéd ball a matter
of mathematical certainty. Get this line correctly, and it matters not how
you strike your own ball : the croquéd ball must take the right direction. The
central figure in Plate Il. illustrates thisrule : inwhatever direction the mallet
—represented by the arrows—falls on the dark or croquéing ball, the light or
croquéd ball must inevitably fly off in-the direction of e.

There is not much difficulty in placing either the croquéd or the croquéing
ball singly ; but when both have to be placed, or still more when both have to
be taken through a series of hoops together, then the player will indeed be
required to put forth his utmost skill, to do all he knows.

The movements of the croquéing ball depend entirely upon the handling of
the mallet. For instance, in the left-hand bottom figure of Plate I1., if it be
required to place the croquéing ball at a,a very different stroke is required to
that which would place it at c. The object-ball, of course, will in either case
fly offto & A simple formula will, perhaps, prove more serviceable here than
pages of instruction. Bear this, therefore, in mind: “ Short sharp strokes
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PRODUCE GREAT ANGLES; LONG SWEEPING STROKES, FINE ANGLES.” The
former drive the croquéd ball, and hardly stir the other ; the latter drive the
croguéing ball, and, unless the angle be fine, scarcely move the croquéd.

The short sharp strokes must be delivered with a loose wrist, the mallet not
being held too tight, but rather allowed to play in the hand. Care must be
taken, too, to arrest the mallet’s motion at the very instant of delivery; if it
be allowed to follow the ball in the least, it will not only modify the angle, but
will impart to the ball more or less of its own forward impetus. To avoid this,
the mallet should be brought up sharp with a kind of jerk—a knack not very
difficult of acquirement. A thorough command of this method of making the
croquet is exceedingly valuable, and, indeed, to a first-rate player, is simply
indispensable: in every game he is sure to find abundant opportunity of
making it serviceable.

In making the sweeping or driving stroke, the mallet must be grasped with
rigid hand and wrist as firmly as possible, and quite low down, and must be
made to follow well after the ball. Great firmness and decision are required to
make this very useful stroke effectively.

Science Intellectual.— It would be impossible, in the short space of a
few pages, to enter into a very elaborate disquisition on the practical working
of the game, or go into and describe all the moves upon the balls. A few
general hints and illustrations will be all we can attempt.

Hints to young Players— At the beginning of the game, and before
making each stroke, look well around you and see what is the exact position
of affairs ; then, having made up your mind what to do, make your stroke
deliberately and carefully.

Above all things avoid hurry, especially when in the midst of a good break.
Nothing is so likely to bring your break to an untimely end.

Watch the game carefully throughout, studying especially each player’'s
style, both friend and foe. You will thus not only measure the capability of
the other players— a knowledge sometimes of the utmost importance at critical
moments in the game—but you will be very likely to pick up a hint or two
which may hereafter prove very serviceable.

Do not play a selfish game ; that is, do not be in too great a hurry to make
your own hoops. You may often do more service to your side by going back,
or lying by to help a friend, than by running your own ball through half-a-
dozen hoops. Remember, you cannot win the game off your own ball.

Do not hesitate either, where you can do real injury to your opponents, to
abandon your own game, in order to go down and break up theirs.

Look with an especially jealous eye upon any assembly of two or more of
their balls in friendly contiguity ; rush down, at all hazards, and break it up.
Such a gathering always portends mischief.

Never try a difficult stroke, however brilliant, when circumstances do not
imperatively demand it. Itis the safe game that wins. For instance, in trying
for a hoop from a difficult point, unless you are pretty certain of making it;
it is better to place your ball and wait for your next turn, than run the risk of
overrunning your hoop, and so having to come back. Better the certainty of
making the hoop in two turns, than the chance of having to take three. Of
course this is on the supposition that none of the enemy’s balls are lurking
about near.

Lastly, take every opportunity of practising the various strokes, especially
the more simple ones. If the brilliant strokes make the beauty of the game,
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it is the ordinary strokes that do the work, and in most cases win it. The
opportunity for a fine tour deforce only occurs now and then ; but the ordinary
routine strokes are in requisition at every turn.

Especially study and perfect yourself in longshots; make everything within
twenty yards a dead certainty on level ground : this, alarming as it sounds, is
perfectly feasible on a true lawn, and with proper mallets and balls. You will
then, not only find all the shorter strokes come perfectly easy, but your own
game will be made much more free, from the increased certainty of the strokes.
You will be a tower of strength to your friends, and a standing menace to
your foes.

Finally, and in conclusion, remember to keep your temper” one’s temper is
sometimes tried pretty severely—and “ play up ” to the very last. Croquet,
as we have said before, of all other games, is not lost till it is won.

Praying the Gams— Now for a few practical hints on the actual practice
of the game. As we are rapidly approaching the limits of space allowed
us for this subject, we cannot enlarge as we would upon these practical details,
and a very short notice must suffice.

For convenience sake, we will suppose a player taking his ball all round and
home, as in actual play.

Referring, then, to the plate of the ground (p. 99), let us suppose that of
four players, two on a side— A and c, and B and D—that a has played, and lies
near hoop 10, having been left there by B, who has failed to make his 5th
hoop, and lies “ placed” about a yard in front of it; that c, having failed to
make his 2nd hoop, has gone down to help A, and now lies within a couple
of yards of him, and between him and B.

D has now three courses open : first, and most obvious, to play from the ex-
treme left of the starting-ring, pass through hoop 1 diagonally, and so lay
himself at 2 as to be able to take another diagonal shot through that, and thus
enable himself to make No. 3. If he could only calculate with certainty on
doing this, he would thus be able easily to make 4, pick up B at 5, and, taking
him along in company, have the game entirely in his own hands from that
moment.

But no player living would back himself in such an emergency to make
the third hoop, and failure at any point would be ruinous; for Aand c being
close together and favourably placed, and A playing next, it must be A’s fault
entirely if he does not, in this very turn, ruin his adversary’s game, and make
his own and his friend’s. This first plan, therefore, will obviously not hold
water.

Secondly, he may run straight through the first hoop, or a little, perhaps,
to the right, and then playing hard through the second, go to B at No. 5, by
a loose croquet put him through his hoop, and at the same time run off to A
and c, separate them, and help himself off one of them to his own hoop 3.

This would do very well ; but it is not so certain, and by no comparison so
effective, as the third altefnative, which is this :

C, it must be remembered, lies between B and A, at a distance of two yards
from the latter. Run slightly to the left, through 1, play hard through 2 down
to A at hoop 10, running, if anything, to the right of it, so that, when you
roquet it, you may knock it nearer to C. Roquet A, and by tight croquet send
it well into the far top right-hand comer away from its hoop, out of harm’s
way; for it plays next, and might do mischief. Next, roquet C hard in the
direction of B; place it, by a tight or loose croquet, as is most convenient
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(this will depend upon your nearness to c), about a yard on the far side of
No. 5. Roquet ¢ gently, and by a loose croquet, hardly moving cj run off
to your own hoop 3. If you can succeed in making that, the game is now
all perfectly plain sailing, and, bar accidents, C ought not to have another
turn ; for a, which plays next, it should be remembered, is for the present
almost hors de combat,and C is in the hands of its enemy.

If you cannot make 3, you yet have far the best of the game, and may
confidently “ place” yourself quite secure from molestation.

Supposing this latter to have been the case, and A, as is almost inevitable,
to have made an ineffectual stroke from its far distant corner, B now runs
through 5 in such a manner as to leave his own ball at Os in the relative
position indicated in the upper figure of Plate Il. A hard roquet now will drive
the object or white ball from B to c, that is, in front of hoop 6, whence B, taking
his croquet, ought infallibly to make the turning-peg and the hoops 6 and 7
both ways.

Ifnow, through any mischance, he becomes “wired,” or is uncertain of making
hoop 10, his better plan will be, instead of placing himself, to croquet c— who
plays next, and might spoil sport—into the part of the ground most distant
from A, and then run down between hoops 3 and 4 to help D.

By this play A and c are still kept separate and innocuous, while 8 and D
are together and making progress with their game.

This leads us to the enunciation of the following maxim —* That side
which most successfully keeps its own balls together, and those of its enemies
apart, must win {cceterisparibus) in the long run.”

There is one more point of play which we are loth to pass over, and for
which, therefore, we must endeavour to find room. Sometimes it is desirable
in roquéing a ball to drive it not in a straight line, but at some slight angle to
one side or the other of it; this may be effected in the manner indicated in
the right-hand bottom figure of Plate II.

This is a very neat stroke, very effective at times, and sure to “ bring down
the house.” It is, however, rather hazardous, as the chances of missing are
greatly enhanced, and only to be attempted from a comparatively short dis-
tance, and not then unless at very close quarters on a thoroughly good lawn.

Failing space bids us now take leave of this interesting game, which we will
again venture to press upon the notice of our young readers as well worthy
their attention. If they will only bring to it—as every English boy should to
all he undertakes— determination and perseverance, with lots of energy and
good temper, they will find no reason to repent of following our recommenda-
tion, but will rather thank us for introducing them to a new and lasting
pleasure ; and so we wish them all good speed.
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FOOTBALL.

Though ranking second to cricket only among our outdoor games, football
yet labours under one immense disadvantage in being unprovided with a code

rules of universal acceptance.

Some steps have been taken with a view to supplying this want, but at
present with only partial success. Both the Cambridge and the London
Amalgamation codes are steps in the right direction, and have achieved some
success ; but a still further revision in the direction of unity of principle and
simplicity of action is in each case still urgently required, before either can
' ope for more than mere local acceptation.

The code of rules given below, which it will be seen on comparison takes
pretty much the same line as the two above mentioned, is the result of many
years’ paring and revision under the crucial test of constant hard play; a
privilege being added here, or curtailed there, as occasion required.

In its present form it has stood unaltered through five or six seasons, and

occasion of matches has been accepted without reservation by more than
one club, as at once simple in theory and thoroughly practical in action.

A very few hours’ play will be amply sufficient to give an insight into the
practical working of these rules, and, once mastered, their extreme simplicity
renders their due observance so perfectly easy and natural as to require
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scarcely an effort of recollection even from the most inexperienced and un-
intelligent. .
Whereas in most other codes a thorough working familiarity with all the
minutia Of the laws and bye-laws is only to be obtained by prolonged and
sustained hard practice, yet a thorough mastery of the rules in this code will
enable a player to pick up with the utmost facility any other form of the

ame. .
g A further cIaPm, too, may be set up on its behalf, namely, that all unneces-
sarily dangerous and rough play has been carefully and rigidly excluded : this
may, perhaps, be more of a recommendation in the eyes of parents and grown '
men generally than of boys; but it is, perhaps, none the less valid for all that.

Theory of the Game.— Football, like cricket, requires two opposing
sides. It is played with a hollow ball, some eight or ten inches in diameter,
of India rubber (in former times a bladder) blown full of air, and protected
by a leather case.

The goals are placed at opposite ends of the field, each side defending its
own, and trying to drive the ball through its opponents’.

It is a game only suitable for cold weather, as cricket is for hot, for the
exertion is not only very severe while it lasts, but the intervals of rest ina
well-contested game are few and far between.

Rules.

1. The length of the ground shall be not more than 150 yards, and the
breadth 55 yards. The ground shall be marked out by posts, two at
each end, parallel with the goal-posts, and 55 yards apart; and by one
at each side of the ground, half-way between the side-posts.

2. The goal shall consist of two uprights 15 feet apart, with a cross-bar 8
feet from the ground.

3. The choice of goal and kick-off shall be determined by tossing.

4. In amatch, when half the time agreed upon has elapsed, the sides shall
change goals the next time the ball is.out of play. In ordinary games
the change shall be made after every goal.

5 The heads of sides shall have the sole management of the game.

6. The ball shall be put in play as follows:

(7) At the commencement of the game, and after every goal, by a place-
kick 25 yards in advance of the goal, by either side alternately, each
party being arrayed on its own ground.

(© If the ball have been played behind the goal-line (1) by the oppo-
site party, the side owning the goal shall have a place-kick from be-
hind the goal-line at their discretion; (2) by the side owning the goal,
whether by kicking or guiding, the opposite party shall have a place-
kick from a spot 25 yards in front of the goal, at their discretion.

(c) If the ball have been played across the side-lines, the player first
touching it with the hand shall have a place-kick from the point at
which the ball crossed the line.

7- In all the above cases the side starting the ball shall be out o fplay until
one of the opposite side has played it.

8 When a player has played the ball, any one of the same side who is
nearer the opponents’ goal-line on their ground is out ofplay, and may
not touch the ball himself, or obstruct any other player, until the ball

8
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be first played by one of the opposite side, or he have crossed into his
own ground.

9. No player shall carry the ball, hold it, throw it, pass it to another with
his hands, or lift it from the ground with his hands, on any pretence
whatever.

to. All charging is fair; but holding, pushing with the elbows op hands,
tripping up, and hacking are forbidden.

li. No player may wear iron plates,
projecting nails, or gutta percha

TT Y on his boots or shoes.

12. A goal is gained when the ball is
kicked from the front between
the uprights and beneath the

. cross-bar, or in any way passed
through from the front, by the
side owning the goal.

13. In case of any distinct and wilful
violation of these rules of play by
one of either side, the opposite
side may claim a fresh kick-off

DEFINITION OF TERMS.

A place-kick is a kick at the ball
while at rest on the ground. The
kicker may claim a free space of
3 yards in front of the ball.

Ground.— Each side claims as its

Ui % own that portion of the ground
8iS which lies between its goal and the

Bl is centr_e. ) o )

N t Charging is bringing the body into

collision with that of an opponent
The arms, and especially the el-
bows, must be kept well to the
sides, not to violate Rule 10.

Hacking is kicking an adversary in-
tentionally.

Tripping is throwing an adversary
by placing the foot, leg, or any part
of the body in the way of an ad-
versary’s legs, and thus causing
him to fall or stumble.

Observations on Rules.

Rule 1.— The accompanying diagram
will explain, better than any words, the
arrangement of the ground required by
this rule.

More flags at the side may be used
with advantage: the rule only states
the number absolutely indispensable.
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G G the goals; P P P P, side-posts ; ¢ P, side-posts marking centre of field.
All'outside the side-posts on either side, and within the lines of the goals
(supposing the goal-lines to be prolonged indefinitely), is called “ touch.”

The length of the ground may be varied to suit the number of players ; but
the breadth will be better maintained as above : it is sufficiently wide not to
cramp and overcrowd the players, and yet not so wide as to offer too great an
opening for that utterly futile side-play which is the great temptation of inferior
players who will not see, and inexperienced players who have not yet learned,
that to run round is not the quickest way to the opponents' goal. A chance
may occur, it is true, once or twice in a match ; but it is only a good player
and a quick runner who can at once see and take advantage of the opening.
Meanwhile side-play in general, since it has no effect upon the result of the
game, is mere waste of time and strength ; the narrower, therefore, the limits
within which it can be restrained, the better.

Five yards or so will not make much difference where some modification is
required; but in general the 55yards prescribed in the rule had better be
maintained.

Rule 4— The first part of this rule is framed to avoid the possibility of one
side in a match gaining an unfair advantage over the other by some accident
of the ground or wind, a very slight slope or breeze in favour of one party
being quite sufficient, if the sides are otherwise at all evenly balanced, to
give it an overwhelming preponderance over its opponents.

By the expedient of changing goals at half-time, each side has an equal
share of such advantages or disadvantages as the peculiarities of the ground
may afford.

The same or a similar rule is not enforced for ordinary games, because,
being uncertain in their duration, it is impossible to fix a definite time for the
change to take place.

Rule 5—The heads of sides will of course be careful to gather the opinions
of their followers, and to act in accordance with them. The rule only pro-
vides a legal channel through which all communications and arrangements
may be made between the contending parties. All agreements entered into
by the respective heads of sides, within the limits of the rules, are binding
upon each.

Rule 6 (a)— This way of starting the ball has been adopted out of several,
after long practice, as offering the least advantage to either side. If the
length of the ground be materially curtailed or extended, the distance from
the goal at which the ball is kicked off must be altered in proportion—t.e.,
one-sixth of the distance between goals. The ball may be kicked off each
time by any player the head of the side may select.

(b) These regulations are framed to render it the interest of all sides to keep
the ball in play.

(© is framed to check, on the part of the defending party, a somewhat
dastardly but constantly-employed practice— (if commenced by one side,
necessarily followed in self-defence by the other)— of kicking the ball, in cases
of emergency, wilfully behind their own goal, to put it out of play.

This rule does not apply to cases where the ball flies off the person of a
player endeavouring to stop it, and need not be enforced with too great strict-
ness, being a rule that, once admitted, no honest player would dream of
breaking.

Rule 7 is framed to meet the case of two or more players of a side having a

8— 3
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little sharp practice all to themselves, by zigzagging the ball from hand to
hand, or rather from foot to foot, backwards and forwards across the side-
lines; an idea that may appear more ingenious than ingenuous, and very
unlikely to occur in actual practice. It did nevertheless occur in a regular
match, and being of necessity taken up on all hands, proved so destructive to
all play that it was then and there inhibited by general consent ; and Rule 7
was forthwith made to render its introduction impossible for the future.

Rule 8 is framed to prevent a player from playing cunning—* sneaking” is
the technical phrase—and so, by loitering on any or no pretence about the
opponents’ goal, without trouble or exertion on his own part, seize a chance
opportunity of the ball coming near to kick it into goal.

The mere meanness of such a proceeding is quite sufficient argument against
it, even were it not evident that its general adoption by both sides alike would
entirely rob it of its chance of success, if it did not put an effectual stop to all
play whatsoever. ’

Rule 9.—This does not prohibit a player catching the ball, or taking it on
its rebound from the ground : he must only not retain it in his hands, but
must put it in play again on the ground. A slight delivery of the ball forward,
as much as is necessary to give it an impulse in the direction the player means
to take it, does not come under the definition of ‘throwing.”

The main object of the rule is to reduce the opportunities for rough play.

It is obvious that the more privileges are conceded to the offence, the more
extensive must be the powers of obstruction granted to the defence.

If a player be allowed to carry the ball, he for the time being identifies him-
self with the ball ; and as all means are and must be lawful to stop it, so all
means are and must be lawful to stop him, for stopping him is stopping the
ball. Hence “ hacking,” “ tripping,” “ mauling,” &c., the prolific sources of
broken bones, twisted joints, and other attractive features of the “ carrying
game.”

Rule 10.—Charging is retained, partly because, with the restrictions as to
elbows, &c., here enforced, it is really not the source of any particular danger,
partly because its retention is simply a matter of necessity. It could not be
required of the defending party to get out of the way of the attacking party,
nor of the attacking party to turn aside whensoever the defending party chose
to put itself in the way; and if the one party may fairly obstruct and the other
fairly force its way, who is to judge or to define the precise amount of force
to be lawfully employed? The only resource, therefore, is to allow it under
due restriction.

How to Kick—T his may appear a very superfluous piece of information :
“Anybody can kick!” Anybody can kick, in the sense that they can give a
blow with the foot; but it is no more true in football that anybody can kick
than it would be true to say that in boxing anybody can hit with the fist. It
takes long training and practice to strike out as a prize-fighter does, and in
the same way it takes long practice to kick like a good football-player.

There are two points to be acquired in learning to kick : one is to make the
ball go far, and the other to make it go straight. These are not, however,
two distinct acquirements ; accuracy is the first and primary ingredient of
hard kicking, and practice for one will be equally practice for the other.

The young player must first learn the correct attitude and action for kick-
ing. This he may do, and with advantage, even without a ball. Let him
make a line on the ground, marking on it the place for the ball ; then toeing
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the line with his left foot some eight inches to the left of this mark, pose him-
selfas follows : .

The whole body held erect, and inclined forward over the left foot, the

chest projected, tne arms hanging quietly but easily from the shoulder, the
left leg straightened out and supporting the whole weight of the body, the
right leg also straight, but drawn up so as to hang just free of the ground.
Fig- 1.).
( Ign de)livering the kick, the right leg is swung well back (the knee being bent
as little as may be), and then brought forward with full force, the toe being
raised as high as possible, and the whole foot and ankle held rigid. The leg
must be made to swing freely from the hip. (Fig. 2.)

Now to kick the ball. Of course, wherever the ball is struck, it will fly from
the foot in some direction or other; but, to ensure distance and accuracy,.it
is necessary for the toe to meet it in one spot, and in one spot only. The
accompanying diagram will best point out this spot, and Fig. 3 may be found
a useful help to understanding the description of attitude given above. Care
must be taken to kick the ball accurately in the centre, or it will inevitably fly
off to one side or the other.

One final direction. The eyes must always be fixed on the ball, under what-
ever circumstances it is played at. Accurate and effective kicking can only
be by sight ; therefore at the moment of delivering the kick the eyes must be
on the ball.

The diagram only represents the most effective spot in which to kick the
ball for distance: if it be desired to make it run along the ground, it must be
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little sharp practice all to themselves, by zigzagging the ball from hand to
hand, or rather from foot to foot, backwards and forwards across the side-
lines; an idea that may appear more ingenious than ingenuous, and very
unlikely to occur in actual practice. It did nevertheless occur in a regular
match, and being of necessity taken up on all hands, proved so destructive to
all play that it was then and there inhibited by general consent ; and Rule 7
was forthwith made to render its introduction impossible for the future.

Rule 8 is framed to prevent a player from playing cunning—"“ sneaking” is
the technical phrase—and so, by loitering on any or no pretence about the
opponents’ goat, without trouble or exertion on his own part, seize a chance
opportunity of the ball coming near to kick it into goal.

The mere meanness of such a proceeding is quite sufficient argument against
it, even were it not evident that its general adoption by both sides alike would
entirely rob it of its chance of success, if it did not put an effectual stop to all
play whatsoever.

Rule 9.—This does not prohibit a player catching the ball, or taking itoti
its rebound from the ground : he must only not retain it in his hands, but
must put it in play again on the ground. A slight delivery of the ball forward,
as much as is necessary to give it an impulse in the direction the player means
to take it, does not come under the definition of ‘throwing.”

The main object of the rule is to reduce the opportunities for rough play.

It is obvious that the more privileges are conceded to the offence, the more
extensive must be the powers of obstruction granted to the defence.

If a player be allowed to carry the ball, he for the time being identifies him-
self with the ball; and as all means are and must be lawful to stop it, so all
means are and must be lawful to stop him, for stopping him is stopping the
ball. Hence “ hacking,” “tripping,” “ mauling,” &c., the prolific sources of
broken bones, twisted joints, and other attractive features of the “ carrying
game.”

Rule 10.—Charging is retained, partly because, with the restrictions as to
elbows, &c., here enforced, it is really not the source of any particular danger,
partly because its retention is simply a matter of necessity. It could not be
required of the defending party to get out of the way of the attacking party,
nor of the attacking party to turn aside whensoever the defending party chose
to put itself in the way; and if the one party may fairly obstruct and the other
fairly force its way, who is to judge or to define the precise amount of force
to be lawfully employed? The only resource, therefore, is to allow it under
due restriction.

How TO Kick.— This may appear a very superfluous piece of information:
“Anybody can kick!” Anybody can kick, in the sense that they can give a
blow with the foot; but it is no more true in football that anybody can kick
than it would be true to say that in boxing anybody can hit with the fist. It
takes long training and practice to strike out as a prize-fighter does, and in
the same way it takes long practice to kick like a good football-player.

There are two points to be acquired inlearning to kick : one is to make the
ball gofar, and the other to make it go straight. These are not, however,
two distinct acquirements; accuracy is the first and primary ingredient of
hard kicking, and practice for one will be equally practice for the other.

The young player must first learn the correct attitude and action for kick-
ing. This he may do, and with advantage, even without a ball. Let him
make a line on the ground, marking on it the place for the ball ; then toeing
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the line with his left foot some eight inches to the left of this mark, pose him-
self as follows : .

The whole body held erect, and inclined forward over the left foot, the
chest projected, the arms hanging quietly but easily from the shoulder, the
left leg straightened out and supporting the whole weight of the body, the
right leg also straight, but drawn up so as to hang just free of the ground.
(Fig. 1)

In delivering the kick, the right leg is swung well back (the knee being bent
as little as may be), and then brought forward with full force, the toe being
raised as high as possible, and the whole foot and ankle held rigid. The leg
must be made to swing freely from the hip. (Fig. 2.

Now to kick the ball. Of course, wherever the ball is struck, it will fly from
the foot in some direction or other; but, to ensure distance and accuracy, dt
is necessary for the toe to meet it in one spot, and in one spot only. The
accompanying diagram will best point out this spot, and Fig. 3 may be found
a useful help to understanding the description of attitude given above. Care
must be taken to kick the ball accurately in the centre, or it will inevitably fly
off to one side or the other.

One final direction. The eyes must always be fixed on the ball, under what-
ever circumstances it is played at. Accurate and effective kicking can only
be by sight ; therefore at the moment of delivering the kick the eyes must be
on the ball.

The diagram only represents the most effective spot in which to kick the
hall for distance: if it be desired to make it run along the ground, it must be



3i8 OUTDOOR GAMES.

Fig. 3.

kicked higher; if to fly more perpendicularly in the air, the foot must take it
lower.

To give the ball due impetus, the player generally takes a short run: it need
not be long— 10 yards at the utmost; but in every case where he kicks the
ball from the ground, whether it be at rest, or he meet, follow, or cross it, he
must use the same form in delivering the kick.

He should specially endeavour to kick equally freely with either leg. The
best way to do this is to practise mainly wjth the weaker leg; the other will
take care of itself.

Besides the Place-kick, and the various kicks that take the ball from the
ground, there are others that take the ball in the air. These are the Half-
volley, Drop-kick, and Punt.

In the two former the ball is met by the toe just at its rebound from the
ground ; in the one case from an ordinary kick, and in the other as it is
dropped from the hands of the player. The punt is made by meeting the ball
let fall from the hands with the instep : it is occasionally a serviceable varia-
tion ; but the drop-kick, when practicable, is more effective, and certainly
more brilliant.

The ball is occasionally met with the foot before the pitch; but, except
when the ball is coming with but little force, and time is precious, this method
is not to be recommended.

The knack of kicking the ball with the side of the foot, at an angle to the
line in which the player is running, is not difficult of acquirement, and is in-
valuable in actual play, as also is that of “ rushing the ball,” i.e., of patting it
along with the feet while at speed, so as to keep it constantly within reach.
To do this well, with unabated speed, and yet without offering a chance to the
adversary, is the neplus ultra of fine play.

Places of Players.— In Diagram C are shown the names and positions
of the field, as set for a match sixteen on a side. As both sides will be placed
alike, only one-half the field is given.

Hand-play.—A few words upon hand-play. The use of the hands, though
as far as possible to be avoided, is yet allowable, and even to be recommended
where no other method of stopping the ball is available. For instance, the
ball may be struck with the hand in mid-air, or even caught, so that it be
immediately put again into play. The ball may not be lifted from the ground;
it is not, however, unlawful to receive it into the hands at the rebound.
Finally, the ball may be stopped with the hand while on the ground, and may
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at any time be struck with it; but this privilege should only be sparingly ex-
ercised, NOt only for the sake of the game in general, but because where the
foot can be employed with effect, it will be found far more efficient, and is,
moreover, more player-like.

Diagram C.

Opponents Ground.

I f V.
e 0
f.l n
C
p i
ES nf. <
h.h.
s*-
Coal.

FIELD SET FOR MATCH SIXTEKM OM A SIDE.

C, Capia'm; c, Charger; rj, if., rieht and left forward; m f,, Mid-field; ft., Flanker;
h.b., Half-back; g.k , Goal-keeper.
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CRICKET.

Cricket is the king of all outdoor sports—the game which beyond all others
it behoves English boys to learn and master.

At once the most scientific and the most permanently interesting of all open-
air pastimes ; while providing healthy, but not too exhausting, exercise for the
body, it stimulates and excites the mind to action not less wholesome and
agreeable.

Nor do its claims to the proud position asserted for it amongst our English
sports and pastimes rest here. It requires from its followers, and, indeed, Culti-
vates and confirms in them, habits of patient, unflagging attention to the work
immediately before them ; for of what worth is a would-be cricketer who cannot
concentrate his whole thought and energy on the game ; who should venture
to think, “ I was not looking,” sufficient excuse for a catch missed or a run
lost ? Habits of ready obedience and self-negation ; for who shall call himself
“ cricketer ” who respects not the laws of the game, and regards not the august
decisions of their exponents, who cares not to submit to the wholesome dis-
cipline of his captain, or who, steeped in self-conceit and burning with the
lust of personal distinction, cares rather to play for his own hand, to see his
own name blazoned forth prominently in the score-sheet, than to consult the
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advantage of his side, or to further its ultimate success? Habits of presence
of mind and unhesitating readiness of action in emergency ; for is not the
whole game but one long series of sudden emergencies, demanding instant
and unhesitating treatment?— and a score of other virtues and moral qualities
on which it were tedious to enlarge.

The game of cricket is of some antiquity amongst us. Like most of our
public institutions, it has risen from small beginnings, little by little, a rule
added here, a licence curtailed there, to its present compact and approximately
perfect form. _

Of the early history of the game we have very little record. A game called
«creag,” played with a bat and ball, and common amongst the Saxons, even
before the Norman conquest, is supposed by the best authorities to be the
germ from which, in the course of many generations, our present game of
cricket has been developed.

It is certain that the game was played, and that commonly, more than two
centuries ago; but in its present form, which differs materially from its earlier
constitution, it has not yet existed a hundred years.

Before the year 1781, the wickets, which now form, as it were, the very cen-
tral point of the game, had no practical existence ; the bat was in shape like
a hockey-stick or golf-club ; and there were many other points of divergence
from present practice, such that in effect they must have rendered the cricket
of 1769 an almost totally different game from that of the present day.

As, however, our present purpose is rather with the game of our time than with
that of 1769— rather with actual practice than with past history— we will forbear
any further reference to those dark ages, when wickets as wickets were not,
and when bats were bludgeons, and address ourselves to the task immediately
before us.

It is scarcely possible, and, indeed, it is almost an insult, to suppose that
any English boy, who is old enough to read this, can be ignorant of the general
character and theory of cricket. Nevertheless, for the benefit of such be-
nighted beings, if any such there be, a few lines may be not unreasonably
devoted to a due and concise exposition of the leading features and objects of
the game.

There are two methods of playing cricket, viz., single and double wicket,
differing from each other in many important points, yet in elementary consti-
tution and in most leading points of practice essentially the same. A short
glance, therefore, at first principles may well serve for both.

To play cricket, two opposing parties strive in turn to score as many “ runs”
as possible from the bowling of their opponents, who, of course, strain all
their energies to reduce this score to the smallest practicable dimensions.

The * outing side,” through its bowler, strives to knock down the wickets
with the'ball, delivered from a given point and under certain restrictions;
while the other or “ inning side,” through its batsman, defends them with the
bat, and, if possible, strikes the ball away to such a distance that, before it
can be returned, he may be able to run from wicket to wicket one or more
times, and each time this distance is accomplished, one is added to the score
of his party.

If he fail to protect his wicket, or if the ball be caught by the opposite party
after he has hit it and before it touches the ground, or if in any other way
specified in the rules he be “ put out,” he has to retire, and another of his
party takes his place, until they are all in turn thus disposed of. The outing
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side then takes their place at the wickets and becomes the inning side, while
they become the outing side.

When this change has been effected twice in due rotation, each side being
allowed two turns or “ innings” at the wickets, the runs that each has made
are added up, and that side which has scored the most wins the day. . <

Amongst its other recommendations, cricket possesses an advantage over
football and most other outdoor games in the universal identity of its rules.
There is one central club, the Marylebone, better known to cricketers as the
M.C.C., to which, by common consent, the whole body of cricketers looks
for the rules and regulations of the game.

As it is imperatively necessary to know the rules of a game, at least in out-
line, before beginning to play it, the rules of the M.C.C., as authorized and
published in 1866, are here given; and the young reader who bums with the
hope of one day attaining a cricketer's fame is strongly advised to study closely
and carefully not only the rules themselves, but also the explanatory notes
appended to them.

The Laws of Cricket,
With the latest alterations, revised by the Marylebonc Cricket Club, 1866.

1. The Ball must weigh not less than 5J oz., nor more than 5" oz. It
must measure not less than inches in circumference. At the begin-
ning of each innings either party may call for a new ball.

2. The Bat must not exceed 4" inches in the widest part; it must not be
more than 38 inches in length.

3. The Stumps must be three in number, 27 inches out of the ground;
the bails 8 inches in length ; the stumps of equal and sufficient thick-
ness to prevent the ball from passing through.

4. The Bowling-crease must be in a line with the stumps, 6 feet 8
inches in length, the stumps in the centre, with a retum-crease at each
end towards the bowler at right angles.

5. The Popping-crease must be 4 feet from the wicket, and parallel to it ;
unlimited in length, but not shorter than the bowling-crease.

6. The WICKETS must be pitched opposite to each other by thé umpires,
at the distance of 22 yards.

7. It shall not be lawful for either party, during a match, Wlthout the con-
sent of the other, to alter the ground by rolling, watering, covering,
mowing, or beating, except at the commencement of each innings,
when the ground may be swept and rolled at the request of either party,
such request to be made to one of the umpires within one minute after
the conclusion of the former innings. This rule is not meant to prevent
the striker from beating the ground with his bat near to the spot where
he stands during the innings; nor to prevent the bowler filling up holes
with sawdust, &c., when the ground is wet.

8. After rain the wickets may be changed with the consent of both parties.

9. The Bowler shall deliver the ball with one foot on the ground behind
the bowling-crease (see p. 126) and within the return-crease, and shall
bowl! four balls before he change wickets, which he shall be permitted
to do only once in the same innings.

10. The ball must be bowled. If thrown or jerked, the umpire shall call
“No ball.”
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He may require the striker at the wicket from which he is bowling to
stand on that side of it which he may direct.

If the bowler shall toss the ball over the striker's head, or bowl.it so
wide that in the opinion of the umpire it shall not be fairly within the
reach of the batsman, he shall adjudge one run to the party receiving
the innings, either with or without an appeal, which shall be put down
to the score of “ wide balls.” Such ball shall not be reckoned as one
of the four balls ; but if the batsman shall by any means bring himself
within reach of the ball, the run shall not be adjudged.

If the bowler deliver a “ no ball” or a “ wide ball,” the striker shall be
allowed as many runs as he can get, and he shall not be put out, except
by running out. In the event of no run being obtained by any othér
means, then one run shall be added to the score of no balls or wide
balls, as the case may be. All runs obtained for wide balls to be scored
to wide balls. The names of the bowlers who bowl wide balls and no
balls in future to be placed on the score, to show the parties by whom
either score is made. If the ball shall first touch any part of the striker’s
dress or person, except his hands, the umpire shall call, “ leg-bye.”

At the beginning of each innings the umpire shall call, “ Play I” From
that time to the end of each innings no trial ball shall be allowed to
any bowler.

T he striker is out if either of the bails be bowled off, or if a stump
be bowled out of the ground ;

Or if the ball, from the stroke of the bat or hand, but not the wrist, be
held before it touch the ground, although it be hugged to the body of
the catcher;

Or if, in striking, or any other time while the ball shall be in play, both
his feet shall be over the popping-crease and his wicket put down,
except his bat be grounded within it;

Or if, in striking at the ball, he hit down his wicket;

OF if, under pretence of running or otherwise, either of the strikers pre-
vent a ball from being caught, the striker of the ball is out.

Or if the ball be struck, and he wilfully strike it again ;

Or if, in running, the wicket be struck down by a throw, or by the hand
or arm (with ball in hand), before his bat (in hand) or some part of
his person be grounded over the popping-crease. But, if both the bails
be off, a stump must be struck out of the ground ;

Or if any part of the striker’s dress knock down the wicket ;

request of the opposite party ;

Or if with any part of his person he stop the ball, which, in the opinion
of the umpire at the bowler’'s wicket, shall have been pitched in a
straight line from it to the striker’s wicket, and would have hit it;

If the players have crossed each other, he that runs for the wicket
which is put down is out.

A ball being caught, no run shall be reckoned.

A striker being out, that run which he and his partner were attempting
shall not be reckoned.

If a lost ball be called, the striker shall be allowed six runs; but if
more than six shall have been called, then the striker shall have all
that have been run.
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29. After the ball shall have been finally settled in the wicket-keepet's or

bowler’s hands, it shall be considered dead; but when the bowler is
about to deliver the ball, if the striker at his wicket go outside the pop-
ping-crease before such actual delivery, the said bowler may put him
out, unless (with reference to Law 21) his bat in hand, or some part™of
his person, be within the popping-crease,

30. The striker shall not retire from his wicket, and return to it to complete

31.

32.

33.

34.

35.

36.

37.

38.

39.

40.

41.

42.

43.

his innings, after another has been in, without the consent of the
opposite party.

No substitute shall in any case be allowed to stand out or run between
wickets for another person without the consent of the opposite party;
and in case any person shall be allowed to run for another, the striker
shall be out if either he or his substitute be off the ground, in manner
mentioned in Laws 17 and 21, while the ball is in play,

In all cases where a substitute shall be allowed, the consent of the
opposite party shall also be obtained as to the person to act as substi-
tute, and the place in the field which he shall take.

If any fieldsman stop the ball with his hat, the ball shall be considered
dead, and the opposite party shall add five runs to their score ; if any
be run, they shall have five in all.

The ball having been hit, the striker may guard his wicket with his bat,
or with any part of his body except his hands, that Law 23 may not be
disobeyed.

The wicket-keeper shall not take the ball for the purpose of stumping
until it have passed the wicket ; he shall not move until the ball be out
of the bowler’s hand ; he shall not by any noise incommode the striker;
and if any part of his person be over or before the wicket, although the
ball hit it, the striker shall not be out

The umpires are the sole judges of fair or unfair play, and all disputes
shall be determined by them, each at his own wicket ; but in case of a
catch which the umpire at the wicket bowled from cannot see suffi-
ciently to decide upon it, he may apply to the other umpire, whose de-
cision shall be conclusive.

The umpires in all matches shall pitch fair wickets, and the parties shall
toss up for choice of innings. The umpires shall change wickets after
each party has had one innings.

They shall allow two minutes for each striker to come in, and ten
minutes between each innings, when the umpire shall call “ play.” The
party refusing to play shall lose the match.

They are not to order a striker out, unless appealed to by the adver-
saries; _ -

But if one of the bowler’s feet be not on the ground behind the bowl-
ing-crease and within the return-crease when he shall deliver the ball,
the umpire at his wicket, unasked, must call “ no ball.”

Ifheither of the strikers run a short run, the umpire must call “ one
short.”

No umpire shall be allowed to bet.

No umpire is to be changed during a match, unless with the consent of
both parties, except in case of violation of Law 42 ; then either party
may dismiss the transgressor.

44- After the delivery of four balls the umpire must call “ over,” but not
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until the ball shall be finally settled in wicket-keepers hands ; the ball
shall then be considered dead. Nevertheless, if an idea be entertained
that either of the strikers is out, a question may be put previously to,
but not after, the delivery of the next ball.

45. The umpire must take especial care to call “ no ball” instantly upon
delivery, and “ wide ball” as soon as it shall pass the striker.

46. The players who go in second shall follow their innings if they have
obtained 80 runs less than their antagonists, except in all matches
limited to only one day’s play, when the number of runs shall be limited
to 60 instead of 80.

47. When one of the strikers shall have been put out, the use of the bat
shall not be allowed to any person until the next striker shall come in.

The Laws of Single Wicket.

1. When there shall be less than five players on a side, bounds shall be
placed 22 yards each in a line from the off and leg stump.

2. The ball must be hit before the bounds, to entitle the striker to run, which
run cannot be obtained unless he touch the bowling-stump or crease
in a line with his bat, or some part of his person, or go beyond them,
returning to the popping-crease, as at double w*cket, according to
Law 21.

3. When the striker shall hit the ball, one of his feet must be on the ground
and behind the popping-crease ; otherwise the umpire shall call “ no
hit”

4. When there shall be less than five players on a side, neither byes nor
overthrows shall be allowed ; nor shall the striker be caught out behind
the wicket, nor stumped out.

5. The fieldsman must return the ball so that it shall cross the play, between
the wicket and the bowling-stump, or between the bowling-stump and
the bounds ; the striker may run till the ball be so returned.

6. After the striker shall have made one run, if he start again, he must touch
the bowling-stump and turn before the ball cross the play, to entitle him
to another.

7. The striker shall be entitled to three runs for lost ball, and the same
number for ball stopped with hat, with reference to Laws 28 and 23 of
double wicket.

8 When there shall be more than four players on a side, there shall be no

bounds. All hits, byes, and overthrows shall then be allowed.

The bowler is subject to the same laws as at double wicket.

Not more than one minute shall be allowed between each ball.

Bo

Observations on Rules.
DOUBLE WICKET.

Rules 3, 4, and 5.—The accompanying diagram will explain, better than
many words, the arrangement and method of marking the various creases,
which are usually marked out on the turf with a mixture of chalk or whiting
and water.

It is well to practise always with the creases duly marked, and in strict
observance of all rules connected with them, as the mind thus forms a habit of
unconscious conformity to them, and the player is not embarrassed, as too
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many are when they come to play in an actual match, by the necessity of
keeping a watch over his feet as well as over the ball. Many a good bat, espe-

cially amongst boys, allows himself to be cramped in his play in this very
unsatisfactory manner.

1
rc\ a s 38 ¢ 1re
°8.y 3ft
id
K
r 1
\
S ¢
Unlimited.

s s s, the Stamps (the three together forming the fvickti) ; B ¢, the Bowling-crease ;

.c, the Return-
crease; p ¢, the Popping-crease*

The purposes of the several creases are as follows:

The Bowling-crease marks the nearest spot to the striker from which the
bowler may deliver the ball.

The Return-crease prevents the bowler from delivering the ball at anun-
reasonable distance laterally from the wicket ; and the two together mark out
within sufficiently exact limits the precise spot from which the striker may
expect the balL

The POPPING-CREASE, while giving the striker ample space to work in,
puts a check upon any attempt to get unduly forward to meet the ball; it
forms, too, a distinct and convenient mark by which to judge of a man’s being
on his ground, and of his having run the requisite distance between wickets.
It is unlimited, to avoid the confusion between strikers and fieldsmen, which
must inevitably be of constant recurrence were the strikers required to run
directly from wicket to wicket. _

Rule 13.—* All runs obtained from wide balls to be scored to wide balls.”
This does not include hits, as, by the latter part of Rule 12, “ if the batsman
bring himself within reach of the ball, the wide does not count.” Hits, there-
fore, made off wide balls score to the striker.

Rule 17.—The popping-crease itself, it must be remembered, does not form
part of the ground ; the bat or part of the body must, therefore, be inside it;
on it is not sufficient to meet the requirements of the rule; if the bat or some
portion of the body be not on theground inside the crease when the wickets
are put down, the player is out.

Rule 20.—The striker may block or knock the ball away from his wicket
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after he has played it, if that be necessary to keep it from the stumps. The
rule only forbids striking it a second time with intent to make runs.

SINGLE WICKET.

The accompanying diagram shows the ground marked out for single wicket
with less than five players on a side.

KN

1Yy

B. the Bowling-stump, Crease, See. w, the Wickets, with Popping-crease, as in double wicket;
b t, the Boundaries.

Rule 2—“ Hit before the bounds” means that the ball, after leaving the
bat, must first touch the ground infront of the line marked by the two bounds,
which line, by the way, is, like the popping-crease, supposed to extend inimit-
ably either way.

Single wicket is chiefly valuable in dearth of sufficient players to form an
adequate field at double wicket. It is so inferior in interest to double wicket,
that it is hardly ever played, unless when the latter is impracticable.

A good game at single wicket, though, where only a few players have met
for practice, is far better, and infinitely more improving, than any amount of
the desultory knocking about which is usual on such occasions. For a player
deficient in driving and forward hitting of all kinds the practice it affords is
invaluable, and to such a good course of single wicket is strongly recom-
mended.

Implements.—A few words upon the choice of bats, balls, gloves, &c.
Too much pains cannot be taken by a cricketer in thus providing his outfit
None but experienced hands can estimate the vital importance of attention to
all such details :—that the bat is the right weight and size, and properly ba-
lanced ; that the gloves, shoes, pads, &c., are perfect in their fit and appoint-
ments ; in fine, that the player stands at the wicket or in the field fully equipped
for the fray, yet in nowise impeded or hindered by ill-fitting garments, clumsy
shoes, or cumbersome pads.

First, then, for the bat. This is limited in Rule 2 both as to length and
width ; but the thickness and weight are left to the fancy and capacity of the
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player. In a general way, a tall man can use a heavier bat than a short one.
About 2 Ib. is a fair weight for a player of middle height and ordinary muscular
development.

Although it is a great mistake to play with too heavy a bat— for nothing so
cramps the style, and so entirely does away with that beautiful wrist-play
which is the ne plus ultra of good batting, as attempting to play with a bat
of aweight above one’s powers; yet extreme lightness is still more to be de-
precated: it is useless for hard hitting, and can therefore do little in the way of
run-getting against a good field ; “ shooters,” too, will be apt to force their way
past its impotent defence.

The points most to be looked for in a bat are these:— First, weight suited
to the player. The young player should play with a heavier bat every year,
until he attains to his full stature. Don't let him think it “ manly ” to play with
a full-sized bat before he is thoroughly up to the weight and size: it is much
more manly to make a good score.

Secondly, good thickness of wood at the drive and lower end of the bat,
i.e., at the last six inches or so.

Thirdly, balance. Badly balanced bats give a sensation as of a weight
attached to them when they are wielded, while a well-balanced one plays
easily in the hand. Experience alone can teach the right feel of a bat.
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The outward appearance of a bat must not always be taken as a certain in-
dication of its inherent merits: varnish and careful getting up may hide many
a defect. There are many fancies, too, in favour of different grains: a good
knot or two near the lower end is generally a good sign ; but, after all, nothing
but actual trial of each several * bit of willow ” can decide its real merits or
defects.

Last, but not least, the handle is a very important consideration. Cane
handles, pure and simple, or in composition with ash or other materials, are
the best : some prefer oval handles, some round. The handle should, at least,
be as thick as the player can well grasp: a thick handle greatly adds to the
driving power of the bat; it is also naturally stronger, and therefore more
lasting. A good youth’s bat costs about eight shillings.

It should be remembered that a good bat, like good wine, improves with
keeping.

In purchasing balls, wickets, and other needful “ plant,” it will be found
better economy to pay a little mére in the beginning, and thus get a good
article. With reasonable care, such first-class goods will last out whole
generations of the more cheaply got-up articles, and prove more satisfactory
throughout into the bargain. -

In choosing wickets, attention must be paid to two points: first, that each
stump be perfectly straight; and, secondly, that it be free from flaws or knots.
The least weakness is sure to be found out sooner or later.

Great attention should be paid to the bails, that they are exactly of the
right size, especially that they are not too long. The least projection beyond
the groove in the stump may make all the difference between uout” and “ not
out,”—between, perhaps,'winning a match and losing it.

Stumps and bails, with ordinary care, ought to last a very long time. The
chief thing to guard against is their lying about in the wet, or being put away
damp : moisture is very apt to warp them!

So that the gloves and padsfit,the player may be left pretty much to his own
discretion in selecting a pattern. Vulcanized India rubber is the best for gloves.

Spiked or nailed shoes are a necessity. The player may please himself in
the vexed question of spikes v. nails. Many players keep two pairs of shoes
—with spikes for wet and slippery ground, with nails for dry ground.

It is hardly worth while for a boy in the rapid-growing stage to set up a
regularly built pair of cricketing-shoes: an admirable substitute may be
found, though, in the ordinary canvas shoes, as used for rackets, &c., price
halfa crown ; a few nails will make them answer all the purposes of the more
legitimate article.

Parents and guardians may be informed that a proper costume of flannel
and shoes is actually better economy than condemning a boy to play in his
ordinary clothes; and for this reason— flannels are made to suit the exigences
of the game, loose where they should be loose, and vice versd, without regard
to the exigences of fashion ; they are cheaper, and are nevertheless more
lasting, than ordinary cloth clothes ; they never get shabby, will wash when
dirty, and will carry a darn or patch without detriment to their dignity ; they
are not injured by perspiration or wet; and, above all, they are great pre-
servatives against colds and other ailments.

Shoes may put in much the same claim. Cricket is marvellously destruc-
tive of the ordinary walking-boot; is it not then better to substitute a cheaper
and more durable article ?

8
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I f spikes be chosen, they should be arranged thus : A not) as jg
more usual, thus : A very short4 -* ' experience
will show the “ rea- — ' sonwhy.” In choosing spikes, care should

be taken to obtain good length and small diameter ; a squat, clumsy spilje is
an awful nuisance. If nails be the choice, they should not be put much nearer
than at intervals of an inch, otherwise they will be liable to clog.

Preliminary Observations.— Before entering upon the science of the
game, | would especially impress upon'the minds of my young readers the
desirability of doing things in the right way.

If they play cricket, let that cricket be their very best; any little extra
trouble at first will be more than repaid by the results. It is not given to every
man to be a first-rate cricketer ; but most men might play far better than they
do, and many men, who now hardly deserve the name of players, might, with
very little expenditure of trouble in their ycunger days, have been now men of
mark in the cricketing world.

Be it remembered, then, that there is a right way to perform each function
of cricket, and a wrong way, or perhaps | should rather have said, innumer-
able wrong ways.

Now, this right way will hardly come of itself: cricket, by the light of
Nature only, would be a prodigy indeed. The beginner must, therefore, first
ascertain what this right way is, and thenceforth strive continually to practise
and perfect himself in it, whether it be in batting, bowling, or fielding, until
habit has become a second nature.

And not only must the learner cultivate good habits, he must diligently
eschew all bad ones ; for bad habits are wonderfully easy of acquirement, but,
once acquired, can hardly ever be completely shaken off.

eIt is all very well to say, “ | know the right way, and that is enough,” and
then, from sheer laziness or indifference, go the wrong; but when it comes to
the point of practical experience, it will be found that the bad habit will have
an uncomfortable knack of coming into play at critical moments, just when
it is least desired.

For cricket, it should be remembered, is a series of surprises. Give a man
time to think, and he can decide between the right way and the wrong; but
time to think is just the very thing a man does not get at cricket: instant,
unhesitating action is his only chance.

If he has habituated himself to one only method of action, he must, Intcan,
only act in accordance with it; but if there be several conflicting habits, who
shall say which shall be the one that comes first to hand in an emergency?

Let the y.oung cricketer then—and the old one, too, for the matter of that
— make this his rule and study, to make every ball he bowls, he bats, or
he fields, one link more in the chain of good habits, one step farther on the
road to success.

Science of the Game.
BATTING— BOWLING— FIELDING, ETC.

BATTING.— Like boxing, fencing, &c., batting is quite as much an affair of
the legs and of the body generally as of the hands and arms— at first sight,
the parts almost solely concerned.

The beginner, therefore, must not think that, when he has learnt to hold hls
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bat correctly, and to wield it with tolerable facility, he has mastered the
main principles of the art ; he has, indeed, scarcely even acquired the most
rudimentary knowledge of them.

Every kind of ball—it may almost be said every ball—demands for its
proper treatment a distinctly specific attitude of the whole body, by which,
and which only, the bat can be brought to bear with the fullest attainable
effect, or, indeed, with any effect worth speaking of at all ; and this attitude,
to avail the batsman anything, must be assumed with unhesitating promptness
and decision the instant a correct judgment of the ball can be formed, which
should be almost as soon as it has left the bowler's hand. A really fine player
“ forms,” as the phrase goes, at the very instant the ball is delivered.

Demosthenes, being asked the three chief essentials of good oratory, re-
plied, “ Firstly, action; secondly, action; and, thirdly, action.” And so of
batting: the first, second, and third essentials for a good “ bat” are attitude,
attitude, attitude; or, in more hackneyed and familiar phrase, “ Attitude is
everything.” . . . . .

Tt would be impossible, if, indeed, it were necessary, to describe and figure
in the short space of a few pages, every conceivable attitude that can be as-
sumed by the batsman ; but the young beginner will find the succeeding cuts
and accompanying explanations and instructions more than sufficient for all
his wants.

A slight expenditure of time and trouble in mastering their leading principles
and details, and a little well-directed zeal and perseverance in reducing them
to practice— care being always taken not to form bad or conflicting habits—
will, in a wonderfully short time, enable even a mere boy to acquire a style
and precision to which very many players only attain after years of hard
practice, and to which, sooth to say, the large majority never attain at all.

Let the young batsman only beware of two things— of falling in with the too
common custom of mere desultory batting and bowling, than which nothing
is more prolific in the formation of bad habits, fatal to all correct play ; and,
secondly, of aspiring to play with a bat of a weight and size in excess of his
powers—an ambition only to be gratified at the expense of acquiring and con-
firming a heavy, ungainly, and, therefore, incorrect and inefficient style.

How to HOLD the Bat.— Grasp the handle firmly from behind, near the
shoulder, with the right hand, bringing the fingers well round in front, the
thumb meeting them from the other side, and passing beyond but on the lower
side of the forefinger, and firmly pressed against it; then, placing the lower
end of the blade on the ground, with the face towards the bowler, and the
handle inclined a little forward, bring the left hand down to thefront of the
handle, and grasp it above the right hand, the knuckles to the front, and the
thumb pointed downwards. The handle of the bat must lie along the inside
of the left wrist, ajid only slightly out of the line of the fore-arm (see Fig.
1). This attitude of the hands appears at first to the unaccustomed novice
cramped and ungraceful ; but a little practice will render it not only perfectly
easy, but, if he so please, perfectly graceful too.

But this is not the only way in which, in wielding the bat, the hands grasp
the handle ; if so, the bat would have little play, and its only possible move-
ments would be those of a pendulum. By shifting the left hand round from
the front to the rear of the handle, still retaining the grasp of the right, a
wonderful addition of power is obtained over the bat: instead of the arms
and bat forming one long rigid line, rotating only at the shoulder, there mil

9—2
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Fig 1.

now be added motion of the elbow and perfectly unlimited capacity of action
at the wrist.

This shifting the hand from front to rear of the handle and back again, to
be done smoothly and with perfect facility, will require some trouble and
attention before it is mastered ; but, as it is the very sine qu& non of scientific
and, therefore, of effective batting, it will well repay the trouble expended
upon it.

The beginner will find it a useful plan to exercise himself in these and the
following practices and positions at odd times, when he has a few minutes to
spare, with a bat only; or a stick will do. A very fair mastery of the bat may
be obtained without ever playing a ball, as a man may acquire some proficiency
as a marksman without firing a shot.

The next point to which the learner must direct his attention is PosITION.
In standing at the wickets, he must first ascertain—from the umpire at the
bowler’s wicket, if any umpire there be—the exact spot on the popping-crease
at which his bat, when held upright, conceals the middle stump of his wicket
from a person standing where the bowler will deliver his ball : this spot is
called the “ guard.”

Having found this “ guard” (by the way, he should carefully mark it by
scratching the, crease in some way, as most convenient), he must take up his
position as follows. Holding the bat as in Fig. 1, he must ground the lower
end of it at guard ; the right foot must be planted just inside, and parallel
with, the popping-crease; the toe about two or three inches from, and slightly
in advance of, the bat ; the left foot must be advanced slightly, its toe pointing
in the direction of the bowler, both feet planted firmly on the ground, the
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weight resting chiefly on the right, both knees straightened up, the body as
upright as the position of the bat will allow, the left elbow well up, the left
shoulder turned towards the bowler, the head erect and looking over the left
shoulder watching for the ball. This is called the first position (see Fig. 2),
and ensures an upright bat— the great desideratum of safe play—and gives
the striker a command over any awkward twistings or shootings of the ball
unattainable by any other means. It docs not, however, put him into a posi-
tion to strike with any effect: some change has to be made. As the ball is
delivered, the striker throws back the point of his bat to the bails, shifting his
left hand from front to rear of the handle as above described, using the right
wrist as a pivot : in this position the striker is ready for anything. Should
the ball rise or twist, there the bat is waiting for it; should it give an opening
for a hit, the hit will be made with all

the more force and effect; or should it

shoot along the ground— most deadly

of possibilities—the bat's own weight

will almost alone bring it back to the

safe position of “ guard.” This position

is called “ make ready” (see Fig. 3).

As itis the bowler’s first object to knock

down the wickets, so it must be the

batsman’s first object to keep them up:

the integrity of his wickets is the prime

necessity of the striker’s existence ; de-

fence, therefore, before defiance, must

be the learner’s motto.

Many balls, if they do not possess
any further element of danger than their
straightness, may be safely met and
played in the form of Fig. 3; but a good
bowler will take care to pitch the ball
in such a manner as to make this de-
fence, if not impracticable, at least ex-
tremely hazardous. A ball that pitches
from a yard and a half to two yards
from the bat, according to the speed of
the bowling, is called a “ length ball,” because it pitches just the right length
to be most puzzling to the batsman ; and it can only be met with reasonable
safety in one of two ways—either by playing forward and stopping it at the
pitch, or by playing back, and thus gaining time to judge its flight after it takes
the ground.

It should be remembered that the only puzzling part of a ball’s flight is after
it takes the ground, not only because, having less distance to travel, it gives
the striker less time to judge it, but because any bias or spin imparted
to it bg/ the bowler can only take effect when it comes into contact with the
ground.

By forward play, the batsman is enabled to smother the ball before this bias
has time to produce much effect; and by back play he gains time to prepare
for, and meet, any unexpected eccentricity in its line of flight.

Forward play is only of service when the pitch is so near that the batsman
can, by reaching forward, get so well over it as to render it next to impossible
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Fra. 4. Fig. J.

for the ball, however much it may twist or shoot, to evade the bat; if he can-
not safely reckon upon this, he had better have recourse to back play.

Every ball may be met by back play, and now-a-days it is the more favoured
method ; but, none the less, forward play, where it is applicable, is not only
the safest, but the most effective play.

By reaching forward, it will often be possible to make a good hit off a ball
that it might otherwise be difficult to keep from the wickets ; whereas, in play-
ing back, it is hardly possible to do more than pat the ball away for one run.

Forward Play (see Fig. 4) is managed thus: The striker being in the
attitude of “ make ready,” keeping his right foot, of course, on the ground
inside the popping-crease, strides out with his left, and, leaning well forward,
thrusts his bat in front of him in the path of the ball.

In doing this the bat must be kept rigidly in line with the middle stump,
the handle inclined neither to the right or the left, or it may leave an unguarded
spot for the ball to get past; the handle must, however, be inclined well for-
ward towards the bowler, that, in case the ball should rise a little too quickly,
it may be beaten back again to the ground, lest flying off the bat it fall a prey
to some ready fieldsman.

In this attitude both hands will be behind the bat, and both, more especially
the right, should hold it in a firm grip ; the left shoulder must be thrust for-
ward, and the left elbow be well up.

The learner should practise this and, indeed, all the other positions by him-
self, without a bowler, until he can assume them mechanically, and so be free
to concentrate all his thoughts upon the bowling.

Back Play (see Fig. 5) is, as its name implies, the opposite in every way
of the preceding. The left foot stands fast; the right is thrown back almost
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up to the wicket ; the upper part of the body leans over the right knee; and
the bat hangs suspended perpendicularly from the wrists, its shoulder level
with the bails, the hands grasping the handle as in Fig. 1. Thus posed, the
batsman waits for the ball: if it shoot, he can be down on it; if it rise, he
meets it by a slight movemant of his wrist at the moment of contact (the
bat, by the way, in this and all other cases, must never be allowed to hang
a dead weight in the hands), plays the ball down if it be perfectly straight, or
away into the field if it be not.

The young player must leam to make these changes of position with un-
wavering smoothness and certainty. The least unsteadiness of hand or foot
will almost inevitably prove fatal.

He must, above all things, keep constantly before his mind the golden rule,
that the only safety to his wicket lies in rigidly straightplay, that is, in meet-
ing the ball with a bat always, as far as inclination to one side or another is
concerned, accurately perpendicular.

Hitting— The next thing for the beginner, after learning the method of
handling his bat, and the most advantageous method of standing and pre-
paring for the ball, is to learn how to hit. This is not so simple a matter as
might be supposed. Anybody, it is true, can, the first time he handles a bat,
strike the ball with it with more or less force, according to his muscular
strength and natural aptitude ; but this is not hitting in the cricketer's sense
of the word.

In the first place, a hit, to be “ clean,” requires that the ball should leave the
bat at a distance of from five to eight inches from its point; and the bat itself
must by no means be made to swing round in a huge circle like a sack or a
one-armed windmill, but must be wielded with a short, vigorous, comblned
action of the wrists, arms, and shoulders.

In hitting, there are four leading principles to be always kept iti mmd. hit
hard, hit late, hit low, and hit by sight, not by guess. Every hit should be
made with all the force you can bring to bear upon it, since every yard that
the ball is driven adds to the chances of a run, and every run lost or gained is
so much gain or loss to the fortunes of the innings side.

The young batsman should especially cultivate the knack of dropping down
heavily upon “ shooters," i.e., balls that, after they pitch, run or shoot along the
ground, instead of rising. Most players are content merely to “ block” such
balls, that is, to bring the bat down to meet them, with only sufficient force
to stop them or drive them back a short distance, content with merely
rendering them innocuous. But, with a quick hand, a good eye, and a little
practice, the young player may leam to do better than this ; he may leam not
only to play these, the most deadly of all balls, with confident security, but
even to drive them away with such force as to make runs from them.

To do this, he must follow the ball carefully with his eye every inch of the
way from the bowler’s hand to his bat, and, waiting till it is just on the point
of passing him, bring his bat forcibly to meet it, giving a kind of push or
shove forward at the moment of impact. It is astonishing how far a ball,
blocked in this manner, can be driven by a skilful player.

Hitting should be always as late as possible, that is, the ball should in most
cases be allowed to be level with the body at the moment the bat meets it,
because in that way alone the full force of the stroke is expended in propelling
the ball ; whereas, if the hit be made a little earlier, as is mostly the case with
ordinary players, or too late, much of the strength is wasted in the air.
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Hitting should be low, that/s, the ball should be rather sent skimming
along the ground than soaring in the air, partly, as may be well understood,
for safety, that the striker may not be caught out, and, partly, because in that
way, on good ground, the same expenditure of force drives the ball farther
than by “ sky-hitting/’

Sky-hitting is more attractive to the novice, and far more applauded by the
uninitiated outsiders, than low ground hitting; but the latter is the safer and
the more effective, and therefore indisputably the correct method. A dashing,
slashing sky-hitter may occasionally, with good fortune, make a good score;
but the low hitter is the safe man, and, cceteris paribus, will in the long run
make better scores.

And, above all things, hitting should be by sight, not byguess. Too many
players, some even among the very best, habitually hit, not at the spot where

Diagram C,
.S.ir.
O ff svde.
M
‘W
Or side. /
Mar/
SJ

ww, Wickets; b, Bowler; s, Slip; sn, Snick; ¢, Cut; ¢ h Cover-hit; H a, Harrow-drive; L/t
Long-off; F.d., Forward-drive; L.n., Long-on; M.un/., Mid-wicket; s.I., Square-leg; L  Long-
drive; d, Draw,

N.B.—The dotted lines only indicate the general direction of each hit.

they see the ball is, but where they think it will be. It is true that, if their cal-
culation be correct, they are thus enabled, by being beforehand with the ball,
to hit well away many that would be otherwise highly difficult to get away at all.

A good eye and good judgment may enable a man to pursue this course
with considerable impunity, or, indeed, with some success for a time ; but it
does not pay in the long run : he is sure, in the end, to have his share of “luck,”
in the shape of “ shooters,” and against them he is powerless, for he can only
hit on the chance of the ball rising.

The ball, too, will constantly, after it pitches, change its direction, or un-
expectedly rise higher than ordinary. Fortunate, in these cases, must the
guess-hitter be who does not “ put up a catch ” for the expectant fieldsmen.

Every ball, according to its greater or less accuracy to the distance of the
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point where it first pitches from the batsman, and to the manner in which it
comes in from the pitch— whether, that is, it rise, twist, or shoot—requires a
totally distinct method of treatment, a different action of the bat, and a diffe-
rent attitude of the body.

As it would be impossible, as | said above, to figure and describe here in
detail every hit upon the ball, the leading and representative hits only have
been delineated and described, while the less marked variations have received
only a passing, but perhaps amply sufficient, notice.

Hits.— The accompanying Diagram C will show, without need of further
explanation, all the hits that are on the ball.

The hit is said to be made on or offas the ball is driven into the field on the
left or right side of the batsman as he faces the bowler.

Stip.— Properly speaking, slip is not a hit at all, inasmuch as the ball
acquires no additional impulse from the bat ; it is only from fast bowling that
it can in any way be of much effect in obtaining runs. In order to make it,
the batsman has only, in case of a rising ball, to let a ball passing a little wide
of the off stump (i.e.,, the stump farthest from the batsman, the others
being called “ middle” and “leg” (glance from his bat, and, if it have any
speed, it will do the rest for itself. He must, however, be very careful, in
doing this to a rising ball, to slant the
handle of his bat well over the ball, so
as to play it on to the ground before it
reaches the ready fingers of “ short-slip,”
who else may bring his innings to an
untimely close.

If the ball be along the ground, the
bat should be brought down hard upon
it, and more of a hit attempted. This
will, in all probability, drive it between
“slip proper” and “cut,” where the field
is generally somewhat unguarded.

If a low or ground ball be some six

inches or so wide of the wicket, a modi-
fication of the “ slip” may be advan-
tageously employed. The striker must
wait until the ball is well up, and then,
stepping back with his right foot, and
facing in the direction of “ cut,” bring
the bat down upon it with a sharp, quick
action of the wrists ; the ball will fly off
in the same direction as the preceding.
If well timed and skilfully executed,
this hit is most effective. Its technical
name, somewhat expressive, but far
from graceful, is “ snicking.”

Cut.— The cut proper (Fig. 6) is not
employed so freely now, in these days
of round-arm bowling, as it used to be in the olden days of underhand, not
because the requisite skill is wanting, but because the present style of bowl-
ing does not favour its use ; none the less, it is a useful variation to know and
to practise, for there are some balls, especially if the bowling be in any de-
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gree loose, which can be effectively hit or, in cricket parlance, “ made use of”
in no other way.

The cut is only suited to a ball somewhat to the off, and should, except by
a skilled player, be only attempted with one that is distinctly at least three or
four inches wide of the off stump ; a ball much nearer to the wicket can be
much more safely, and mostly quite as effectively, played with an Upright
bat.

The cut proper is made by dropping back the right foot towards the wicket,
throwing the bat back over the right shoulder, and then lashing at the ball
just as it is passing the wicket. Some players, in delivering the cut, employ
a quick motion of the wrist: this hit is very neat in appearance, and possesses
this advantage over the former, that it can be made more quickly, and there-
fore allows more time to judge the ball and to guard against accidents ; it has
not, however, the driving power of the cut proper, and is, therefore, less effec-
tive. The cut proper can only be made from a rising ball.

The other variety of the cut is, on the whole, preferable to the above. It
is suited to any off ball that “ gets up” at all from the ground ; it is much
safer, as it always offers a straight bat— the great desideratum of all true
defence—to any twisting or other dangerous peculiarity of the ball, and at
the same time, especially with a tall player, it is little less effective in propelling
power. It has this further recommendation, too, by no means to be despised,
that it gives the batsman a greater power both of playing down the ball and
of “ placing” it.

Cover-hit.— This hit is useful with an over-pitched off ball. Let the young
player play hard forward at the pitch, in the attitude of Fig. 3, stepping, of
course, slightly across the line of wickets with his left leg, and the hit will re-
sult of itself. To avoid accidents in the way of catches, the handle of the
bat should be brought well over the ball.

To give full efficiency to this and all similar hits, the bat must be grasped
tightly in the hand, and the ball not only struck, but pushed vigorously forward
by a combined action of the right arm and shoulder, after the manner ofa
shoulder-hit in boxing.

Harrow Drive, Off-hit, Forward Drive, On-hit.—A ball is said to
be driven when it is sent back from the bat in, or nearly in, the direction
in which it came; all the above, therefore, come under the category of “ drives.”
They are all the result of the same form of play, and derive their distinct
names solely from the direction in which the ball is propelled.

An over-pitched ball somewhat nearer in line of the offstump than for
cover-hit, would go for harrow drive ; one on, or almost on, the off stump, for
off-hit; one quite straight, for forward drive; and one a little to leg (i.e., either
in a line with or a little wide of the leg-stump), for on-hit.

If the ball be only a little over-pitched, the hit may be made as in cover-hit ;
but if pitched well up, so that the point at which it takes and leaves the ground
is well within the batsman'’s reach, he has two choices before him—either, with
the full swing of his bat, to pick it up at the “ half-volley,” that is, just as it
rises from the ground—the most effective method of hitting a ball—and lift
it well over the heads of all the outlying fieldsmen—a magnificent and telling
hit, if successful ; or, by stepping a little forward with his left foot, bring his
left shoulder well over it, and drive it all along the ground.

The latter of these two, though less showy, is in general quite as effective,
and assuredly infinitely safer. They are both valuable in their degree, though
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to the young beginner the drive along the ground is more particularly com-
mended for practical use. The soaring hit may occasionally be dangerous : the
drive along the ground is always safe.

Some players will even go forward to meet some balls, and, taking them at
half-volley, make over-pitched balls of them. This, however, is only safe on
a perfectly true ground, and hardly even then; for a mistake, it should be
remembered, can hardly fail to be fatal. Perhaps the chief peril of this “ going-
in” lies in its extreme fascination. A successful hit is at once so brilliant and
so profitable— for the ball is sent to the least guarded part of the field— that
the temptation is almost irresistible to try the same hit again; and in cricket,
as in other matters, success has a strong tendency to make men rash. It is
extraordinary how many wickets are lost, even in our great matches, through
this “ going-in.” It is, however, a useful variation; and, with loose bowling,
piles up the runs at a ruinous rate. Of course, if there be no wicket-keeper,
more liberties may be taken.

Mid-wicket Hit is either a variety of the on-hit, and is the result of pre-
cisely similar play on the part of the batsman, a little extra wideness of the
ball to leg carrying it out into mid-field-on in-
stead of long-on ; or it is brought about by the

Cambridge Poke (Fig. 7)—so called from
its invention and principal cultivation being
assigned to the credit of the Cambridge players.

It is, as will be seen, not a very elegant style
of hitting, but, with those who have acquired a
mastery over it, it is far from ineffective; but,
on the whole, it is scarcely of such utility as to
make it worth the beginner's time and trouble
spent in learning it—the more so, that almost
any ball which can be met by the Cambridge
poke can be played with equal ease, accuracy,
and success in other and more ordinary forms.

Square Leg, like many other hits, may be
made in two ways, either by meeting forward,
with a straight bat, a ball a little wide of the
leg-stump, thus causing it to fly off almost at
right angles to its former course, oras in Fig. 8,
by stepping out with the left foot, “ swiping”
round at the ball, the bat pointing directly to
the pitch. This latter is a very effective hit,
and, if care be taken to hit rather over than
under the ball, and thus avoid the fatal error
of “skying” it, areasonably safe one. The same
form of hitting will, if the bowling be fast, and
the ball be hit a little late, result in Long Leg.

But the surest, safest, most effective, and most brilliant method of hitting leg-
balls, specially suited for those pitched well up, is, with both feet planted firmly
on the ground, the left about a foot or a foot and a half in front of the right,
its toe pointing to the bowler, to swing the body and shoulders round on the
hips, and catch the ball with full sweep of the bat just on the point of pass-
ing. To do this with fullest effect, the body should be drawn up to its full
height, and the whole frame well balanced and set firm on both feet. A slight
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rise and fall on the toes just at the moment of striking imparts considerably
additional impetus to the sway of the bat.

D raw.— Like “ slip,” this hit depends mainly for its effect upon the speed
of the bowling. A ball on, or scarcely wide of, the leg-stump is met with a
full, straight bat, as in the attitude of back play (Fig. 4). A slight action of
the wrist, impossible to describe, but easy to exemplify practically, just at the
moment of contact, confers much additional life to the ball.

Draw, of course, will only be employed when the pitch and character of the
ball render it difficult to make use of it otherwise.

Before we take leave of the subject of hitting, we would again remind the
young player that, to be of any continued good service, all hitting, even of the
most brilliant kind, must be subordinated to a rigid defence. It is of no use
to have the knack of hard hitting, if the first straight ball finds its way to the
wicket, and puts a stop to all hitting whatsoever.

Many a fine hitter bewails his bad luck in not getting some of that loose
bowling he sees an inferior player knocking about at will, when he should in
truth blame his bad play in not keeping his wicket up, and thus getting the
chance that has fallen to another. Let a man only keep his wickets up long
enough, he is sure to have a sufficiency of loose balls to afford ample scope
for his hitting capacities.

The young player must beware of taking a fancy to one particular hit, and
practising that to the detriment of others. All are equally valuable in their
place, and deficiency in any one point is certain to tell disadvantageously in
the long run. Moreover, a man of one hit soon becomes known; the field is
set accordingly, and his speciality completely neutralized ; whereas a player
with a fair average power of hitting all round is always dangerous, for no
arrangement of the field, however skilful, can by any possibility guard every

point, and where the field is weak, there will the all-round hitter be careful to
send the ball.
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The learner should endeavour to find out the weak points in his hitting, and
endeavour to strengthen them by careful practice and imitation of better
players. His strong points he need not trouble about— they will take care of
themselves.

And, lastly, let me repeat the injunction to hit hard : try to make every run
a six, and it will surprise you how many threes and fours you will make. A
hard hitter is always dangerous at a critical moment : in a match, a hard hitter
will often save the game, purely by the force of his hard hitting. Therefore,
above everything, when you do hit, hit hard.

Bowling.

The art of bowling naturally divides itself under two heads, underhand and
round-arm. The earliest bowling was entirely underhand, and so it continued
even within the memory of living men. The round-arm at first met with much
opposition, but gradually forced its way, until, a few years back, underhand
bowling was almost driven from the field, and, except in county elevens, was
scarcely to be heard of; but of late years it has come back into favour, and
asserts almost an equality with the round-arm, until now no eleven is consi-
dered complete without at least its one underhand bowler.

As every cricketer should be able to bowl as well as bat and field, the
young beginner should early devote his attention to the subject. His first
consideration must be of style, whether he will bowl underhand or round-arm.
In coming to a conclusion on this point, he must take many things into consi-
deration.

Does round-arm come natural and easy to him? Waill he have time for the
unremitting, sedulous practice which alone can make him a proficient ? and is
he likely in after-life to be able to keep it up? If he cannot answer these
questions in the affirmative, he will do well to rest satisfied with under-
hand. There is not so much éclat attached to it as to round-arm, especially
amongst juvenile players. But it is surely better to bowl in a style which, if
somewhat despised, is yet difficult to play, and get wickets, than not to bowl
at all, which is the actual position of the large majority of so-called round-
arm bowlers. They can hurl the ball at the wicket after a fashion which
they are pleased to call bowling, and may occasionally deliver a good ball,
and may often too—for bad bowling makes bad batting— find their way to the
wickets ; but they cannot bowl, and, what is more, they never will.

No bowllng is worthy of the name which is not mainly straight on the
wicket ; and no bowler deserves the name who does not add to straightness
accuracy of pitch, and possess the power of varying it at pleasure. Yet what
proportion of the so-called round-arm bowlers one meets on every cricket-
ground have mastered even this first preliminary of reasonable straightness?
while on every village green may any day be seen three or four underhand
bowlers, mere country clodhoppers, who will deliver ball after ball dead upon
the middle stump, with a certainty of pitch and a regularity of action that
would make the fortune of half your amateur round-arm bowlers.

The case, then, rests thus : If the beginner have not a reasonable prospect
of attaining fair proficiency in the round-arm, it is better to become an average
underhand bowler than to form one of the large army of failures in round-
arm—not to take into consideration the possibility of perhaps attaining to a
place amongst first-rate underhand bowlers.

The subject has been thus treated at length to impress upon the young
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reader the importance of making a good choice inthe matter of bowling, to
prevent his risking a failure where success might otherwise be possible.

Wherever practicable, the advice of older and more experienced players
should be asked and acted upon in this choice of style. Where such advice
is not to be had, the young player must fall back, as we all must, sooner or
later, upon his own judgment; only, when he has made his election, he*must,
if he hopes to excel, confine himself to the practice of that style, and that

alone. Nothing is more certainly fatal to
the attainment of true excellence in this
department than an ambitious attempt to
master two styles at once.

A good style of bowling—and the same
may be said of batting— is only to be at-
tained by training the muscles of the body
into one unvarying system of action ; and
this can be effected only by- continuous
practice in one form, and one form alone.
The simultaneous practice of two or more
styles can only result in another illustration
of the truth of the old adage, “ Jack of all
trades, master of none.”

Round-arm.— The bowler must take
the ball, not in the palm of the hand,
but in the fingers only, the thumb being
only employed to retain it in its place. He
must then advance, more or less swiftly,
according to his style, with a pace half-run,
half-walk, and, with a horizontal swing of
the arm straight out from the shoulder,
launch the ball at the opposite wicket, just
as he strides, left foot first, across the bowl-
ing-crease. ,

The ball should not be allowed to leave
his fingers all at once, but should be made to roll off them, as it were, receiving
just at the last moment of contact a final impulse from their tips. This imparts
to it a spinning motion, which, when it touches the ground, will make it ny off
suddenly at an angle, just as does a top from a wall, to the great discomfiture
of the batsman.

The bowler should accustom himself always to bowl from exactly the same
distance behind the wicket (he will find it a useful plan to mark his starting-
point with a stick or straw), and should always take precisely the same number
of steps in his advance ; his body should be erect and well balanced, and his
eye fixed steadily upon the opposite wicket: above all, his movements, how-
ever rapid, should be unhurried, perfectly steady, and under complete control.

Accuracy of direction is, of course, the first and most important require-
ment in bowling ; but straightness alone will avail little, if attention be not
also paid to accuracy of pitch.

A ball coming directly from the bowler’s hand to the wickets, technically
termed “ a full pitch” or “ toss,” is, of all balls, the easiest for the batsman to
judge and hit away; and one that takes the ground little more than half-way
between the wickets (a long hop) is scarcely less simple.
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All that the batsman requires is time, and that the bowler must make it his
special care not to give him.

The most difficult ball for the batsman to hit, and therefore the ver) best
for the bowler to send him, is one that pitches from four to eight feet in front
of the popping-crease. This distance varies with the pace of the bowling : the
slower the pace, the nearer must the ball be pitched to the crease, and vice
versd. It varies also with the height and style of the striker : a tall player
with a good forward reach leaves the bowler no option but to pitch shorter.

Balls pitched within these limits are called length-balls.

The learner will find it good practice to mark, with a piece of paper or a
dab of chalk, the exact spot on which his ball ought to pitch to be a good
length, and steadily set himself to acquire the art (for it is to be acquired) of
dropping the ball either upon or close upon this mark with unvarying certainty.

However simple his style may be in other respects, this accuracy of pitch
and direction will always render him formidable to any batsman.

In bowling, it must be kept in mind that every batsman has his strong and
weak points : one man, for instance, is a hard leg-hitter, but weak in defending
his off stump, while another can play well forward, and another only back;
and the bowler must give his whole mind to find out these strong and weak
points, to avoid the one, and persistently attack the other.

There is one maxim more for the bowler, perhaps the most important of all.
“ Always pitch as near to the striker as he will let you.” The nearer he allows
the ball to pitch without hitting it away, the less time does he get to judge it
after the pitch. If he allow it to come too near, his play is cramped and
his hitting powers paralysed.

A really first-class bowler will, to this intent, pitch nearer and nearer to the
batsman, creeping in inch by inch, until he finds out the exact spot beyond
which he dare not go, and, having thus decided it to his satisfaction, will
methodically settle down to work upon it with undeviating pertinacity, until
the fall of the wicket crowns his labours.

Men have been known, in this manner, to wear away the turf in a bald
patch, by the reiterated pitching of the ball in the same spot.

The bowler will find it well to study the art of varying the speed and the
curve with which the ball passes through the air, without making any corre-
sponding visible change in his action. Nothing is more deceptive, and, there-
fore, more fatal to the batsman, than ajudicious unexpected variation of pace.

The great art consists, not in constant changes— for then the batsman is
on the alert—but in allowing him to get used to one particular pace, and then,
with the second of two balls, following each other in rapid succession (it loses .
half its effect after a hit), suddenly increase or slacken the pace : the fall of
many a wicket will reward this manceuvre. Only it must be borne in mind that
the attempt must not be too often repeated, or it will defeat itself. Nor must
the change of pace be too palpable, for the sole object is to catch the batsman
unawares.

A very slight increase or decrease of velocity is quite sufficient for all pur-
poses; the change, too, is thus less easily detected, and therefore infinitely
more deceptive and destructive, than more extreme variation.

Underhand.—The above observations, so far as the art of bowling is
concerned, will apply equally well both to underhand and round-arm. It will
not, therefore, be necessary to offer any extended observations upon under-
hand as a speciality.
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It is in the delivery of the ball only that the distinction between the two
styles lies ; and all the aboyé directions hold good, with the exception that, in
the act of launching the ball, the arm swings perpendicularly from the shoulder
like a pendulum, instead of being swung round horizontally. All the direc-
tions as to pitch, &c., apply equally to both.

The beginner need not think that, in taking up underhand, he «must of
necessity sacrifice pace. “ Underhand ” and “ slows” are not necessarily con-
vertible terms. There was very fast bowling to be had long before “ round-
arm ” was even thought of; and at this present time may be found in all parts
of the country many an underhand bowler whose pace need not shrink from
comparison with that of any but the very Tarrants and Jacksons of the
round-arm school.

Bias-Bowling.— Bias-bowling, if good, is not only hard to hit, or even to
stop; it has in addition agreat knack of flying off the bat in unexpected
directions, and so giving “ chances” to the field, the chief places of danger
being at the wickets and “ point;” it is very difficult, too, to hit effectually
without in some sort “ skying” the ball; and as the field (see Diagram C,
p. 136) is mostly in front of the wicket, the ball can scarce escape being
caught.

Tghe bowler should take special care to make the out-fielders stand deep;
it is a common fault to stand in too near, and thus not only runs, but many
catches, are lost: and, above all, a bias-bowler must himself be almost ubi-
quitous between the wickets to field his own bowling.

It would be very difficult to describe, in a thoroughly intelligible manner,
the various methods by which bias Is imparted to the ball ; but, though diffi-
cult to describe, the peculiar turn of the wrist and play of the fingers is
wonderfully easy to exemplify practically, and almost as easy to acquire. The
difficulty lies in combining the bias with accuracy of pitch: any cricketer
could furnish the requisite information, and to such source must | refer the
young aspirant to bowler’s fame.

As long as the ball, in passing from the bowler’s hand, deviates neither to
the right nor to the left from the right line, but depends solely for its efficiency
upon its pitch and straightness, a “ good bat” will find comparatively small
difficulty—on good ground, that is— in defending his wicket ; but, if it can be
made to fly off from the pitch at an angle more or less decided, its dangerous
qualities will be enormously enhanced.

Most bowlers in some sort impart this bias or twist to the ball ; but there
are many— and the number is rapidly increasing— who concentrate their
attention almost solely upon this one quality, as, for instance, Old Clark, in
days gone by, and V. E. Walker, E. M. Grace, R. C. Tinley, &c., in our own
times.

Space would fail me to enter fully into the subject of screw-bowling: a few
short hints must suffice. .

First, as topace. Medium pace possesses a great advantage over fast, in
the power it gives the bowler ofvarying the curves with which it passes through
the air, and thus deceiving the batsman by altering the pitch without his per-
ceiving it ; for he naturally, at first sight, expects a ball that rises high in the
air to come farther than one of lower flight, and may often be thus led into
fatal error. -

But it is in bias-bowling that the superiority of medium pace chiefly lies.
Of absolutely slow bowling | do not speak; for on good ground, and against
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anything like scientific and hard-hitting batting, it is the most egregious failure
possible, and, indeed, any player with a good eye and a strong arm may do
with it pretty much as he will; therefore, | at least will none of it. In very
fast bowling the ball merely glints on and off the ground so rapidly, that any
spin it may have upon it has hardly time to act, whereas a slower ball not
only gives more time for the ball to “ bite ” the grognd, but, falling more per-
pendicularly, actually takes the ground in a more advantageous manner.

The slower the ball, then, the more effective will be the bias ; but pace and
bias combined are the great desideratum, and each bowler must find out for
himself the point at which he obtains most effect; only be it remembered
that any very exceptional twist— save, perhaps, now and then as a surprise—
is quite unnecessary, nay, even undesirable—a break of a few inches, six or
seven, being quite sufficient for all ordinary purposes.

A ball is said to “ break in” when it pitches to the leg side and turns in
towards the wicket, and to “ break back” when it pitches to the off side and
comes in. The latter is by far the more dangerous bias, and a man who has
such a command of the ball as to make it “ break in” or “ back” at pleasure
may do pretty well what he likes with the batsman; only be it remembered
that the most perfect accuracy of pitch is indispensable to success. Loose
bowling is always bad : in fast bowling the very pace may prove its safety;
but, with medium pace, pitch alone can yield it immunity from punishment.

Fielding.

The art of fielding, though of no less importance than that of batting and
bowling, and an acquirement of paramount and vital necessity to the would-
be cricketer— without which, indeed, cricketing itself would cease to be— yet
it dobs not, for its due inculcation, demand or, indeed, admit of the same ex-
tended and detailed instruction as has been above bestowed upon these, its
compeers.

With the single exception of the wicket-keeper, and perhaps in some degree
also of the long-stop, it makes little or no difference to the player, so far as
the theory of the art is concerned, what place he may take inthe field. “ Out-
fielding,” it is true, makes greater demands upon one set of qualities, as speed
and hard throwing, and “ in-fielding” upon another; but, in all, the duties
required are the same—to stop the ball, catch it if possible, and return it with
all speed to the wickets; and, in performing these three fuhetions—whether
the player be far out in the field or close in to the bat—his action and attitude
will be, and must of necessity be, the same.

A short general summary, therefore, of the various methods of practical
fielding— of catching, stopping, and throwing—and a few concise details as to
the special peculiarities of the several places in the field, will be all that the
young learner will need to set him in the way of at least making a beginning
in this indispensable art.

Catching.—The ball may be caught either with one hand or two : the
latter is, of course, the easiest and safest way. To catch with both hands, it
is well to wait till the ball is just within reach, and then thrusting out the
hands well forward, with the fingers extended, to receive it into them as into
a bag or net, at the same time allowing the hands to yield, more or less, in
proportion with the speed of the ball.

The hands should not be extended too soon, or the arms become rigid and
less able to bear the shock of the ball : it is less easy, too, to correct any error

10
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that may have been made in judging the flight of the ball. A golden rule in
all catching is to hold the hands in readiness, and dart them out from the
side at the very last moment.

If the ball come in lower than the chest, the hands should receive it as in a
cup, palms uppermost, little fingers together and slightly overlapping: if it
come above the chest, the hands must be formed in the same manner'; but the
thumbs must now be brought together, instead of the little fingers, and the
fingers must point upwards.

Great care must be taken never to allow the fingers to point in the direc-
tion in which the ball is coming, under penalty of risking highly unpleasant
fractures or dislocations.

In catching with one hand the same general principles will apply: the ball
should be received well into the palm.

The beginner should specially study catching, and indeed all points of field-
ing, with the weaker hand ; the other is sure to go right.

Stopping.—A ball stopped in mid-air comes under the category of catches,
for which instructions are given above. In stopping a ball along the ground,
the player must, if possible, get in front of the ball, and, just as it reaches him,
draw his heels together as in the position of “ attention,” and reach down
suddenly to it— his hands in the first attitude given for catching, the fingers
being pointed to the ground ; the very motion of the ball will help to close
the fingers upon it. The main difficulty here is to time the ball— a difficulty
only to be overcome by practice.

The beginner must also learn to pick up the ball, in like manner, in the
right or left hand as it passes him, to run across the path of a ball at an
angle, and stoop and pick it up without stopping, to take the ball at half-
volley, i.e., just at the bound within a few inches of the pitch (a very difficult
matter), and to throw it in. Many other ways will naturally occur to him in
practice, which need not be more particularly dwelt upon here.

One rule of good fielding requires specially to be dwelt upon. When the
ball is sent towards any fieldsman, he must not wait for it to reach him, but
must run swiftly forward, scoop up the ball without stop or hesitation, and,
continuing his run towards the wicket, send it in sharply home. As every
second lost in the field is so much added to the batsman’s chance of a run, so
every second saved is so much taken from it, and so much pure gain to the
outing side.

T hrowing.— The out-fielders will, of course, throw in the usual way (it
need scarcely be described); but the in-fielders should practise a quick, sharp,
underhand throw.

In all throwing, there are two objects to attain— one to get the ball in as
quickly as possible, and the other to send it in in the manner most convenient
to the wicket-keeper; both these requirements are fulfilled when the ball is
sent as straight, i.e., with as little curve in the air, as possible to the top of
the stumps. If the distance be too great to do this with certainty, it should
be made to pitch some ten or fifteen yards from the wickets, and so come in
a long hop.

Accuracy of return to the wickets is one of the first requisites of good field-
ing, and should be cultivated accordingly.

All “wild” throwing is to be eschewed ; but, above all, let the fieldsman

beware of throwing in to the wicket-keeper’s toes, which is, of all bad ways,
the very worst.
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The young player must not think, as it has been too much the fashion of
late to think, that good fielding is of less importance than batting; still less
must he fall into the habit of those half-hearted cricketers, unworthy of the
name, who look upon all fielding as a bore.

Let him bear this in mind, that “ a run saved is a run gained.”

Now, the very best bat is never sure of making even a single run, while
even a moderate field is certain to save a great many; so that, comparing a
good “ field” and a good “ bat” together, the “field” will generally in the long
run be found to have been of most service to his side.

Fielding, moreover, is first-rate practice for batting, so that the young
player need not suppose that all the time he devotes to the one is taken from
the other ; while, on the contrary, practice in batting is of next, to no assistance
in fielding.

Let the young cricketer’s first ambition be good fielding and bowling, and
the batting will follow as a natural consequence.

In discussing the specialities of various places in the field, the accompany-
ing diagrams, D and E, show the field placed for fast and slow bowling re-
spectively. More than the usual eleven places are given in each, to allow for
the changes that may be necessitated by peculiarities in the bowling or batting.

LONG-field requires quick running, hard throwing, and certainty m catch-
ing balls hit hard and far through the air. To be of any real service, long-
field must be able to “ cover a great deal of ground,” that is, be ready and
active in his movements, so as to make it impossible for a ball to pass on
either side nearer than 20 or 30 yards, or to make one falling anywhere within
that distance a certain catch.

He must stand well out, that the ball may not be hit over his head : no
greater mistake can be made than standing too far in. A good field can stand
a surprising distance out. and yet save the second run: he is not placed to
save the one, and so need not trouble himself about it.

To stand well out, watch the ball, and be ever on the alert, are the chief
requisites of a good long-field.

The same remarks apply to all the out-fieldsmen. Cover-point and long leg
will find that the ball, when it takes the ground, has a tendency to curl or
twist at a sudden angle, and in both cases in the direction of the long-stop;
that is, with cover-point, a ball coming to his right, might break away and
pass to his left, while with long leg a ball coming to the left might pass to
the right. The same holds good of point, third man, the slips, square leg,
and draw.

In all these places, therefore, the player must be on the look-out for this
peculiarity, and be prepared to meet it, or the ball will assuredly elude him
like magic, and he will find, to his shame and confusion, that he has “ muffed” it.

Point.— This is one of the most important places in the field ; with some
bowling, the most important.

A good deal of misapprehension exists about the place and duties of point
The real fact is, they shift and vary with every change of bowling and every
change of batting.

With some bowling, point plays close up in front of the bat, with others
almost in the place of short-slip, while fine off-hitting, unless the bowling be
exceptionally true, will drive him right away out into the field.

Point’s distance from the bat must be left to the judgment of each indi-
vidual player. Some are quicker at catching, and can, therefore, stand nearer

10—2
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in than others. A man’s sight, too, varies quite sufficiently to make a per-
ceptible difference from day to day ; one might almost say, from hour to hour.

Point cannot make a greater mistake than by standing in nearer than he
can see to catch with certainty. The catches he might by possibility lose by
standing farther out will be more than compensated for by the increased
number of runs he will be enabled to save.

Point and all the near-fieldsmen must watch the ball all the way to the bat,
and hold themselves in readiness to spring to either side, or up in the air from
either foot, without an instant’s thought or hesitation, or to dive down and
stop the ball, as it comes spinning and curling off the bat, with both or either
hand indifferently.

Great alertness, activity, and concentrated attention are indispensable
qualifications of a near-field.

Long-stop has a great burden laid upon his shoulders ; for not only has he
to stop and return every ball that passes the wicket-keeper—no slight labour in
itself—but every mistake he makes, with sharp men at the wickets, counts
one or more against his side.

His vigilance, therefore, must never for one moment tire or slacken : though
all the rest of the field take it easy, he alone and the bowler can know no re-
laxation or remission.

With good ground, true bowling, and fair wicket-keeping, the long-stop’s
post need not be a very hard one; but should there be failure in any one of.
these items, especially the two
former, his place at once becomes
the hardest and most responsible in
the field.

In any case he must study to field
every bail “ clean,” that is, to take

. it at once into the hands, without
any fumbling or clumsiness. A ball
fumbled is a safe run, if the striker
be only on the alert.

To be really good at long-stop, a
man should be able to pick up a
ground ball as it passes, with either
hand, right or left, with the same
ease and certainty as he would with
both.

Instant return to- the wicket-
keeper should be invariably prac-
tised. Dallying with the ball not
only wastes time— of which, in most
matches now-a-days, there is not
too much—but it very often gives a THE wicket-keefee.
chance of a wn, and it certainly en-
courages the striker by a show of slowness in the field. _

W icket-keeper stands close behind the wicket, in a stooping posture, the
right foot advanced and close upon the wicket, the hands held in readiness
for the ball just in rear of the bails, the head brought down till the eyes are
within a foot at most of the top of the wickets.

The ball, as it is taken, should be invariably, and as part of the same action,
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brought to the bails, so that a mere turn of the wrist may take them off
should the striker offer the least chance of a “ stump out.”

Every ball that can be taken should be taken, if only for the sake of saving
the long-stop; but the wicket-keeper will do well to exercise a little discretion
with balls that are almost out of reach, since, if he fail to handle them satis-
factorily, he may, instead of stopping them, only succeed in defleefing them
from their course, and thus, perhaps, send them out of the reach of the long-
stop too.

ﬁ‘ the long-stop knows beforehand that balls passing outside a certain point
will be left to him, he will find no difficulty in meeting then).

Great care must be exercised that too great eagerness in taking the ball do
not lead the wicket-keeper into violating the 35th rule.

When the ball has been hit, or in any other way a run is being attempted,
the wicket-keeper must at once place himself so that the wickets are between
him and the ball. This enables the fieldsman to detect at once the where-
abouts of the wickets—a very important point—and also gives the ball, if well
thrown, a chance of hitting the wickets before it reaches his hands.

This rule of getting behind the wickets, though of the first importance, is
one that is more commonly neglected, to the loss of many a good “ run-out,”
than it is observed ; it requires, therefore, to be the more strongly impressed
upon the young learner.

A few words of parting advice. Whatever place is taken, whether batting,
bowling, or fielding, the player should give his whole mind to the duties and
responsibilities thereof.

The companion of the striker should remember that the score depends
almost as much upon his promptitude in backing up, as on the hitting powers
of his vis-a-vis.

In running, the first run should be made with rapidity and decision, the
bat grounded just over the crease, and the body turned and held in readiness
for the next, should the chance occur. The runner should never overrun his
crease, unless in the last extremity; the bat in is quite sufficient.

The yard or so thus gained in turning may make all the difference between
a run made or a wicket lost.

At practice the young player is earnestly exhorted to eschew all loose knock-
ing about of the ball : wherever and whenever practicable, sides should be
chosen and a game made.

The really useful practice for batting, and for bowling too, though in a less
degree, is in actual playing for runs.

If sides be not to be had, the bat and ball had better be resigned to those
who are less patient of advice, and a good spell taken at long-stopping or
other fielding.

Loose practice forms loose habits, and it is easier to form a dozen new
good habits than to break through one bad one already formed.

The game should be always played with full vigour— umpires, creases, &c. ;
in this way, observance of rules becomes second nature. ..

The decision of the umpire, however it may go against the grain, should
always be obeyed at once, and without comment; remonstrance, if any be
needed, is the part of the captain of the side.

Last, though perhaps not least, whatever be the player’'s fate— tun out,
caught, bowled, stumped, even if it be first ball—he should, above all things,
keep his temper. An easy temper is a tower of strength.
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E now turn to games which may be played indoors. Of course, many
W of them may be played, and are played, out of doors ; but as they can
be played under shelter, they are here mentioned, so that in wet weather the
boys who read this work may know how to find amusement.

GAMES WITH MARBLES.

We will begin at the beginning, and describe the marble itself. This toy
is seldom now made of marble, only a few, which are called “ alleys,” being
made of different coloured alabaster. These are the most valuable, and are
always reserved to be used as “ taws,” i.e., the marble actually used by the
players. In our younger days, a pure white alley with delicate pink streaks
was considered the very best taw that could be procured, and we used to
place an almost superstitious reliance on its powers.

Next to the alley comes the stone marble, or “ stoney,” which is made of
some hard stone, and which is generally as round and smooth as an alley,
though not so pretty. Stoneys are often of different colours, though a plain
grey is perhaps the best. They answer very well for taws.

Next come the common or clay marbles, which are only made of clay rolled
into a sort of roundness, and then baked. They are usually called “ common*
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eys,” or “ clays,” and can be bought at a very cheap rate. There is also a
very large marble, mostly of pottery-ware, nearly as large as a tennis ball, and.
painted of different colours. This is called a “ bounce,” or “ troller,” and is
of little real value, not being used in the legitimate games, and being too
large to be properly “ shot.”

Shooting the Marble—We lay great stress upon this point, as the proper
mode of holding and shooting the marble seems to be sadly neglected. Boys
have got into a lazy way of throwing or bowling the marble, a practice which
was not allowed “ in the days when we were young.” We had to *“ knuckle
down” fairly, and if the hand moved forward, the opponent would not allow
the shot to be a fair one

In order to hold the marble properly, place the hand as shown in the illus-
tration ; the tip of the thumb being held under the bent middle finger, while

the marble rests upon the tip of the finger and the joint
of the thumb. By flinging out the thumb with a sharp
movement, the marble can be sent to a considerable dis-
tance; and in a short time the young player will be able
to aim very truly with it. Some boys have a stupid fashion
of holding the marble in the bent joint of the forefinger,
but those who do so cannot send it to any distance, or
with a true aim. We used to call such boys “ muffs,” and to laugh at them
so much, that they soon learned to hold the marble properly.

In shooting the marble, the hand ought not to move forward in the least,
and if it does so the opponent has a right to make the player take the shot
over again. Moving the hand is called “ fubbing,” and we always used to en-
join “knuckle down, and no fubs.” By “ knuckling down” is meant placing
the knuckle of the forefinger on the ground, and not lifting it until the marble
has left the hand.

In our opinion, the king of all games at marbles is Ring-Taw, provided
that it is played fairly and according to rule, as, indeed, all games ought to be
played.

All that is required in this game is a moderately level surface of tolerable
size, and whether the floor be boards, gravel, stone, or cement, does not matter
in the least. Any number can play at it, but when there are more than four,
the game is apt to be rather tedious. Suppose that four players are engaged,

they proceed in the following'Tnanner : They first draw a circle on

the floor, if possible using chalk for the purpose, because it makes
O no groove and shows out plainly. Each player then puts a marble

in the ring, arranging them at equal distances from each other.

Sometimes the player who begins is obliged to put another marble

in the middle of the ring. A straight line is then drawn on the floor
at some six or seven feet from the ring; and from this line, which is called the
“ offing,” “ bar,” or “ baulk,” the players have to start.

The game begins by knuckling down on the offing-line, and shooting the
taw at the marbles within the ring. If one of the marbles be knocked out of
the ring, the player may take it up and shoot again, not returning to the offing,
but knuckling down at the spot where his taw rests.

As soon as he fails to strike a marble out of the ring, the next player begins,
and so on in succession until the ripg is cleared.

This, however, is not the whole of the game. If the taw of any player re-
main within the ring, he is called “ dead,” and is out of the game. He has,
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besides, to put into the ring aIIJ the marbles which he has won, and one also
by way of fine. If, however, the player shoot the last marble oufof the ring,
and his own remain within it, he does not lose, because the fact that the ring
is empty shows that the game is over. Again, if one player can shoot at and
hit the taw of another, he “ kills” his antagonist, who is obliged to hand over all
the marbles which he may have won in the game. If a player Kill the last
opponent, he not only takes his marbles, but gets all those that are left in the
ring.

'Ighere is much more skill in this game than is generally thought. A good
player will not content himself with merely hitting other marbles, but takes
care how he hits them. For example, he will shoot at a marble in the ring,
and strike it so as to lay his own taw near that of an adversary, whom he can
kill. Or, if he be tolerably near another taw, he will hit it in such a manner
as to bring his own taw near the ring. Then, great judgment may be shown
in placing the taw out of danger, and yet near enough to the ring to give a
good chance.

As having the first shot is a great advantage, the players “ lag ” for it, i.e.,
they shoot from the offing-line, and try to put their taws in the middle of the
ring. Whoever is nearest to the centre wins the first shot.

Another method of playing this game is by having two rings, one of six feet
diameter, and another of one foot diameter ; the little
one inside the large one.

In this game the players are aIIowed to start from
any part of the outside circle. The game is played
exactly as the last-mentioned, but with one difference.
No one is allowed to kill an adversary until all have
had one shot. The reason of this rule is, that the
last player would otherwise have the best chance,
because the other players would probably leave their
taws sociose to the line, that they could be easily hit
and killed before they have had a fair chance.

Fortifications.— This is a variety of ring-taw,
and is mostly played in France. Instead ofa simple

ring, the ground is marked out as shown in the illus-
tration, and the players try to knock the marbles
fairly outside the lines.

Each player may start from either of the outside
lines, and must make his first shot at the marbles in
the “ fortress,” i.e., the oblong figure in the middle.

As in ring-taw, if his marble remain within the for-
tress, the player is dead, and places in the fortress
all marbles which he has won. In some places he is
obliged to leave his own taw within the fortress, and
to pay the marbles to the player who drives it but of
the lines. He has also to pay another marble as ransom for his taw.

Pyramids.—This is a good game for teaching accuracy of shooting.

A rather large ring is made— say three feet in diameter—and in the middle
are four marbles, three put closely together; and the fourth on the top, so as
to form a pyramid.

One player is called the banker, and puts the four marbles into the ring.
The other players then shoot at the pyramid in succession from a spot agreed,
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upon by the banker and the players. If they hit it, they receive as many
marbles as they can knock out of the ring; but if they miss, they forfeit one
to the banker for each shot. When all the marbles are shot out, another
player becomes banker, and uo on until all have had their turn.

In some places the banker sits on the ground, with his feet widely apart
and the pyramid between them. The other players shoot at the pyramid at
a stipulated distance, and pay the banker a marble for each shot. If they
knock down the pyramid, they get all the four marbles, but do not have the
marble which was paid for the shot. Therefore, a player who wishes to win
at this game ought to be tolerably certain of hitting the pyramid every other
time.

Die-Marble.—This game is not very unlike the last. Two marbles are
used, one of which is rubbed on a stone until it becomes a perfect cube, like

a die. The other is only slightly squared, so as to form a sup-
port for the die. One player takes charge of the die, and allows
the others to shoot at it from a certain distance. He receives
one marble for each shot. If the die be not overthrown, the
player loses the paid marble ; but if he can succeed in knocking
it over, he receives one marble for each spot on the uppermost
face of the die.

It is better to procure an ivory die than to make one out of a
marble. It is very difficult to make a perfect cube, and if one side be a little
smaller than the others, it is nearly sure to come uppermost.

We do not think very much of this game, because there is too much chance
init. An indifferent player, who only hits the die once in six shots, may win six
marbles, because it falls with the six or “ size ”-side uppermost; and a good
player, who hits it five times out of six shots, may only win five marbles, be-
cause the “ ace” or one-side of the die happens to come uppermost. Still, as
the game is in use in some places, we have inserted it.

Bridge-Board.—This is another game which is arranged on the same
principle as the last, but which is a better game, because there is more skill
and less chance. Instead of the pyramid or die-marble, the banker has a

little bridge, such as seen in the illustration. Nine little arches are cut through
it, each being large enough to allow a marble to pass through easily. The
arches are all numbered from | to 9, the lowest humbers being always in the
middle, and the highest outside.

The players shoot at the bridge from a given distance, paying the banker
one marble for each shot. If the taw pass through either of the holes (or
arches), the player receives from the banker a number of marbles equal to the
number which is written over the arch. If the taw should not pass through an
arch the player receives nothing, and if he miss the bridge altogether, he
pays another marble as a fine.

In order to win the prize, the taw must pass completely through the arch.
The method of testing whether the taw has fairly passed, is by taking a knife-
blade, or a straight piece of wood, and scraping it along the outside of the
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bridge. If it touch the taw in the least, the player is considered to have
missed, and wins nothing.

The banker generally wins at this game. .

Picking Plums.— This game is identical with bridge-board in principle,
but can be played without any bridge. The banker draws a line on the ground,”
and lays nine marbles, or “ plums,” on it in a row, the space between them
being just wide enough to allow two marbles to stand side by side. The
players pay the banker three marbles for six shots, and shoot out the “ plums”
from a stated distance, keeping all those which they can knock off the line.

Sometimes there is no banker, and then the players put on the line one or
two marbles each, as the case may be, and then go on shooting until they have
picked all the plums. This is not at all a bad game, as it teaches accurate
shooting, and the players are not afraid of being killed by their opponents.
It used to be a favourite in our early days.

Three Holes.— This game used to be very popular at one time, and is
not a bad one when the ground is level, and whén there are no large stones
or other obstructions.

The players make three little holes in a row, each hole being about two
inches in diameter and one inch in depth, the distance between them being
three or four feet, or even more, if the players are skilful. A line is drawn
about a yard from the first hole, and answers the purpose of the offing or
baulk-line inring-taw. The players knuckle down fairly at the baulk-line, and

try to shoot their taws into the first hole. If a player succeed, he may try
for the next hole; and the player who puts a taw into all three holes wins the
game and takes all the remaining marbles.

After the players have secured the first hole, they may shoot either at the
next hole or at the taw of an antagonist ; and if they hit him, he is put out of
the game and has to forfeit all marbles which he has won.

The stakes are managed differently in different parts of England. In some
places each player has to deposit a marble for each hole, and this we think to
be the fairest mode. The marbles are put into another hole called the bank,
and taken out when won. If a player be Killed, he forfeits to his successful
opponent all the marbles which he has won ; and if he has not won at all, he
pays one marble as a fine.

Although a player who has not gained the first hole cannot Kill an antago-
nist, he is at liberty to shoot at any taw so as to drive it away from a hole near
which its owner has placed it. A good player will therefore take care, not only
to place his own taw in a good position, but will drive away those of his
opponents which have been placed near either of the holes. It sometimes
happens that a boy wins the game by taking all the three holes in succession,
and sometimes by hitting all his adversaries in succession, only taking the first
hole. Generally, however, the game is won by a judicious combination of
taking holes and killing opponents.

There is, perhaps, no game which is played in so many ways as three holes.
It is in use in almost every school in England, and in almost every school



- INDOOR GAMES.

upon by the banker and the players. |If they hit it, they receive as many
marbles as they can knock out of the ring; but if they miss, they forfeit one
to the banker for each shot. When all the marbles are shot out, another
player becomes banker, and so on until all have had their turn.

In some places the banker sits on the ground, with his feet widely apart
and the pyramid between them. The other players shoot at the pyramid at
a stipulated distance, and pay the banker a marble for each shot. If they
knock down the pyramid, they get all the four marbles, but do not have the
marble which was paid for the shot. Therefore, a player who wishes to win
at this game ought to be tolerably certain of hitting the pyramid every other
time.

Die-Marble.—This game is not very unlike the last. Two marbles are
used, one of which is rubbed on a stone until it becomes a perfect cube, like

a die. The other is only slightly squared, so as to form a sup-
port for the die. One player takes charge of the die, and allows
the others to shoot at it from a certain distance. He receives
one marble for each shot. If the die be not overthrown, the
player loses the paid marble ; but if he can succeed in knocking
it over, he receives one marble for each spot on the uppermost
face of the die.

It is better to procure an ivory die than to make one out of a
marble. It is very difficult to make a perfect cube, and if one side be a little
smaller than the others, it is nearly sure to come uppermost.

We do not think very much of this game, because there is too much chance
init. An indifferent player, who only hits the die once in six shots, may win six
marbles, because it falls with the six or “ size ”-side uppermost ; and a good
player, who hits it five times out of six shots, may only win five marbles, be-
cause the “ ace” or one-side of the die happens to come uppermost. Still, as
the game is in use in some places, we have inserted it.

BRIDGE-BOARD.— This is another game which is arranged on the same
principle as the last, but which is a better game, because there is more skill
and less chance. Instead of the pyramid or die-marble, the banker has a

little bridge, such as seen in the illustration. Nine little arches are cut through
it, each being large enough to allow a marble to pass through easily. The
arches are all numbered from | to 9, the lowest numbers being always in the
middle, and the highest outside.

The players shoot at the bridge from a given distance, paying the banker
one marble for each shot. If the taw pass through either of the holes (or
arches), the player receives from the banker a number of marbles equal to the
number which is written over the arch. If the taw should not pass through an
arch the player receives nothing, and if he miss the bridge altogether, he
pays another marble as a fine.

In order to win the prize, the taw must pass completely through the arch.
The method of testing whether the taw has fairly passed, is by taking a knife-
blade, or a straight piece of wood, and scraping it along the outside of the
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bridge. If it touch the taw in the least, the player is considered to have
missed, and wins nothing.

The banker generally wins at this game.

Picking Plums.— This game is identical with bridge-board in principle,
but can be played without any bridge. The banker draws a line on the ground,’
and lays nine marbles, or “ plums,” on it in a row, the space between them
being just wide enough to allow two marbles to stand side by side. The
players pay the banker three marbles for six shots, and shoot out the “ plums”
from a stated distance, keeping all those which they can knock off the line.

Sometimes there is no banker, and then the players put on the line one or
two marbles each, as the case may be, and then go on shooting until they have
picked all the plums. This is not at all a bad game, as it teaches accurate
shooting, and the players are not afraid of being killed by their opponents.
It used to be a favourite in our early days.

Three Holes.— This game used to be very popular at one time, and is
not a bad one when the ground is level, and when there are no large stones
or other obstructions. .

The players make three little holes in a row, each hole being about two
inches in diameter and one inch in depth, the distance between them being
three or four feet, or even more, if the players are skilful. A line is drawn
about a yard from the first hole, and answers the purpose of the offing or
baulk-line in ring-taw. The players knuckle down fairly at the baulk-line, and

try to shoot their taws into the first hole. If a player succeed, he may try
for the next hole ; and the player who puts a taw into all three holes wins the
game and takes all the remaining marbles.

After the players have secured the first hole, they may shoot either at the
next hole or at the taw of an antagonist ; and if they hit him, he is put out of
the game and has to forfeit all marbles which he has won.

The stakes are managed differently in different parts of England. In some
places each player has to deposit a marble for each hole, and this we think to
be the fairest mode. The marbles are put into another hole called the bank,
and taken out when won. If a player be killed, he forfeits to his successful
opponent all the marbles which he has won; and if he has not won at all, he
pays one marble as a fine.

Although a player who has not gained the first hole cannot kill an antago-
nist, he is at liberty to shoot at any taw so as to drive it away from a hole near
which its owner has placed it. A good player will therefore take care, not only
to place his own taw in a good position, but will drive away those of his
opponents which have been placed near either of the holes. It sometimes
happens that a boy wins the game by taking all the three holes in succession,
and sometimes by hitting all his adversaries in succession, only taking the first
hole. Generally, however, the game is won by a judicious combination of
taking holes and killing opponénts.

There is, perhaps, no game which is played in so many ways as three holes.
It is in use in almost every school in England, and in almost every school



156 INDOOR GAMES.

there arc different ways of playing it. That which is already given is the most
common, but we will mention one or two variations.

In some places, when a player has gained the first hole, he can make his
opponents place their taws successively in front of the first hole, and then
shoot at them from the offing. If he hit the first taw, its owner is killed, and
the next in order has to put his taw in the same place. If he miss'the next
player goes on from the offing as usual.

Another variation requires that the winner shall hole his own taw nine times.
In this mode of playing the game, each player puts down two or three marbles,
as the case may be, and then shoots from the offing-line. If he win the first
hole, he may put his thumb into it, and stretch the little finger of the same
hand as far as he can towards the second hole. This is called “ taking a span.”
If he can thus gain all the three holes, he goes back again, and so on until his
taw has been holed nine times. The player who first succeeds in doing this
wins all the marbles.

In this variation of the game there is no killing of adversaries, but it, is
lawful, after gaining a hole, to shoot at any taw : if it be hit, the shooter goes
on again from the place where his own taw stops. Thus the player gains a
double advantage from hitting an adversary’s taw : he drives it away from the
hole, and places his own in a favourable situation.

Spanners.—This is a very simple game, and is only played by two oppo-
nents. The first shoots his marble to the distance of a few yards, and the other
tries to strike it with his own. If he can succeed in doing so, he wins one
marble. But there is another point in the game. If No. i can place his taw
so close to that of No. 2 that he can span the distance between them with
the fingers and thumb of one hand, he wins the marble just as if he had hit
it. Attempting the span, however, is rather a dangerous plan to follow, as, if it
fail, the antagonist is sure tobe able to place his own taw so as to secure a span.

Sometimes this is played with the large marbles called “ bounces,” or
“ bonses,” which are as large as tennis balls, and are bowled instead of being
thrown. We do not, however, recommend the bounces, and think that they
have no right to be considered as marbles at all. They are, in fact, nothing but
small earthenware bowls, and are used in precisely the same manner.

LAGS.— This is another game at marbles which bears some resemblance
to the preceding, chiefly because the span is
introduced.

In this game three or four players take their
stations opposite a wall, and the first player
shoots or throws his taw at the wall, so as to
make it rebound. The next throws his taw in
a similar manner, and if it rest within a span
of the first taw, its owner wins a marble. They
all play in the same manner, always throwing
the taw from the spot on which it rests, and
making it rebound from the wall. If It should
happen to hit another taw as it rebounds, the
owner of the struck taw has to pay a marble.
In some places, however, when a taw is struck

its owner is killed—is put out of the game— and has to pay to the owner of
the victorious taw all the marbles which he may have won in that game.

This pastime is called by various names in different parts of the country'.
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and we have chosen that particular title under which we ourselves used to play
it We do not think very much of lags, but it has the advantage of teaching
angles, and so of training the eye to observe. Of course the ground in front
of the wall ought to be very smooth.

Conqueror.—Wc describe this game, because it is played in some places,
but we cannot recommend it, as it calls forth very little skill, and depends upon
the accidental qualities of the marble rather than on the skill of the player.

In this game a smooth and rather hard piece of ground is selected, care
being taken that it is free from stones. The first player now lays his taw on
the ground, and the second throws his own at it tvith all his force. If he
succeed in hitting it and breaking it, the owner of the broken taw pays him
a marble, and the winning taw is called a Conqueror of One, one of the halves
of the broken taw being taken as a proof, and the other half smashed by its
owner in order to prevent it from being used as a trophy.

Sometimes it happens that the marble which is thrown at the other is broken,
and then great is the rejoicing of the winner.

Then comes a curious point. Any taw which breaks another is entitled to
add to its own score all those which the vanquished taw had previously broken,
together with the addition of one for the taw itself. Thus, supposing that your
taw, which had conquered thirty, were to break mine, which had also conquered
thirty, yours would take rank as a Conqueror of Sixty-one, i.e., my thirty added
to your thirty, and one for my taw besides. | have also to hand over all the
half-taws which my broken taw had previously won.

Boys often play this game with different materials, among which the most
popular are chestnuts and cobnuts. A hole is bored through the nut, and a
string is passed through the hole and secured by a knot. A jacket is then
folded up, and placed on a bench or on the ground, and each player succes-
sively lays his nut on the jacket, and allows the others to strike it. Perhaps
some of my readers may remember a humorous sketch of sailors just paid off
indulging in this game, but using watches instead of nuts.

In the spring and summer conqueror is often played by means of the plan-
tain-stalk, each player trying to cut off the head of the other’s plantain with
his own. There is some little amount of knack required in this game, as a
properly-delivered stroke will often conquer a stronger stalk, just as a smart
blow from a stick will sever a stout branch. In this game the chief point is
to bring down the plantain with a smart whip-like stroke, drawing it towards
you as it descends. The thickest stalk is seldom the best, as it is mostly very
green, well nurtured, and soft. Choose a long thin stalk that has grown in a
dry place, and you will find it so tough, that after it has been fairly broken
across, the fibres will not yield, but become twisted into a sort of rope, and
will stand almost any amount of ill-treatment.

There are other games at marbles, such as tipshares, bounce, teetotum, &c.,
but we do not describe them, because we hold them to be utterly unworthy of
attention. The first of these games consists in throwing a handful of marbles
at random into a hole, and seeing whether the number is odd or even. The
second consists in dropping a bounce on a heap of marbles, and keeping all
that are knocked out of a small ring. The third is played by spinning a tee-
totum, and by taking as many marbles as accord with the number which
happens to come uppermost. There is not the least skill in any of these so-
called games, which are, indeed, only an introduction to gambling. So we
advise our readers to have nothing to do with them.
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We conclude with a few words of practical advice.

We have always held to the opinion that in no game ought marbles to be
projected in any other way than by fair shooting. Shooting is not only the
most correct, but by far the most certain method of projecting a taw. The
skill that is needed does not take long of acquirement, and when once acquired,
it never forsakes its owner. The knuckle of the forefinger resting on the ground
gives a steadiness to the aim which can never be acquired as long as the hand
is allowed to move in the slightest degree; and it is really beautiful to see a
well-shot taw describing its arc of a circle, and descending plump upon the
marble at which it is aimed.

When we began to write this treatise on marbles, we had not touched a taw
for some fourteen or fifteen years ; yet, our right hand had not forgotten her
cunning, and after a few minutes’ practice, we were able to clear a ring of its
marbles with as much precision as when we were acknowledged one of the
kings of the marble-ground.

Here are a few hints on taw-shooting. Do not aim directly at the marble,
because you are always apt to use a little too much strength, and then the taw
flies over the marble, and misses it altogether. Aim at the ground about a

arter of an inch in front of the marble, and then you will seldom miss.
rven if you should strike the ground half an inch short, no harm will be done,
tMe taw being sure to touch the top of the marble as it leaps from the ground;
and, if you should shoot a little too low, your taw will alight plump on the
marble, and drive it to a distance. If you can possibly avoid it, do not let
your taw roll towards the marble which you mean to strike, because any im-
pediment or obstacle will be sure to turn it aside.

If you are too far off to make tolerably sure of hitting the marble, do not
try to do so, but merely place yourself in a position whence you will have a
chance when your turn for shooting comes round. Moreover, if you let your
taw roll, it may be turned aside and directed towards the taw of an adversary,
who will kill you when his turn comes, and put you out of the game.

It is worth every boy’s while to practise taw-shooting, if only for five or ten
minutes a day. He will soon gain an amount of precision and confidence
which will thoroughly repay him for the trouble which he has taken. It must
be borne in mind, that the reputation of being a certain shot at marbles is
most useful. Your adversaries will be afraid of you. They will not dare to
take any liberties with the game. They will keep themselves at a respectful
distance from your taw for fear of being killed ; and so you may frighten them
away from the ring, and pick out all the marbles at your pleasure.

One great advantage of the correct style of shooting is, that your own taw
has a kind of spin imparted to it as it leaves the hand, and therefore it does
not “ stop dead ” on hitting another marble, but is sure to go off at an angle.
Those who “ lob” their taws often get killed by remaining in the ring when
they have struck a marble in the middle.

As to the size and material of the taw, we recommend a moderately-sized
alley. If too large, it is easily hit by the adversary; if too small, it cannot
strike other marbles with sufficient force to drive them fairly out of the ring.

The surface of a good alley is exactly the very thing that is required for
shooting. It has a sort of velvety feeling, which affords a capital grasp for the
finger and thumb, and it is sufficiently polished to enable it to be shot without
clinging to the finger or thumb. We had one favourite alley— milk-white, with
pink veins and a pink circular line— and this we valued beyond price.
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GAMES WITH TOPS.

Tops have always been favourites with boys, and rightly so, because they
require some skill in their management. There are no games of mere chance
with tops, because it is absolutely necessary to make a top spin, and to do that
requires some little skill.

Tops may be divided roughly into three kinds, namely, those which are spun
by being thrown from the hand, those which are spun by means of a handle
and a string, and those which are spun by means of a whip. Of these games,
the first require the most practice, the second are the easiest, and the third
afford the most exercise. The common peg-
top, the humming-top, and the whip-top are
examples of these three divisions.

We will take peg-top first, and begin with

Peg in THE Ring— This is the queen of
all games with tops, just as is ring-taw with
marbles ; but before we describe it, let us tell
the reader how to spin his top. .

He should have a piece of stoutish whip-
cord, with a knot at about an inch from one
end, and a large metal button attached to the
other. Hold the top in the left hand, unravel
the end of the whipcord beyond the knot, and
slightly wet it. Then lay the wetted end along
the top just above the peg, and hold it down
with the thumb. Now take the string in the
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right hand and wind it round the top, beginning at the upper half of the peg,
and winding gradually upwards. When you have wound
up all the string, put the button between the middle and
third fingers, place the thumb under the peg and the fore
and middle fingers on the top, and take care to keep the
string tight, as otherwise it will become unwound, and all
your labour will be lost.
Now, if you merely, throw it down, one of two results
will happen : either the top will roll away on its side, or it
will spring back, by the elasticity of the string, and hit you on the head. But
it certainly will not spin. If you want to make it spin, you must hold your
hand high—we always used to hold it above the head and at its full stretch
—and then bring the arm down with a bold swing from the shoulder. You
will then find that the top flies off the string with a kind of “ swishing” sound,
and comes down on its peg with very great force. A little practice will make
you perfect in spinning the top, and if you know the length of your string, you
can make it strike the ground exactly where you please merely by measuring
with your eye the distance from the point where you stand to the spot on which
you want the top to strike.

Peg in the Ring is played as follows :

A circle about five or six feet in diameter is first drawn. This is very simply
managed by tying a loop at the end of the top-string, putting it round the peg
of a top, and getting some one to hold the top firmly on the ground. You then
roll the other end of the string round a sharp piece of stick, and go round the
top with it, keeping the point of the stick on the ground and the string always
at full stretch. In this way a perfect circle is drawn without any trouble. If
you are playing on boards, use a soft pencil instead of the stick. Then draw
a little ring, only a foot in diameter, in the middle of the large ring, and all is
ready.

The gjime begins by the first player throwing his top at the ring and allow-
ing it to spin. If, when it falls, it remains within the large ring, it is called
“ dead,” and the owner is obliged to lay it in the little ring, where any one may
aim at it with his own top. The same penalty is incurred if the top fails to
spin, and the owner may not have his top again until it has been knocked out
of the ring.

The great object in this game is to split the top belonging to somebody else.
Any top may be “ pegged” at as long as it remains within the large ring, no
matter whether it spins or has fallen down. The object of a good player is,
therefore, to try to break his neighbours’ tops and to get his own out of danger
as soon as possible. '

In order to perform the first feat, it is best to have atop made of very hard
and heavy wood, such as box, ebony, or lignum vite, and to have the peg made
tolerably sharp. If it be too sharp the top will not spin properly. Then, the
peg should be a long one, because a long-pegged top runs about when spinning
and generally gets out of the ring rapidly, besides offering so shifting a mark
that it is not easy to hit. Moreover, when it falls, it rolls so far and so fast
that, even if it should fall in the ring, it is sure to roll out, unless it should
happen to be arrested by other tops.

Some very skilful players have a way of throwing the top in such a manner
that, if it should miss the top at which it is aimed, it leaps out of the ring at a
single bound, and no one has a chance of hitting it. This feat is performed
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by drawing the arm smartly towards the body just before the top reaches the
ground. It is not very easy to do, but it is so useful that every one ought to
learn it who wishes to excel at this capital game.

Generally each player has four or five tops, and pegs them |nt0 the ring as
fast as he can wind them up, so that as many as six or seven tops may be seen
spinning at once, besides the dead tops that are lying in the small circle.

In order to guard our top from being split, we hit upon a device, which was
afterwards taken up rather extensively. Generally the upper part is flat, and
is often ornamented with a seal, a wafer, or some such brilliantly coloured
object. Now, if an enemy's top happens to come on the centre of this flat
spot, the top generally flies off in two pieces, and the owner of the conquering
top takes the peg and keeps it as a trophy.

Having this in mind, we went to a turner’s shop and got him to make a top
according to our ideas. It was a trifle larger than the usual size, was made of
lighum vitae, and the upper part, instead of being cut off flat, was formed into
a conical shape ; so that whenever it was struck by another top, the peg of the
enemy glanced off without doing any damage. At first our companions were
inclined to denounce the top as being unfair; but they soon took a wiser course,
and had tops made for themselves on the same principle.

The rules of this game are very like those of “ Conqueror” at marbles, the
winner being entitled to count as many pegs as the vanquished top had already
conquered in addition to its own, and one more for the split top. The pegs
are always kept as trophies, and some lads used to be very proud of their bags
full of pegs.

Although, when a top is dead, it must be placed in the inner ring, it can
always be ransomed by another. A top of some kind must be placed in the
ring, and it must be a bortafide top ; but there is no necessity for placing in
the ring the particular top that was dead. The usual plan is to have several
cheap tops at hand, and then, when a peg-top is dead, to place one of the
cheap tops in the ring. The criterion of a fair top is that it can be spun, and
the player who puts a cheap top into the ring may be called upon to spin it
before it is accepted.

The peculiar mode of spinning which has been already mentioned, and
which causes the top to leap out of the ring, is exceedingly useful for another
purpose. If you have been obliged to put a dead top in the ring, you are, of
course, anxious to get it out again before it has been split by one of the enemy.
The best way of doing this is to aim your own top about half an inch beyond
the dead top, using at the same time the “ leaping” throw. If this is done
properly, both tops fly out of the ring like magic, and almost in the same line.

In some places marbles are combined with tops, and whenever a top falls
dead, a marble is placed within the small ring, and becomes the property of
any one who can strike it with his top and drive it out of the large circle. We
do not recommend this mixture, preferring that tops and marbles should be
kept distinct.

Chip Stone.— This is one of the names for a game with tops, of which some
players seem to be very fond, though we ourselves could never take much
interest in it. A wooden spoon is needed in this game.

A large circle is made, or two lines are drawn on the ground some five or
six feet apart Some smooth stones, about as large as horse-beans and much of
the same shape, are then placed in the middle. The first player then spins
his top in the usual manner, slips the bowl of the spoon under it, and lifts it

1
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off the ground. He then drops it on one of the stones, and tries to drive it
towards the boundary-line. _

He may pick the top up in the spoon and drop it on the stone as often as
he likes while it continues to spin; so that if a top be properly spun, it may
be dropped six or seven times on the stone, and drive it fairly across the
boundary. When this is done, he keeps the stone as a trophy of s(ccess, or,
in some places, he wins a marble from his antagonist. If four or five are
playing, each has to pay a marble to the fortunate player who succeeds in
“ chipping"” the pebble over the line.

Some players are wonderfully dexterous in the management of the top, and
can fling it up in the air when they spin it, and catch it on the palm of the
hand instead of letting it come to the ground. In this case they always hold
the top with the peg upwards, and spin it in the “ underhand” position, i.e.y
by throwing the top nearly horizontally and jerking the string backwards at
the same time. The Japanese jugglers can do almost anything with a top, and
can make it run along their arms, over the back, and traverse the body almost
as if it were a living creature.

W hip-top—We now come to the whip-top. Every boy knows the shape
of this familiar toy ; but it is not every
boy who knows how to use it properly.
In choosing a top, take care that it is not
too high in proportion to its width, as such
a top is apt to overbalance itself; and, if
it be too short, the whip-lash will not cling
to it properly. There used, once upona
time, to be a whip-top which had the
upper half twice as wide as the lower, but
we have not seen one of these for many
years. The wood of which they are made
should always be tolerably hard, and, in
order to secure a good, rounded, and
smooth point, we always used to arm the

point with one of those hollow-headed brass nails which are so largely used
in furniture.

The whip is the next point. You can make a whip out of many substances.
Soft buff leather makes a capital whip; and we often used to employ a very
simple whip made of three or four leather boot-laces lashed to a handle. But
by far the best whip is that which is made of an eel’s skin.

It is easily made, and is unapproachable for efficacy. Get an eel-skin just
stripped off the fish; have a wooden handle about fourteen inches in length,
and slip the smaller end of the handle into the eel-skin, introducing it at the
opening made by cutting off the fish’s head. Then lash it very tightly with
string, and your whip is complete. A good eel-skin whip is wonderfully lasting,
and it will survive even leather yhips, if it is properly used. It should not be
allowed to get so dry as to be stiff, and, when in condition, the player may do
wonders with his top.

The player must remember, by the way, that the illustrations which repre-
sent boys playing at whip-top are nearly always wrong. They invariably make
out that the boys are holding their whips at arm’s length above their heads;
whereas nothing can be more absurd than such an attitude. The real stroke
of the whip comes more from the wrist than the arm; and, indeed, when a
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good player is watched, it will be seen that the upper part of the arm, from
the shoulder to the elbow, scarcely moves at all.

In playing the game, tuck the whip under the left arm, and take the top
between the hands, the fingers pointing downwards; then place the point on
the ground and give it a smart twirl from right to left, which will make it spin
for a second or two. As soon as you have made it spin, snatch the whip from
under the arm, and give it a smart lash at the top, drawing the hand towards
you as you strike. If you hit the top fairly, this stroke will make it spin
strongly, and you can then do what you like.

Sometimes boys are fond of fighting their tops. They stand about twenty
yards apart, and lash their tops towards each other, so as to make them come
in contact. Of course, each player tries to knock over the top of his adversary
with his own. If, however, he touch the adversary’s top with his own whip,
he is adjudged to have lost.

Another plan is to race the tops against each other, trying to drive the top
as far as possible with each stroke. Some good players at this game will lilt
the top fairly off the ground at each stroke and send it flying through the
air for several yards.

During our boyhood we had an enormous whip-top, hooped with iron to
prevent it from splitting. It required at least two players to keep it up, and
four were often employed on it at once. Setting it up was a difficult business ;
but when it was once fairly at its speed, it would go on spinning for a won-
derful time. The principal difficulty lay in timing the strokes so as to allott
the second, third, and fourth players to take their places.

Humming-tops.—These are spun on the same principle as the peg-top,
except in the one case the top is thrown,
and in the other is held by a handle until
the string is drawn away from it. Most
of these tops are hollow, and have a hole
at the side, so that as they spin they pro-
duce adeep humming sound, from which
they derive their name.

Several kinds are known, some of
which are intended to spin foravery long
time. The tops with which the Japanese
do such wonders are made on this prin-
ciple, and are heavily loaded with some
heavy metal, in order to give them greater
weight. The astounding Japanese top,
which runs over bridges, climbs stairs,
opens doors for itself, and rings bells, is
made almost entirely of metal.

Many of these tops have the peg passing loosely through the top, so that
there is no need of a handle. When the top is to be spun, the peg is held in
the left hand while the string is drawn sharply with the right. The body of
the top then revolves on the peg until it is placed on the table, when the two
revolve together. By this plan the top may be picked up by the peg, carried
about the room, put down, or even placed upside down, and will still continue
to spin.

We have a whole series of these tops, the use of wnich was taught us by
the Japanese professor of the art. One of them can be spun without even a
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string, a properly applied turn of the wrist sufficing to make it spin for more
than a minute.

The so-called French Top is in fact a Japanese top. It consists of a case
within which are a number of shallow, hollow, conical tops. Motion is given
to them all by the same pull of the string, and a skilful player can keep them
going for an astonishing time.

PUFF AND DART.

This is aweapon of warfare—and a terrible one, too— reduced to the condi-
tion of a toy. ,

Strictly, the game consists in blowing a dart out of a tube like an enlarged
pea-shooter at a target similar in arrangement to that used in archery, but of
course much smaller ; but the tube may also be used and do much execution
with clay pellets instead of the darts. For this purpose the tube is much used
by the youth of Paris and other towns of France, and tubes form a regular
article of sale in the toy-shops, where they may be had of all degrees of excel-
lence, from the simple roughly got up metal tube to the highly finished pro-
duction— a piece of bamboo with a copper tube running through the centre,
and a screw top and ferule to protect it when not in use, exactly like our walk-
ing-stick fishing-rods.

Our own toy-shops now furnish the article, but, as there is less demand for
it, at a somewhat higher price than it may be procured in Paris.

The natives of Borneo and of the tropical parts of South America use tubes
and darts as weapons of warfare and the chase; but the tubes are of much
greater length, ranging up to ten or even twelve feet; and the darts, quite in-
significant in size, derive their whole efficacy from the terrible poison inwhich
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their points are dipped— a poison so deadly that a mere flesh wound is sufficient
to seal the doom of man or beast.

Very efficient darts, for all the purposes of the'game, may be made as
follows : Get a few penholder sticks, and cut them into lengths of about two
inches ; next take some worsted, and bind it firmly to one end of each stick,
leaving a series of loops projecting beyond : the exact quantity for each dart
must be ascertained by experiment. Now for the spike. Take a common
brad, file up the sharp end into a good point, not too fine; dip the point into
the grease of a candle, and hold it in
the flame till It is nearly red hot, and
then plunge it into cold water: this
will harden it. Now file off the pro-
jecting piece of metal at the end, and,
having bored a hole somewhat too
small in the end of your stick, force
the blunt end of the nail into it, and
then bind it round firmly with waxed
thread. A little sealing-wax varnish
over alUvill both improve its appearance and add to the strength of the bind-
ing. Now trim the worsted off carefully with a pair of scissors, and your dart
is complete; a far better one, too, than those oidinarily sold in the shops.
Such a dart from a three-foot tube will go through an almost incredible num-
ber of sheets of paper at ten or twelve paces distance, and will, if carefully
made, fly with wonderful accuracy.

There is, however, a kind of dart you may buy in the shops, which is far
superior to anything likely to be produced by home work. It consists of a
sharp, bayonet-shaped steel spike, almost two inches in length, fitted into the
smaller end of a funnel-shaped piece of gutta-percha (see figure”. The gutta-
percha, being thin, readily takes the shape of the bore, and the cavity gives
an extraordinary purchase for the action of the wind.
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In holding the tube nothing is gained in steadiness by throwing one hand
out along the tube : both hands should be held close together as in the figure,
and the aim should be quick and decided; an attempt at an exceptionally long
and steady aim is certain to result in an exceptionally bad shot— the end of
the tube is sure to “ wabble.”

The aim, it must be remembered, is not taken as with a rifle: it is taken
more by a species of intuition than by actual sighting, bio Reasoning from
analogy with rifle-shooting, therefore, can hold at all good ; >v,e,mu3t go rather
to the bow and arrow for an illustration.

A little caution may not be out of place with regard to the irregular use of
these tubes: the novice will do well to make himselfthoroughly acquainted
with the powers and capacities of his weapon before he begins to take liberties
with it, or he may, without the least intending it, inflict some serious injury,
or do some irreparable mischief, before he is quite aiv/*re of whatjbe is about.

WATCH-SPRING GUN.

The manufacture of a watch-spring gun out of a bit of .old slate-frame, a
quill, and a piece of damaged mainspring, was, in those old days when boys
were boys and toys were toys, and when a piece of old watch-spring was a
valued and envied possession, a source of intense interest and excitement not
only to the eminent artist himself, whose skill in such productions made him
an object of respectful admiration to his less gifted compeers, but also to a
large circle of personal and private friends, who would gather round and watch
with untiring zeal every detail of its construction, from the first rough-hewing
of the stock to the final finishing-touch which turned it into a complete work
of high art.

But those old days, whether for good or evil, are past ; now-a-days, despite,
or perhaps in consequence of, the immense increase of the resources at their
command, in India rubber, for example, and other materials, boys seem to
have almost forgotten the art of making all sorts of ingenious contrivances
which the last generation produced in endless variety.

-The decadence of those pocket-knife and slate-frame times is owing, per-
haps, more than anything to the more liberal scale on which boys are now
supplied with pocket-money than in the days gone by, and to the consequent
rise of a superior kind of toy-shop, where everything that a boy can possibly
desire, or even think of, is to be bought at no very exorbitant price, and of
such superior style and finish to his own less artistic efforts that he feels it
hardly worth his while to waste time and patience upon turning out some little
toy that he can purchase, of an infinitely superior make and construction,
perhaps for a few pence, at the nearest toy-shop.

Thus it has fared with watch-spring guns amongst the rest. Such a first-
rate article, all in metal, is turned out by the shops at such an extraordinary
cheap rate that but little surprise need be felt at the consequent depression of
the home manufacture.

If, however, any of our young readers wish to construct a watch-spring gun
for himself, we will here give him a few instructions to assist him in so laudable
an enterprise. For tools and material he will want a pocket-knife, a piece of
slate-frame or similar piece ofwood, a brad-awl, a file, a supply of waxed string,
or, better still, thin copper wire, and last, not least, the indispensable piece of
watch-spring. To these maybe added, if you wish to be very elaborate, a
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quill, or, which is far better, one of those iron tubes used as slate pencil-holders,
to be used as the barrel of the gun; but this is unimportant.

With your pocket-knife work the piece of wood for your stock into the
shape you may see in the stock of a regular cross-bow: a watch-spring gun is, in
fact, only a small cross-bow with a butt-end that is like a gun, and a groove
where the barrel would be, taking care to leave sufficient thickness of wood at
the muzzle end to admit the watch-spring, which serves as your bow. To
avoid splitting the wood, it is better to make this hole while the stock is yet in
the rough and before it has been finally thinned down. The watch-spring, duly
filed and inserted in the hole, for the correct position of which you must
again refer to the cross-bow, should be firmly wedged into its place, and then
strongly bound with string or wire, as the case may be, of course taking care
not to pass the string or wire over the groove in which the shot is to move.

The spring should be inserted with the concave side towards the butt, and
will be immensely strengthened by a second piece of not much more than half
its length inserted the reverse way, and thus pressing it back ; this adds very
much to the quickness of the recoil in the spring, and is stronglv to be
recommended.

The rest of the construction is exactly the same as in the cross-bow, and
therefore needs no further detailed description. The only difficulty will be
found with the trigger. If a regular trigger prove too difficult, a movable
piece of wood with a flat head will be a very efficient substitute, and will
answer all purposes (but appearances) almost equally well.

A gun with a six-inch spring, backed by a second, as described above, and

loaded with No. 1 shot, will make very good practice at fifteen or even twenty
yards.

RING THE BULL.

This amusing game requires more care and delicacy of touch than at first
eseems to be the case.

The apparatus of the game is very simple, consisting of a bull’'s head painted
on a board, with a hook in its nose and another on each horn. In the top of
the board is fixed a horizontal rod, to the end of which is suspended a ring by
a piece oi string. The players stand in succession in front of the bull, take
the ring, and try to fling it so that it shall be caught on the hook in the bull’s
nose. Each player has nine throws, and he who succeeds the greatest number
of times wins the game.
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It is tolerably easy to throw the ring on the hook, but not easy to throw it
so that it shall stay there, and the “ knack” of the game consists in throwing
it with only just sufficient force to reach the ring.

In another modification of the game the string is lengthened to twelve or
fifteen feet, and has a slip-noose at the end. The other end of the string is
not fastened to the end of the horizontal rod, but held in the left hand, while
with the right the player tries to throw the loop over the two hooks in the
bull's horns. If he can catch them both he scores two, and if he catch only
one of them, he scores one. Each player has six throws

JACK’S ALIVE.

In this very amusing game little is required except the Jack, i.e.,the figure
of a sailor cast in metal, so as to be very heavy, a number of coloured balls,
and three drawing-pins.

Before commencing the game the three drawing-pins are stuck into the floor
in a line, the Jack being placed on the central pin, which is generally some
five paces from each of the others. The whole of the space behind the line
of the three pins is called “ Jack’s ground.” Sometimes the game is played
on a lawn, and in this case three wooden pegs are substituted for the drawing-
pins. The following are the rules, as entered at Stationer’s Hall, by Messrs.
Jaques and Son:

Laws and Instructions.—The game of Jack’s Alive can be played by
eight or a lesser number of players: each player to take a ball of distinctive
colour, and retain it during the game ; Jack to be placed upon his stand ten or
twelve yards from the throwing-point.

These points settled, each player stanons nimself at the starting-peg and
pitches his ball towards Jack. The unlucky player whose ball shall be de-
cided to be the greatest distance from Jack, becomes “ Jack’s master.” The
game now begins. Jack’s master has the active duty to perform of keeping
Jack on his stand whilst the other players amuse themselves by continually
knocking Jack down by pitching their balls (after the manner of quoits) at him
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from the starting-point. Every time Jack is knocked off his stand, that player
who has so knocked him off scores one.

When a player has delivered his bali he has then to fetch it back to the
starting-point : in so doing he must pass within cither of the pegs defining
Jack's ground.

If Jack’s master capture any player in returning to the starting-point whilst
Jack is alive or on his stand, that player becomes Jack’s master. Jack is alive
when on his stand ; but if knocked off he is dead, and, when dead, any player
can return with his ball to the starting-point with safety.

In returning to the starting-point each player must take up his ball fairly
with his hand or hands : if he once touch it, his ball is alive or in play, and
Jack’s master can capture the player.

The game may be made twenty-five, fifty, or any number up. If a sweep-
stake be played for, the player who first scores the number agreed upon as
game claims the stake. If all players should have delivered their balls, so
that no player remains within tne starting-point, Jack’s master may in that
case—Jack being alive—regain the starting-point if he can, and if he does so
before any other player he ceases to be Jack’s master. A new master is de-
termined as at first.

Any player going outside the pegs defining Jack’s ground in returning to
the starting-point is guilty of foul play.

Any attempt to remove the balls by kicking, or other means than the one
above expressed, is foul.

Any player detected at foul play must at once become Jack’s master; and
in all cases of dispute the matter must be instantly decided “ fair” or “ foul”
by a show of hands of all the players.

When Jack is replaced upon his stand, the next player, before delivering his
ball, must call out “ Play !”

Modifications of these rules can be arranged and agreed to, but they should
be clearly understood at the commencement of the game. This exciting pas-
time can be played almost anywhere if there be space enough. It requires
no previous tuition, and it invariably provokes laughter and good spirits: the

exercise, though not fatiguing, is sufficient to circulate the blood and produce
good health.

CANNONADE.

This game depends mostly on chance, but there is still some skill required
in the player.

The castles being placed in their respective positions, and the balls placed
in the centre of the board— whither they converge on account of the sloping
surface—the teetotum is wound and spun just like a humming-top, and allowed
to fall into the board.

As. soon. as. it does so, it flies about as if it were alive, dashing from one
part of the board to another, and driving the balls about as if fired from
cannons. Some of them are sure to strike the castles and knock them down,
and for each fallen castle the player scores one point.

The great object in the game is to wind up the teetotum properly, and to
give it as much spin as possible, as the destruction of the castles depends
greatly on the length of time during which it spins. Owing to the slope of
the board, the teetotum, as well as the balls, has a tendency to seek the centre,
so that the last few turns of the teetotum are often as useful as the first.
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While it is in full spin the balls and teetotum dash about in the most ludi-
crous manner, looking as if every castle must be down in an moment. The
wires, however, protect the castles unless they are struck in front, and the
consequence is, that two or three generally hold out for a considerable time.
Sometimes they are all knocked down except one, which seems to bear a
charmed life in spite of all the balls that are dashing about the board? Gradu-
ally the teetotum becomes slower and slower in its movements— it staggers—
recovers itself—staggers again— rolls over—and, just as it gives its last turn,
off flies a single ball, and knocks down the remaining castle.

There are various modes of playing this exciting game.

By one method each player takes a castle, and stakes on it as many counters

as he chooses to venture upon it, while one takes the teetotum and is called
the Gunner.

When a castle is knocked down the owner waits until the teetotum has
fallen, and then pays to the gunner the number of counters which he staked,
multiplied by the number on the uppermost side of the teetotum. Thus,
if the owner of a fallen castle had originally staked five counters, and the
uppermost figure of the teetotum happened to be 5, the owner of the castle
will have to pay twenty-five counters to the gunner.

Whenever a castle is left standing the gunner has to pay double its stake to
the owner.

Should, perchance, the gunner knock down all the castles, he receives double
the stakes from each player; so that if, as before, the player had staked five,
and the teetotum falls with its number 5 uppermost after knocking down all
the castles, the player will have to pay to tne gunner fifty counters instead of
twenty-five.

Each player becomes gunner in succession.

By another mode of play, as soon as the teetotum has ceased to spin the
owner of each fallen castle pays to the gunner a number of counters equal to
the uppermost number of the teetotum, while the gunner has to pay six counters
to the owner of every castle which is left standing.

e The value of counters can be settled among the players. The usual plan is
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to arrange that all white counters rank as one, all red counters as six, and all
blue counters as twelve. This, however, is left entirely to the discrétion of the
players. Should there be fewer players than castles, the best plan is that each
player in succession should take two or more castles.

NAVETTE.

This game is identical in principle with the bridge-board, figured on p. 157.
Instead of marbles, the players use circular discs of wood, sometimes painted
of different colours, and sometimes all coloured alike. The colour, however,
matters but little.

The bridge has arches large enough to allow the discs to pass easily, and
the best bridges have the arches leading into boxes, so that there can be no
doubt respecting the arch through which the disc has passed. The usual
mode of playing this game is, that each player in turn takes the disc, and tries
to bowl from a stated distance through the numbered arches. When he has
delivered all his bowls, the numbers are added together, and he who has the
highest score wins.

Sometimes it is played by fixing a definite number— say 100— as the winning
number, and he who first reaches it wins the game.

COCKAMAROO.

This game is in many places a very popular one, as it combines a certain
amount of skill with a good deal of chance. It is played with a cue or mace,
and two balls of different colours. Place the red ball on the cup marked No.
10; the white ball to be thrown up on either side of the board by means of
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the cue. Endeavour to strike the red ball, which counts ten: if you succeed
in removing it, it multiplies ten times wherever it may go.

If the white ball be struck too hard, and rolls down the opposite side, the
adversary counts ten; and if not sufficiently hard to prevent its returning, the
adversary will also count ten : if it pass under the bell so as to ring it, into
whatever number it may go, it will count double. If it pass into any hole
without either of the above, it will only count the number of the cup or figure.
If the white ball should lodge against any wire or bridge in its passage down
the board, the adversary counts five.

The game maybe 300 or ¢oo up, according to the discretion of the players.

GERMAN BILLIARDS.

The construction of the board for German Billiards is similar in principle to
that which is used for cockamaroo, but the game is played in a different
manner. In the first place, a greater number of balls are used, and in the
second, they are struck with a spring, and not with a cue. The rules are as
follow :

The game is played with seven balls, thus: Place one of the balls on the
spot at the top of the board, the remaining six balls to be played singly by the
spring at the side of the board. Endeavour to strike the ball at the top, which
counts double wherever it may go. Any ball returning into the channel at
the side is lost. When the balls are played out, the numbers to be counted:
whoever gets the highest humber wins the game.

Any number of persons may play, or any number may be played for— 300
or 500— as agreed upon.

GERMAN BALLS.

In this, as in many other games, the principal charm lies in the mixture of
skill and chance—the former being employed in order to obtain the latter. A
very lucky player may, perhaps, win against a more skilful but less patient one,
hut a certain amount of skill is necessary in order to score at all.

The game is a very simple one, and is in reality little more than an extension
of the die-shot at marbles.

The die is placed on the ground, with the figure 8 downwards, and the
players each take a ball and bowl at it in succession. If they miss it they
score nothing (in some places paying a stake to a pool), and if they hit it they
score the number on the side which comes uppermost.

By some rules each player puts a stake into a pool, and he who attains the
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highest number in a certain number of throws wins the pooh If, however,
any one succeed in turning up the number 8, he takes the pool at once, and the
game begins afresh.

This game may be played equally in or out of doors.

SKITTLE CANNONADE.

This game is played much after the same principle as the cannonade game
already described. No balls, however, are used, the skittles being in them-
selves sufficiently heavy to cause the top to fly about in a most amusing
manner as soon as it touches them.

Nine skittles are used, each of

them being placed on a small circle
inscribed with a number. In playing
the game, the skittles are first set up
in their places, and the top is care-
fully wound up. The top is then
placed inside the little gallery that
projects trom the board, and the
string drawn through the groove.
The top is held in its place by the
left hand, while the handle of the
string is grasped in the right. The
player then draws the string smartly
towards him, so as to cause the top
to spin, and then leaves it to its de-
vices.

Even were the board a circular one, the course of the top would be erratic
enough as it bounces from one skittle to another, pushing them down, and
flying off them as they roll over the board; but, in order to increase this
eccentricity of movement, three curved additions are made to the board, so that
there are eight angles, inclusive of those formed by the ends of the gallery.

Each player spins the top in succession, and scores according to the numbers
which are laid bare by the skittles being knocked off them. In this game, as
in cannonade, the great point is to give the top a smart jerk when spinning it,
so as to make it retain its power of movement as long as possible. Very often
the last roll of the top as it falls knocks down a skittle that has escaped the
top while it was flying and spinning about the table.
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ROYAL STAR.

This game is useful in testing accuracy of eye and aim, and is a decided
improvement on Aunt Sally.

The machinery of the game consists of a large wooden star with eight long
rays, each painted of a different colour. The rays are not fixtures, but their
bases are merely slipped into grooves in the body of the star, so that they can
be easily knocked out.

There are also eight wooden balls coloured in accordance with the rays of
the star. In order to play the game, each player takes the balls, and, standing
at a specified distance, throws them at the star, so as to knock out the rays.
If he succeed in striking out a ray of the same colour as the ball, he scores
two points but if the ray and ball are of different colours, he scores one point.
If he should miss the star altogether, three points are deducted from his score.

When he has thrown the eight balls, the rays are replaced and the next
player takes the balls.

Sometimes each player pays a counter into a pool, and instead of deducting
three points from his score when he misses the star, he pays three counters
into the pool. He who has scored highest takes the pool.

When this game is played a curtain should be arranged behind the star to
stop the balls.

REVOLVING RING.

This game is played something like lawn billiards, except that there are six
revolving rings instead of one, and that the ball is thrown and not pushed with

a cue. As in the previous game, the rings and balls are painted of corre-
sponding colours.

The object of the game is to throw the six balls through the rings, each
successful throw counting as three ; but when a ball passes through a ring of
its own colour the player scores six.

This game is best played by having a pool, as mentioned in the royal star.

CUP AND BALL.

In this game there is no infusion of chance, the whole interest of the game
lying in the dexterity of the player.

The cup is a piece of wood or ivory, with a point at one end and a cup—the
shallower and smaller the better—at the other. The ball is solid, with the
exception of a hole, which ought to be just large enough to receive the point,
and no larger. The ball is connected with the stem of the cup by means of
a string, which, if possible, should be of soft silk, so as to avoid “ kinking,”
which is obstructive to all play.

The learner should begin with catching the ball in the cup. He should
take the stem by the middle, taking care to hold it as lightly as possible between
the ends of the fingers and thumb, and mot to grasp it firmly. Many good
players pass the string over the forefinger; but we believe, after long experi-
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ence, that the ball can be thrown more accurately if the string hang directly
from the stem. The ball should be thrown upwards by a slight jerk of the
wrist, not of the whole arm ; and, if properly done, it falls of its own accord
into the cup. Just as the ball touches the cup the

right hand should be allowed to drop a little,

otherwise the ball, though it may fall into the

cup, will roll out again.

When the player can make sure of catching the
ball in this manner, he should hold the stem by
the very point between the forefinger and thumb,
and practise catching the ball as before. He will
find tjiis rather difficult, as the cup is apt to yield
to one side or the other, and to let the ball roll
out. In order to avoid this, the cup should be
rather balanced than held, so that it is perfectly
upright when the ball comes into it.

The next feature is to swing the ball into the
cup instead of throwing it; and the most difficult
feat that can be accomplished with the cup is to
jerk the ball into the air as usual, and then ra-
pidly pass the cup under the left wrist, so that
when the ball settles in the cup the wrist is en-
circled by the string. A good player ought to
be able to catch the ball in the cup with his eyes shut.

Now we come to catching the ball on the point, which is a very difficult
matter, and yet, difficult as it may seem, a moderate player ought to succeed
ten times in twelve. We have often caught it on the point thirty times in
succession.

In order to do this properly, hold the stem as represented in the illustration,
and with the fingers of the right hand give the ball a smart spin. Let it spin
as far as it can in one direction, and allow it to spin back again for ten or
twelve times, watch that it is quite steady, and then throw it up as before.
Turn the point upwards as if you were aiming at the spot where the string
enters the ball, and just as the ball touches the point let your hand sink slightly.

If this be done properly the ball settles itself on the point almost mechani-
cally, and the proof of a really good catch is that the ball revolves several
times after it has been caught.

This game is invaluable for giving lightness of touch, dexterity of hand,
and quickness of eye.

THE FLYING CONE.

This singularly pretty toy is managed on precisely similar principles as the
last, namely, the revolution of a piece of wood or ivory round its axis.

In shape it resembles two cones united at their points, and for convenience
sake it is usually made hollow, with a hole at one side so as to produce a
humming sound when spun rapidly.

The mode of playing this toy is as follows: Take two slender sticks— those
used for “ Les Graces” will answer the purpose admirably—and tie a string
aboutayard in length to their tips. Lay the cone on a table or on the floor, take
one of the sticks in each hand, and slip the string under the middle of the
cone, taking care that the cone is near the right-hand stick. Now lift up the
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string with a steady fling of the right hand, so as to make the string commu-
nicate a revolving motion to the cone. Continue the process by a sort of
whipping movement, so that the cone is spun horizontally, just as a whip-top
is spun vertically ; and as soon as it begins to hum it may be considered as
fairly settled to its work.

When a good player has made the cone hum, he takes all kinds of liberties
with it : sometimes he flings it high in the air, and catches it on the string,
which he stretches tight, and on which he makes the cone leap and spring
like a rope-dancer ; sometimes he throws it on one of the sticks, and makes it
roll upwards from the point of the stick to the arm; sometimes he whirls the
sticks, string, and cone round his body, the cone continuing to spin, and retain-
ing its place as if endued with life.

We very strongly recommend this toy, as it gives plenty of exercise, and
combines the neatness of hand and precision of eye required for cup and ball
with an amount of continuous muscular exertion which cannot be obtained by
the cup and ball alone.

THE BANDILORE.

This toy, simple as it looks, and easy as it is when pro-
perly managed, requires some little skill to make it play
properly.

It consists of two discs united in the centre, and having
a string wound in the groove formed by their junction. In
order to play the bandilore properly,-wind up the string
until the groove is nearly filled with it, and then let the
bandilore drop, as shown in the illustration, so that the
string is unwound, and makes the bandilore revolve ra-
pidly. Just before it reaches the end of the string throw
the hand gently but firmly upwards, so that the revolution
of the bandilore may wind up the string again, but in a
reverse direction. It can thus be kept flying up and down
for any length of time. A skilful player can mark the
string at different intervals, and cause the bandilore to
wind itself up to any mark that may be fixed upon.

About the beginning of the present century the bandi-
lore became suddenly a fashionable toy under the name of

Quiz, and scarcely any person of fashion was without one of these toys.
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THE WATER-CUTTER.

This very simple toy is made on the same principles as those which have
preceded it, and can be easily made by any boy.

Get a circular piece of tin, three inches or more in diameter, and cut it
round the edges in the form of a star. Bore two holes through it about an
inch and a half apart; pass the two ends of a string through the holes ; tie
them, and the toy is complete.

Hold an end of the doubled string in each hand, as seen in the illustration,
and spin the tin star, or “ cutter,” as we shall call it, until the string is twisted
as far as it will bear. Now separate the hands, and the cutter will revolve
rapidly, and, when the hands are at their full extent, will come to rest as shown
in the illustration.

But if, instead of allowing the hands to reach their fullest extent and to re-
main there, they are brought gradually together again, the cutter will revolve in
the opposite direction and wind itself up again. Thus it may be made to wind
and unwind itself as long as the player likes, just as is done with the bandilore.

This toy is called the water-cutter because, if spun over a basin of water,
and allowed to dip as it spins, it cuts through the water and sends a shower
of spray from it over the operator when it spins in one direction, and over the
spectators when it spins in the other.

CUPOLETTE.

This game does not require quite so much skill as some of those which have
been mentioned, but is nevertheless amusing.

It consists of a board with a number of cups, a ball for each cup, and a
movable arm from which a heavy bah is suspended by a string. The cups
are numbered.

The players begin by placing the balls in the cups, and the first player then
turns the arm in any position which he thinks best, draws the suspended ball
out to the full length of the string, and allows it to swing back again, so as to
strike the balls out of the cups.

For each ball knocked out of a cup he scores one point. Each cup is num-
bered, and if a player can strike a ball out of one cup into another, he scores
as many points as are indicated by the number in the cup. A ball struck off
the board is lost, and scores nothing.

The second player replaces the balls in the cups, and commences in the
same way.

Each player has four strokes. Threescore and one is a medium game;
fivescore and one a long game.

12
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LAWN CUPOLETTE.

This game is played by means of seven pins, made so that they may either
be driven into the ground or fixed on a board. Each pin is numbered, from
one to seven. ” There is a slight cup at the top of the pins. '

To play the game, six of the pins are fixed in a circle, with the seventh in
the middle; and the players, standing at a given distance, take the wooden

quoits, with which they try to knock the balls out of the cups. Before play-
ing, they must name the pin at which they aim, and if they strike off the ball
belonging to any other pin, the score goes to the adversary. If, however, he
knocks off the ball at which he aims, and by the same throw strikes off one
or more besides, he may score them all.

In another version of the game, if the player can strike off the seven balls
and have one or more quoits to spare, he may try to throw the quoits so as to
fall upon the pins, and for every case in which he succeeds, he adds the num-
ber of the pin to his score.

PARLOUR RINGOLETTE.

This is entirely a game of skill.

As may be seen from the illustration, it is played with pegs which can be
fastened firmly into a board, and with a corresponding number of wooden
rings or quoits. When the pegs are set in their places, the first player takes
the quoits, and, standing at a specified distance, endeavours to throw the rings
over the pegs. For every ring that fairly encircles a peg the thrower scores
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the number which is attached to the peg; but should more than one ring fall
on the same peg, the score goes to the opponent.

In this, as in all games where a ring has to be thrown, the ring should be
held just like a quoit (see p. 57), so that a spin may be communicated to it,
and make it fly steadily to its mark.

RULES.

1. The game of ringolette is adapted for two or more players.

2. The first player being decided upon, he places the board in the centre
of the table, and.standing about three feet or more from the board, com-
mences his play.

3. Each player takes the eight rings, and plays by pitching the rings on the

egs.

4. Ea%h ring that is fairly on the pegs counts according to the number in-
dicated on the board.

5. Should a player place more than one ring on each peg, it scores to the
opposition.

6. Threescore and one is a medium game; fivescore and one a long game.

These rules may be modified by agreement among the players, but not

otherwise.

SCHIMMEL.

This is an amusing game and full of interest, though it is merely a matter
of chance. The rules, as furnished to us by Mr. Cremer, Jun., are as follow:

Rules.— Any number of persons may play. Begin by throwing the
numbered squares: whoever throws the highest number takes the office of
Cashier.

The cashier distributes an equal number of counters to each player; he then
takes the hammer in his hand, and having called silence, puts up for sale the
five cards separately, and disposes of them to the highest bidder: the produce
is to be put into the pool, to which each player must pay four counters.

The cashier has the privilege of first throw, and also of choosing who shall
be the second, third, and fourth players, always allowing the ladies to play
before the gentlemen.

When all blanks are thrown, each player pays one to the holder of the
white horse.
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If with the blanks the bell or hammer, or both, are thrown, the possessor
of such cards pays one to the holder of the white horse.

When numbers are thrown with the bell or hammer, the cashier is to pay
from the pool the amount of such numbers to the holder of the card.

When numbers and blanks are thrown, the cashier pays the amount of such
numbers to the player from the pool.

When the pool is nearly empty, there arises an advantage to the inn; for if
the amount of the numbers thrown exceeds what is in the pool, the player pays
the overplus to the owner of the inn.

If all blanks are thrown after the inn begins to receive, the player pays no-
thing, but the owner of the white horse pays one to the inn; and should the
bell or hammer be thrown with blanks, the holder of such card pays one to
the inn; and if numbers accompany the bell or hammer, the owner of such
card must pay to the inn the number thrown above those remaining in the
pool. .

The game is won by one of the players throwing exactly the same number
as what is remaining in the pool, who takes the contents thereof, and is cashier
for the next game.

DUTCH RACKETS.

This toy exercises both eye and hand. It consists of a top and a racket,
with one face plain and the other furnished with several little numbered cups.
There is also a cup at the end of the racket. To play this game, wind up the
top exactly like a humming-top, place it against the upright peg, as shown in
the illustration, and draw the string smartly, so as to make the top spin.

Change the racket quickly from the left to the right hand, throw the top in
the air, and reverse the racket so as to catch it on the other side.

Now throw the top from one cup into the other as fast as possible, and add
together, as you do so, the numbers of the cups into which the top is received.
He who can count the highest humber before the top falls, wins the game.

When the players are proficient in this mode of playing, which is really very
easy, they ought to complicate it by catching the top in the cup on the end
of the racket between each throw into the numbered cups. Should the top
fall to the ground, the player gives up the racket.

SUCKER.

The sucker is rather a scientific toy than such a plaything as English boys
love. For an hour or two, or in extreme cases for a day or two, it may afford
some pleasure ; but when its possessor has lifted with it everything there is to
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lift, and fitted it on to every practicable place, bis interest in it is apt to come
suddenly to an end.

A sucker, however, is very easily made, and even though its interest lasts
only for an hour or two, it is quite worth the small amount of trouble that
must be expended in its construction.

Get a piece of stout leather, cut it into as perfect a circle as you can achieve,
bore a hole in the centre, and through this pass a
piece of stout string with alarge knot, or, better still,

a small button of leather, at one extremity, to prevent
it passing through the hole ; steep the whole concern
thoroughly in water, and your sucker is ready for use.

Apply your sucker while still wet to any stone or
brick you may find with a tolerably smooth surface,
press it down firmly with your foot so as to exclude
all the air between the leather and the stone ; then,
supposing your sucker to be about three inches in
diameter, and well made, the stone must be heavy
indeed that will defy its powers.

The scientific explanation of th.s would take too
long: suffice it to say that the lifting, or rather ad-
hesive power, of the sucker is due to the pressure
of the atmosphere, which presses it and the stone
together with a force of about fourteen pounds weight
for every square inch of its surface.

SQUAILS.

This game is a kind of table bowls, or, perhaps, rather a cross between
howls and curling.

It is like the latter in that the squads are discs instead of balls, and are slid
alonga smooth surface instead of rolled along over turf; in all other respects
the game is exactly like bowls.

It is by no means a bad game, and promised to achieve no little popularity:
but the Fates willed it otherwise.

For about one season it seemed as though, like croquet, it would take the
world by storm ; but in some way or other it soon lost its hold upon society,
and even its most enthusiastic votaries grew cooler and cooler in their attach-
ment, until now it is only ranked amongst the rank and file of table games,
instead of holding, as it once promised to do, a leading place amongst them.

This is owing chiefly, in our belief, not to any inherent defects in the game
itself, but— for, as we have before said, it is a good game, a very good game-
to a mistaken attempt to make the game amusing by a forced jocularity of
technical phrases. The terms “ process,” “ swoggle,” “ ex-squeezle,” and the
like, are not very funny in themselves and add but little to the amusement to
be derived from the game; but they give it an appearance of being a mere
childish pastime, instead of, as it in reality is, a game of real skill, and thus
keep off many who would otherwise have taken it up and made a thoroughly
good game of it.

We are afraid the only chance now of making it a success is to change its
name and bring it out again with some slight alterations and a perfectly new
and simple set of technical terms.
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We have such a good opinion of the game that we would gladly devote
some time to it, did the other demands upon our space permit. We must content
ourselves with a few short directions. .

The squails are discs of wood about the size of a crown piece, and marked
or numbered in pairs like bowls.

The players, who should be at least four or six, and may be eigkt or ten, in
number, are provided each with a pair and sit round a table—a round one with
straight-cut edges is the best; the “ process,” which is a stumpy cylinder of
white metal and answers to the “ Jack,” is placed in the centre, and each
player plays one squail up for first turn; the squail nearest the process leads
off.

The players are divided into two sides, and sit one of each side alternately,
and the turn goes round from right to left.

The squails are played by placing them so that they project slightly over
the edge of the table, and then striking them with the palm of the hand. The
player may play with either hand, and so long as he remains fairly seated may
reach along the edge of the table on either side to the full extent of his arms.

The game is played exactly as in bowls, the same rules holding good
throughout.

There is generally a penalty of two points to the opponents for knocking
the process off the table, or, what counts as-such, within three inches of the edge;
and a squail that, after being played, goes off the table, or within three inches
of the edge, is dead for that round.

We can confidently recommend this game to our young readers as one that
will afford them a very pleasant indoor amusement, and one, too, that will, by
its constant variety, retain its freshness for months.

F

Like billiards, Bagatelle is played with a cue and ivory balls, but there are
nine balls instead of three, and instead of pockets there are small cups sunk
in the board.

The game is a very simple one, and consists in playing as many of the balls
as possible into the cups. When the board is levelled, which may easily be
done by pushing two or three small wedges under it, the first player takes the
black ball and places it on the ivory spot just in front of the cups. He then
takes one of the other balls, places it either on or anywhere behind the ivory
spot at the end of the board, and with the cue aims it so as to strike the black
ball.
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Should he miss, the white ball is called “ dead,” and is removed from the
board. Should he strike the black ball, he plays all the other seven in succes-
sion, trying to get them into the cups; and when he has played all the balls
he counts up the number of points indicated by figures painted in the bottom
of each cup, and adds them to his score.

The great point of this game is to get the black ball into the central cup,
because it counts double the number painted on the cup, so that if it goes into
8it scores sixteen, and if it goes into 5it scores ten ; whereas if, as is often the
case, it drops into 1, it only scores two, and hinders play with the other balls
besides.

The numbers 8 and 7 are best got by playing the ball against the side of
the board just opposite the 4 and 6 cups, so that it comes off at an angle and
falls into the cup. It must be played with only just strength enough to reach
the cup, or it will roll out again. The best way to get the black ball into the
9 is to strike it with one of the other balls against the top of the board, so as
to make it recoil either between the 5 and 3 or the 5 and 2, and come some-
where between the 4 and 9 or the 6 and 9, when a very gentle touch will drop
it into the desired cup.

It is hardly possible to play too gently at this game. In the first place, if
a ball be played so hard that it comes back beyond the middle of the board,
it is called dead, and is taken off the board. The middle is indicated in those
boards which fold up by the two hinges, and in those that stand on legs by
a spot on each side, and a line of fine stitches on the cloth.

Moreover, with hard play, the balls may get into the cups, but will not stay
in them.

There is only one case where hard play can do good. Sometimes the balls
are very obstinate, and utterly refuse to go into the cups. They roll round
them, they stop short on the edges, they roll in and out again, and when the
last ball has to be played there is a whole assemblage of balls gathered to-
gether at the top of the board. The only chance then is to drive the last
ball among them, so as to cause a general scattering, and take your chance
of some of them falling into the cups. If you played the last ball gently
ever so well, you would at best get the 8or 7; but by scattering them you have
a good chance of getting four or five of them into the cups.

Never lose temper at bagatelle. There is a vast amount of luck as well as
of play, and it is very mortifying to a good player to score only six or eight
each turn, while his antagonist, who can scarcely play a stroke, scores his
thirty or even forty. But in the long run luck is tolerably sure to equalize it-
self, and then the superior skill begins to tell, so that towards the end of the
game the score of the better player creeps quietly on, while that of his oppo-
nent decreases in proportion.

SPILLIKINS.

This is a game of pure manual dexterity, and is rare practice for cultivating
steadiness of hand and delicacy of touch.

Its worst fault is that in the very nature of the game a constant series of
dead-locks are inevitable, only to be overcome by the self-sacrifice of one or
other of the players.

This is a great drawback to its popularity ; it is, we are afraid, however,
inherent in its very constitution, and therefore beyond the power of reform.

The spillikins, or “jack-straws” as they are made familiarly and vulgarly
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called, are a number of thin narrow slips of wood, bone, or ivory, each more
or less notched, sometimes cut into fantastic shapes, and numbered.

These being held together in a
bundle, are allowed to fall on the
table, and the players, two or more
in number, each in turn pull them
out one by one with a small hook.
As long as a player can go on ab-
stracting from the heap, without in
any way shaking or disturbing more
than one spillikin at the time, his
turn continues, and all he thus se-
cures he keeps; at the least shake
his turn ceases, and the next player
goes on.

When all the spillikins have been
thus abstracted, each player counts
his heap, each spillikin being valued

at the number inscribed on it, and he who has most wins.

SN S

<3tamg |Inr(mtr famnes.

THE OLD FAMILY COJACH.

This is a very good old game, but it depends entirely for its spirit upon the
inventive faculties of the person who tells the story upon which the game
hinges.

Tghe players sit in a circle, and all but the story-teller take names, each of
some part of the coach or its equipment ; door, step, boot, wheels, coachman,
horses, traces, &c.

The story-teller—when all are ready and know their respective names—be-
gins a long tale about the adventures of this old coach, bringing it to all sorts
of grief, and making the story as humorous as possible. The story ought to
be told fluently, but not too fast to be readily followed by the audience. Every
time any part of the coach is mentioned, the player who has assumed its name
must rise from hjs seat and sit down again, under penalty of a forfeit ; and
every time the old coach is mentioned the whole party, with the exception of
the story-teller, must do likewise.

The game may be played with a railroad instead of a coach if it be
preferred.

TWIRL THE TRENCHER.

This is a game for almost any number of players—the more, within reason-
able limits, the better. The players seat themselves in a great circle in the
middle of the room, each assumes the name of some town or beast, or they
are numbered one, two, three, and so on. One of the party now twirls or
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|
spins a wooden trencher upon its edge, and leaves it spinning, calling the name
or number of one of the circle, who, under penalty of a forfeit, must spring up
and prevent the trencher from falling, twirling it in turn, and calling another
name or number. .

This is a very good game for forfeits, as the players are apt to forget their
names till too late. A change of names should be made every dozen twirls or
so, as from mere practice the players get too familiar with them, and so half
the fun is lost.

PUSS IN THE CORNER.

A very good game for a small number of players. All the players but one,
who is called “ Puss,” take their places, each in one corner of the room, while
the puss stands in the middle.

The fun consists in the endeavours of the several players to exchange cor-
ners without letting puss supplant them. If puss can get into a vacant comer,
the player who is left comerless becomes puss in his stead.

The game must be played with spirit; too great caution in leaving comers
soon makes it fall exceedingly flat, whereas if the players evince a noble dis-
regard to the danger of being cut off from their comers, and plenty of activity,
it may be kept up for a long time with undiminished zest.

To those timid spirits who fear to leave their corners until assured of abso-
lute safety we have only one piece of advice to offer, and that is simply to
abstain from playing; for if all went on the same principle it is very evident
there could be no game at all. If, therefore, they cannot play with some spirit,
and without this selfish sensitiveness to their own personal position in the
game, they are very much better out of it.
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HUNT THE SLIPPER.

For this game at least ten or a dozen players are required to get any con-
tinued fun out of it.

One player stands up in the middle of the room, and the rest sit on the
ground in a circle, with him in the centre. A slipper is given to one of the
seated players, who passes it under his legs to the next, and he to the next, or
back again, and so on, being careful the while not to give the one who is
standing any indication of its whereabouts. -

After a short interval the one who first took the slipper cries “ Ready !” and
the hunt begins. The hunter tries to detect the actual holder of the slipper
and to seize his hands, while, of course, all conspire to baffle him in the search.
All sorts of means are employed to deceive the hunter, one player pretending
to be very busy and mysterious, while the slipper is actually on the other side
of the circle; or, on the opposite principle, to be very' quiet, and so excite his
suspicions, and bring him down on a bootless quest.

The hunter, if he have his wits about him, may generally give a pretty shrewd
guess as to the position of the slipper by watching the countenances of those
in the circle: there are sure to be some two or three, at least, who have but
slight control over their features, and who, therefore, will certainly, by conscious
looks, betray themselves whenever the slipper comes to them. A useful maxim
for the hunter is to watch the less clever players closely, and leave the clever
ones to themselves.

If hunter and circle are well matched, and all play pretty much alike, the
game is a very good one—the contest of wits becomes a source of great
amusement, and the attack and defence assume a character almost scientific.

BLIND MAN’'S BUFF.

This is one of the best of indoor games, giving plenty of healthy exercise,
affording lots of food for laughter, and yet not so rough but that boys and
girls mayjom in it on tolerably equal terms.

It is played thus: One of the party is blinded by having a handkerchlef
tied over his eyes, which operation should be very carefully performed, or he
will be able to see quite distinctly, and all the real fun of the game be lost.
Fairly blinded, he is taken into the middle of the room, turned round solemnly
three times, and let loose to catch whom he may.

If he succeed in catching one of the others, and in guessing the name cor-
rectly, the person caught becomes blind man in turn. The blind man may
feel the face and dress of his captive—who, if once fairly caught, is required
to stand still until finally released—and is allowed to make one guess at the
name, which if he fail to do correctly, he must let the player go, and try his
luck again.

The other players may touch the blind man, and call his attention by talk-
ing to him ; but they must not push or pull him, or, in fact, use any violence
under any pretence. They may, however, employ any device they can hit upon,
within fair bounds, to mislead him as to their persons, such as exchanging coats,
altering their collars, the dressing of their hair, and the like. But they must
not put themselves in any way out of his reach, and if any of them leave the
room during play the blind man must be apprised of the fact.
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The room should be carefully prepared beforehand for this game by remov-
ing as much of the furniture as possible altogether, and piling up the rest out
of harm’s way, especial care being taken not to leave anything over which the
blind man might trip up : a hearthrug is a very common source of danger on
this head, and should be invariably removed.

If possible, there should be no fire in the room; if, however, it be unavoid-
able that there should be one, the blind man must be warned every time he
approaches, and at least a wire guard must be kept before it.

A good blind man is guided more by his ear than anything else, and watches
not only for footsteps, voices, the rustling of dresses, and the like, but for all
indications which the presence or absence of noises in special parts of the
room afford him of their being vacant or occupied : a sudden raid into a very
quiet comer— too peaceful in his opinion to be natural— will often reward him
by the capture of some specially crafty individual. A sudden lull, too, in the
tumult, when he is bearing down upon some point, is an almost invariable
sign that he has struck a “ warm corner,” and the interest is so intense that
all the rest have stopped to look : if head and hands only work together then,
he ought to be secure of a capture.

The blind man may, if he gets the chance, catch two people, and, failing
with one in guessing his name, may try the other; but he is bound to hold both
all the time ; for though the captives, when once fairly held, are forbidden to
stnjggle, they are yet not bound to remain in durance any longer than their
captor has actual hold of them.

The blind man is allowed to take his own time, within reasonable limits
that is, about making his guess at the name of his captive, and may, as said
above, employ his sense of touch to elucidate this matter, and he may ask



188 EVENING PARLOUR GAMES.

guestions, hoping to get a clue by the voice ; but the captive, though bound
to stand still, is not bound to speak, and may, like Martin Chuzzlewit’s Ameri-
can friend, go upon the principle that “ A man may ask a question, so he may,”
with the clear understanding “ that another man mightn’t answer it, so he
mightn’t,” and may please himself about answering, which, of course, he will
scarcely be foolish enough to do. The blind man is not, however, allowed to
mention names, as, “ It is not so and so, or so and so,” hoping to get a hint from
outsiders thus. The first name he mentions must be the one he abides by; only
if he has given the right name, and yet said “ It is not so and so,” he is con-
sidered equally wrong as if he had given the wrong name. There are a good
many more rules and regulations, which must depend a great deal upon the
circumstances of the moment, and may, therefore, be left for special legisla-
tion at the time.

SIMON SAYS.

Also a very good game for forfeits. One of the party stands up before the
rest like a drill-sergeant, while they keep line before him. He holds his hands
before him, with the fingers clenched, and the thumbs or forefingers pointing
upwards, in which the squad must imitate him.

He now cries, “ Simon says, Turn down,” and reverses his thumbs: all must
follow suit, under penalty of a forfeit ; then, “ Simon says, Turn up,” or “ Simon
says, Wig-wag,” suiting the action to the words, and looking out to catch any
oi the squad tripping.

The squad must only obey an order prefaced by “ Simon says,” and the
leader tries to catch them by repeating the right formula several times rapidly,
and then suddenly saying “ turn up,” or “ down” without the “ Simon says;”
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he is pretty sure to catch one or two each time, who, of course, must pay
forfeit.

If the leader himself give a false order, telling them to do something they
are already doing, he pays a forfeit himself and is deposed.

A sharp leader will make it a very difficult matter to avoid paying forfeit,
even for the most cautious in the squad.

KNIGHT OF THE WHISTLE.

If well managed, this is one of the most amusing games possible; but to
carry it out with all the gravity and solemnity in which is the very essence of
the game, a few elder boys are almost indispensable.

An installation of Knights of the Most Noble Order of the Whistle being
resolved upon, those who know the secret rites form themselves into a Chapter,
and announce by a herald their gracious intention of honouring the remainder
by admitting them, without an apprenticeship, free, gratis, for nothing, to all
the honours, privileges, and emoluments of their most noble society, for which
purpose they will be summoned one by one to the presence of the officers and
members of the said society in Chapter assembled.

The neophytes, who must know nothing of the game, are now dismissed to
another room, and the Chapter proceeds to make due preparations.

One, who should be one of the eldest and the best player, is chosen Grand
Master, and assumes his seat in an arm-chair, covered with a tablecloth or
other drapery, in the middle of the room; for baton he may hold a ruler,
walking-stick, or, if possible, a sword. -

On his right sits “ Grand Tongs,” suitably accoutred, and on his left “ Grand
Fire-shovel;” while behind him stand “ Grand Poker" and “ Grand Hearth-
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brush,” each with his insignia of office. The rest seat themselves in a circle
in front of the Grand Master, while the “ Lord High Doorkeeper” guards
the door against intruders.

A cloak is now prepared by hanging a whistle by a long string to the back
of it; the whistle should be light, and the cloak thick, for reasons which will
be soon apparent. This cloak is handed to the “ Grand Apparitor,” who folds
it over his arm, with the whistle inside, and takes his stand behind the Grand
Master.

All being thus prepared, Grand Poker and Hearth-brush are sent to fetch
the first neophyte, who is brought before the Grand Master, into the circle,
which closes in round him, and there on his knees is made to take any oaths
the ingenuity of the Grand Master can hit upon. Then, being duly robed
with the cloak by the Grand Apparitor, who of course takes care not to let
him see the whistle, receives the accolade of Knighthood, and is told to rise
under the name of Sir-—- (somebody or other, at the fancy of the Grand
Master) ; not, however, to take his seat until he has discovered the holder of
the sacred whistle of their Order.

As he rises, one of the players behind him sounds the whistle and lets it go.
The new-made knight spins quickly round and challenges the most likely of
those behind him, who shows his hands in token of innocence. Again the
whistle sounds from behind, again he spins round, but of course to no purpose,
for he ever carries the whistle himself behind him.

If the circle be not too eager, the fun may be kept up for some time before
the bewildered knight finds out that he himself carries the whistle, to his own
confusion.

Sometimes a knight gives it up as a bad job, and declines to seek any longer,
under which circumstances he must be disrobed and dismissed; if, however,
he discover the whistle, room is made for him in the circle, and he joins in
the fun of persecuting the next victim.

More than half the fun of the game consists in the mock solemnities, which,
too, have their use in bewildering the neophyte, and so making his deception
more easy.

PRESENTED AT COURT.

The same preliminary formalities will do for this game as for the preceding,
except that, instead of a cloak, a seat of crafty construction is prepared for the
“ presented ” as follows :

Two chairs are placed about two feet apart, and covered, both back and
seat, with some sufficient drapery, so as to make the two chairs, with the gap
between them, appear like one solid seat.

The King and his Grand Chamberlain, or, if possible, his Queen, sit on
either chair, leaving the gap between them vacant; and the Court stand round
with due observance and respect.

The novice is now introduced by the proper officers, and kneels to kiss the
King’s hand, and then the Queen’s, after which— with constant exchanges of
compliments, in which, by the way, he must be previously instructed by the
proper officer—as amark of high honour, and in assurance of the royal favour,
he is invited to take his seat between the royal pair. As he does so, the King
and Queen, who have been very careful to keep his attention constantly directed
to them by their protestations of esteem and regard, rise and bow; the drapery
spread over the seat, and kept in its place by their weight, gives way beneath
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the luckless wight, and he comes ignominiously to the ground amidst the
applause of the Court and condolences of the King and Queen.

The success of this manceuvre, which requires skilful timing, and no little
tact to prevent the intended victim “ smelling a rat,” depends almost entirely
upon the King, who, therefore, must be very carefully selected.

If possible, this and the former game should be tried on the same set of
novices, the difference between the traps laid for them being quite sufficient
to prevent initiation into one being any protection against being duped by the
other. In fact, the experience gained in the one is very likely to pat the
novice on a false scent for the other. To further this end, the investiture of the
person to be presented in a cloak similar to the one used in the “ Knight of
the Whistle ” will be found a very serviceable ruse.

Sometimes the Court are not satisfied with merely letting the “ presented ”
down, but take pains to make matters uncomfortable for him by putting some-
thing hard for him to fall upon, or even sometimes a tub of water; but this is
not fun, but mere vulgar horse-play, suitable, perhaps, for sailors on board
ship, but not the sort of thing fitted for young gentlemen. Besides, it is highly
dangerous, and a boy might very well be crippled for life or even killed by
coming down too heavily upon the seat of honour. A cushion or folded coat
should always be put underneath, for fear of accidents.

MAGIC MUSIC.

One player is sent out of the room, and in his absence the rest agree upon
some simple task for him to perform, such as turning a chair round, removing
it from one part of the room to the other, or the like. He is then called in,
and endeavours to find out what they would have him do, being guided in the
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search by the sound of the piano or some musical instrument, which is played
loudly or softly according as he nears or wanders away from the object of his
search.

By following the guidance of the music, a quick player will soon find out
first the locality of the thing, and then the thing itself which he has to gperate
upon, and, having discovered it, will soon hit upon the right thing to do with it.

Sometimes, in the absence of a musical instrument or a musician to play it,
the other players form themselves into a band, and with the tongs, poker, and
fire-shovel produce more or less of a din as a substitute for the more legiti-
mate music. The piano, however, is not only preferable on account of the
less riotous nature of the sounds produced, but also because the gradations of
tone are more easily marked, and it therefore affords a better guide to the
searcher.

The game may be modified by hiding something and letting the searcher
find it under the same conditions as before.

SHADOW BUFF.

A very amusing game and full of incident. A sheet is hung across one side
of the room, and the player who takes the part of “ Buff” sits facing it at about
a yard or so distance.

A lamp is placed on a table, or, better still, a chair, at the opposite side of
the room, and the other players pass one by one between the lamp and the
sheet, on which, of course, their shadows thus fall. From these shadows buff is
required to give the names of the individuals, the actual entities of flesh and
blood of whom they are the “ counterfeit presentments.”

The players may disguise themselves in any way they like,—by sticking
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out their hair, altering their clothes, improvizing impossible collars, distorting
the outline of their faces by holding up their hands beside them, and the like.
The latter method especially will be found very effective, as those may well
divine who have seen—and who has not — the wonderful birds, beasts, fishes,
and nondescripts which may be produced, with the simple aid of a candle, by
one pair of skilful hands.

A finger properly applied to the nose may change the most uncompromising
of “ snubs” into the most classical Roman, or turn a classical well-cut— or, as
the novelists say, “ chiselled”— nose into one of Bardolphian monstrosity.

But we can do no more than hint at the various ways in which the player
may disguise himself and deceive the buff. Of one thing, however, we must
warn him. An experienced buff will take little notice of prominent features;
these are sure to be disguised; but will watch for slight indications of indi-
viduality, especially in the way of characteristic gait or gesture, and it is on
this head, therefore, that the player must exercise especial caution.

When the buff guesses correctly, the player detected becomes buff, and
buff joins the rest. .

Where forfeits are exacted, each player as he is detected pays a forfeit, and
buff pays one every time the whole party pass the ordeal undetected. Of
course, itis absolutely necessary that there should be no other light in the room.

FRIGHT.

This is a very lively game, with plenty of fun and excitement in it. It is
played as follows : .

Supposing there be twelve players, one is chosen as Fugleman; ten chairs
are then placed in a row, facing different ways, alternately back and front, and

13
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the remaining eleven players range themselves in a line round them, with their
right sides to the chairs. The fugleman now gives the word “ Slow march !”
upon which they march in slow time round the chairs in single file; “ Quick
march !” and then “ Slow march !” again, until, watching his opportunity when
they are least prepared, he shouts out, “ Halt!” At this word they must all
endeavour to sit down, and, as only one may occupy one chair, and'as there
are only ten chairs for eleven would-be sitters, one must necessarily be “ left
out in the cold.”

This fate entails a forfeit ; the struggle, therefore, for seats is very exciting,
for none is willing to be the “ odd man out,” and sauve qui peut—each one
for himself—is the order of the day. The arrangement of the chairs alter-
nately back and front adds amazingly to the perplexity of the unfortunate
memtier in search of a seat, and it is very amusing to notice how lovingly the
crafty ones cling to the chairs which have their seats towards them, how care-
fully they eschew the backs—how it takes at least three steps to pass the
former, while the latter are easily cleared in one.

It adds very much to the spirit of the game, and, indeed, improves it very
much in every way, if, instead of having a fugleman, a march is played on the
piano. The players must keep time to the music, and its cessation is the signal
to be seated. A good pianist will lead the players a pretty life, trying them with
all sorts of time, and involving them in all sorts of troubles. A very effective
plan is to make pretence with a good sounding chord or two of coming to a full
stop, and then dart off into a lively quick march. One or two of the extra sharp
players are sure to be taken in, and to make a dart for seats; give them just
time to get out of their seats and rejoin the ranks, and then, while they are
yet covered with confusion and demoralized by their mistake, stop in right
earnest. A “heavy bag” may be looked upon as a certainty.

GERMAN DWARF.

This is a capital deception, and, if well carried out, one sure to please the
spectators, who, unless they are in the secret, will try in vain to solve the
mystery.

To produce this entertaining illusion two persons only are absolutely neces-
sary, but the assistance and co-operation of a third will prove of great service
both in making preliminary preparations and in carrying out the deception.

The other requisites are a table, of the dressing-table character, with a long
cloth sweeping the ground, and a pair of curtains.

These curtains must be hung over the doorway between two rooms, or at
the opening of some suitable recess, and the table, with its cloth so arranged
as to allow no one to see underneath it, must be placed in front.

The exhibition should be held, if possible, in a separate room, from which
the public must be rigorously excluded whilst the dwarf is being “ got up.”
If, however, this be not practicable, another curtain should be brought over
the front of the table until the dwarf is in his place ; in fact, in either case, a
double set of curtains, one in front and the other behind the table, is a great
advantage.

The dwarf is managed thus: The taller of the two chosen to enact that
part carefully disguises his face with a wig, a false moustache and beard, and
a liberal application of burnt cork and rouge, and having divested himself of
his coat, pulls over his hands and arms a pair of stockings, which should be
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of some bright colour—scarlet for choice—and over them a pair of shoes,
ornamented at the instep with enormous buckles or rosettes.

The shorter of the two then, standing behind him, thrusts his arms as far as
they will go under his, the first-mentioned’s, armpits, and a kind of tunic or
other suitable garment is brought over all.

This tunic, of course, must be made for the purpose, and should be as
extravagant as possible in colour and cut : a good-sized crimped frill or enor-
mous turn-down collar is very effective.

Thus arrayed, the first-mentioned, standing behind the table, places his shoe-
clad hands upon it, which thus represent the feet of the dwarf, and the curtains,
which are fastened together a few inches above his head, are drawn apart so
as just to reveal what appears to be the body of a dwarf with a most dispro-
portioned head. By the way, a boy with abig head should generally be selected
for this part, and its size should be exaggerated by art.

He must remember to lean slightly over the table ; in fact, he should stand
in the attitude of a man making an after-dinner speech, or the legs will not
appear to support the body, and thus much of the vraisemblance will be de-
stroyed. .

The third accomplice, who also undertakes the part of showman, must now
admit the public, and introduce to them his wonderful lusus natura.

This part of showman is, perhaps, the most important of the three, for upon
his wit and readiness will depend all the real fun of the affair: the dwarf by
itself can be but an object of passing curiosity, unless occasion be taken to
make it a peg to hang some fun upon.

It is impossible for us to put words into the showman’s mouth ; we would
only advise him to get up his “ patter,” as the showman’s talk is called, as far

13— 2
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as possible beforehand, imitating and parodying the regular professional giant
and dwarf showman to the best of his ability.

Of course, the more ridiculous and impossible his statements are the better.
His history, geography, &c., should'be hopelessly at fault. A very good plan
is to describe his dwarf as a thousand years old, and make him take part in the
most incongruous historical events, jumbling up persons, localities, a'nd dates
in hopeless confusion.

This “ patter” must be poured out in one continuous stream, and with per-
fect confidence and self-possession, or it loses half its attractions.

Both dwarf and showman, if they want to produce a really striking effect,
must practise their parts together for some time previously.

If the dwarf can get up a dance, or play a short tune upon a penny whistle,
or perform some other similar feat, it will add much to the success of the
show.

This whistle business is difficult at first, because the hands do not belong
to the owner of the mouth, and they must be guided by feeling alone, for their
owner cannot see anything; but the difficulty may be overcome, and that
without very much demand upon the learner’s patience.

He who does the head and legs part must be careful not to forget his part:
a momentary forgetfulness may betray him into the most ludicrous mistakes.

The writer’s brother one day, while officiating in this capacity, was suddenly
afflicted with an intense itching of the nose. Momentarily oblivious of his
part, he lifted his shoe-clad hand to his nose to scratch the seat of irritation,
an action that, of course, raised shouts of laughter from the audience, for the
dwarf appeared to be “taking a sight,” not with his thumb and fingers, but
with his toes.

Fortunately the spectators looked upon this as part of the performance, and
were proportionately delighted ; but similar mistakes may not prove always
equally fortunate.

THE GIANT.

This may be done in two ways ; first and most difficult, by one boy standing
on another’s shoulders, and then putting over both a long loose garment, long
enough to reach to the knees of the lower one.

This method, however, may be made much more easy by the upper player
putting his feet in a kind of stirrup fastened to straps passing over the under
one’s shoulders, and hanging just down to the hips. Height, of course, is
sacrificed, but greater safety is secured ; the giant, too, can exhibit thus for a
longer time, as the attitude is not so fatlgumg

The other and simpler method is to place a huge mask, which should repre-
sent a head and neck, on the top of a pole about five feet long, with a cross-
piece to represent arms, and then tying a long cloak— it should be made for
the purpose : any common material will do— round the neck of the mask, get
bodily inside.

Now, by raising or depressing the pole, the giant may be made to attain an
extraordinary stature or to shrink down again to ordinary dimensions at will.

The lower end of the cloak, about two feet from the bottom, must be fas-
tened to the performer’s waist, so that when the head is depressed the cloak
may fall in folds, and not sweep the ground as it otherwise would.

There is a very entertaining illusion of this sort exhibited under the name
of “ The Nondescripts.” Two figures with enormous heads, alternately giants
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and dwarfs, run about the circus and indulge in the most surprising vagarie
being able apparently to contort themselves in every imaginable direction.

Their final coup is to put their heads deliberately through their legs, and
make their exit with their eyes thus looking over their own shoulders.

HEAD, BODY, AND LEGS.

This is a very amusing game, and will afford an almost endless fund of
amusement.

Though it is a drawing game, yet it does not require that the players should
be artists, or even in the ordinary sense be able to draw; a mere faculty—
which nearly all schoolboys possess—of being able
to scrawl some distant resemblance to a living crea-
tifre, is all that is necessary ; in fact, the worse the
drawing of the several parts, the more amusing is
commonly the result of the whole. The method of
procedure is as fol-
lows :

Three or more
players sit round a
table, each with a
sheet of paper fold-
ed into three, and a
pencil. Each draws
a head, of man, of
beast, of fish, &c., according to the fancy of the mo-
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ment, on the upper third, carrying the lines of the neck just over the fold as
a guide to the next artist, and folds it down, and then passes it to his left-

Each fhen, on this new paper, draws a body, working from the lines of the
neck above mentioned, but of course in total ignorance of the nature,of the
head thereto belonging, carries the lines over the next fold, doubles down, and
passes the paper as before. . t . .or

Each now, working from the lines brought over, affixes a pair of ’Iegs—the
more eccentric the better—to the unknown body. The papers are then passed
to the chairman, who opens them, and shows them for public inspection. The
combinations produced in this way are most extraordinary, and often raise
shouts of laughter.

The illustration is a facsimile of a drawing thus produced while describing
the game to the draughtsman.

This is a trick in essence like that of German Dwarf, and requires, like it,
some little preparation. The subject for decapitation is placed on his back on a
table, his head towards the audience, and hanging over the edge ; or, better
still, he may lie on a mattrass placed on the table, with his head hanging over
the edge. '

His whole body now, up to the chin, is covered with a cloak ; a wig and
sham forehead, previously prepared, are brought over his mouth and nose,
so as to make the place where his chin is appear to be the top of his head,
and a nose and mouth are carefully painted on his forehead. The head now
appears to rest upon its chin, and to be quite separate from the body, only
leaning with its back against the trunk.

The individual selected should have a good crop of long hair to play the
part of beard, and a good thick pair of artificial whiskers should be brought
down either side of his face, and made to mingle with his hair.

If, in addition to this, a reasonably presentable false nose, with moustache
attached, can be procured, it will be much better than the painted one, and
will greatly further the deception.
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.The lights also must be carefully arranged, so that, while apparently, throw-
ing plenty of light upon the subject, they are really rendering it more obscure.
A little previous rehearsal with them will be necessary to effect this satis-
factorily.

The head in this state, with the eyes upside down, &c., is a most ghastly
sight, and it would, therefore, be desirable not to admit very young children
to view the body.

Of course some suitable story must be got up and told by the showman; or
it might be brought into a charade or tableau vivant.

A little flour and rouge will be found very useful in hiding the line of junc-
tion between the real and imitation flesh.

CONSEQUENCES.

This is a capital indoor table game, especially when there are some ten ora
dozen players to keep the game alive.

It is founded upon the absurd incongruities that result when a number of
people combine together to make one connected sentence, each taking his
own part irrespective of each and all of the others.

Just as in the preceding game a connected drawing was made by uniting
three several parts, each drawn in ignorance of the other two, so in this the
several component parts ofa sentence are written down by a number of players
separately and without collusion, and then joined together in one.

We will suppose eleven players are sitting round the table, severally provided
with a pencil and a strip of paper. Each writes on the top of his paper one
or more adjectives attributable to a man, folds his paper down over the writ-
ing, and passes it to his left-hand neighbour, receiving one in return from him
on his right ; and proceeding in the same order he writes in succession,

Adjectives suitable to a man, A date,

A man’s name, A short sentence suited to aman,
Adjectives suitable to a woman, A woman’s reply,

A woman’s name, The consequences,

The name of a place, and

Some productions of ditto, What the world said.

As an example we will suppose the following to have been written down on
one of the papers :

The irascible and enthusiastic—Paul Pry— The pious and charitable— The
Queen of the Cannibal Islands— The ball of St Paul’'s— Bloaters and ginger
beer— Christmas Day, B.C. 450— Have you seen Blondin?— Ask mamma—
They both perished miserably— It always knew how it would be.

When all have been filled up, the president takes the papers and reads them
out; the one instanced above reading thus:

The irascible and enthusiastic Paul Pry met the pious and charitable Queen
of the Cannibal Islands in the ball of St. Paul’'s,famousfor its bloaters and
ginger beer, on Christmas Day, B.c. 450. He asked her in tender strains,
“ Have you seen Blondin?” To which she replied, with a modest blush, “Ask
mamma.” As a naturalconsequence they both perished miserably; and the
world said it always knew how it would be.
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ADJECTIVES.

This is also a very amusing game. One of the players writes a letter, which
of course he does not show, leaving a blank for every adjective. He then asks
each player in turn round the table for an adjective, filling up the blank spaces
with the adjectives as he receives them.

The following short letter will explain the game better than a long description.

My detestable Friend,

In answer to your amiable letter, I am silly to inform you that the
1 dirty and degraded Miss Jones sends you her mostfallacious thanks for your
kindness, and bids me tell you she will always think of you as the vainest and
most adorable friend she ever had. As for that sagacious fellow, Smith, he is
such adelightful ass, such afilthy and eminent muff, you need not fear he will
prove a very complicated rival.

Believe me, myfoolish fellow,
Yours, &cC.

CRAMBO.

This is a game only for those who have some facility in rhyming and versi-
fying; with half a dozen such it will always afford unlimited amusement. It
is played as follows :

The players sit round the table, each with a pencil and two slips of paper ;
on one he writes a question— any question that occurs to him, the quainter the
better— and on the other, a noun.

These slips are put into two separate baskets or hats, and shaken up well,
so as to be thoroughly mixed. The hats or baskets are then passed round,
and each player draws two slips at random, one from either basket, so that he
has one slip with a question and one with a noun.

The players thus furnished now proceed to write on a third slip each a prac-
tical answer to the question before him. The answer must consist of at least
four lines, and must introduce the afore-mentioned noun.

For instance, supposing a player to have drawn the question, Who killed
Cock Robin ? and the noun faw, he might answer it somewhat as follows :

I, said the Sparrow,

With my bow and arrow.
If you'd known him too

You'd have wished him at Harrow;
With his cheek, and his jaw,

And his dandy red vest,
He became such a bore,

Such a regular pest!

*Twas really no joke:

Such troublesome folk

Must not be surprised if they're promptly suppressed.

Or, as a more concise example, question asked, Do you bruise your oats ?
Noun, Cheese. Answer,

As | don't keep a steed,

For oats I've no need;

For myself, when my own private taste | would please,
| prefer wheaten bread to oat-cake with my cheese.

Here is another example of veritable crambo rhymes. The question was,

“Can you pronounce Llyndgynbwlch?” and the noun “ Oil.” Answer as
follows :
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“ Pronouncing Llyndgynbwlch
My glottis will spoil,
Unless lubricated
With cocoa-nut oilL”

There happened to be cocoa-nut cakes on the table.

These will be amply sufficient as guides to the method of playing the game.
They are not offered as models of poetry or diction, but as just the sort of
things anybody might write on the spur of the moment, and therefore better
suited for our purpose than any more finished and elaborate productions.

Of course this game can only be played by those who will take an interest
in it, and who possess some little facility of versification. A player who, after
half an hour or so spent in puzzling his brain and beating about for rhymes
and sense, cannot succeed in turning out a few lines of doggerel, had better,
for his own sake and that of others, turn his attention to other and lesa intel-
lectual amusements.

But we would not alarm any timid players—we have no wish to seem to
require any great poetical gifts in the player, though, of course, the more witty
and brilliant they are, the more delightful and interesting the game: the merest
doggerel is quite sufficient for all purposes, and the facility of stringing verses
together will be found to increase rapidly with every day’s practice. None

but a veritable dunce need despair of taking at least a creditable part in this
very amusing game.

DEFINITIONS.

This is a game only for elder boys and grown-up people; it is quite beyond
the powers of youngsters, and not all even amongst the seniors can make any
figure in it.

The theory of the game is very simple, but the opening it gives for wit and
satire is simply unbounded, and for pure intellectuality it stands unrivalled
amongst evening games.

The players sit round a table each with a pencil and piece of paper; a noun
is then selected at random from a list, or in any convenient way, and each is
then bound to furnish an original definition. This done, another is given out
and similarly defined.

When a convenient number have been thus disposed of, the papers are
handed up to the president, who is chosen for the occasion, and the several
definitions read aloud.

Some very brilliant impromptus are sometimes flung off in this manner;
and we would strongly advise, where the game is much played, that a book
should be kept for the enshrinement of the special flowers of wit.

We offer a few here as examples, not so much for imitation, but as illustra-
tions of the modus operandi, or perhaps we might rather say, ludendi..

NOUN— MIRROR.

DEFINITIONS* DEFINITIONS.
(n) The rarest gift the fays can gic us— (r) The type ofperfectunselfishnessjgivingaway
W e see oursells as ithers see us. all that it receives and retaining nothing for itself.
(A The vain man’s most intimate friend; the (d) The hermit of modem life : it spends all its

wise man'’s acquaintance. time reflecting on the vanities of the world.
NOUN— PROSPERITY.

DEFINITIONS. DEFINITIONS.

ut) The reward of exertion. to expect for himself, and is least inclined to desire
tg) Man's greatest temptation. for his neighbour.

tg) The world’s touchstone of merit. e) The pass-key thatunlocksthe gatesofsociet*.

(d) What each man most thinks he has a right /) A prize in the lottery of fate.
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NOUN— HUMANITY.

DEFINITIONS, DEFINITIONS.
a)l T he best abused virtue in the calendar. (f) The begging impostor's Tom Tiddler’s
ajhe highest triumph of civilization. ground.
(/) The weakness of the many, the virtue of
the few. -

cJllhe basis of Christian charity.
d) The most God-like of virtues.

e) A common cloak for cupif@\W DO YOU LIKE IT?

How DO YOU LIKE IT, WHEN DO YOU LIKE IT, AND WHERE DO YOU
LIKE 1T?>—This is also, like “ Proverbs,” a guessing game. One player, as
before, goes out of the room while the others fix upon a word. He then
returns, and puts to them severally in turn the question, “ How do you like it ?”
and then, having completed the circle, “ When do you like it?” and thirdly,
in like manner, “ Where do you like it?” To each of which questions the
other players are bound to return a satisfactory reply.

At the end of these questions, or at any time in the game, the questioner
may make a guess at the word, being allowed three guesses in all, as before
in “ Proverbs.” If he succeed in guessing rightly, he points out the player
from whose answer he got the right clue, who, therefore, pays a forfeit, and
takes his place, and the game goes on as before. If he do not succeed in
guessing rightly, he himself pays a forfeit and goes out again.

The great secret of the game is to select words that, though pronounced
alike (spelling does not matter), have two or more meanings.

For instance, Z goes out, and the word “bow” is chosen. He asks of each,
“ How do you like it?” A answers “ In a good temper” (beau); B, “With
long ends ” (a bow tied in a ribbon); C, “ Very strong” (an archer’s bow); and
so on, ringing the changes upon the three different sorts of bow.

In the next round the players are not bound to adhere to the same meaning
they selected before, but may take any meaning they think most likely to puzzle
the questioner.

Thus, to the question “ When do you like it?” the answers may quite legiti-
mately be as follows: A, “ When | am dressing ;” B, “ When | want exercise
C, “When | am going to a party.” And to the last question, “ Where do you
like it?” A answers, “ Under my chin;” B, “ At my feet C, “ Outside on the
lawn.”

If there be only three to be questioned, this would prove hard enough to
find out, though “ Under the chin” might perhaps give a clue. Z’'s chance
lies in the number of answers that have to be given to the same question, and
in the short time each has to prepare a satisfactory answer— one that shall
satisfy all conditions and yet give no clue to the word.

The whole fun in this game, as in “ Proverbs,” depends entirely upon the
wit and spirit of the players. To be seen at its very best it should be played
by a party of really clever grown-up people. The contest of wit is then, as
Mr. Cyrus Bantam would say, “ to say the least of it, re-markable.”

Below will be found a few words taken almost at random suitable for this
game.

Air—Heir Barnd Balm— Barm Chest Dram—Drachm Pear—Pair Note
Ant—Aunt Aisle—Isle Arms—Alms Club Draft—Draught  Fair—Fare Poll
Bow—Bough Bar Bowl Com  Knight—Night Sail—Sale  Roll
Bow—Beau Bill Cask—Casque Drop Hair—Hare Rain—Rein Sole
Flour— Flower Ball Cell-Sell Gum  Mail— Male Vale—Veil Box
Bale—Bail Buoy—Boy Chord— Cord Kite Main— Mane Tale—Tail Game,&c.
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WHAT IS MY THOUGHT LIKE?

This game is somewhat like the last, only that the questioner does not
leave the room, and the onus of the game lies on the questioned, not on the
guestioner.

The players being seated in a semicircle round the questioner, he thinks of
something or a person— it matters not what— and demands of each player,
“What is my thought like?” The answers, of course, being given without any
clue to the word thought of, are of the most incongruous nature.

This, however, is only the commencement of the fun. Having taken and
noted each player’s simile, the questioner now reveals the word he had thought
of, and demands of each a verification of his simile under penalty of a forfeit.

As the answer must be given promptly, without time to arrange an elaborate
defence, much quickness of wit and readiness of resource is required to avoid
the forfeit for failure.

If the whole party succeed in justifying their similes, the questioner pays a
forfeit, and a new questioner is appointed.

The decision as to an answer being satisfactory or not lies in disputed cases
with the whole party of players.

An illustration of the working of the game may be, perhaps, not out of
place.

We will suppose that Z, the questioner, has thought of a baby, and has asked
the question, “ What is my thought like ?” all round, and received the following
answers : .

A, “A lumpofchalk B, “Alexander the Great C,“ The Great Eastern
D, “ A gooseberry E, “A fishing-rod F, “ A carpet bag and so on;

Z now tells them he thought of a baby, and calls upon them each severally
to justify his simile.

A, “ It is like a lump of chalk because it is white.” (Allowed.)

B, “ It is like Alexander because it cries for what it can’t get.” (Allowed.)

C, “ It is like the Great Eastern because it costs a great deal of money
before it makes any returns.” (Disputed as rather too fanciful, but finally
allowed.)

D, “ It is like a gooseberry because it is soft and red.” (Not allowed. It
had previously been likened to chalk as being white ; red, therefore, cannot
stand, and softness is not a sufficiently distinctive characteristic. Forfeit.)

E, “ It is like a fishing-rod because it has many joints.” (Allowed by general
acclaim.) .

F, “ It is like a carpet bag because it has most elastic capacities of stowage.”
(Allowed after some discussion.)

Of course, it is easy enough in most cases to find some sort of justification
of almost any simile if time be allowed, though even then one sometimes comes
across one that would puzzle the most ingenious ; but in the actual game the
explanation must be found on the spur of the moment, and herein consists
half the fun.

This game, like all others of its kind, is entertaining exactly in proportion
to the wit and capacities of the players. Even the most witty and most
learned may join in it without derogating from their dignity, and with a

certainty of deriving from it a fund of endless and highly intellectual amuse-
ment.
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PROVERBS.

This isavery good mental exercise for all, and is capital fun even for adults ;
indeed, the better educated and the more clever the players are the more fun
is fhere to be got out of the game, as it gives ample occasion for the exercise
of wit of the highest quality.

One player goes out of the room, and the rest, being seated in a circle, fix
upon a proverb, which should not be a very long one. The first player being
now recalled, he begins at player number one in the circle and asks any ques-
tion he likes : the answer must contain the first word of the proverb. He then
tries the next, whose answer must contain the second word, and so on.

He isallowed to go completely round the circle if it be a large one, or twice
if it be a small one, and then must either guess the proverb or go out again and
try a new one. If he guess rightly, he has to declare the answer that gave him
the clue, and the player who gave it has to go out in his stead.

In answering the questions much ingenuity may be exercised, and much
amusement created in concealing the key-words of a proverb. For instance,
in “ Birds of a feather flock together” there are three dangerous words— birds,
feather, and flock— all difficult to get into an ordinary sentence, and it requires
much dexterity to keep them from being too prominent. Let us take this
proverb as an example. A goes out, and “ Birds of a feather flock together”
is agreed upon. A asks of B, “ Have you been out to-day?” B, “No; but I
sat at the window for a long time after sunset listening to the birds and watch-
ing the rabbits on the lawn; you can’t think what a lot there were.” A is
puzzled, he has so many words to pick from, and the word, which when ex-
pected seems so prominent, falls unnoticed upon his ear. He asks C, “ And
what have you been doing with yourself this evening?” C, “ Oh, | have been
sitting with B, looking out ofwindow too.” Next comes D, who can have but
little trouble in bringing in his word a, only let his answer be not too short.
Then E has to bring in the word feather. A asks him, “What did you have
for dinner to-day ?” F, “ Oh, roast beef, turkey, and plum pudding ; but the
turkey was so badly plucked, it tasted of singed feathers, and we couldn’t eat
it.” This, repeated rapidly, may deceive the questioner, who goesonto E: “ |
saw you with a fishing-rod to-day; what did you catch?” F—who is by no
means required to adhere to absolute facts, and may draw upon his imagination
to any extent— replies, “ Well, to tell you the truth, | did not catch any; for
there \vas afiock of sheep having their wool washed ready for shearing.” F
brings in the wool to lead A off to the proverb “ Great cry and little wool,”
as almost his only chance of concealing the real word flock. A then demands
of G, “ Do you like walking?” G, “1 do if I have a companion. When
Charlie and | go out together we always have lots of fun; but Harry is such
a duffer, it’s awfully slow walking with him.”

If A is at all quick, he ought to have heard quite sufficient to know the pro-
verb ; he may, however, be puzzled by the complicated sentences ; but after the
second round at least, when the catch-words nave been repeated, he must be
slow indeed if he does not discover it.

One of the party should be appointed umpire, to decide whether any answer
is a fair one, and no one else should be allowed to interfere in any way; no-
thing is so likely to give a clue to the questioner as a dispute whether a word
has been fairly introduced or not. In cases of doubt the umpire may call for
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a fresh question and answer. There is no reason why the umpire, who should
be one of the oldest players for authority’s sake, should not join in the game.
He is appointed almost solely to prevent confusion, and his being a.player or
non-player can have no influence on his decisions.

The answers should be made with decision, and as rapidly as is consistent
with distinctness—a quality upon which the umpire should insist; and the
player should especially avoid giving short answers when he has a simple word,
such as “ of,” “ the,” &c., and thus give the questioner the clue to the answer
in which lie the catch-words, and thus aid him materially in his task. Of
course, great pains must be taken not to lay any stress upon the word that has
to be introduced, and not to make the answers unfairly long. .

Simultaneous Proverbs.— A very good modification of the above. No
guestions are asked ; but the players, one for each word of the proverb, stand
or sit in a semicircle, and the player who has to discover the proverb stands
in front of them. One of them, who is chosen leader, now gives the time,
“ One, two, three;” at the word “ three” they all call out simultaneously each
his own word. This they may be required to repeat once or twice, according
to previous arrangement, and then the gue:s must be made under the same
conditions as above.

A long proverb should be chosen for this, if there be enough players; the
greater the number of voices, of course, the more difficult it is to discover the
proverb.

MESMERISM.

This is a capital game, and, if well managed, will defy all detection. To do
it well, however, requires some practice.

Two persons assume respectively the roéles of Professor of Mesmerism and
Clairvoyant. The professor must have a ready wit and a good store of lan-
guage, a plentiful vocabulary at his finger ends ; whilst the clairvoyant must
be quick of observation and retentive of memory.

A semicircle is formed by the spectators, and the clairvoyant is seated blind-
fold with his back to them ; and the professor, after going through the usual
ceremony of mesmerizing him, leaves him and crosses to the spectators, asking
them for any objects they may have about them for the clairvoyant to name
and describe.

If they are both well up to their work, the clairvoyant will appear to those
who are not initiated into the secret to be able to see without his eyes, to their
intense astonishment and admiration.

The author once thus played clairvoyant to a friend’s professor at a large
charade party, and deluded the whole company into a belief in the reality of
the exhibition.

Robert-Houdin, the great French conjuror, and his little boy made this
clairvoyance one of the leading features of his entertainment, and brought the
art to a wonderful pitch of perfection.

It would be impossible in the contracted space of one of these short notices
to give full instructions how to produce this clever illusion ; a mere outline of
the method of procedure is all that can be attempted. This, however, will be
amply sufficient for a boy of any intelligence to grasp the idea of the leading
principles ; the mere details he will soon learn to work out for himself. If he
should desire any further particulars, he will find much interesting information
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in the “ Memoirs” of Robert-Houdin, which may now be procured at almost
any library.

The method of procedure is as follows : The clairvoyant makes it his busi-
ness to observe narrowly— unostentatiously, of course—and to catalogue in
his mind the persons present, any little peculiarities in their dress, ornaments,
&c., the general arrangement of the room, and any little knickknackeries lying
about. Practice only will enable him to do this to any considerable extent;
but if he have any talent for such mental exercise, and without it he will never
make a clever clairvoyant, practice will soon enable him to observe almost at
a glance and retain in his memory almost all the leading features of all around
him, animate and inanimate.

Robert-Houdin trained his son and himself by walking rapidly past various
shops in the streets of Paris, and then writing down on paper, after passing
each shop, all the articles they could remember seeing in their transitory
glimpse through the window : at first half a dozen or so was all they could
manage, but they rapidly rose by practice to twenty or thirty, until the young
Houdin, who quite outstripped his father, would tell almost the whole contents
of a large window.

Of course, such a wonderful pitch of perfection is scarcely attainable by an
ordinary boy, and would not be worth his while if it were; nor, indeed, is it,
or anything like it, necessary ; but the instance may serve as an indication of
the right method of procedure, to be worked out by each boy according to
his individual bent and opportunities.

It should be understood that all this preparation and practice is not abso-
lutely necessary before beginning to exhibit the trick. A very few rehearsals
will suffice for a very respectable performance; only if anything like perfec-
tion be aimed at, some extra trouble must be taken to attain it. Of course,
every exhibition will do its work of improvement.

Meanwhile professor and patient must practise the code of signals by which
the former conveys to the latter any necessary information about the objects
to be described.

These signs may be words or other sounds ; but great care must be taken
with the latter, as they are more open to detection.

The initial letter of the first, second, or last word in each sentence the pro-
fessor addresses to the clairvoyant is the same as that of the object ; and as
the number of objects likely to be offered for description is limited, a little
practice will ensure its instant recognition from the clue thus given. Some
signal should be preconcerted by which the clairvoyant may be warned that
the object presented is at all out of the common.

If there be any difficulty in making out the object, the professor may, by a
little ingenuity and assurance, spell out in successive sentences the name of
the object in his hand, To cover this manceuvre, he should pretend that the
mesmeric influence is failing, and make “ passes ” at the patient, being careful,
of course, not to go near him, and the clairvoyant must pretend to brighten
up under their influence.

In the instance above referred to in the author’s own experience, one of the
company presented for description something very much out of the common
way, a nutmeg-grater or something similar, and the professor, with the greatest
readiness and the coolest assurance, deliberately spelt its name through almost
to the last letter without detection.

The above, it is hoped, will be found sufficient to set the young aspirant to
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mesmeric fame on the right track ; but an example of the actual working may,
perhaps, prove more serviceable than much description.

Suppose, for instance, the object be a coin—a shilling, say, of George the
Third, date 1800. The professor, who, by the way, should speak with as much
rapidity as is compatible with distinctness, says sharply,

Can you tell me what | have in my George the Third.
hand? Bid what value ?
A coin Shilling.
Modern or ancient ? How dated?
Modern. 1800.
English or foreign? Thank you, sir! Your shilling, |
English. believe ? Right, is it not?

Give the reign.

The first question, it will be seen, begins with e; this, without further
explanation, means coin. The next two explain themselves. The fourth
begins with G for George, the only possible modem English reign; and the
next word beginning with /gives the clue to third. B at the beginning of the
next stands for “bob,” or shilling, when speaking of English coins. The
guesser can’t be far wrong in his date, knowing the reign. In enumeration the
several digits are represented by the letters of the alphabet; h is the eighth
letter, and therefore stands for 1800. Any odd numbers might have been
spelt out in similar fashion.

Both professor and clairvoyant should speak rapidly and decisively to pre-
vent detection, and should constantly change the key-word from first to hist,
and so on. A knowledge of French or some other language will be of great
service in concealing the machinery

FORFEITS.

In several of the preceding games we have mentioned forfeits as penalties
for failure in some of the conditions.

When a player has to pay a forfeit, he gives in pledge some piece of port-
able property, which he will afterwards, at the end of the game, have to redeem
in due order.

One player is declared judge, and, with eyes blindfold, stands with his face
to the wall, while another takes up the several pledges separately and asks,
“ Here is a pretty thing, and a very pretty thing; what is to be done to the
owner of this very pretty thing?” Or, omitting the formula, asks merely,
“What is to be done to the owner of this ?” The blindfolded player, who, of
course, does not know to whom each forfeit belongs, and therefore cannot be
accused of unfairness, assigns for each forfeit a task which must be fulfilled
before the pledge can be reclaimed.

This calling of the forfeits requires no little ingenuity, tact, and judgment,
and the entire success depends upon the suitability of the penalties to the
company and the circumstances.

The judge must take into consideration not only wnat penalties can be
enforced, but what will afford the most fun, and at the same time must avoid
the slightest shadow of offence.

Where the party is composed entirely of boys with no great inequality of
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ages the task is tolerably easy; but where there is a mixed company of girls
and boys, not only must the penalty attached to any forfeit be such as a girl
could perform, but it must be such as no girl would object to perform.

In cases like this it is better to get an older person—a lady if possible—to
cry the forfeits ; and where such is not forthcoming, it is better not to cry them
at all; or, if that be too hard a trial for the young players’ philosophy, to cry
the girls’ and the boys’ separately.

As the penalties, therefore, must depend so entirely upon the special cir-
cumstances of each occasion on which they are imposed, it would be impos-
sible for us to find space enough to give a list sufficiently comprehensive to
be of any real service as a guide to the judge in all cases.

The old stock forfeits are so well known and so stale that it would be mere
waste of time and space to insert them here. We might certainly give a few
new ones; but the exigencies of space would, as we said above, prevent our
giving more than a very few, and we therefore prefer to leave them entirely
to the ingenuity and invention of the judge for the time being, who, if he be
worth his salt, will with one glance of his eye round the group of expectant
pledge-owners gather more hints for penalties suited to the occasion than he
would from whole pages of printed instructions.
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PUSS IN BOOTS.

Dramatis $rrsone.

The O1d Miller* The Cat.
Araba (the Miller'seldest son). The King.
Baraba (the Miller’'s second son). The Ogre.
Caraba (the Miller’s third son). The Princess.

King’s servanti. Ogre's servants, Peasants Hodge, Jenkins, Giles, and Luke.

Should there be a paucity of actors, the peasants’ parts can be played by the Miller and his three sons;
also the Miller may play the King’s part entirely, and the Ogre's part. The Ogre should wear a horrible
hairy mask, with huge teeth and bristling beard His dress should be of fur if possible ; buta railway
wrapper might serve as a poneko or mantle : some railway wrappers like leopard-skins would do. The
Cat ought to be all fur if possible, grey or black ; if the latter, the black should be slightly whitened, to
look aged. A couple of black, carriage rugs, or a large seal-skin cloak, might be contrived: the head
must be a mask. The four scenes might be roughly painted by any amateur draughtsman, and hung
ona large screen. They need not occupy the whole of the stage-back, being only suggestive. As each act
ends, when the curtain falls, the scene is removed, and the one below is shown, which, in its turn, is
taken off, till all the four have been emptoyed. The rest of the stage background may be filled up with
drapery. This is, of course, for drawing-room acting ; when proper stage scenery can he had, it should
be used.

AgRopsis of Atenttg.
ACT I.

A Windmill in the centre of the stage: the door open; the action takes place in front of the mill:
there may bea few bushes roughly painted at the sides of the scene.

ACT II. n .

A River-side.—The river is not seen, but supposed to run behind a fringe of low copsewood, osiers,
or alders, interspersed with reeds. Action goes ou in front of the Copsewood, and at the side when
Caraba is supposed to jump into the water.

U
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ACT III. k
A Corn-field with corn halfcut: reapers at work. A farmyard with ricks and stacks may be painted
in the dist mce ; high road in front, where the action taks place.

ACT IV.

Hall in the Interior of Ogre's Castle.—May be represented in Gothic style: mullioned
window; I)fty chimneypiece, ornamented with skulls, and an armorial shield representing ~salvage
man proper\ holding half a dozen diminutive captives by the hair (something in the style of the Egyp-
tian Kings at the Crystal Palace). On the left of the stage a large screen before the door; on the right
of the stage the window; in the ofiddle, behind the Ogre’s arm-cnair, the mantelpiece.

ACT V.
Samb as before ; but the screen is removed to make way for a large table spread with a banquet foi
the King. Door on the left wide open ; servants ranged on the right; actors enter by the left in pro-
cession.

ACT I

Scene L
Enter Miller, Araba, Baraba, Caraba, the Cat.

MilLEr. My sons, | bring bad news : | Ve failed, in short,
And must be whitewashed in the Insolvent Court.
The times are hard, the harvest’s rusty brown,
Corn ’s going up, and railways running down.
I bought too many shares— none live in clover
Whose dividends depend on lines to Dover;
So not much profit you 'll get out of that.
Your mother’s settlement was just the Cat;
The mill I from my father did inherit.
So, Araba, 'tis yours ; and see you merit [To Araba,proudly.
The good old masonry, wind-vans, and hopper.
Take you mine ass,— don’t snigger ; he’s a whopper, 1
[To Baraba, apologetically.
And donkey-power sets all the world a-going,
On a wise Saturday Reviewer’s showing.
| doubt not your fortune you'll quadruple
If you can follow Long Ears without scruple.
For you, my youngest, best-beloved brat—
[To Caraba, sadly and tenderly.
Your mother’'s wedding portion was the Cat,
And though since then his black hairs have grown grey,
He's all the wiser in the world’s wise way.
A better counsellor you cannot hit on,
For you are but an inexperienced kitten.
I Ve said my say; | Ve given all | own,
And to the workhouse now must trudge alone.
[Exit Miller, weeping.
Scene |Il.
Enter Araba, Baraba, Caraba.

Araba [jingling the keys ofthe fnill). Don’t be downcast. | cry not o'er spilt
milk.
At any rate 1'm miller of that ilk.
. A good old name, a landholder of note,
And worth a little bribing for my vote;
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So if you want to stand for shire or borough,

You know my price. [Exit Araba,
Baraba (disgusted, virtuously goes to the side, and kicks the ass outside the
scene). His selfishness is thorough :

H e’d sell both brothers fora sack of bran—

Nought is so hateful as a selfish man !

Gee up,,old Teddy! jog a little faster;

The world goes quicker with a younger master ;

Stir your stiff stumps to trot a mile an hour,

Let’s have a specimen of donkey-power.

We 'll have no vulgar costermongering Jack:

I think you might be leader of a claque;

Your voice sonorous would be sure to pay—

More than one singer has a touch of bray.

You only need some lessons, brief and scanty,

At the Conservatoire of Mercadante.

Signor Somaro, then, I'’'ll dub mine ass,

In Schumann’s operas a double bass. {Going.
CARABA (humbly). Dear brother, I am footsore, you are strong,

Let me ride on your donkey— not for long—

Just till | reach some town, to be a tutor.

As for the cat, poor wretch ! | think I°ll shoot her. fSighing.
Baraba (angrily). What! ride my donkey, you presumptuous elf!

No man shall mount my donkey but myself.

There ’s nought so hateful as a greedy lad. [Exit BARABA.
CARABA (sulkily). You called our brother selfish; you 're as bad :

Oh, dear! oh, dear! my legacy’'s a mockery ;

My cat’s not worth a penny pig of crockery ;

Hoary and mangy, e’en a London rough

Would scorn to steal him for a seal-skin muffi

He can’t catch aught but sparrows for a pie;

Indeed, | fancy he’s too old to try.
Cat (persuasively). What say you to a rabbit for a roast ?

Or partridge, plump, served up on buttered toast?
Caraba (startled). Did you speak, Pussy?
Cat (proudly). Yes, indeed; | wis

Better than cockneys ; not an h you 'll miss.
Caraba (doubtfully). Were you a spaniel, and had | a gun,

Down in the stubble something might be done.
Cat (grandly). Game you shall have—a princess for a wife !

Lord— marquis— King—you shall be in your life !

Trust to your Pussy ; follow Fortune’s calling.
Caraba (in ecstacies). O Cat, what music in your caterwauling !

Cat of good omen! Cat of prophet race !

Macbeth'’s three witches in one whiskered face !

New strength, new hope, your promises infuse,—

Feline Thalia ! deign to be my mews!

Care killed a cat,
But that was long ago ;
Shakspeare tells us flat
Her mind she did not know.

14— 2
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Oh, Pussy, stupid Pussy !
Pussy unlike you.

We'll hunt our fortunes, Pussy—
Hunt, and find them too!

Care killed a cat,
But not the jolly miller;
He cared for nobody,
Except himself and siller.
Oh, Pussy, clever Pussy !
Thou hast wits for two ;
Find me a good place, Pussy,
And not too much to do.

Care killed a cat ;
Care shan't kill you or me;
We are strong and fat
As Baboo fed on ghee.
Oh, Pussy, clever Pussy !
Pussy, | trustyou,—
Find me a rich wife, Pussy-
Rich, and pretty too !

Scene III.
Re-enter Araba, Very cross.

Araba (to Caraba). Clear out of this; 1’'m lord and master now;
You Ve got your portion ; pack your goods and go.
Cat (consolingly). Never mind, youngster; we’ll set out on our journey,
Like knight and steed for mediaeval tourney,
And find a lady quite as rich and fair
As ever knight did on his destrier;
You only need your Sunday clothes complete,
And | new boots to decorate my feet.
Araba (roughly). 1'd have you shod, my friend, with walnut-shells.
Caraba (determined). He shall be booted like the Bond Street swells.
Araba (sarcastic). You'd better sell him to a French guinguette ;
Mosso would find him toothsome when sharp-set ;
With sauce piquante, some restaurant scapiti
Would turn him into gibelotte de lapin.

Cat (to Caraba,gloomily). If you kill me, you Kkill your golden goose.
Caraba (cheering him). Live, Puss, and prove that you can be of use.—
Sniff out some heiress worthy my devotion—

A young man from the country on promotion :

Can you not help me to a Lord Mayor’s daughter,
Like Whittington’s famed cat across the water?

CAT (disdainfully). Lord Mayor indeed ! I hope your views point higher ;
To a King’s daughter should your eyes aspire !

Araba (pushing them away). Princess or mayoress seek elsewhere, | pray,
And don’t stand jabbering at my door all day.
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ACT Il.
Scene |.

Enter Caraba and Cat. .

Caraba (yawning). | 'm in the dumps ; | wonder if |1’m spoony ;
I 'm off my feed, and off my sleep, and moony.
| saw a lovely lady in a carriage, [Sighing.
And ever since my thoughts have run on marriage ;
Though which I love, fine coach or finer lady,
I know no better than the Poet Sadi.
Cat (aside). He'’s smitten with the Princess and her riches.
_ [ With dignity, aloud.
' Fine clothes look finer when beheld from ditches,
And coaches softer when we tramp On stones.
Come, leave off whining; what’s the good of moans?
Strip, and jump headlong in that reedy river. [To Caraba.
Caraba (starts). You idiot Cat! the mere thought makes me shiver!
A cold bath on this damp day of September?
| 'd have rheumatic gout in every member.
«Cat (with energy). Nonsense! your fortune hangs upon this minute,—
Cold water’s very pleasing when you’re in it;
Trust to your Tom.
CARABA (grumbling and taking off his coat). Fool that | was to heed you!
For Heaven knows where each new caprice will lead you.
Such folly's quite enough to make one swear.—
There goes my collar!
Cat. Never mind a tear ;
It is the last time you shall don those rags.
There, lay them on that tuft of reeds and flags,—
Don’t stop to argue, for the time is pressing ;
If we succeed, you'll give poor Tom your blessing.

[CARABA goes, grumblings to the side scene, and is heard to splash into
the water. The Cat seizes his clothes, and flings them out on the
other side of the stage, as if into the water.

He'’s in; then follow, thou clodhopper tweed !

If he wants clothes now, he with Poole must plead.

‘T is time | get rid of this seedy bundle;

I hear, | hear the royal coach’s trundle. [Sound o f wheels.

[Cat runs mewing about the stage, and wringing hispaws in distress,
crying otti aloud,

Help, help my lord! Oh, where’s my master’s drapery ?
His coat, his bathing-sheet, and other napery ?

Some thief has ta’en them, and here comes the King !
Thieves! Thieves! Fire! Fire! Murder!—everything!

Enter King and Princess.
Cat (with great rapidity of speech), O gracious liege! my lord is in the
river.
He can’t get out except to shake and shiver
In puris naturalibus, and that
| know he won't, as | 'm a modest cat
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Some thief has stolen his suit of cramoisie,

And not a shirt or pantaloon has he—

Sad plight for nobleman of high degree !
KING (astonished). A talking cat! the missing link, | vow!

Huxley and Darwin, triumph with me now !

De Chaillu’s apes were never half so human: Y

This creature chatters like a pretty woman. [Cat giggles.

Remind me, love (to Princess)— Good heavens! the thing can
laugh

When 1 go home, to write a monograph

To the Society of Anthropology

On this, my new discovery in zoology :

On one side genus Felis, on the other

(He's black) the negro type—a man and brother !
Princess. He talks good English, not like Quashee’s pranks.

KING. Has he atail, child? Can his race be Manx?
Princess. He has his tail on, like Mac lvor’s chief.
King. A Celtish cat from Inverness or Crieff.

Cat (kneeling down before the King). Have pity on my master wet and chilly.
Princess. Let’s drive back to some shop in Piccadilly
For shirts with ballet girls or boatmen printed.
King (severely). Your taste lacks culture, as 1 oft have hinted ;
Read Owen Jones, his “ Decoration Grammar.”
Cat (aside). O King, you're dense as Civil Service crammer.

A flannel shirt will do ; cheap tweeds from Hyam, [Aloud.
Pegtops and cutaway------

Princess (with energy). 1'll go and buy 'em !

King (peevishly to Princess). You wasteful girl!l some old clothes we will

lend ;

Who runs up tailors’ bills to serve a friend ?
In my valise you'll find a robe to spare ; [To Cat.
Take it and welcome. Is my valet there? [Calls.

Cat (prostrating himself with gratitude). Good King! kind King! you've
saved my master’s life,

And helped him half-way to his future wife. [Aside.

[Servant enters with a valise.

King examines the contents.
King. Not that— my best suit ! anything that’s seedy

Is quite sufficient guerdon for the needy.
That lace is rather tarnished ; that will do ;
Add vest and collar, and a glove or two.

[Cat seizes the things, and rushes
off the stage, crying,
Cat. Come, Marquis Carabas, come from the water!
Present yourself before the King and daughter;
Reflected lights of royalty you show
From your cocked chapeau to your buckled toe,
Your velvet vest o’erlaid with golden laces,
And royal handiwork on those gay braces. [Exeunt.
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Scene IllI.

Enter King and Princess.
King writes notes in a memorandum-book; Princesfidgets about.

O1d Scotch Air— | wonder If1'//be married ?
Princess (sings). Oh, I wonder if 111 be married?
Married? Ay, married!
Oh, | wonder if 111 be married—-
Married before that | die?

KING (stillwriting). Grey whiskers; body, lean; fur, black; fore-paw?,
Not over-clean; the usual share of claws;
Hind legs thrust into boots ; the strangest feature
Of this remarkably abnormal creature—
Born booted—is a fact scarce known to hearsay.
PRINCESS (aside). His master is abnormal too, | dare say;
Another of those spectacled old fogies
Pa brings to Court, as ugly-faced as bogueys,
Professors of the ologies, red-nosed !
My only fun is when with slang | 've posed
Max Miillet's worshippers, or bet Fitz-Lyell
At six-bar gates to have a racing trial,
Which makes a first-rate geologic “ dip,”
As he heels over like a tacking ship. [Laughs.
Pa sent me up last Christmas to the Local;
Of course they plucked me, save in music vocal ;
I sang them “ Champagne Charlie:” it was stunning!
The president rebuked me—* Cease your funning.”
Courtis so dull! 1 wish I were of age,
And 1°d elope to-morrow with my page :
He’s a conceited ape, 'twixt you and me;
But anything is better than ennui.

Air.— Heyfor oneand twenty, Sam t
(Princess sings.) Hey for one and twenty, pa;
Ho ! sweet one and twenty, pa;
1'’ll take the bit between my teeth,
When | am one and twenty, pa.

Professors cannot flirt or jest;
Their lectures are too plenty, pa;

I want to have the talk myself,
When | am one and twenty, pa.

1Ve ten Venezuela shares,
Were left me by my auntie, pa;
So | can boil my own kail-pot,
When | am one and twenty, pa.

You’'d have me wed some Dryasdust
As glum as gloomy Dante, pa;
But I''ll pick up a soldier lad,
When | am one and twenty, pa.
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Enter Caraba in the King’s robes, Cat following, holding up his train.
Princess. Here comes my hero; well, he is a beauty !
To please the gentlemen’s a lady’s duty. [Demurely.
Good evening, Marquis; would you like a drive? [To Caraba.
Cat (aside). A fast young lady with her wits alive !

. Scene V.
[Caraba stares shyly at the Princess. Princess holds out her hand
encouragingly. CAT impatiently pushes Caraba forward.
Cat. Quick! seize it! faint heart ne’er fair lady gained.
[Caraba takes the Princess’s hand, and drops it again sheepishly.
King calls to the coachman, who is supposed to be outside.

KING. Drive by the sewers that I may see they’re drained
According to last sanitary laws.
Was your cat born with boots upon his paws? [To Caraba.

Why not with gloves ? Discrepancy prolific
Of many a wise conjecture scientific !
Caraba (to Princess, stammering). Ne'er saw | beauty till these eyes saw
you.
Princess (jauntily.) You flatter, sir; you flirt, | dare say, too?
Caraba. | don’'t know how.
Princess (laughing). Oh, la ! the boy’s a booby !
Caraba (taking courage). What a small hand ! and what a Balas ruby!
Princess (putting it on hisfinger). |1’'m glad you like it; wear it for my sake.
Caraba (putting his hand on his heart). If e’er | part with it my heart will
break.
PRINCESS (aside). T is only Palais Royal gem and gold.
King (pettishly). Come, children, haste; the evening air grows cold.
[Exeunt omnes.

ACT III. .
Scene I.— A Corn-field. Peasants reaping, and singing ballad.
{'Peasants sing.) It was the mirk midnight,

And sharp the north wind blew ;
The witch-wife rose from out her bed,
And saddled the sea-mew,
And over the sea and over the land
To the witches’ tryst she flew.
Jenkins. Dost thee believe in witches, neighbour Hodge?
Hodge. Ay, that I du. | heerd one at my lodge
A-howling and a-howling all the night,
And off it scoured just at the morning light.
Jenkins (doubtfully). Mayhap it was a”~owlet if it howled.
Hodge (offended). Can’t thee believe a story when thou’rt towld?
'T ain’t no good manners to pick holes and doubt.
Giles. Sure, nobody tells lees till he’s found out.
HODGE. | know for sartain old folks make a bargain
- With the foul fiend by French or Latin jargon,
And then they turn black cats upon a broom,
. Flying o’er hill and dale across the gloom.
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Jenkins (still sceptical). Black cats don't fly.

HoDGE (with an air of superior wisdom). Not common cats, | know;
But witch-cats have some magic way to go;
And then Old Nick is under pledge to aid.

JENKINS (bragging). 1'd like to see them coming! Who s afraid ?

Scene IlI.
Enter Luke, pale and terrified.
LUKE. Oh, neighbours, neighbours, here’s an awful story —
The world's come to an end. [W ipes kis brow, stares wildly.
All. Luke, what's come o'er ye ?
LUKE. A cat bewitched, that talks, and scolds, and swears,

And on its hind legs hobnailed bluchers wears;

A savage monster, to our field he came,

Rolled his green eyes, and called us each by name: "
“ Good people,” quoth he, “ you must boldly say,

When we and His Majesty do pass this way,

And asks, inquiring whose fair parks are these,

W hose fields, whose flocks, whose cattle, and whose trees,
*The High and Mighty Marquis Carabas,’

Or every one of you, ground down to glass,

Chopped in small bits, shall be to vultures flung.”

Then, glaring fiercely, down the road he sprung;

Here comes he quickly—he’ll tell you the same.

ALL. But Carabas is not our master’s name ;
Our lord’s an ogre with Hungarian titles.
HODGE. This news comes very home to all our vitals.
Giles. Chopping and changing is an endless pother. ,
Luke. Chopping or changing— choose ye one or other.
HODGE, First law of nature is self-preservation ;

Truth’s but a secondary consideration.
Jenkins (stolidly). If I must tell a lie, why, then | must.

Hodge. I call that logic.

Luke (angrily). Don’t kick up a dust!

Giles. ' In vain to-day brief safety should we borrow;
Our Ogre master would find out to-morrow.

Hodge. And then would come the chopping, | assure you;

Down in his donjon dark he would immure you,
Sending his cook to fatten up each pheasant—
No, I mean peasant,
Giles. Either is unpleasant.
I'm skin and bones, but you 're like larded capon,
And in a pie would take a goodly shape on.
Here comes the monster, kicking up the dust!
All. Well, if we must tell lies, of course we must !

Scene IlII.
Enter Cat, booted and spurred, cracking a huge whip, and scowling fiercely
on the Peasants.

Cat. Good people, when the King drives here to-day,
If every one of you don’t boldly say,
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When asks His Majesty, “ Whose farms are theSe ?
Whose stacks, whose bams, whose orchards, and whose trees?”
“ The High and Mighty Marquis Carabas!”
Then every one of you, ground down like glass,
Chopped in small bits shall be, to vultures flung,
And carrion crows make mincemeat of your tongue.
Now, let me hear you shout it ere | pass— [W ith authority.
The High and Mighty Marquis Carabas !
Jenkins (humbly). Please, Mr. Cat, an Ogre is our squire.
Cat. Villain ! 1’1l have you broiled upon the fire 1
A11 (trembling and stammering). The High and Mighty Marquis Carabas !
Cat (graciously). Now to reward you for this small concession.
The Marquis comes to-night to take possession ;
Munched up himself before to-morrow morning
Shall be your Ogre,—all of you take warning!
[Exit Cat. Peasants breathefreely, andgrow very bold.
All. We might have floored him— such a mite to bounce!
Are we but mice for stranger cats to pounce ?
Hodge (to JenkinsJ. You should have struck him; you’ve a bullock’s fist.
JENKINS (to Hodge). | did think of it; but suppose | missed !
Giles (to HodgfJ. | Killed the last wolf; it is nowyour turn.
Hodge (grandly). Cats are but vermin, and such prey | spurn!
All. Cats are but vermin—set the dogs to worry 'em,
And when they’re dead well not disdain to bury ’em.
MExeunt omnes.
ACT 1IV.

Scene |l.— Interior of Ogre’'s Castle. A large Hall.
Ogre seated at table, arranging Red Indian scalps.

Ogre. I 'm very dull here; everybody’s quiet;
Europe’s forgetting how to make a riot;
Even a dissolution of the House 1
Can’t raise abroad the spirit of a mouse.
If in the hustings bleed no broken pates,
I must cross over to the United States:
They know what ’'s what; with Colt’s and Bowie knives
F oiks get some small excitement in their lives.
But here we 've nothing but excursion trains
To mangle limbs, and blow out people’s brains,
And strew with carcases the six-foot ways,
Recalling the dark ages. Happy days!
Too happy days! when one could roast a Jew,
And not a meddler write the “ Times” unto;
When serfs were serfs, and sought not useful knowledge,
And no man lectured at a Ladies’ College.
Too happy days ! when Tyburn tree bore fruit,
And gibbets were a British institute ;
Hanging the cure for thieving and for forging,
Our jails and prisons daily crammed to gorging.
Ah, happy days ! when to the drop we sent all,
I 'm always hungry when | 'm sentimental !
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| had my boy-soup at eleven o’clock,

And now | feel as peckish as game cock. [Rings bell violently.

Ho, there ! my babyfricassée! my lunch!

Bring in the tray, oaf, or your bones I'll crunch.

[Enter Servant with luncheon-tray, &-'c.

Servant {humbly). My lord, a travelled cat your audience seeks,

A wizard cat— he wears boots, and he speaks !
Ogre (fiercely). | want my lunch, you rascall Where’s my lunch?

Put down the tray ; your travelled cat I'll munch

In one small mouthful ! [Begins to eatgreedily.

Cat enters unannounced, and coolly sits down opposite Ogre,

Cat. Would you like to try?

Pray don’t disturb yourself, 'tis only 1 ;

Passing your door, | thought 1°d just drop in

And take pot luck.

Ogre (roars out). My castle’s not an inn!
Cat (blandly). Just so. Your hospitality’s renowned.
A Dorking capon! larded, I'll be bound. [Examines the meat.
very partial.

Ingenmispuer, as saith the poet Martial.

You're fond of poetry and tuneful tones?

You've a grand piano ?
Ogre (growls). No, I play the bones. It
Cat. Well, as for me, | sing sometimes by rote;

So, when | 've washed the dust out of my throat,

1'’ll give you a new ditty, quite the rage,

The veiy spirit of our cynic age. [Helps him self to wine.

[Drinks off his glass, leans back in his chair, and sings.

Air.—Paddleyour own Canoe-

I have no wife
To scratch out my life,
No kittens to squeal and prowl;
So, till day is done,
| sit in the sun,
And blink like a barn-door owl.

Cheop’s Pyramid
Holds my ancestors hid,

Each swaddled in mummified fold ;
They were worshipped once
By both sage and dunce

Who lived in Egyptia old.

But | never would crave
An idol’s grave,
Nor to sleep by the mummied Thoth ;
So, till day is done,
| sit in the sun,
And doze like a drowsy sloth.
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When asks His Majesty, “ Whose farms are these?
Whose stacks, whose bams, whose orchards, and whose trees ?”
“ The High and Mighty Marquis Carabas!”
Then every one of you, ground down like glass,
Chopped in small bits shall be, to vultures flung,
And carrion crows make mincemeat of your tongue. %
Now, let me hear you shout it ere | pass— [With authority.
The High and Mighty Marquis Carabas !
JENKINS (humbly). Please, Mr. Cat, an Ogre is our squire.
Cat. Villain ! 1'’ll have you broiled upon the fire 1 R
A1 (trembling and stammering). The High and Mighty Marquis Carabas |
Cat (graciously). Now to reward you for this small concession.
The Marquis comes to-night to take possession ;
Munched up himself before to-morrow morning
Shall be your Ogre,— all of you take warning !
[Exit Cat. Peasants breathefreely, andgrow very bold.
All. W e might have floored him—such a mite to bounce!
Are we but mice for stranger cats to pounce ?
Hodge (t0 JenkinsJ. You should have struck him; you’ve a bullock’s fist.
Jenkins (to Hodged. 1 did think of it; but suppose 1 missed!
Giles (to Hodge,). | killed the last wolf; it is nowyour turn,
Hodge (grandly). Cats are but vermin, and such prey | spurn!
All. Cats are but vermin— set the dogs to worry 'em,
And when they 're dead we’'ll not disdain to bury ’em.
[Exeunt omnes.
ACT IV.

Scene |l.—Interior of Ogre’s Castle. A large Hall.
Ogre seated at table, arranging Red Indian scalps.

Ogre. I 'm very dull here; everybody’s quiet;
Europe’s forgetting how to make a riot ;
Even a dissolution of the House .
Can't raise abroad the spirit of a mouse.
If in the hustings bleed no broken pates,
I must cross over to the United States :
They know what ’s what ; with Colt's and Bowie knives
F oiks get some small excitement in their lives.
But here we 've nothing but excursion trains
To mangle limbs, and blow out people’s brains,
And strew with carcases the six-foot ways,
Recalling the dark ages. Happy days 1
Too happy days! when one could roast a Jew,
And not a meddler write the “ Times” unto;
When serfs were serfs, and sought not useful knowledge,
And no man lectured at a Ladies’ College.
Too happy days ! when Tyburn tree bore fruit,
And gibbets were a British institute ;
Hanging the cure for thieving and for forging,
Our iails and prisons daily crammed to gorging.
Ah, happy days ! when to the drop we sent alL
1’m always hungry when |’'m sentimental !
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I had my boy-soup at eleven o’clock,

And now 1 feel as peckish as game cock. \Rings bell violently.

Ho, there ! my babyfricassée! my lunch T

Bring in the tray, oaf, or your bones I’ll crunch.

[Enter Servant with hmcheon-tray, &*c.

Servant {humbly). My lord, a travelled cat your audience seeks,

A wizard cat—he wears boots, and he speaks !
OGRE {fiercely). | want my lunch, you rascall Where’s my lunch?

Put down the tray ; your travelled cat I’ll munch

In one small mouthful ! [Begins to eatgreedily..

Cat enters unannounced, and coolly sits down opposite Ogre.

Cat. Would you like to try ?

Pray don’t disturb yourself, 'tis only 1 ;

Passing your door, | thought 1'd just drop in

And take pot luck.

Ogre {roars out). My castle’s not an inn!
Cat {blandly). Just so. Your hospitality’s renowned.
A Dorking capon! larded, 1'll be bound. [Examines the meat.

Ogre (withfiendish slee). 'T is baby-arms, with curry-powder drest.
Cat (shuddering). Ab ! then there’s not too much for host and guest ;
It’s not a dish to which |’'m very partial.
I ngenuusfitter, as saith the poet Martial.
You’'re fond of poetry and tuneful tones?
You've a grand piano ?
Ogre (growls). No, I play the bones.
Cat. Well, as for me, | sing sometimes by rote;
So, when | 've washed the dust out of my throat,
1'’ll give you a new ditty, quite the rage,
The very spirit of our cynic age. [Helps himself to wine.
[Drinks off his glass, leans back in his chair, and sings.

A ir .—Paddleyour own Canoe-
I have no wife
To scratch out my life,
No kittens to squeal and prowl ;
So, till day is done,
| sit in the sun,
And blink like a barn-door owl.

Cheop’s Pyramid
Holds my ancestors hid,

Each swaddled in mummified fold ;
They rvere worshipped once
By both sage and dunce

Who lived in Egyptia old.

But | never would crave
An idol’s grave,
Nor to sleep by the mummied Thoth ;
So, till day is done,
| sit in the sun,
And doze like a drowsy sloth.
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I can catch my mouse
In stable or house,
Nor care for one human scowl;
And, when work is done,
| sit in the sun,
And blink like a barn-door owl. »

That's nineteenth century philosophy :
De’il tak’ the hindmost, if the first | be;
Live for yourself, and let the world go smash.
It’s very good sense—no humbug or trash—
It’s quite our ogre creed.
And Stuart Mill'’s.
Let the strong spend ; the weak must pay the bills.

Ogre (crossly). When are you going off? | want my nap.

Cat. | Ve heard at magic you 're the cleverest chap,—
Can change to lion great or tiny bee ;
It is a sight 1 Ve long desired to see,
Yet can | not believe it!
Ogre (roars). Starveling brute !
D’ye think 1'd lie? 1'll brain you with your boot!
1'd eat you up as soon as look at you !
Cat (coolly). Don’t look then;' and don’t eat me : if you do,
1''ll disagree so with your membrane mucous !
It’s only French restaurateurs can cook US.
But can you change, then, to a lion’s shape ? [Coaxingly.
*OGRE. Tigers and lions | have yet a few
Railed in my park, a sort of model Zoo,
Also gorillas—that’s their proper place;
But lions here, 'mong tapestry and lace,
Tumbling upon my carpet’s velvet pile!
Cat. Oh, please don’'t mention it, 'tis not worth while ;
. [With indifference.
| dare say 't Is a trumpery sorry sight,
Some juggling trick. He'll do it out of spite. [Aside.
Ogre, You think so! 1 can see you dread the peril.
Cat. Ha, ha! he takes me for hysteric gir-r-r-r-1!
Ogre. You like to bluster, and then shun the test.
Cat. My dear friend, you 're a twaddler, | protest!

Excuse me for strong language ; high faluting
Is not your line at all, and no way suiting. [Stugs.

Air.—Biliévé me, ifall those endearing young charms.

Believe me, if all those old ogreish charms
That | gaze on astonished to-day,

Were to change in my presence to dreadful alarms
Of a lion that roars for its prey,

I would still be as calm as this moment | am,
Let thine ogreship change as it will ;

I would finish my plateful of omelette and jam,
And enjoy my dry Sillery still.



P[/SS IN BOOTS. 221

[while he is singing; the Ogre disappears behind the screen in the
corner, a roar is heard., IN rushes a lion. Cat seizes the wicker
back of his chair, and holds it before him as a shield,

An optical illusion ! nought to boast
Like Stodare’s sphynx or Polytechnic ghost :
I see the Ogre underneath your gape;
Your lion’s not so good as Blondin’s ape.
But if you will play Flavian Circus games,
Have at you then! Lo, how the impostor tames !
[Flings a hassock at lion, who ducks to avoid it.
You 're only make-believe, like ass in fable.
I'll ring and have you locked up in the stable ;
Nobody now feels reverence or fear
For men or gods, for lions or small deer.
[Lion skulks out with his tail between his legs.
Ha, ha! he can’t stand preachment, | perceive :
At my first sermon-head he took French leave.
Ogre (reappears). Art now convinced? My power dost humbly own ?
CAT. Oh, anybody can be overgrown ;
The test of genius is to shine in littles:
Radetzky beating corporals at skittles ;
Lord Derby emulous of Tuppeds diction;
Carlyle a copyist of Miss Braddon’s fiction;
Napoleon scribbling half Bumand’s libretto;
Or Gladstone drowning Mario in falsetto.
Let's see you try that sort of thing, old codger!
[Slaps hint on the back"
Don’t mind the furniture,— 1'm but a lodger;
Or, if you fear to spoil your tasty house,
Your portly person squeeze into a mouse ;
Or, smaller still, one of the industrious fleas,
Or mites that burrow in a Stilton cheese.
OGRE. I hate to personate such petty vermin;
But that my magic power you may determine,
Behold 1
[OGRE vanishes behind screen; a mouse runs out. Catpounces on the
mouse, shakes it, worries it, and carries it round the room dangling
in his teeth. (The mouse can be one of those worked on wheels).

Cat. Yes, now | know your power beyond a miss. [Eats it.
How very little of a meal it is 1
Who would have thought an Ogre’s mighty corpus
Would scarcely whet one’s appetite for dinner ?
I could as lief have eaten up a porpoise
As him, without this magic for beginner!
[Rings the bell loudly.
Scene |IlI,
Enter Servants, who stare at the Cat, butkeep silence. Catsits in the Ogre’s
chair twiddling his paws.

Cart. Well 1 where’s your manners, fools ?
Servants (scraping and bowing). My lud, your grace?
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C at. Your master’s gone down to his proper place ;
Vanished, my friends! He dabbled, as you knew,
In the black art. You need not look so blue.
His hour has struck. Long since he sold his soul;
'Twas a bad bargain! Did you see the scroll,
Signed with his blood ? To-day the debt fell due,
So | 've dispatched him home.

Servants. He’s gone; is’t true?
Cat. You never more will see your Ogre chief.

Servants cheer. Hurrah! hurrah!

Cat. You don’t seem choked with grief!

But don’t you reckon on democracy,
For | am pledged to aristocracy;
I give you leave to vote, each man Jack there,
But only for my nominee,—that’s fair ;
That'’s universal suffrage! Vote, then, free {Verygrandly.
For your new master, as proposed by me.
Speak up, then; vote for Marquis Carabas ;
This very night you must receive him here.
SERVANTS. It’s all the same— Lord Cat or Carabas—
So we 've our perquisites and lots of beer.
Cat. Clean up the hall, then, for the King get ready,
Deck Monsieur Ogre’s boudoir for the lady—
.The lovely Princess—who, 't is said, will pass
Her life here as the Lady Carabas.
[Servants hurry about, Cat leans back in the OGRE'S chair,
humming sarcastically.

A ir —Ban, ban, Ca-Caliban.
Ban, ban, Catamaran,
Of your old master you'll make a new man.

ACT V.

Scene |I.
Interior of Ogre’s Castle. Table spread with a banquet in the back-
ground. Servants drawn up to receive the King. Enter the royalparty,
King and Princess abreast; Caraba very much surprised and bewil-
dered; Cat doing the honours. Servants cheer lustily; music strikes up—

. Air.—Hail to the Chief that itt triumph advances.

Hail to the Marquis that shyly advances!
Honoured and blest be the ever-wise Cat !
Long may the King and the maid with arch glances
Flourish and fidget, and laugh and grow fat
Heaven send them plenty money,
Earth yield them bread and honey;
Gay may they glitter, and loved may they grow.
Shout, groom and vassal,
Through courtyard and castle,
Marquis of Carabas, ho! ieroe!
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He is no Ogre, to pilfer and purloin,
Snapping up strangers to roast at his board;
When the butcher comes up with his saddle and sirloin,
Oh, then will Carabas joy in her lord.
Fed upon wholesome diet,
Wedded in peace and quiet,
Never a breeze on the couple shall blow.
Housemaids and servingmen,
Echo their praise again,
Marquis of Carabas, ho! ieroe!

{During the song the King goes peering about, examining the waiu-
scotting, the chimneypiece, the hearth, and window-sashes.

King. Well built—good ventilators— patent, whose?
Amotts or Moore’s ? 't is difficult to choose. .
The vulgar have a prejudice 'gainst draughts—
Confuted in my book on chimney-shafts.
Is that a Ransome’s filter ? | 'm expectant
Of miracles in my new disinfectant,
Shown at the Social Congress.
PRINCESS. - Stop that, Pappy!
He'’s such a twaddler when he’s pleased and happy.
[To Carabas.
And now we're waiting, Marquis, foryour speech.
Carabas (alarmed). Oh, please! | can't!
Princess (scornfully to Carabas, with a nudge). He reddens like a peach!
Men nowadays are but half educated.
1 fear me, in this case, | 'm matched, not mated.
Say something, like a well-drilled British lord ;
Suppose yourself guest at the Lord Mayor’s board,
Returning thanks for King and Constitution.
Come, fire away ! don't splutter in confusion.
Carabas (desperate). My lords and gentlemen; (to Princess) but are they
gents?
Princess. They like the honour—'tis a poor pretence—
Don’t hammer! .
Carabas (stutters). Pr-o-udest m-m-o-ment of my life—
Unused to public speaking—h-h-e-re 's my wife.
Princess (interrupts). There, that will do! and as my name is in it,
1'’'ll polish off your speech in half a minute.
(To Servants) Good folks, you’'re welcome ! gardeners, horseboys, pages;
If you suit me, 1'’ll double all your wages.
[Servants cheer loudly.
But see my croquét lawn you daily mow,
And my park ride keep soft as Rotten Row.
| 've set my heart upon a pony chaise,
Two piebald ponies—horses are my craze—
A hack | must have, and an Arab mare,
So see you keep my stable on the square;
For 1’ll examine, when | 've had my supper,
Stable and harness-room, from bit to crupper.
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King. My dear! my dear! you strain the woman'’s tether.
Princess. Oh, 1’'m a nobody toyou, of course !
Cat (aside). What fun it is to bring that pair together,
And watch the grey mare prove the better horse.

I *ve raised my younker to the highest ranks,

But, after all, | don’t expect much thanks ; \

There must be drawbacks in this weary life,—

A throne might be a bore with such a clever wife !

Scene Il.—The same.

Servant enters and announces A raba, whofollows, dressed in blue coat and
brass buttons, gaiters and top boots.

Servant. Araba Miller, of Milltown, Esquire,

And Deputy-Lieutenant of the Shire.
Araba (advancesto KINGJ. My liege (starts on perceiving Caraba), my liege

—why, Caraba ' and there’s the Cat!

Oh, gemini! they’ll give me tit for tat. [Ruefully.
Caraba. Yes, brother, itis I, and I'm a lord:

This is my castle, comfortably stored.

You’ll-stay and sup, and taste my port, beeswing?

And, by-the-bye, this gentleman ’s the King.

[King eagerly takes A raba by the coat, and begins to gabble.

King. The very man | 've wanted long to see,
An agricultural Midland grandee!
Cat. So, majesty hath got him by the button,
And prattles on without regard to stops.
King. Do you approve of Thorley’s food for mutton ?

Arid what is your rotation of green crops ?
Will you assist me with some papers deep [Gabbles veryfast.
On guano from the Kooria Mooria Isles?
Did you e’er speculate in Tartar sheep?
And what’s the price of terra cotta tiles ?
Have you extracted silica from stubble?
Is whisky swill thought wholesome for pig-wash ?
Araba (haughtily). My liege! my money’s made. | never trouble
My head with all that stupid stuff and trash.
Caraba (wondering). How made you money ? for the place was poor,
Trade was but slack, ungrateful was the soil.
Araba. Nobody thrives now by the slow and sure!
I dug up my foundations, and— “ struck oil!”
Then made a tidy business of the selling
To a cute Yankee, but retained the dwelling.
Our ancestors for ages owned that mill,
And so I'm Miller of the Milltown still.
It is a handle with the landed gentry,
Land is a pass-word to Belgravia’s sentry ;
As for the Scotch, you may be rich as Croesus
And yet they say, “ We will esteem you poor ;
If you *ve no country-seat you cannot please us :
You must be of some rock, or bog, or moor.”
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Carabas. Pussy and | congratulate you, brother!
Cat. | wonder what has happened to the other?
Scene III.

Servant announces Baraba, Who enters, extravagantly dressed in aforeign
style, bowing and smirking and dangling a gold eye-glass.
Servant. Signor Baraba, Impresario.
Princess (ecstatic). The dear black man; he parts his hair like Mario!
Baraba (with aforeign accent). Zis be delights (starts). Per Bacco! what,
old Araba!!
And che! the Cat! and che! che! booby Carabal!
Sare, | muche frightened that | make one misses.

[To the King.
Cat. Come on, you need not fear this company’s kisses.
Caraba. So, you've turned artist?
Baraba. Yes; ze opera’s mine!

1 bring great stars togezzer zere to shine;
I bring out my great card, my double bass,
Signhor Somaro.
Araba. Why, that's daddy’s ass !
Baraba (dignified). Sare, you have wrong! he singer from abroad;
He get muche clapping— vaf you call applaud.
Gounod wrote for his part— compose for us
Ze Golden Legend of Apuleius ;
Ze musik critics back us in a body.
Cat. Upon my word, this donkey-power beats Shoddy.
PRINCESS (sentimentally). I like that black-haired signor best of all;
I wish he owned the Ogre’s house and hall,
1'd be hisprima donna if he chose;
My Marquis has not half so good a nose!
Cat (to Princess,!. Upon an opera-house your faith don't pin,
Theatrical lessees too seldom win ;
At first you'd make a splinge and spout and splutter.
Then out you’d go ! and where’s your bread and butter ?
PRINCESS (to Cat). That’s very true: a love-match never pays;
I'’ll stick to my new stable and my bays !
Cupid was never known to drive a team
More sprightly than his mother’s doves, they say;
So I''ll give up my sentimental dream,
And let the signor toddle on his way.
Signor, put me down for a box next season, [TO Baraba*
I don’'t mind prices— anything in reason—
A good place, please, to see whatever passes,
On stage or off it, without aid of glasses ;
And bring your star on my first concert night: -
1’'ll put him in my programme (gold and white)

As “ by desire I"— it always makes sensation.
Baraba (bowing). Madame, your bounty gives me palpitation.
King. Is it not supper-time? who else is coming?

Out in the lobby there’s a fiddle strumming,—
15
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Is that the supper gong? |’'m here incog.
Hand round the sherry; Marquis, help the prog!
[ They turn towards the supper-table. Outside, in a
very deep bass voice, Signor SOMARO sings,

Air.—Soundan alarm! n

Solo. Sound an alarm ! your silver trumpets sound !
And call the hungry and the thirsty round.
Who craveth, follow! To the joint again !
Roast beef and mustard for a thousand men!
Chorus, We hear! we hear the appetizing call,
And follow to the banquet one and all ;
King, Marquis, guests, let’s hope there’'s food for all !

Cat (to BARABA)). | thought you said your signor was a bass;
But that’s a tenor’s ditty. What an ass !
Baraba. He can sing all ze gamut, top to toe,
Farzer zan any biped’s troat can go.
Oh, he sing everysing,— he roar like Santley,
Bellow like Formes or ze Worm of Wantley.
[Music again outside.
Recitative. | rage, | melt, 1 burn, I hubble bubble !
The royal bride of Caraba’s my trouble.
Thou trusty pannier, that | bore so long
With stumbling steps, 'neath many a lash and thong,.
| lay thee by. Bring me a pound of shag,
To fill a pipe for my capacious mouth ;
A porter pewter, that at once | brag
The Princess’ beauty, and appease my drouth.

Air.— Oh, ruddier than the cherry!

Oh, strong as brandied cherry !
Spicy as elderberry !

Oh, Princess fast

As winter blast,
And sharp as Afric sherry !

Cool as a currant cluster!
She ne’er is in a fluster!
W ith all her fun
Minds Number One,
And lets the weak world bluster.

Enter Donkey as Signor SOMARO. (Applause.)

[All comeforward tothefront o fthestage; Cat in the centre addresses
the audience.

Cat. Now, gentle friends, my task is well-nigh done.
Royal and noble is the miller’s son;
His wife may rule the roast, but then she’s rich,
And well we know how’ money can bewitch !
In fact, there’s nothing like it in our days
To win the bachelor from his lone club ways ;
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A Gorgon is a houri in his eyes

If in her hand she bring the yellow prize.

Nor failed the brothers in their fortune’s quest,—
Each has attained the thing he likes the best,
Titles and fame and notoriety.

I hope you have not found satiety

From our brief rendering of an old-world story,
Which gladly we’ll rehearse again before ye ;
And wish you good luck of your humblest friends.
Cats, donkeys, fools, may bring about your ends.

ﬁCurtainfa Ils.

CONFLAGRATION.
In Four Acels.

Synopsis of Acertng.
ACT I. (The word is CON.)

Scene |.—A Library.—Door to left of stage ; writing-table, four Windsor chairs, horse-hair sofa.
Scene Il.—The same.
Scene I11.—The same. ACT IlI. (The word is FLAG.)

Scene |.—A Ship’s Deck.—The rigging may be represented by the housemaid’s steps. 1fa ladder
be placed against the side wall, it would add to the scene. The Union Jack should be hoisted on the
top of the steps or ladder. A large square box may represent the hatches, behind which the crew
come up to the front.

ACT IIl. (The word is RATION)

Scene |I.—A Desert Island.—Must be imagined if there be no good painter at hand. The furni-
ture of the room must be cleared away, and some shrubs from the greenhouse set about as disorderly
as possible, shells strewed about, and any pieces of stone or mineral that can be got

Scene |1.—A rude tent in the corner can be made ot shawls and waterproofs hung over the umbrella-
stand or a couple of screens. A barrel of flour, a keg of rum, and a heap of broken cups and plates
furnish the tent. A fire with pot boiling—can be represented with red foil for fire.

Scene HI1.—The same as before: a heap of shawls in a corner for the child E ffie to lie upon.

ACT 1IV. ((CONFLAGRATION)

Scene |.—A Bed-room.— Sofa can be arranged like a bed ; a toilet-table and glass, and a big bath
complete the accessories.

Scene |l.—The same.

Scene |11.—A Boudoir—which means the drawing-room restored to its usual condition of neatness

and ornament.

Scene IV.—A Dining-room.—At the back a window which can open : if there is no balcony at the
*back of the room that is used for acting in, a false window must be made, with paper sash and panes,
which can be smashed in by the fireman ; if there is a balcony, the real window can be opened for the
escape of the actors from the supposed fire. ~Flashes of flame might be thrown into the room by clever
management of mirrors and candles In the passage, the mirrors being ouckly moved at the proper
-angles of reflection, in the way that boys tease their opposite neighbours by flashing the sunlight into
their eyes.

Scene V.—Another Dining-room—A very slight alteration would do for this last scene.

ACT .
Scene |.—A Library.

Dramatis personae.

Dr. Rigtd (a Schoolmaster). 1 Johnson.
Frank Bumptious (a boy going up topassfor T homson.
the Navy?.
Hon. Adolphus Fitzjames (a dittoA Mrs. Rigid (the Schoolmaster's Wife).
Brown. Miss Rigid (her DaughterJ.

Mrs. Rigid is working on a sofa in the corner; Miss Rigid is correcting
the boys’ sums at the writing-table; HONn. Adolphus is trimming
his nails; Frank is riding astride a W indsor chair.

15— 2
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Frank. Here, Dolly, lend a hand to pull this taut.
[Fitzjames pays no attention, butyawns.
Miss Rigid {over her slates). “ If fourteen quarters of ten pigs be bought,

And sold for twelve-fifths of the cost price”’— Oh !
{Starts because Frank has jogged her elbow.
You rude boy ! quickly to your grammar go ; 4
You 'll never pass.
Frank. | hate that vile exam,;
It’s all a humbug; cram is only sham,—
Isn’t it, Dolly?

Fitzjames (yawning). Yaas, an awful bore;
| did three problems, and they 've asked for more !
Frank. Besides, | know about the sea already,—

Port there, my hearties! luff her! steady, steady !
[Acts steering a boat with the chair, which cracks at the bars.
Mrs. Rigid. Another breakage! Master Bumptious, pay
Two half-crowns for the damage. [Jumps up angrily.
Frank. Hoy! belay!
You 'll soon re-furnish this old room with fines.
Miss Rigid (severely). Bring me your task on tangents and on sines.
Frank. I’ll fly off at a tangent, if you tease. [Takes out apea-shooter.
My gunnery practice first. What jolly peas'!
[Hits Mrs. Rigid on the cap. Mrs. Rigid, in a rage, boxes his ears.
Oh, oh! | beg your pardon ; do not worrit; [Pretends to cry.
Your cap was Captain Cole’s revolving turret.
How well 1 aimed !—allowance made for wind,
Straight as a shaft the topmost bow | pinned!
'T would gain a thousand marks at Shoeburyness.
Mrs. RIGID (angrily). I'll teach you aiming, imp of wickedness!
Can’t you behave like gentle, sweet Fitzjames ?
[Pushes him into a corner with a big book,
There, learn that column of historic names !
I'll tell the Doctor of your faults this minute. [Exit.
Miss RIGID (coaxing), Adolphus, will you play upon my spinnet?
Frank (aside). Just like herself, as bony, hard, and yellow!

Here, Dolly, help me, like a right good fellow. [Aloud.
Miss Rigid (sternly). Self-help should be your motto, vide Smilés.
Frank. Your smiles, my Pallas! (Aside.) How the poor joke riles!
You should be proctor of a ladies’ college; ' [Aloud,

You 're awfully got up in useful knowledge.
Pray tell me how the human chignon grows,
[Slyly pulling her hair.
And hangs behind in such a stunning pose.
Why, bless me! 'tis a new sum in subtraction,
A curious case of capillar attraction.  [Pulls off her chignon.
I only touched it with admiring fist-----
[Miss Rigid sobs and cries, and catches hold of Frank’s hands.

Enter Dr, Rigid, reading aloud.

Dr. Rigid. *“ The aqueous strata of micaceous schist,”—1
Hcydey! who’s crying?
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Miss Rigid (incoherently). On my hair look '—bread and water!
Dr. Rigid. Young rascal ! have you dared to hurt my daughter?-
Frank, No; only scalped her.

Dr. Rigid (in a rage). 1'’ll skelp you—that's plain!"'
. Come to my room, sir; Barbara, fetch the cane.
[Exeunt Doctor, Miss Rigid, and Frank.
FiTzaames (yawning). | am so bored, 1 scarce can keep awake ;
Well, Bumptious is a fool, and no mistake. [Exit.

Scene Il.—A Library.

Dr. Rigid, Frank, Fitzjames, Brown, Johnson, T homson, all seated
round the writing-table.

Dr. Rigid (to Frank/ Here, take your book; you don't know half your

dates.
And you, sir, are deficient in your weights. [To Brown.
Brown. Oh, dear no! | 've gained half a stone in flesh.
Frank. Dates come so far, they never can keep fresh
In any memory. With six hundred men [Gabbling.
William the Conqueror weighed twelve stone ten.
Brown. T wo choppins English make one mutchkin Scotch.
Frank. Robert Curthose was poisoned with hotch-potch.
Dr. Rigid. Your ignorance is crass—from Latin, crassus.
Brown. Bother the Latin ! it will never pass us.

Dr. Rigid (to Fitzjames/ |'m sureyou’ll break down in your hydrostatics.
And you 'll be plucked, sir, for your mathematics. [ To JOHNSON.
Fitzjames. | know sea-water wets my flannel jacket.
JOHNSON. If A. can’t equal B., why, A. will catch it!
Dr. Rigid. On politics and history now begin,
With facts from “ Mangnall’s” and “ Inquire Within.”
Brown (gabbling). The rotten boroughs through Welsh rabbits felL
Frank. Porson invented the artesian well,
When very thirsty after cheese and onions.
JOHNSON.  Corn Laws have proved the cure of British bunions.
Dr. Rigid. Oh, muddle-headed crew! I'mall amaze!
Spout me a stanza from Macaulay’s “ Lays.”
Frank (recites). Now, glory to old Lillywhite, who makes the bats that win ;
And glory to our first eleven, who keep their party in.
Now, let there be the pleasant sound of roller on the swards,
And cheers from carriage company, thou jolly land of Lord’s!
And Harrow, thou, our Harrow, praised in Public Schools Commission,
Send all thy batters swinging forth in excellent condition ;
As thou hast won thy fights of old, thy innings win to-day,
And lick the cheeky Eton lads once more in grassy fray.
Hurrah ! hurrah! a hundred fields inspire our champions’ souls ;
Hurrah ! hurrah ! for Harrow, for her wickets, bats, and bowls !
[All thepartyjoin in aloud chorusof*“ Hurrah!”
Servant puts in his head and says,
Servant. Young gentlemen to pass up to the examiners.
[Deadsilence. A Il look ruefully at each other.
Dr. Rigid. Delay not; take the plunge; it must be done.
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F rank. Here goes ! exam, must be no end of fun.
B rown. My memory’s gone off upon a holiday.
Johnson. My head seems reeling round in a strathspey.
Thomson. | Ve got a faint idea of triple X.
Frank. Faint heart wins nought: here goes it. Vivati rex!
[Excutii omnes.

Scene IlII—A Library.
Enter Frank, Fitzjames, Johnson, and T homson.

F rank (singing). A riddle-ma-ree, now solve it he who can—
Why is young Johnson just like Plato's man ?
JOHNSON (sulkily). You're like a hen o’er addled nest-egg clucking.
B rown. Ah'! nobody likes roasting after plucking,
Though'tis the natural order of affairs.
Johnson. Mind your own business.
Frank, Let’s all cry shares ;
Plump all our marks into one common pot,
And deal them equally round, scot and lot.
D’ye think we'd any of us come out winner ?
Johnson (to Frank). | wonder howyou passed, you lazy sinner!
I know you cribbed the little that you learned.
Frank. Not I; by impudence success | earned.
Thomson. And | too. Let's haveyour story of defeat. [To FITZJAMES.
Fitzjames (grandly). Defeat! | passed. .
Brown. On all-fours, hands and feet!
I heard you give it as your fixed opinion
That PhinCas, Aaron’s grandson, was a Fenian!

Frank. They tried to pose me with pons asitiorum,
And whether Chatham was next door to Shoreham.
B rown. I wish 1I'd known the isles of Bass and May !

When Bass geology they bade me say,

I vowed its aqueous stratum was the same

As Allsopp’s, and enjoyed as great a fame.
B rown (to Johnson). But what floored you, old fellow?
Johnson. Who can tell?

On chilled shot | could patter pretty well,

Cool as a cucumber, and Captain Coles

Describe as king and jolliest of souls.

I can’t think why they spun me.
F rank. ! Never mind ;

A better trade to-morrow you will find.

You never could keep up your head in water.

Dolly, you 'll marry the First Lord’s rich daughter,

And leap up commodore in double quick.
Fi1rziames. 1 don’t mind board ship if one wasn't sick.
Johnson. Well, there, you're all three middies fast and tight;

I'm rather glad | have escaped the plight—

The -weevily biscuit, and the hard salt junk,

And fighting— fighting always made me funk.
FiTZJAMES. And me too, only | dared never show it ;

The Earl would cut me off did he but know it—
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There 's always been Fitzjames in every battle.
Frank. Cheer up, old boy! we middies are tough cattle;
[Slaps Fitzjames on the back.
To knock us down would take a week of Sundays. *
Let’s have a spree, and quite forget Black Mondays.
Cheer up, | say!
Fitzjames. You hurt me : you 're too rough.
Frank. Oh, how they ’ll bully you on board, you muff!
Put gunpowder within your waistcoat fobs ;.
Use up your 'broidered handkerchiefs for swabs ;
Yout scents--——- .

Fitzjames (ready to cry). 1'd write home to my lady mother;
She’d tell the Admiralty !
Frank. Idle bother!
At sea they own no master but the skipper.
Fitzjames. |’'d rather have my own fireside and slipper,
My railway novel, and my old Bordeaux.
Frank. For my own pleasure to the seas | go,

Because | want prize money, and 1 feel
Drowning than hanging is the more genteel.
One cheer together ere we part, my lads—
Hurrah for England and her ironclads !
[They all join in lusty cheering, and depart,
the sound dying away behind the scenes.

ACT II.
Scene Ill.—The Deck of a Ship. Rigging may be represented by the
housemaid’s steps, with aflagflying at the top.
©ramatis yersone.
/1

Frank. MS, Lane (passenger),

Hon. Adolphus Fitzjames. Effie Lane (her child).

Jones (lieutenant).

MILES (boatswain). Sailors.

Enter Frank and Miles, pacing the dech.

Frank. I think our captain trusts by far too much ;
The luff's a cur whom | would treat as such.
His eyeballs white show like a.vicious horse:
If he had murdered’t were a thing of course.

Miles. You don’t pull well together, | can see;

But, howsomdever, 'tis no odds to me.
Frank. It would be odds if he should seize the ship,

Turn her head round and give our Queen the slip.
Miles. He'’s master here: the skipper's a mere babby
Frank. A lump of gelatine, so soft and flabby !

Dolly and he are just a pair of ninnies.
Miles. In this world somehow ninnies have the guineas.

If so be that the skipper will be idle—
Frank. And let old Jones ride rough-shod, bit and bridle—

M ILES. It's no good grumbling.
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Frank. I'd desert, | swear,
Did not a woman need some friendly care:
She and her child would well-nigh starve neglected,
If 1 should leave them wholly unprotected.
Miles. 'T was a kind deed of skipper home to take her.
Frank. Yes, if he did not quite so soon forsake her. %
The luff looks out no dainties come her way ;
The very water grudged her day by day.
If | were captain, 'stead of that poor flat----- .
Miles. Hush, hush, young sir; you '11 get pulled up for that.
Frank. Truth must come out—see, there’s the ruffian Jones.

Enter Jones, the Lieutenant.

Jones (fiercely). You're fudging work, sir. Dash ! |11 break your bones!
Up to the mast-head! Dash ! | 11 stop your grog !

Frank. If you mast-head me, please to cast my log.
Jones. Dash ! do you dare me? |I'll crack all your pates!
. [Frank goes up the rigging.
Turn up the hands there. [To MILES.

Mites (whistles with a boatswain’s whistle). Tumble up, my mates.

Scene 11I.

The Sailors comefrom behind and stand in a row, MILES in front. Jones
pulls down the Union Jack, and stands upon it.

Jones. Now, listen, men: the captain’s in his cot;

He gives me power to tell you what is what.

Yours is a shabby trade—all kicks, no pence;

You could get rich if you had common sense.
Sailors. Ay, ay, sir; lead the way, point out the prize.

[Jones shows a paper and holds out apen.

JONES (tapping the paper). You Ve only to sign this,— ittells no lies.

The Yankees want more money and more men,

You wan’t more wages. (To First Sailor). Here, man, take the

pen.
Sailor (drawing back). But that’s deserting !
Jones. Never mind the name,
The ship, the captain, and the crew’s the same.
Sailors. We can’t desert our pennant, bless its flutter!
Jones. You fools, to quarrel with your bread and butter!

Who asks what pennant flies at the mast-head ?
'T is but a coloured rag when all is said.

Sailors. Ay, but we love Old England’s Union Jack.
Miles. No stars ! no stripes !

[Jones isgoing to hoist the Yankee colours. He stops angrily.
Jones. 1’1l lay them on your back !

Here, men, be wise now—pockets full of gold !
And you’d stick, idiots ! to that canvas fold.

[Flings away the Union Jack.
By Heaven! I''ll make you wear round for New York!
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Enter Fitzjames, with a flask ofliquor in his hand. 1

FITZJAMES. Can anybody draw this Noyeau’s cork?
Jones, you 've a pocket screw.
JONES (surlily). I think you 're screwed already.
FITZJAMES. Pardon, | think it’s you that stand unsteady ;
You're flushed—and why is all the ship’s crew mustered?
Who threw this down? Why, man, you're strangely flustered.
[Picks np the Union fach.
Tones (trying to hoist the Yankee pennant). | 've done with Union Jacks and
British crosses;
I 'm going to take a turn with Yankee bosses.
[Frank seizes the American colours, andprevents him from hoisting them.
Jones. H o, you there! ease her, lubber that you are !
Frank. 1’ make you swallow every stripe and star!
[Slides down the rigging, with the American colours in hisgrasp.
Who is for England and her hearts of oak ?

[Sailors moveforward.

Jones. Who wants good wages and an easy yoke ?
No cat! ("Sailors hesitate.) No stopping rations, pay, nor grog.
Sailors. We 're yours, sir, if you promise not to flog.
Jones. Ay, ay!
Frank. Oh, blockheads! promises bind him!
Jones (in arage). | promise”«, sir, that 1'll dowse your glim!

[Jones rushes upon Frank. They struggle. Fitzjames
hovers about them, trying topart them, and whining.
Fitzjames. Oh, pray don’'t! pray be quiet! Goodness gracious !
Do, men, assist ! [To Sailors.
Sailors. We won't be so owdacious
As meddle in the squabbles of our betters.
Fitzjames. Oh, Frank! he’ll have you punished, put in fetters.
He’s your superior officer. You are mad !
Oh, dear, he's killed !

[Frank falls heavily. Jones rises, staggering.

Jones (savagely). You Ve got enough, my lad !
Dashed meddling idiot! never can be quiet! .
1'’'ll stop him once for all from making riot.
Out with the cutter! lay him safe and sound, [To Sailors.
And he can please himself when homeward bound.

Fitzjames (crying). I’ll not stay here to break my country’s laws.

Jones. Y ou 'll find, without the cat, | still have claws.

Fitzjames (crying). You shouldn’t treat my chum so.

Jones. No abuse!

You shall go with him, dash it! if | choose !

I'’'ll have no mutiny in my ship, | say !

And there’s that silly woman in the way.

Bumptious may steer her to the British Channel.

Fetch her and fetch the child. [To Sailor.
Fitzjames (to Sailor). And lots of flannel,

For, oh! it’s freezing in an open boat ;

Be sure you bring some shawls and pilot coat.
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Frank. | 'd desert, | swear,
Did not a woman need some friendly care :
She and her child would well-nigh starve neglected,
If 1 should leave them wholly unprotected,

Miles. 'T was a kind deed of skipper home to take her.
Frank. Yes, if he did not quite so soon forsake her.
The luff looks out no dainties come her way; 4

The very water grudged her day by day.

If / \yere captain, 'stead of that poor flat----- .
Miles. Hush, hush, young sir; you’ll get pulled up for that.
Frank. Truth must come out— see, there’s the ruffian Jones.

Enter Jones, the Lieutenant.

Jones (fiercely). You Ve fudging work, sir. Dash ! I''ll break your bones !
Up to the mast-head ! Dash! I’ll stop your grog!
Frank. If you mast-head me, please to cast my log.
Jones. Dash ! do you dare me? 1’ll crack all your pates'!
. [Frankgoes up the rigging.
Turn up the hands there. [To Miles.

Miles (whistles with a boatswain’s whistle). Tumble up, my mates.

Scene Il.

The Sailors come from behind and stand in a row, Miles in front. JONES
pulls down the Union Jack, and stands upon it.

Jones. Now, listen, men: the captain’s in his cot ;

He gives me power to tell you what is what.

Yours is a shabby trade—all kicks, no pence;

You could get rich if you had common sense.
Sailors. Ay, ay, sir; lead the way, point out the prize.

[JONES shows a paper and holds out apen.

JONES {tapping the paper). You've only to sign this,— it tells no lies.

The Yankees want more money and more men,

You wan’t more wages. (To First Sailor). Here, man, take the

pen.
Sailor (drawing back). But that’s deserting !
Jones. Never mind the name,
The ship, the captain, and the crew’s the same.
Sailors. We can’t desert our pennant, bless its flutter!
Jones. You fools, to quarrel with your bread and butter!

Who asks what pennant flies at the mast-head ?

T is but a coloured rag when all is said.
Sailors. Ay, but we love Old England’s Union Jack.
Miles. No stars! no stripes!

[JONES isgoing to hoist the Yankee colours. He stops angrily.
Jones. 1’'ll lay them on your back !

Here, men, be wise now—pockets full of gold !

And you’d stick, idiots! to that canvas fold.

[Flings away the Union Jack.
By Heaven ! I''ll make you wear round for New York!!
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Enter Fitzjames, with a flask ofliquor in his hand.

FITZJAMES. Can anybody draw this Noyeau’s cork?
Jones, you've a pocket screw.

Jones (surlily). I think you’re screwed already.
FITZJAMES. Pardon, | think it's you that stand unsteady;
You're flushed— and why is all the ship’s crew mustered ?
Who threw this down? Why, man, you 're strangely flustered.
[Picks up the Lltiion Jack.
Jones (trying to hoist the Yankee pennant). | 've done with Union Jacks and
British crosses;
I 'm going to take a turn with Yankee bosses.
[Frank seizes the A merican colours, and prevents him from hoisting them.
Jones. Ho, you there! ease her, lubber that you arel
Frank. I1’ll make you swallow every stripe and star!
[Slides down the rigging, with the American colours in hisgralp.
Who is for England and her hearts of oak ?

[Sailors moveforward.

Jones. Who wants good wages and an easy yoke ?
No cat! ("Sailors hesitate.) No stopping rations, pay, nor grog.
Sailors. We 're yours, sir, if you promise not to flog.
Jones. Ay, ay!
Frank. Oh, blockheads! promises bind him/

Jones (in a rage). | promiseyou, sir, that |'ll dowse your glim !
[Jones rushes upon Frank. They struggle. Fitzjames
hovers about them, trying topart them, and whining.
Fitzjames. Oh, pray don’t! pray be quiet! Goodness gracious !
Do, men, assist! [7b Sailors.
Sailors. Wc won't be so owdacious
As meddle in the squabbles of our betters.
Fitzjames. Oh, Frank! he’ll have you punished, put in fetters.
H e’s your superior officer. You are mad !
Oh, dear, he’s killed !

[Frank falls heavily. Jones rises, staggering.

Jones (savagely). Y ou’ve got enough, my lad ! "
Dashed meddling idiot ! never can be quiet ! *
1'll stop him once for all from making riot.
Out with the cutter! lay him safe and sound, [ 7b\Wkailors.
And he can please himself when homeward bound.

FITZJAMES (crying). |'ll not stay here to break my country’s laws.

Jones. You'll find, without the cat, 1 still have claws.

Kitzjames (crying). You shouldn’t treat my chum so.

Jones. No abuse!

You shall go with him, dash it! if | choose!

I’'ll have no mutiny in my ship, | say!

And there’s that silly woman in the way.

Bumptious may steer her to the British Channel.

Fetch her and fetch the child. [To Sailor.
Fitzjames (JP Sailor). And lots of flannel,

For, oh! it’s freezing in an open boat;

Be sure you bring some shawls and pilot coat.



234 ACTING CHARADES.

Scene III.
Enter Mrs. Lane, leading little E ffie, wrapped in shawls.
Effie. Me seepy, seepy— mammy, what'’s the matter?
Oh, Mitter Fank! oh, Mitter Fank! [SVrr TRANK lyiug.
JONES (roughly). Don’t chatter !

Hold mother’s hands, and sit down on her knee.
[Sailors fasten Mrs. Lane and child into a chair,
E ffie (frightened). Oh, mammy ! will they put us in the sea?
Mrs. Lane (to Jones,). Heaven will repay you by some sore distress
For wronging widowed ones and fatherless.
JONES. I'’ll take my chance. (To Sailors.) Here, fling him in the boat.
H e’ll soon recover when he’s once afloat.
[Pushes Frank off the scene.
Mrs. Lane. Alas! alas! a wounded man for guard !
Fitzjames (to Mrs. Lane,). Don’t cry, ma’am; | am going with you too.
Frank’s only stunned; his skull’s so precious hard.

MILES. And I'll make one of that adventurous crew.
Two Sailors. And I—and I—we wont let women drown.
JONES. Go, and be hanged, then, with a woman’s gown!

You lily-livered cowards!
[Sailors carry off Frank, and Mrs. Lane and Effie in the chair.
Jones. Shove off there!
Haul up the studding-sails ; the wind is fair,
Shake out all reefs, and let go sheets unfurled ;
Steer north-north-west, and hey for the New World!

ACT Il
. Scene L—A Desert Island.
Enter Frank and Miles.

Miles. _ There'’s not too much of it to call an isle;
From sea to sea | Ve walked it—half a mile.
Frank. At any rate, there’s water fresh and sweet.
Miles. And burning rocks to bum one’s shoeless feet.
Frlank. We may be thankful, after such a night,

« On terrafirma safely to alight.
| wonder if the ship rode out the gale
That smashed our little vessel?
Miles. Sir, you re pale—
Still weakly from your blows.
Frank. Not I: yon cask
| rolled up from the beach ; that’s no bad task.
'T is flour, and turtles in the shallows breed,
So we shall have the wherewithal to feed
On Lord Mayors’ dainties every day we choose.
Miles. W hat’s turtle-soup when one has lost one’s shoes?
Frank. That can’t be helped. Let’s rig a tented roof
Out of this canvas bag and waterproof;
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We 'll plait sea-bent for slippers—don’t look glum!
See, here’s a keg full of the Queen’s own rum—
W e’ll serve it out in equal portions fair,

And all sleep soundly as an Arctic bear.

Enter little Effie, crying.

E ffie, I Ve lost my mammy— lost her in the sea !
Frank (pettingher). 1’ll be your mammy; come along with me.
Isn’t it fun to live quite out of doors?
E ffie. Me like a ship best when it rains and pours.
Frank. It won't rain here, not for a month to come.
Now, messmate, give a shove to that old rum. [To Miles.

Enter Fitzjames, disconsolate, without cap or jacket.

FitzjamFES (sighing). 1've searched in vain in every nook and cranny—
My ivory brushes and my Frangipanni ! Groans.
My dressing-case, inlaid and silver mounted ! Groans.
And the sweet trinkets that so oft | counted ! Groans.
Oh, if my lady saw me thus distressed—
One shirt alone, and that my second best!
Frank. Dolly, you've got a waistcoat, | declare;
And trousers too, and not a holey pair.
Doff me that vest for this poor shivering brat ;
'T will make a frock, tied on with your cravat.
FITZJAMES (aghast). My vest! my only vest! |'d die of cold!
And my cravat! Upon my word, you 're bold.
Frank (angrily). Not for myself, you churl! | want your gear,
But this poor orphan,— like us, shipwrecked here.
Fitzjames. Y ou must excuse me such a sacrifice.
Frank. Y ou selfish dog, I'll strip you in a trice!
[Collars Fitzjames and shakes him.
Fitzjames (alarmed). Oh, Bumptious! Bumptious! let me go! I’'m choking!
Shipwrecked ! garotted ! ah, 'tis too provoking!
[Frank tears off the waistcoat and wraps it round Effie, twisting
the cravat round it like a sash. E ffie dancesfor joy.
E ffie. Oh, putty, putty buttons! putty scarf!
Frank. Leave off that blubbering, you insane mooncalf!
. [To Fitzjames, who is lamenting his loss.
D’ye think 1'd hurt you, my old fellow-chum?
Cheer up, you goose, and drink my health in rum.
[They allgo off in the background.

Scene |lI.

A rude tent made o fa waterproof wrapper and shawls; a barrelofflour in
one corner, keg o frum in another, a heap of broken cups and plates
in another; fire, with pot boiling; Mrs. Lane, Sailors.
Enter Frank, Hon. Adolphus Fitzjames, Effie, and Miles. ETffif.
runs into her mother's arms screamingjor joy.

Effif. Oh, mammy ! mammy! Oh, my mammy'’s found !

Mrs. Lane. My child! my darling! Oh, I thought you drowned!
E ffii-. And did you dump up, right up, from the sea?
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Mrs. Lané. Oh, sir! what blessings you've conferred on mel
[To Fitzjames.
To save my child, and in your clothes to wrap her.
Fitzjames (smirking). You’'re very welcome.
Frank (slapping him on the back). Bravo, Dolly Dapper !%
Fitzjames (aside). She’s five foot nine, and has a blacksmith’s arm;
There’s quite too many here to cause alarm.
Somehow a desert isle makes folk look truculent :
It’s the bad food, maybe !

Mrs. Lane. Yes, succulent [To Frank.
. Is turtle-soup for men and babes.
Frank. Of course!

A child like that would thrive on a cab horse !

Sec here ! [He lays out the dinner on the head of the

flour-caskj broken cups,platters, Sr*c.
A picnic service from the wreck,
A footless jug our barrel board to deck.
First course, the turtle-soup ; then turtle eggs ;
Third, pudding flavoured from the keg of kegs.
Now share and share alike must be our rule;
Fall to, men, quickly, ere the turtle cool !
Whatever happens, equal shares divide,
Till some kind ship across yon water glide.
[ They all gather round, and eat with much show ofappetite. MILES sings:
Let London’s May'r
Green fat prepare
With Mounseets crack-jaw names,
On our desert isle
A feast we’ll pile
That Guildhall’s banquet shames.
Let peers their plate
Send for whitebait
At Lovegrove’s by the Thames.
Then, hurrah, my boys
For turtle’s joys,
Sound sleep, and pleasant dreams.
[ They wish each other good night, and disperse in different directions.

Scene IlI1—The Tent.
E ffie asleep; Mrs. Lane watching her.

Mrs, Lane (anxiously). She’s very feverish, and, 1 may assert, ill !

| fear, 1 fear she’s had too much of turtle.
Sailors to mother’s milk may liken rum,
But, oh ! 1 wish a real cow could come
O’er these salt waters! Then, the flour runs low :
On half allowance we already go.
What can we eat when empty is the cask?

! In vain, each day, that question sad | ask,
What can we eat?

[Frank enters softly, with an armful ofseaweed.



GONFLA GRA TJON. 037

FRsyINK (cheerily). Why kelp, dear lady.
I found this seaweed in a corner shady:
It tastes like Iceland moss. 1
Mrs. Lane (shakes her head). She will not take it!
FRANK. Oh, yes, you'll see how tastily I 'll make it.
Don't vex yourself,—a ship must pass by soon,
'T is the best season of the trade monsoon.
The flag-staff can be seen for miles away,
And will attract some vessel to this bay;
My red shirt blazes like a beacon fire.
[ Voices oiiiside. Mrs. Lane looks sadly at E ffie.
Mrs. LANE. She can’t hold out long!
Voices outside. Run the red rag higher!
Voices outside in great excitement. Hurrah! she sees us! no, she don’t! she
veers !
Mrs. Lane. Alas! these moments are as long as years.
Voices outside. She tacks— shifts sail—she wears—her helm’s a-port—
She’s making way - was that a gun’s report ? [Gun heard.
| saw the flash ! | heard the shot! ha, ha!
She lowers a boat! we're saved ! thank Heaven ! Hurrahf
[Loud shouts outside; Effie wakes and cries; Mrs. Lane clasps ha-
in her arms, weeping and exclaiming. Enter the rest, crying all

at once.
All. The boat’s at hand ; let’s gather up our traps!
Frank. The precious goods ! bequeath our island scraps

To the next Robin Crusoe that here lands.
Come, Effie, let me lift you o’er the sands.
Mrs. Lane. Oh, if there should be one milch cow on board !

Frank. 'T is a large Indiaman, all fully stored,;
Effie will revel like a queen to-night.
Mrs. Lane. | hope some ladies will assist our plight!
Sailors. And wc’ll have grog now, and some Christian grub.

Fitzjames. Shall | find scented soap, and means to rub ?
| 've got a half-crown in my trousers pocket,
Beside my tooth-brush and my mother’s locket ;
I''ll buy wax candles, if | can, on board,
And have a silver fork.
All. Restored ! restored !
To home, to country, and to friendly faces!
Here comes the boat--1 hope we’ll all find places.
Frank. Finis to desert island’s brief adventures, [Looks out.
Of ups and downs, like railway Cos.’ debentures ;
But, luckier far than Chatham line and Dover,
W e launch afresh, and heficeforth live in clover,
[Exeunt all, shouting and rejoicing.
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ACT IV.
Dramatis Jpcrsana.
Earil. Marquis. Countess.
Hon. Adolphus Fitzjames. B
Frank, Marchioness.
Pompey. Maid.
Scene |.

A Bed-room in a London House. Frank brushing Ins hair with two
ivory brushes before a chevalglass: he is very smartly dressed.

Frank. Now, this isjolly! When | reached the station,
And counted shillings in some trepidation,
Lest e’en a Hansom were beyond my figure,
Behold, a gorgeous, gold-laced, liveried nigger,
Who showed his teeth, and bobbed.his woolly pate,
Saying, “ By golly, but dis train be late ! [Mimics a negro.
You iMassa Middy, from ship Clio true?
Dis all your luggage ? you hab berry few !
Poor massa lose um tings in desert isle.”
Then he snapped up my valise from the pile,
And, as | did not quite know what to say,
I thought I might as well go on his way.
There 's.nobody expects me in this city,—
No friends have | in London, more’s the pity!
By Jove ! he handed up my luggage shabby
To a wigged coachman, not a humble cabby;
Opening the door of such a splendid carriage,
It might have borne a princess to her marriage !
Jump in, sar, quick,— de horses dey catch cold.”
So | jumped in. | own t was rather bold,
But such a lark ! and after whacks and blows
I think one good turn Fortune to me owes.
So here am 1, in this patrician mansion,
Received by all the plushes with expansion ;
For such a seedy coat as | had on
Must have been nuts to Chawles and Jeames and John.
Well, here | am as cosy as a cricket
Under an oven ; how | got the ticket
1 Of entry matters not a pin to me—
All ports arc home, from Hong Kong to Dundee.
{Rings bell violently.

Scene |II.
Enter POMPEY the blackfootman.
Pompfy. What, massa? Here be all the smells he lub—

Millefleur and Jockey; de big sponge and tub;
Two, tree, new brush, and inlaid water-jug.

Ah, Massa Dolly, you like all tings snug! [Chuckling.
Frank. Y ou grinning monkey, tell me who | am.
Pompey. Law bress us, Massa Dolly!

Frank. What a cram !
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POMPEY. You Massa Dolly, of de Queen’s ship Clio!
Frank. Then who are you?
POMPEY (with greatdignity). Free nigger from Ohio !
Own footman to my lady your mamma.
[Bell rings, exit POMPEY.
Frank. My lady mother? what a sell ! ha, hal
| 've got promotion faster than “ Gazette;”
From orphan middy to an earl’s cadet.
So I'm old Dolly Dandy! Now for fun ;
1 ’ll play his part, and then I’ll cut and run!
Re-enter Pompey.
Pompey (grandly). My lady ready to embrace her treasure !
[Frankflourishes his cambric handkerchiej
and pretends to be agreat swell.

Frank. Ah, yaas! announce me! with the greatest pleashaw!
[Exeunt.
Scene lll.— Countess’s Boudoir.
Countess and Maid. Countess lying on a sofa, painted, bewigged, and
much made up. Frank enters. »

Countess (affectedly). My son! my precious! rescued from the ocean !
[Kisses him, then pretends to sink back
fainting; Maid rushes to support her.

Oh, my poor nerves! it kills me, such emotion !
Benson, my drops! my salts! support my head !
There, that will do. (To Frankj. We all supposed you dead,
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ACT 1IV.
IDramatis Jjimgnee.

Earl, Marquis. Countess,

Hon. Adolphus Fitzjames. M archioness.
Frank.
Pomi-fv. Maid.

Scene |.

A Bed-room in a London House. Frank brushing Ins hair with two
ivory brushes before a chevalglass: he is very smartly dressed.

Frank. Now, this isjolly! When | reached the station, e
And counted shillings in some trepidation,
Lest e’en a Hansom were beyond my figure,
Behold, a gorgeous, gold-laced, liveried nigger,
Who showed his teeth, and bobbed.his woolly pate,
Saying, “ By golly, but dis train be late ! [Mimics a negro.
You Massa Middy, from ship Clio true?
Dis all your luggage ? you hab berry few !
Poor massa lose um tings in desert isle.”
Then he snapped up my valise from the pile,
And, as 1did not quite know what to say,
I thought I might as well go on his way.
There s nobody expects me in this city,—
No friends have 1in London, more’s the pity!
By Jove ! he handed up my luggage shabby
To a wigged coachman, not a humble cabby ;
Opening the door of such a splendid carriage,
It might have borne a princess to her marriage !
Jump in, sar, quick,— de horses dey catch cold.”
So ljumped in. | own t was rather bold,
But such a lark ! and after whacks and blows
I think one good turn Fortune to me owes.
So here am 1, in this patrician mansion,
Received by all the plushes with expansion ;
F or such a seedy coat as | had on
Must have been nuts to Chawles and Jeames and John.
Well, herc | am as cosy as a cricket
Under an oven; how 1 got the ticket
4 Of entry matters not a pin to me—
All ports are home, from Hong Kong to Dundee.
[Rings bell violently.

Scene Il
Enter Pompey the blackfootman.

POMPE.Y. What, massa? Here be all the smells he lub—
Millefleur and Jockey; de big sponge and tub;
Two, tree, new brush, and inlaid water-jug.

Ah, Massa Dolly, you like all tings snug! [Chuckling.
Frank. Y ou grinning monkey, tell me who | am.
Pompey. Law bress us, Massa Dolly !

Frank. What a cram !
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POMPEY. You Massa Dolly, of de Queen’s ship Clio/
Frank. Then who are you ?
Pompey (with great dignity). Free nigger from Ohio !

Own footman to my lady your mamma.
tBell rings, exit Pompey.
Frank. My lady mother? what a sell ! ha, ha'!
| 've got promotion faster than “ Gazette;”
From orphan middy to an earl’s cadet.
So I'm old Dolly Dandy! Now for fun;
I''ll play his part, and then I'll cut and run!
Re-enter POMPEY.
Po.MPEY (grandly). My lady ready to embrace her treasure !
[Frankflourishes his cambric handkerchigj
and pretends to be agreat swell.
Frank. Ah, yaas ! announce me ! with the greatest pleashaw!
[Exeunt.
Scene llIl.—Countess’s Boudoir.

Countess and Maid. Countess lying on a sofa, painted, bewigged, and
much made up. Frank enters.

Countess (affectedly). My son! my precious! rescued from the ocean!
[Kisses him, then pretends to sink back
fainting; Maid rushes to support her.

Oh, my poor nerves ! it kills me, such emotion !
Benson, my drops! my salts ! support my head !
There, that will do. (To Franki. We all supposed you dead,

SE m
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Frank.

Earl.
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And what | suffered nobody can tell ! [Langttishingly,
My heart’s too tender! Pompey, ring the bell : [Sharply.
My chocolate. fTo Frankj. So there you arc,—so tall !
Not like a Robinson Crusoe at all !
Do you still use that violet pomade ? *
Were you shipwrecked ? Wasn’t your captain mad ?
Have you spent all your money?
Every shilling!
Enter Earl ; heis short,fat, andfussy.

Ha ! back again ? some folks take extra Killing !'

But— hey ! the wrecking has worked wondrous well,—

You 're more a gentleman, and less a swell. [Stares at Frank.

[Countess gets up languidly and draws Frank to stand side
by side with her before the mirror; she minces and ambles.

COUNTESS fto Earlj. Isn’t he quite my image, eyes and all,

When you first met me at the county ball ?

Frank faside;. Like her! | hope not! skinny-armed and yellow!
Maw faside). Like her, old hag! that bright-eyed bonnié fellow!
Ear1 fbluffly). | shouldn’'t have known you, that’s the truth, old Dolly—

Frank.
Countess.

Frank.

Eari,

Your mother made you such a precious Molly.
There’s nothing like the navy for a muff!
You don’t mind dining now on junk Or duff?
Or shark, or porpoise, when nought else turns up!
When doyou dine, ma’am ? [To COUNTESS.
Have a tiny cup
Of this Vanilla chocolate ?
Oh, ma'am!
My hunger’s such | could devour black Sam,
Your gorgeous nigger, to his last gilt button :
Were there no scraps left from the servant’s mutton?
Bravo, old chap ! you 're something like a sailor,
[In high glee, takes him by the shoulder.
Not a mere cross 'twixt hairdresser and tailor!
| owe the Service something for this service;
You’ll be a tar like Collingwood and Jervis,
Ready for squalls, cross-seas, and dirty weather:
Come, and we'’ll have a glass of grog together.
[Exeunt.
Scene IV.—The Earl’s Drawing-room.

Guests atdinner: Earl, Countess, Marquis, Marchioness, Frank.

Servants putting dessert on table.

Countess fto Marchionessj. Now, hasn’'t he the Montmorenci nose?

And family air, down to his very toes ?

Marchioness. Urn—um - they have hawk’s beaks, and he’s a pug!
t RANK raside). Horrid old harpies, jawing at my mug!

I must be off, and change these borrowed clothes,
Or, spite of all my Montmorenci nose,

There ’ll be a row when Master Dolly shows.

He ’s still a-bed at Portsmouth, | dare say,

While in his family I am making play.
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Marquis (to Earlj. | compliment you, sir, upon your son ;

The Admiralty knows what he has done

1n that sad mutiny. [A loud peal at the hall door.
Frank (aside). There he is, by Gemini !

Could I but hide in that capacious chimney !

But'tis choked up with pasteboard wreaths and trash.

‘T is Dolly’s voice; oh, ain’t I in a hash ! [ Voice outside.

I'll just go on, and give them all fresh bother.

I wish him joy of that idiotic mother!

[Servant announces Mr. Adolphus Fitzjames. Enter Fitzjames,
very mud-staUied and disordered in dress; he stops and smiles
awkwardly on seeing visitors; the company stare at him.

Fitzjames. Oh, dear! |'m hardly dressed for ladies’ presence.

Pompey. Two Massa Dollys!
Countess (shrieks). 1 W ho's that? Where's my essence?
Earl. Bless me, what impudence, in here to push !

Fitzjames. Oh, what a pleasure to see men in plush
At home ! 'mong silver forks and finger-glasses.
Earl. He’s an impostor ! turn him out, you asses !
Countess. That muddy lout my son! Oh, no! no! no! [Shrieks.
MARCHIONESS. Two Dromios—a Shakspearian tableau!
Which is the Simon Pure? Decide, dear earl,
Which is the honourable and which the churl ?
FITZJAMES. | know that I'm Adolphus, and that’s Frank,—
As usual, after some outrageous prank.
But I'm too tired to quarrel or abuse you, [To Frank.
So in your own name let me introduce you
After | Ve dined. Here, Wilson, bring the wine, [To Butler.
Some entrées, vol-au-vent—1 want to dine;
And then, mamma, I’ll kiss you when |’'m dressed,
Meantime | ’'m rather muddy for your guest.
You sent no carriage, so | had to foot it.
This pheasant’s stunning; father, did you shoot it ?
The blessing of a napkin! [Spreads napin on knees.
Earl (angrily). That'’s old Dolly !
The same old cormorant and Molly!
And you, sir, staring like a stuck cockroach —
What broughtyou here, sir? [To Frank,Jierccly.
Frank (coolly). 'T was your family coach—
You sent to meet me.
Earl (in a rage). No, to meet my son.
Frank (rising). 'T was well intended, and 1 Ve had my fun;
So here | wish the company good night. [Bows and exit.
Countess. He'’s very plain—in fact, an utter fright.
'T was only my emotion could deceive me. [To MARCHIONESS.
Now, there you see blue blood, pur sang, believe me.
[Points to Fitzjames.
Marchioness. But what about the Montmorenci nose?
H e’s your own child for selfishness, no doubt. [Aside.
[Sudden cries of “Fire/ fire!” Every one
starts up. Lights seen at back window.
16
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Ali. How? what ? Break in the doors! Let’sout! let’s out!
[The door is burst open, smokefills the room.
Earl. Good gracious ! 'tis the passage that’s a-flame.

Fitzjames. Oh! (stammers) now, | think, the moment when | came
A candle | upset upon the table :
Perhaps that caused it. '
Earl. Idiot!—Who is able
To scramble out of window and get aid?
Marchioness. | am too fat.
Fitzjames. And | am too afraid.
I never could help when we beat fire-quarters.
[Marchioness scream sCountessfaints; Marquis
. and Ear1 bang at windows and doors.
Earl, Help ! help, outside! Oh, for some brawny porters
The lobby’s quite impassable fot smoke
And fire. Oh, me! the only ladder’s broke! [At the window.
Coices outside. We 've sent for Shaw and all the fire brigade ;
Wait till they come.
Earl. Wait till we're broiled and flayed !
[The window is smashed in; FRANK appears, black with
smoke. H e seizes the COUNTESS, who is insensible.
Frank. You called me son to-night, and a son’s part
1'll do to you. Here, Dolly, pluck up heart;
Help out your father, there.
Fitzjames. | can't— | daren’t!
It’s worse than shipwreck. [Cries in a corner.
[Frank lifts Countess out through the window to
the people outside. Comes back and seizes Earl.
Frank. Though he’s not my parent,
I owe him a good dinner; so here goes !
Come, Dolly, save your Montmorenci nose.
Fitzjames. Oh, dear! oh, dear! |’'m stupefied with terror.
The heat has split down all the sideboard mirror.
I think 1'm dying, | do feel so queer!

Re-enter Frank / finds Fitzjames stupefied\ and carries him off.
Frank. Poor Dolly ! muffs would only frizzle here.
1'll give him one more chance to be a man—
Here, you outside there, catch him if you can.
[Scrambles out. A crash is heard. Scene changes.

Scene V.—An adjoining House.

Earl, Countess,-Marquis, Marchioness, Fitzjames, Frank, inachair,
much bruised and burnt; Doctor examining him.

Earl. Nothing of danger? He’s a noble youth.
I wish he were my son, and that's the truth.
He saved our lives, while you could only blubber,
You good-for-nothing, gluttonous land-lubber! [To Fitzjames.
You idle dandy !
Fitzjames. Yes, | know | am!
| never tried on the heroic sham.
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I 'm a philosopher with few desires ;

And as for fishing people out of fires,
That’s not wy line— | leave it all to Frank,
Whom in the public name | hereby thank.

Countess. He must have good blood in him— some great-aunt
Must have been a Montmorenci.
Marchioness. Silly cant!
He’s better as he is. | like his face.
Spite of pug-nose, he beats your nosey race. [Aside.
Marquis. I nwrite to the First Lord ; on second thought,
1'll get your name down for the Royal yacht.
Earl. In token of my gratitude— hum, hum —
I'll bid my bankers pay you the same sum
As quarterly to Dolly I allot.
Frank. Oh, sir!

Fitzjames.

Frank.

Well, but for you we’'d gone to pot !
So that'’s but fair, and make no bones about it.
What luck is mine! | never more will doubt it :
Such glorious ending to my silly prank.

A1 (drink and comeforward). Here’s health and happiness to gallant Frank!

Soon may he fly his Peter at the fore,
Fame crown his brows, and wealth increase his store. )
[Curtain.
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GYMNASTICS.
With Apparatus.

T is scarcely requisite, in these days of advanced physical education, to
I expend time and space in advocating the study of Gymnastics. These
delightful and healthy exercises have now become so thoroughly an institution
Anong us, their popularity is so firmly established, that very many years must
elapse before it again becomes necessary to take up the cudgels in their defence.
“ But,” say some, “ are they not dangerous for boys?” To this we may return
answer, “ Most assuredlyyes,” and with equal confidence, “ Most assuredly no.”
It depends upon the sense in which the word “ dangerous ” is understood. If
it is meant to signify that a boy may in his early essays at gymnastics damage
himself more or less severely, break a bone perhaps, or otherwise come to grief,
it would be vain to deny it ; but unless a boy be tied up to his mother’s apron-
strings all his life, how is he to avoid all exposure to such accidents? He must
not run, climb, or swim ; and as to cricket, football, or riding, and similar more
violent exercises, they must not even be thought of.
But if it be asked whether gymnastics are not exceptionally dangerous, we
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can answer unhesitatingly “no” With proper apparatus, and a little super-
vision to prevent liberties being taken with it, we believe that the ordinary run
of boys may enjoy almost perfect immunity from danger.

Where accidents do occur, they may almost invariably be set down to one
of two causes, or perhaps more frequently to both combined : either, that is,
to the foolhardiness of the boy or to the imperfection of the apparatus. The
latter is a specially fertile source of accidents.

Now, a foolhardy boy will, as we all know, thrust himselfinto danger— indeed
he is never quite happy out of it— and must, unless he be exceptionally lucky
in his mishaps, expecta certain number of more or less severe casualties. All
that can be said in his case is that a well-constructed gymnastic apparatus is
far safer for him to exercise his climbing propensities upon than any tree or
temptingly precipitous rock ; and that at least he will thus almost daily acquire
a control over his limbs that will save him from many an after fall.

Boys, and men too, if they take their share of ordinary British pastimes—
and who would have them do otherwise?— musi come in for a certain amount
of risk : in some cases, such as hunting and the like, of life as well as limb.
But amongst all these sports, with the before-mentioned reservation of trust-
worthy superintendence and apparatus, they can hardly anywhere be so safe
as in the gymnasium.

The real foundation of this adverse prejudice is that, for want of habit, these
exercises look dangerous. No one dreams of going into paroxysms of alarm
at seeing a man disporting himself in ten fathom water; yet a momentary
attack of cramp—quite as probable an eventuality, by the way, as that a gym-
nast should let go his hold of a rope—-may drown him without hope of rescue.

Does any one take the trouble to cry out, “ How dangerous !” when a man
trots by at ten miles an hour in his dog-cart? And yet how many accidents,
and fatal accidents too, do there not yearly occur from this cause? And as
for gun accidents, or accidents in the hunting-field and the like, is not their
name legion? is there a week that passes in the season without record of one
or more of them in the newspapers? Yet who dreams of preaching a crusade
against field-sports as too dangerous?

Three or four fatal accidents may occur every season, but they make no
more than a passing impression upon those who are not immediately affected.

Let, however, a single accident occur in the pursuit of some new-fangled
pastime, and the British public is up in arms; the novelty is ticketed “ pAN-
cerous,” and thenceforth many a long year it must wait before it can hope
to be re-established in public opinion.

Accidents of course do occur now and then, with the ropes and bars, as
they will occur everywhere else,— some, as we have above observed, referable
to the foolhardiness of the individual, and therefore not chargeable against
the practice of gymnastics ; for a foolhardy boy will be foolhardy, and get into
dangerous positions, and meet with his destined share of accidents, wherever
he is. The gymnastic apparatus is merely an outlet, and the safest he could
have, for his exuberance of recklessness.

Some there are that are really and truly accidents, quite impossible to foresee
or to provide against; but these are really surprisingly few, and mostly not of
avery serious nature. But the real and most prolific cause of accidents in our
gymnasia, the source of the most and most serious mishaps, is the imperfec-
tion of the apparatus.

A gymnasium is to be erected; the job is given to a country carpenter or
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builder, who knows as much about the matter as he does of making a steam
engine : proportions, materials, construction, all equally important, are all taken
equally at haphazard.

The carpenter sets up a pole with a spindle and hooks at the top, with pen-
dent cords, and this he calls a circular swing or giant stride : whether the pole
is sufficiently strong to bear the strain to be put upon it, or whether it be
secure from the insidious attacks of the damp, or whether the hooks and ropes
are so constructed as to be trustworthy, he has no means of knowing, and
probably does not care.

Then some day the boys who use it sit astride, as they will do if not checked,
of the cross-sticks, instead of holding on by their hands, and while they are
thus urging on their mad career, an accident, as it is called, in due course
occurs—something gives way, or the rope slips off the hook ; the unfortunate
victim comes heavily to the ground, and, being in an attitude which renders
him perfectly helpless, comes also heavily to grief.

Or, as happened once in our own experience, the pole, weakened by damp-
engendered rot at its point of junction with the ground, the part where the
strain is always the heaviest, gives way suddenly under some more than usually
severe jerk, topples over among the crowd of confiding youngsters, and does
one of them to death, under circumstances of extreme and prolonged suffering.

Forthwith uprises a popular cry, “ Away with such dangerous inventions &>
the authorities are frightened, and, knowing little personally about the matter,
or perhaps secretly prejudiced themselves in its disfavour, make a clean sweep
of everything, not even troubling themselves to make out very distinctly the
real cause of the mishap. “ An accident has happened ; the thing must be
dangerous; we will none of it!” Such is their easy logic.

And yet these very same men shall, in the same year, see a score of acci-
dents in the play-ground, in the field, on the river, some of them perhaps even
more disastrous; but they never dream of therefore shutting up the play-
ground, or tabooing the field or the river.

Yet the very same men, when they have to deal, not with new-fangled novel-
ties, but with fine old crusted English sports, say, “ An accident has happened;
sufficient care has not been taken— more must be taken for the future.”

This is the sensible way to look at the matter; and in all consistency, why
should gymnastics be made an exception?

There is a prejudice against them to begin with : the apparatus is provided
totally unsuited for its purposes : a circular swing such as we have described
above ; parallel bars, as we have ourselves seen, two-and-a-half feet apart,
and solid as an ox-fence, three inches by four at least in thickness ; a fixed
horizontal bar to match ; a hanging bar like the trunk of a young tree, fit for
the hands of a giant, working loosely round in the loops of the sustaining
ropes, and carefully contrived to throw off any performer at the shortest no-
tice; and the rest in like proportion : an apparatus, in fact, that would be the
death of half the gymnasts in Europe if they were weak-minded enough to
trust themselves to it. The boys are allowed to fling themselves upon this
without due guidance and instruction : they soon find they can make nothing
of it in the ordinary way, and so, with their usual ingenuity, are not long in
extracting fun out of it in other ways,— selecting, of course, by natural instinct,
the most dangerous. Then come the usual results. Immediately there is a
terrible outcry, and the exercises of the gymnasium get the discredit due to the
mixed ignorance and stupidity of those who thus abuse them.
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Let a set of apparatus be erected after the pattern we are about to give, and
use be made of it as we shall recommend, and we will guarantee that there
shall be fewer accidents in a whole year than may be looked for in any ordi-
nary high field-day at football ; nay, more than this,— that it shall prove not
only a less perilous pastime than any of the regular outdoor sports, but actually
a preservative against accidents from other causes.

This we are enabled to do, not relying upon ourselves, though we are not
wholly unskilled N the use of the ropes and bars, but upon the IdQpractical
experience of a well-known gymnast, Mr. Chas. Spencer, of whose admirable
little work, “ The Modern Gymnast,” we have largely availed ourselves in pre-
paring this article.

Fig. i

Our apparatus will consist of the following : horizontal bar, hanging bar,
parallel bars, vaulting-horse, ladder, hanging ropes, and the usual et ceteras.
Of these latter, however, we shall not take notice here; our attention will be
entirely directed to the more advanced exercises.

The Horizontal Bar should be set up as follows: If intended as a per-
manency, two strong posts must be let into the ground or into iron sockets,
standing seven feet apart and about eight feet in height ; these are to support
the bar, which must be made to shift up and down in grooves cut in the posts,
so as to be easily adapted to the height of the performer. This bar should be
of straight-grained ash, seven feet between the uprights, an inch and three-
quarters in diameter, perfectly round, with a steel core an inch thick running
through the centre. This latter is a very important point.

If there be no steel core, then the bar must be reduced at least one foot in
length and increased to two inches diameter ; both of which, especially the
latter, as making it clumsy to the grasp of an ordinary hand, will detract much
from its practical value.
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The bar must be so fastened to the uprights that there shall be no unsteadi-
ness or vibration. A wabbly bar is a terrible nuisance, and is apt to throw
one out of all calculation just at the critical point of a feat.

If for private use, or it be thought desirable to make it portable, the method
of construction figured in our cut (Fig. 1) will be found very convenient and
serviceable, and, what is more, thoroughly trustworthy. 4

The Hanging Bar must be very carefully constructed. The ropes should
be attached securely to a good, firm, unyielding support, about fifteen or
eighteen feet from the ground—this will be quite sufficient height—and the
bar, which should be about twenty-six inches long by one-and-a-quarter in
diameter, with a steel core as before, must be firmly attached to the ropes, so
as to afford a safe hold. Above all things, it must not revolve in the grasp.
The height from the ground must be regulated by the stature of the performer.

Fig. j.

T he Parallel Bars are very seldom constructed with anything like cor-
rectness of shape or proportions. A couple of clumsy rails—one might almost
say beams—laid across two pairs of posts at any height from the ground and
at any distance apart, are set up, dubbed “ parallel bars,” and are supposed
to be all that could be desired. But, as might be supposed if people only took
the trouble to think, parallel bars, to be of any real service, require as nice an
adaptation to their purposes as any other mechanical contrivance.

The bars or rails, being intended for the grasp of the hands, must be of
such size and shape as will afford the best grasp, and their height and distance
apart must be adapted to the stature of those for whose use they are intended.

The size of the bars is especially important: if they be too large for a fair
grasp, not only is the hand likely to slip and a heavy fall to result, but there
is great danger to the wrist and thumb of serious sprains or dislocation. The
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jar resulting from an ordinary vault over, with 3-inch rails, is something to re-
member. We can recollect once injuring one of our wrists seriously in this
manner. Moreover, when a fair grasp is impossible, many of the exercises—
most of them, indeed— are also ipsofacto impossible, and thus many beginners
are disgusted at the outset : they are told to begin with such and such exer-
cises, as simple preliminaries to others more advanced; they find after repeated
trials that they cannot even make a commencement, and naturally soon give
up the whole thing in despair.

For ordinary purposes, that is, for people not of exceptional stature, the
most useful dimensions are these: height from the ground, four feet eight
inches; distance apart, eighteen inches, or nineteen at most; for boys, seven-
teen or even sixteen will be sufficient. The length should not be less than
seven feet, and the bars should be round, and of a diameter of two-and-an-
eighth inches.

Oval bars are sometimes used, but we prefer the round ones, as they feel
more natural, most of the other apparatus being of similar form.

For the uprights no dimensions need be given : all that is needful is that
they should be sufficiently strong. They should be fitted into a stout wooden
frame, firmly morticed together. When in use, this frame must be fastened
to the floor by screws. If required for a playground, or any place where it is
necessary to have them fixed, they may readily be secured by wooden stakes
or wedges driven into the ground.

A more convenient way is to sink the posts permanently into the ground ;
but then they are liable to decay from the damp, and thus to become unsafe.

Fig 3.

The Vaulting-Horse is of all gymnastic apparatus that which has been
hitherto most neglected in this country, and even now in many parts the most
rudimentary ideas as to its proper use and construction are extant. One of
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our writers on gymnastics describes it as being simply the trunk of a tree
mounted on four legs. Now, this is most barbarous, and calls loudly upon us
to “ reform it altogether,” as the use of it is much more likely to cause injury
than benefit to any one attempting feats of agility upon it. The sketch will
give an idea of a proper vaulting-horse.

There are various lengths for these horses, but the one you will firiti to be
the most generally useful is six feet long and about sixteen inches across the
back. It is covered with cow-hide all over and evenly padded, and is gene-
rally made with one end a little raised, with a slight bend corresponding to
the neck of the animal which is its prototype ; and this gives some form to it,
and is useful as a mark where to place the hands.

There are two pommels placed about the centre, eighteen inches apart, and
movable, so that the horse may be used without them if required ; and in
this case flush pommels, level with the back of the horse, are inserted into the
grooves.

The legs must be made to slide up and down after the manner of a telescope,
so that the horse may be used at heights varying from about three feet six
inches to six feet.

It is also necessary to have a solid deal board, about three feet square,
rising in thickness from a feather-edge to three inches, for taking what is
technically termed a “ beat ” off, which is very useful in exercises which require
to be performed lengthways on the horse. Of course it is not used as a spring-
board, but only to give a firm foundation for the feet in jumping, and par-
ticularly to mark the place of starting when increasing or diminishing the
distance from the horse.

fig. 4.

The ladders, hanging ropes, and so on, we need not describe. There are,
however, two more requisites to which we should wish to direct attention.
One is the Hand-Rings: two ropes, as if for a hanging bar, but terminating
instead each in an iron ring covered with leather, and large enough for the
hand to grasp comfortably. These rings are made of various shapes ; but that
which we recommend as the most practically useful is the stirrup.

One other requisite, indispensable for safety in first essays at many of the
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feats we shall describe, is the Lungers, so called, This is a strong broad
leather belt to buckle round the waist, with on iron ring or eye at each side.
To these eyes are strongly attached ropes, one on each side, of.sufficient
strength to support the weight of the wearer. The figure will indicate the
method of using it. (Fig. 4.)

This is an invaluable safeguard for novices, and enables many to learn
quickly— simply by the fearlessness it engenders— many a difficult feat which
they would otherwise never dream of attempting.

We cannot help thinking that a similar appliance, only a little more above
the centre of gravity, would prove of immense service in learning difficult
figures in skating. Ladies, too, might profit by it in their first efforts, as
all fear of unseemly falls would be quite dispelled.

So much for the construction of an apparatus; now for the use to be made
of it. We will begin with

THE HORIZONTAL BAR.

But before we begin it must first be put into good condition. Most likely
there will be a little grease on it from previous practice, which it is highly
important should be removed before commencing. This is done in the follow-
ing manner: Take a wet cloth (without soap or soda, as any kind of alkali
will raise the grain of the wood and make it rough), and rub the bar with
it; then get a few feet of rope— I find thick sash-line the best—give it one
turn round the bar, and, taking hold of each end, rub it up and down, gradu-
ally moving it from one end to the other. The friction will dry the wood,
remove the grease or dirt, and put on a good surface.

The bar being now in good condition, wash your hands perfectly clean, and
you are ready to commence. You will find that there is no resin required,
which every gymnast is compelled to use if the bar is not kept in good order.
The use of resin is bad for various reasons : it will dirty your hands, and if
you have not practised much it will cause blisters sooner than otherwise. |
have sometimes seen the skin of hard hands tom, and wounds ensue, pre-
venting further practice for some time. But if you are obliged to use resin,
do it judiciously: powder a little, and rub only the tips of the fingers in it;
avoid, above all things, getting it into the palm of the hands, as it will make
them stick to the bar, and it is also very likely to cause jerks in swinging, and
the grip will not be so certain as when the hands move smoothly round.
These details may appear rather tedious, but you will find them useful, as they
apply to all apparatus where the wood is handled.

Now, there is another thing you must bear in mind, and that is, the way
in which you must take hold of the bar.

Some say that you should take hold of it as you would a handle, with the
thumb underneath ; but we think that there is no doubt that the proper way
is the same as that in which a monkey holds the branch of a tree— the thumb
on the same side as the fingers. If the thumb be underneath, in all ordinary
swinging exercises it has a tendency to draw the fingers off: although in some
few slow movements it may be under, yet, as a rule, it is better above.

Now, keeping what has been said in mind, let us try some actual exercises.

Jump up at the bar, and hang with the hands, the body, amts, and legs per-
fectly straight, and the feet close together.

Hardly anything looks worse than to see the legs swinging about in all di-
rections when you are performing an exercise; be careful, therefore, to keep
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them quite quiet : every unnecessary movement, you must recollect, is so
much wasted force, and so much, therefore, taken from your chance of per-

forming the feat.

To perform all feats quietly and easily shows the finished gymnast; and so

fig. j.

far from violent exertions being the test of difficulty, the
reverse is generally the case, and the easiest-looking feats
are very often the hardest, and vice versa. And, besides,
these irregular movements only tend to tire you.

Now, having hold of the bar with both hands, draw
yourself up until the chin is above the bar; then lower
the body until the arms are quite straight again.

Practise this exercise as often as you can without tiring,
or until you can perform it six or eight times in succes-
sion, which you will not do until you have practised for
some little time.

Beginners must now try a few gentle exercises, such
as hanging by each hand alternately, the other close to
the side.

Then begin to walk along the bar by the hands, taking
alternate steps with them, making the steps as equal as
possible, and keeping, as we said before, the legs hanging
quietly down. Go in this manner from one end to the

other, then reverse the hands, and back again.

Now draw yourself up, with your chin above the bar, as in Fig. 5, and repeat
the walk in this position.

Next try a few good swings backward and forward at arms’ length: you
will find that you will swing farther each time, until you can swing your body
almost into a horizontal position.

All these little exercises should be repeated as often as possible; they help
to strengthen the muscles, and accustom the hands to the feel of the bar.

TO GET ON THE BAR.

Draw yourself up as in the last figure (Fig. 5), then suddenly drop the whole

of the right side, raising at the same time the left leg and throwing it over

the bar, as in Fig. 6.

Now establish a good swing with the right leg, and you
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will bring your body well over the bar, when a sudden exertion of muscle will
bring you sitting in the attitude of Fig. 7. This is by no means an easy thing
to do at first; but persevere, and, after a few failures, you will suddenly find
you have succeeded : once accomplished, it will come easy enough.

At first you will find it hard matter enough to get your legs up to the bar at
all. Beginners mostly try to lift the toes without bending the knees, and, of
course, find it beyond their powers. Bring your knees up to your chin, doub-
ling your feet well into your body, and you will find it come easy enough.

There is another method of getting on to the bar, by bringing the leg up
through the hands, and with one good swing bringing yourself roundly up.

You may try either of these methods, but nothing but continued practice
will enable you to master either of them ; but when you do, and can get on
to the bar in a respectable manner, you may consider you are making some
progress. We now proceed to

THE LEG-SWING.

Being in your original position, as in Fig. 7, throw your right leg as far be-
hind you as possible, at the same time slipping the other leg backward, and
catching by the bend of the knee, as in Fig. 8. Then throw the head back
with a good swing (keeping the arms straight), and you will thus make one
turn backward round the bar.

You will find at first you are apt to make a half-turn too much ; but after
a little practice you will be able to regulate the first swing so as to go round
once, and come up into your first position with a good balance.

Next try two or three turns without stopping; but always endeavour to
finish above the bar, as at starting. It is bad to stop as in Fig. 9, as you are
disabled for the next exercise.

Fig- 8 Fig. 9. Fig. 10.

t
For the forward swing, reverse the hands, keeping the whole weight of the
body on the arms, throw the head well to the front, and with one plunge for-
ward-keeping tight hold with the hands, and the body erect, as in Fig. 10—
you will make one forward revolution round the bar.
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After some practice, you will be able to go round several times without
stopping!

This exercise is actually easier than the former, but it requires more confi-
dence, for the want of which you are apt to keep too close to the bar, and thus
you do not get sufficient swing to bring you up again.

Practise both these exercises with right and left legs alternately.

SITTING ON THE BAR.

Having accomplished the backward and forward leg-swing, we will now

proceed to something a little more difficult.

You will now get on to the bar as in Fig. 7, with leg over; now try to
balance yourself in this position without holding by your
hands ; having succeeded, take hold of the bar with both
hands behind you, and pass the hanging leg over the
bar into a sitting position, as in Fig. 11.

Now practise a few different balances while sitting;
that is, with the bar under different parts of the thigh.

Try to sit almost straight, and again with the bar just
within the angle of the knee. This must be done with-
out touching the bar with the hands.

We now come to

THE SIT-SWING.

This is so called from its being a swing performed while
sitting on the bar, and we will commence with the backward swing.

Fig. ia. Fig. 13.

The “ sit-swing” is somewhat similar to the leg-swing, but, of course, more
difficult, as in the latter the weight of the body is mostly on the leg ; but in
the present exercise the whole weight is thrown upon the arms, therefore re-
quiring more strength.

While sitting on the bar, as in the last figure, but holding with the hands,
straighten the arms, and let them support a great part of the weight of the
body ; now throw yourself backwards with a good swing, still keeping a firm
hold of the bar with both hands. .

Now, the object of this movement Is to go quite round the bar in the swing
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and thus make one complete revolution, which is called the * sit-swing back-
ward;” but of course no one can expect to accomplish this feat at once.

The first few times you attempt it, you will most likely find yourself hang-
ing with the weight of the body beneath the bar, and with the momentum of
the swing gone.

In this case, all you can do is to let your legs pass through your arms, and
thus drop on to the ground; but you must repeat the movement until you are
able to swing quite round.

The way to practise this is, to swing about three-quarters round, and then
to come back into the sitting posture again. This will give you confidence, and
after a time you will feel yourself able to go all the way round, and to come
up into your original position.

For some time you will find that you will come up in rather an awkward
manner, without having swing enough to balance yourself, and therefore you
will fall forward again ; in which case you must be prepared to let go with the
hands, and to throw yourself off the bar on to your feet ; or, what is much better,
to have some one standing in front, in readiness to catch you as you come off.

But you may take comfort, for when you can get thus far the feat is nearly
achieved, and after a few more trials you will be rewarded by feeling yourself
able to accomplish the “ sit-swing.”

In the forward sit-swing, the first start is the principal thing, as the impetus
gained will be sufficient to bring you up again. In order to get a good start,
you must raise the body as far away from the bar as possible, supporting the
whole weight on the arms, as in Fig. 13 ; now throw the chest out and the head

back, with the legs rather straight, then with a good plunge forward, keeping
the arms straight as in Fig. 15, you will go quite round ; that is to say, you will
in time, for you must not think of succeeding at first in any of these feats, but
perseverance will soon enable you to accomplish them.

You will find in practising this exercise, that some of your strength will be
expended in getting on to the bar again after each failure. | will now show
you a very good way of getting into the sitting position again, while hanging
as in Fig. 9. Straighten the body as in Fig. 15, and draw your centre of
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gravity a little above the bar, then, bending the body again slightly, you will
roll quite'over so as to come into a sitting position again. This movement is
called the “ Plymouth.”

HANGING BY THE LEGS.

Get on to the bar in a sitting position, and then throw yourself off back-
ward, as for a sit-swing ; but instead of going round, drop the body aftd bend
your knees, and thus let them catch on the bar, getting a firm grip with them,
at the same time letting go your hands as in Fig. 17.

A young beginner should practise this on a low bar, so that, when he hangs
by the legs, his hands will touch the ground; and thus, when he is getting
tired and cannot raise himself, he may let his legs drop, and come on to his

hands on the floor safely. He may then get on to the bar again, hanging by
the knees as before, and practise swinging backward and forward as high as
he can. At first the friction will make the legs a little sore, but the muscles
will soon harden with practice.

There are a few other leg exercises which may be practised with advan-
tage, and which will afford variety, and also help to bring all the muscles into
play.

One of these is shown in Fig. 18, where you hang on the bar with one leg,
stretching the other straight out with the toe against the under side of the bar,
and the exercise is to bend the body up and down. This should be done with
right and left legs alternately.

A performance which is also very showy (although we should not advise
any one to attempt it without very good nerve and also strength in the legs)
is

THE STANDING BALANCE ON THE BAR.

This may be practised on a bar as low as you like, so that you can easily
jump off; but of course it looks better on a bar of ordinary height.

While sitting on the bar, lift one foot and gradually bring it on to the bar,
as in Fig. 19, and then raise yourself up standing, as in Fig. 20, a feat which,
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of course, requires great strength in the legs, and a good command of ba-
lancing power. Now endeavour to walk forward and backward by shifting
the feet; and if you lose your balance, jump off the bar altogether, without
trying to recover it, and get up again.

HANGING BY THE TOES.

This will make a good finish after the standing balance on the bar. To do
it artistically, stand first on one foot, then on the other, turn
round, let yourself down, and drop quietly and smoothly be-
neath the bar, hook your toes on to it, and hang down quite
straight with your arms folded across your chest, (See Fig.
12)

This, if done without stopping, has a good effect; but of
course you must not expect to accomplish anything in this
style for some time, and therefore must be content simply
to hang by your hands, and then bring your legs up, and
hook your toes over the bar, taking care, the moment you let
go with your hands, to straighten the body and stretch out
your arms, so as to save your head if you should chance to
slip.

VAULTING OVER THE BAR

is a very useful exercise, and quite as well performed on the
horizontal bar as on the vaulting-horse if your choice of
apparatus should be limited. Fig. 21,

Try it first on a bar about three feet six inches from the
ground, and gradually raise it; but take care not to over-
task your powers by having it too high for you, as very often, when young
gymnasts find that they are getting on respectably, they are very apt to be too
ambitious, and to attempt heights far beyond their powers. About four feet
six inches is a fair height for a person about five feet four or five, to begin with.
Learn to clear this clean and in correct style, before you attempt anything
higher.

17
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As vaulting is by no means a difficult feat, to look well it should be done in
good style. To make a clean vault, the body should be kept as straight and
as far away from the bar as possible (see
Fig. 22), and should be practised right

and left alike.

No careful gymnast need ever bh afraid
of injury if he uses his brain as well as
his body, and you will find that, if a mis -
hap occurs, it is generally to some one
who attempts exercises without taking
into consideration in what different posi-
tions he may come off the apparatus; but
all these exercises may be gone through

« safely if sufficient precautions are taken
at first. Mr. Spencer says on this head,

“1 am sure | can speak for myself,
"having often in former times made my-

self quite a laughingstock at the gymnasium from the careful way in which |
have tried new exercises which had any risk attending them. But ‘let those
laugh who wim.

“ 1first put on the ‘lungers’ (which you will find represented and described
on page 250), with a comrade on each side to hold the ropes, and something
soft underneath (such as a mattress, tan bark, or any other suitable material),
and having some one in front to prevent my pitching forward when | came
down.

“ This is as you might have seen me when trying my first ‘ fall-back,’ or other
difficult exercise; and what was the result? Why, | tried many times, and
fell many times, and should have hurt myself many times had 1 not been
caught.

“ But | knew | was perfectly safe, from the precautions taken (I did not mind
the look), and this gave me confidence, and left me at liberty to give my whole
attention to the feat | was attempting; and since then | have done that, and
many other more difficult feats, numerous times, without the slightest injury.’»

HANGING BAR.

The exercises on this will be much the same as those on the fixed bar. We
shall not, therefore, with the limited space at our disposal, do more than re-
commend it as an agreeable change from the fixed bar. Its use as a flying
trapeze is too dangerous for ordinary boys to attempt, and we shall therefore
not introduce it here.

THE PARALLEL BARS.

You may commence with the parallel bars, as in the horizontal bar, with
the simple movements which any one would naturally perform upon them;
such as standing between them, and with a spring placing a hand upon each,
and thus supporting the weight of the body.

When you have become somewhat used to them in this way, commence
swinging forwards and backwards, with the legs straight down, trying to go
higher each time.

Of course, if you have practised on the horizontal bar, the preliminary exer-
cises will be mastered at once ; but as it is possible that some may commence
on the parallels, | give this short description of these simple movements.
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The first exercise after you are on the bars should be

THE WALK.

This is very simple, being performed by jumping up and placing one hand
on each bar, with the body hanging suspended between them as before.

Now walk along the bar by taking steps with the arms, making them as
evenly and regularly as you can, keeping the head well up, and the body per-
fectly straight. ,

Walk in this way from one end to the other, and when you can do this easily,
walk back in the same way, without turning round. Then let the body sink
down as in Fig. 23, and hop from one end to the other backward and forward.

This you will find capital practice for the muscles of the arms, although rather
tiring at first.

When this hopping movement is done with a good swing, so as to go for-
ward or backward some considerable distance, it has a very good effect, and
is called “ The Grasshopper.”

VAULTING MOVEMENTS

are performed by getting up between the bars as for the walk, placing yourself
near the centre of the bars.

Now swing backwards and forwards until you are able to throw both legs
over one side of the bars in front of you, as in Fig. 24.

Now with another swing bring them back again, and throw them over
behind you on the same side as before. (Fig. 25.)

There are several of these movements which may be practised with great
advantage to the muscles. Another is shown in Fig. 26.

This is one of many which may be gone through while in this position on
the bars, the dotted line (as seen in the figure on page 248) showing the serpen-
tine course of the movement.

All these exercises should be performed with the body as straight as pos-
sible, and when done neatly, with the legs close together, have a very pretty .
effect, and are very good practice.

17— 2
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There are several similar movements, such as those represented in Figs. 27
and 28, which are done by first swinging backwards and forwards, and then
throwing the legs over the outside of the bars in front, one on each side; then
bending back a little, and bringing the legs over back again between the bars,
and then, without stopping, throwing them over again behind you, one on

each side as before. This you should practise until you can repeat it several
times without stopping.

The next exercises are good practice. Stand between the bars, and place
the hands on the under side of them, even with the shoulders, then gradually
raise the legs until they turn over and bring the body into an inverted position,
as in Fig. 29; then continue the movement right over, until you are hanging
as in the position shown in Fig. 30.

You should practise this until you can do it several times without touching
the ground with the feet, and you will find it very good practice for the front
and back horizontal movements, previously shown on the horizontal bar.
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THE PUMPING MOVEMENT

is one of the finest exercises for developing the
muscles of the chest. You must first practise the
swing until you can bring jourself up horizontally,
as shown in Fig. 31; theii, by bending the arms,
drop the body into Fig. 32, and then swing round,
your feet describing a semicircle, and come up again
into Fig. 33, finishing the movement by swinging
backwards again in the same manner into Fig. 31,
as on commencing the movement.

THE VAULTING-HORSE.

There are no simple preliminary exercises on the
horse but what may be just as well performed on
the parallels ; and, indeed, such is the similarity in
some of them, that we have invariably noticed that
any gymnast who is good on the one is not likely to
be a novice on the other.

For this reason we shall endeavour to make as
much variety as possible, and shall therefore not

describe exercises which may be as well gone through
upon the parallels, but only give those which have a
distinctive character.

Commence by jumping on to the horse, with the
hands one on each of the pommels, and supporting
the whole weight of the body; the legs hanging
straight down as in Fig. 3.

Now bring one leg over the body of the horse
in between the pommels, as in Fig. 34; then bring
it back again without touching the horse with
the foot, and pass the other leg through in the same
manner.

Now try and change the legs simultaneously; that
is, while the one is being brought back, pass the
other through forward; the body, of course, still

FIC. 34. supported by the arms.

Fio. 33.
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THE LEG-SPRING

is the next exercise, and is performed in the following manner:

Get on to the horse as in Fig. 3, and then bring both legs up on to the back
in a kneeling position, as in Fig. 35; then, while the body is thus gathered,
give a good spring up, throwing up the arms as in Fig. 36, and you will*come
over to the other side on to your feet on the ground.

If you are nervous in attempting this at first, get the assistance of some
one to hold your hand, and you will accomplish it without much difficulty.

The next exercise must be practised at first with the horse as low as possible,
and the jumping-board placed about a foot from the horse.

JUMPING THROUGH THE HANDS.

Take a short run, and jump on to the board with both feet down at once, flat-
footed. Place your hands one on each pommel, spring up, and pass the legs
through the hands, as in Fig. 37, shooting them out in front of you over the
horse, so as to come neatly down
on the other side. Of course you
must measure your distance, so that
you may rise high enough while
passing over for the back to clear
the top of the horse.

Another form of this exercise is to
jump over the horse with the legs
outside the hands, and is performed
in a similar manner to the last, but
is rather more difficult, as you will
need a much greater spring to raise
yourself sufficiently high to pass
clear over; and you must also take care to let go with the hands at the proper
moment, when in the position shown in Fig. 38.

If you retain your hold of the pommels too long, you will lose command of
yourself, and they will have a tendency to pull you back and cause you to
pitch head first on to the ground ; but when you commence to practise this
movement, it is necessary to have some one standing in front, to catch you in

Fig. 3j.
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case your feet do not quite clear the top of the horse, more especially if it
should be at all too high for you.

SADDLE VAULTING. 3

Get on to the horse as in Fig. 39, sitting across as in a saddle, but behind the
pommels ; then, bearing the whole weight upon the arms, throw your legs
right up, and giving yourself a kind of twist, describe a semicircle with them,
and bring yourself round with the face the other way ; your hands being one

upon each pommel, your course will naturally be towards the one which holds

the aftermost.
THE LONG FLY

is a very fine exercise for the whole of the body, and more especially the lower
extremities.

You commence practice for this movement by placing the jumping-board
about three feet from the largest end of the horse, then with a run, pitch with
your hands on to the end, as in Fig. 40.

Now move the board a little farther off, and repeat the movement; and thus
continue the exercise, increasing the distance each time, until you can pitch
on to the end from about five or six feet.

Now vary this movement by jumping from different distances, and pitching
on the hands first, and then bringing up the feet on to the back of the horse,
as in Fig. 41.

And when you are in this position, pitch with the hands on to the extreme
end of the horse, and go over as at “ leapfrog.”

Having now sufficiently practised these preliminaries, place the board about
a foot from the end of the horse (having first had the high pommels taken out,
and the flush ones substituted).

N ow take a run and jump, pitching with your hands on the first pommel,
landing yourself astride, as near the middle of the horse as possible ; repeat
this exercise, gradually increasing the jump, until at last you clear the whole
length, as in Fig. 42, coming down safely on the ground in front of the horse.

When you can get near the neck and are likely to come right over in a few
more trials, have some one standing in front to catch you in case you do not
quite clear the end, and come instead into a sitting position on the neck of the
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horse, as in this case the sudden stop is likely to throw you over head forwards
in a rathor ignominious manner; but if you practise assiduously, when you
feel that you can do it, and make up your mind for it, you are almost certain

to clear it.

It will, of course, take some time to master this thoroughly; but it is a fine
dashing feat, well worth the trouble of acquiring. Only don't think you are
doing it if you are satisfied to pitch short and paddle along on your hands for
the rest of the distance; you ought to pitch clear over at one movement. If
horses of various lengths are available, they will prove of immense service in
practising this exercise.

HANGING RINGS.

These are very useful for developing the muscles of the arms and shoulders.
We have, therefore, found room for a few exercises upon them as a guide to

the young gymnast, who will find little difficulty in supplementing our instruc-
tions with exercises of his own.

Commence by drawing yourself up, as in Fig. 43, holding one ring at arm’s
length, and the other close to the body.



HANGING RINGS. 265

Draw in the outstretched arm and straighten the other, and repeat this as
often as you like, as it is very good preliminary exercise for the trapeze.

Now, from this position gradually spread the arms wide apart, suspending
the body between them, as in Fig. 44, and then let the body gradually sink
down until you hang straight down by the arms again.

There are many other strength movements on the hand-rings, but you will
soon find them out for yourself; we will, therefore, pass on to the swinging
exercises.

Commence swinging simply backward and forward, increasing your momen-
tum by drawing yourself up by contracting the arms as you ascend, and when at
the highest, lowering your body with a drop, and by this means you will swing
higher each time, until you are able to bring your arms and legs straight and
nearly into a horizontal position, as in Fig. 45.

Also swing in different positions in order to get command of yourself while
swinging. Practise by drawing the legs over the head when at the end of the
swing, as in Fig. 46, passing back in this position to the other end, and then
bringing the legs smartly over, and shooting them straight out (in order to
preserve the momentum), and coming back all straight again to the starting-

oint.
P Repeat this several times, and you will find it very good work for the
muscles.

Fic. 47. Fig. 48.

Also swing with the hands close to the groin, and the arms nearly straight
by the side, and supporting the body, as in Fig. 47 ; keeping yourself from
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pitching your head and shoulders too much forward at the end of the swing
by bending the arms and projecting the legs, as in Fig. 48, which represents
the bent position which you assume when beginning to descend.

Another variety of this swing is shown in Fig. 49, where the body is kept
horizontal throughout.
CLIMBING LADDERS, ROPES, POLES, &c., &c.
Climbing the rope is a very useful exercise, which should be practised by
every one, as it may often be the means of saving life in cases of Ure, or ship-
wreck, &c.

EIO. jo. Eig si. Pig. 51. Pig. » .

We mean climbing by the use of both legs and arms. Fig. 50. shows the
way of taking hold of the rope, and Fig. 51 the position when climbing.

At a gymnastic festival lately some of the competitors ascended on a rope
in this way to the height of upwards of one hundred feet.

Another method is by holding on and raising yourself by using the hands

only, but this is more difficult.
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Another exercise is by climbing the knotted rope, and also one with short
cross-bars fixed at frequent intervals.

Climbing the pole, either fixed or hanging, as in Fig. 52, only varies from
the same exercise on the rope by its being rather more difficult to grasp, from
being thicker and also rigid.

Climbing ladders, fixed both in vertical and horizontal positions, and at
various angles, furnishes a good variety of exercise for the arms, and is very
easy to commence with. Fig. 53 shows an exercise on the horizontal ladder,
in which you hold by the outside, and progress by moving the hands forward
alternately. Fig. 54 represents another movement, in which you walk along
under the ladder, increasing the length of the step by holding the rounds at
some distance apart, the intervening ones being passed. Fig. 55 shows one

Fig. 54. Fjg. 55. Eig. 56.

of the movements upon the perpendicular ladder, in which the object is to
keep the arms and legs as straight as possible while the steps are taken.
Fig. 56 is the oblique ladder, which may be practised by moving both up and
down by the hands.

The “ giant’s stride” is a very good exercise for beginners, and consists of
a very strong and firmly-fixed upright, about fifteen feet in height, having an
iron cap at the top which will revolve easily, and around which ropes are fixed,
each having a short cross-bar at the bottom, so that several may exercise at
once, each one holding a bar and running round, increasing the speed until
the body takes the same angle as the rope. Various evolutions may be gone
through in this manner, which will be found very amusing.

It is hardly necessary to say that there are some simple rules to be observed
in practising.

One is, never over-tire yourself by practice, as that will do more harm than
good. And be careful not to get into a heat without having a wrapper handy
to put on when you leave off; and do not practise after a full mealL
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Dress,must also be suitable, as it is highly important to have all the limbs
free and* unfettered ; and therefore light and loose garments, and gymnastic
shoes, should be worn. A belt may be used by those who require it, but it is
not indispensable. .

GYMNASTICS WITHOUT SPECIAL APPARATUS.

THE THREE CHAIRS.

Even should the young gymnast be without any apparatus, he can train his
body in various ways, so that, when he obtains apparatus, its work will be half
done.

For example, he may practise the “ Three Chairs” exercise, which will
strengthen the loins immensely; that being just the portion of the body that
is least exercised in the artificial life of the present day.

The young gymnast should take three chairs, and set them in a row, the

two endmost chairs facing each other, and the central one set sideways. They
should be just so far apart that the back of the head and the heels rest on the
two endmost chairs, and that the central chair supports the middle of the body.

Now curve the body a little upwards, so as to take its weight off the centre
chair ; take the chair with the right hand, draw it from under you, pass it over
you to the other side, and with the left hand replace it under your body. This
should be done several times, so as to pass the chair from side to side.

The easiest way of learning this really useful exercise is to begin by putting
the head and nape of the neck on one chair, and allowing the feet to reach
nearly to the middle of the other. This will greatly take off from the diffi-
culty; and as you feel yourself getting stronger, move the chairs gradually
apart, so that at last you lie exactly as shown in the illustration.

KICKING THE CORK.

This is a capital exercise, and has the advantage of being exceedingly
amusing.

Draw two lines on the ground (like a JL reversed), one at right angles to the
other. Place your right foot with the heel just touching the cross-line of the
J_, and the foot pointing along the upright line. Next, put your left foot in
front of the right, with the heel just touching its toe, and then place the right
foot in advance of the left in a similar manner. You will thus make three
short steps, each the exact length of your foot
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Exactly in front of the advanced foot stand a common wine cork upright.
Now, go back to the cross-line, place your right heel against it as before,
and with the left foot try to kick down the
cork, as shown in the illustration, without
losing the balance of the body or allowing
the left foot to touch the ground. At first it
will be found utterly impossible to do so, the
toe not reaching within an inch of it; buta
little practice will enable the young gym-
nast to perform the feat without very much
difficulty. The best plan is to reach forward
until you judge that your foot is close to the
cork, and then, with a slight sideways kick,
strike at the cork, and bring yourself again
to the upright position.
This exercise is exceedingly valuable for
strengthening the legs and giving pliability
to the whole body.

THE STOOPING STRETCH.

This exercise does for the arms what the preceding does for the legs.

Take the same lines as before, and stand with both toes on the cross-line.
Now throw yourself forward on your hands, and with the right hand make a
chalk-mark on the floor as far as you can stretch. Having done this, spring

up to the upright position by means of the
left arm, taking care not to move the toes
from the cross-line. Each competitor at
this exercise tries to chalk his mark as far
as possible.

When this exercise is first attempted, it
seems utterly impossible to reach to any
distance, the spring of the left arm being
found insufficient to bring the body up-

right again. After a time, however, when the muscles of the arms become
strengthened, the player finds that he can rapidly extend the length of stretch,
until at last he can throw himself nearly flat on the ground, and yet spring up
again.

In order to strengthen both arms equally, they should be used alternately.

One secret in performing this exercise is to chalk the mark and spring back
as quickly as possible, as every second of time takes away the strength of the
supporting arm.

STILTS.

There are various forms of stilts and modes of using them. Some, such
as those which are employed by professionals, are strapped to the ankles and
have no handles. These should not be tried until the young gymnast is skilled
with the handle-stilts, as a fall is really dangerous.

Others have long handles, and the feet are received into leathern loops
nailed on the stilt; but by far the best are those which, like the stilts repre-
sented in the illustration, are furnished merely with two wooden projections
on which the feet can rest.
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The easiest way of getting on the stilts is to stand with the back against a

wall, and take the handles of the stilts under the arms, as shown in the illus-

tration. Then place the right foot on the step of one stilt,
raise yourself, with your back still leaning against the wall,
and then place the left foot on the step of the other stilt.

Now try to walk, raising each stilt alternately with the
hands, and lifting the foot with it. A very short time will
get you into the way of doing this, and in a few days you
ought to be able to walk with freedom.

Having obtained some degree of proficiency, you should
race with other stilt-walkers, ascend and descend steps,
planks, or stairs, pirouette on one stilt, holding the other
above your head, and then replace the feet without coming
to the ground, and perform similar feats. Accomplished stilt-
walkers can even ascend and descend ladders laid at a con-
siderable slope.

The height of the feet from the ground rather diminishes
than adds to the difficulty of walking on stilts. If the stilt-
walker should feel himself losing his balance, he should at
once jump to the ground, and not run the risk of damaging
himself by trying to recover his balance. After some little
skill has been attained, the young athlete ought to be able to
get on his stilts without needing the support of the wall, a
short run and a spring being quite enough for the purpose.

THE WALL-SPRING.

A very good preliminary exercise is that which is called the “ Wall-spring.”
The young gymnast stands at some little distance from a wall, places his

left hand behind his back, and throws himself against the wall, supporting
himself by the right hand. He then springs back to the upright position

»

\

without moving his toes from the spot on which they had been placed. This,
like all similar exercises, should be done with both arms alternately, and the
gymnast should learn to throw the strength of all his body, as well as of the
arms, into the spring.
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W e remember well in our youthful days being told by a cautious, well-mean-
ing old lady, that “ we ought not to attempt to bathe until we could swim.”
This caution puzzled us extremely, as we did not quite comprehend how we
were to learn swimming unless we did go into the water. 1f such a proceed-
ing were possible as to acquire a knowledge of a practical subject by a theo-
retical course of study, we should undoubtedly urge on the reader the import-
ance of never mounting a horse until he could ride.

The most neatly dressed, gentlemanly-looking man, who is a pattern of all
that is correct, will, if he be a bad rider, look an awkward Guy if he be on
horseback and cannot ride. The lovely girl whose every movement is elegant
will make an exhibition of herself if she attempt an equestrian performance
when she is unskilled in that branch of her education. Not only is it on
account of the mere look, but also for safety and comfort, that one should be
able to ride, to know what to do under ever-recurring conditions, and, in fact,
not to be content to “ stick on a horse without fear,” but to be able to ride as a
horseman should do. We shall, therefore, divide the subject of Riding into
two parts: first, What to do; then, How to do it.

W hat to do.

W e will now suppose that a horse or pony has been procured for us to ride,
that he is saddled and bridled, and held by a groom ready for us to mount.

In the following remarks we principally address those who know nothing
about horses or riding ; but we intend also to point out the defects in the per-



272 ACCOMPLISHMENTS.

formances* of those who, from having lived entirely in the country, or from
being self-taught, or untaught, have acquired habits which the sooner they fire
done away with the better.

When we have a groom or stableman whom we can entirely trust, we may
run the risk of mounting a horse without even glancing at the manner irwwhich
the bridle or saddle is put on; but as no man is free from the possibility of
making mistakes, we as a rule, previous to mounting, proceed as follows :

ist. Pass the finger under the throat-strap to ascertain whether it be too
tight, many grooms thoughtlessly buckling this so as almost to choke the
horse.

2nd. Glance at the curb-chain and buckles, to see that they are hooked and
buckled firmly.

3rd. See that the saddle is neither too forward nor too backward on the
horse.

4th. Look to the girths to see that they are not crossed nor wide apart : they
should pass over each other, and thus occupy the breadth of one girth only,
otherwise they are likely to gall the horse. By feeling the girths we can know
if they are tightly buckled, as they ought to be; for, if loose, the saddle will
slip backwards and forwards on the horse as he ascends and descends hills,
the consequence being a sore back, from which the animal may not recover
for weeks; or, if the rider be a bad one, the saddle may possibly slip round
under the horse’s belly, and the rider be deposited under his horse’s hoofs.

The manner in which a man with a momentary glance examines all these
details, and then mounts his horse, reveals to the experienced eye whether he
be a “ horseman,” or merely a person who “ sits on the top of a horse.”

Often have we smiled as we have observed the cautious wink given with a
most serious face by the groom to his stable-companion, as he watched “ the
visitor ” mount one of his master’s horses. Not a word was uttered, but won-
derfully expressive was that wink: it said in grooms’ language, “ That ’ere
gent’s a muff with a 'oss, in spite of ’is pretence,” as plainly as words could
have said it; and yet the visitor had done nothing but mount the horse
brought to him.

TO MOUNT.

When we are going to mount a horse which we have ridden on former occa-
sions, we can learn whether the stirrups are of a proper length by measuring
on our arm from the stirrup to the buckle. Usually the stirrup-iron should
just pass under the arm when the extended fingers touch the buckle. If, how-
ever, a horse be very round in the barrel or very knife-like, a slight variation
to this rule will occur. We will treat again of this subject after giving other
details on mounting.

Having examined the details mentioned above, we should, on mounting,
first stand on the left side of the horse, near to his fore-leg. Take the middle
of the bridle in the right hand, and draw it through the left, letting the reins
pass— one between the thumb and forefinger, the other between the first and
second fingers. This should be done gently, and so as not to jerk the horse’s
mouth ; but the reins should be just tight enough to “ feel ” the horse’s mouth.
Then quit the reins with the right hand, take a large lock of the mane and
pass this round the thumb, so that, when the hand is closed, reins and mane
are grasped firmly by it. Then place the foot in the stirrup, using the right
hand to accomplish this if necessary. Then place the right hand as far over
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the saddle as possible, so as to bear on it on the right side, and thus counter-
act your weight borne by the stirrup in mounting. Rise with a good spring
from the right foot, giving the weight on to the right hand. Take care that
the right leg is swung well clear of the horse’s back, and drop gently on to the
saddle. Turn in the toes of the right foot, and the stirrup is found at once,
even though the groom does not aid you. Quit the lock of mane, take the
right rein in the right hand, and you are ready for your ride.

Now for some additional details on this mounting.

If you have a whip, it should be held in the left hand when mounting, and
grasped firmly in the palm, which can easily be done even when the reins and
mane-lock are held as directed.

D. Saddle-flaps.

E. Stirrup lea-
thers.

F. Girths.

Get into the habit of making your horse stand steady during and immedi-
ately after mounting. When an animal has been in careless hands, he not
unfrequently tries to move off immediately he feels your weight on the stirrup.

18
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This is not only an unpleasant but also a dangerous proceeding, especially
when a lady is mounting. It may be checked by keeping the reins tight, and,
if necessary, using the curb-rein. The horse is so docile an animal, though
a creature of habit, that it can easily be taught what is required, or cured of
its defects, provided only that its master is patient and intelligent. 4Thus,
when mounted, instead of immediately starting off at a trot or walk, wait a
few seconds, and thus teach your horse that he is not to rush away immedi-
ately he feels your weight in the saddle.

In order to discover the proper length for your stirrups, sit comfortably
down on your saddle, keep the body upright, let the legs hang loosely at first,
then clasp the horse slightly with them, turn the toe in and rather up; then
the stirrup ought just to support the foot. Then stand up in the stirrups with
the legs straight, and see whether the fork will clear the pommel of the saddle:
it ought just to do so if the stirrups are the correct length. Having once ascer-
tained what is the correct length for the stirrups, you should measure from the
finger-tip to armpit the length from the buckle to the end of the stirrup, and
thus you can always on future occasions tell whether any alterations are re-
quired before mounting.

Being now seated on the horse, which we will suppose is a quiet, well-
trained animal, it would be advisable that a groom or some friend should lead
the horse for a time, in order that we may get accustomed to the motion ot
the horse and to sitting in the saddle.

The seat in the saddle should be obtained by sitting well down, leaning
rather backwards than forwards, and grasping the horse with a tolerably firm
grip of both legs. There are two seats to be avoided, but which nearly all
beginners at first practise: one isleaning forward as if in readiness to go over
the horse’s head ; the other is sitting on the saddle as though it were red hot
The vety best method of getting “ shaken down in the saddle,” as the term is,
is to quit the stirrups— that is, take the feet out of them— and trot round and
round a circle. This can be easily done by having a rope attached to a head-
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collar on the horse, and getting this rope held by an attendant. After a few
days of this kind of bumping, we learn how to grasp with the legs so that we
scarcely move from the saddle, and we do not then adopt the dangerous and
unsightly practice of depending mainly on the stirrups for our equilibrium.

During the time that we are “jogging” in the trot the reins should be held
one in each hand, and so that we “ feel ” gently the horse’s mouth : at no time
should the reins become slack, but an uniform “ feel” should be maintained.
A horse soon becomes accustomed to the hand of its rider, and learns to obey
the slightest change. Many horses, especially those gifted with tender mouths,
will become restive, or will rear, attempt to run away, &c., when their riders
either suddenly slacken, then tighten the reins, or in other ways alter their
hold upon them.

THE TROT.

Having passed through the process of being shaken down in the saddle,
wc may then take our stirrups and learn how to sit down in the saddle, keep
our stirrups, and yet not to rise in them when the horse trots ; after which we
may practise rising to the trot. There is scarcely a more ridiculous exhibition
than that of a rider working laboriously to rise to his horse’s trot, using much

more exertion than the animal he bestrides, whilst he works his arms and body
as though riding were a very painful matter. The very slightest movement
of the instep and a spring from the knee is sufficient to prevent the bumping
produced by a horse’s trot; and the skill or awkwardness of a rider is never
more prominent than then his horse is indulged in a long slashing trot.

THE CANTER.

To “raise a horse into a canter” from a trot, we should slightly pull the left
rein, at the same time closing the legs. By a steady hand on the reins we
may increase or decrease the speed of the horse, or again reduce his pace to
a trot.

Nothing but practice and instruction will ever give a rider a good firm seat
on a horse ; but at the same time practice alone may produce a strong seat

18— 2
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but a very awkward one, unless the defects of the seat are pointed out
early.

Vices and their Treatment.

Having attained a certain amount of skill in sitting on a horse and in hand-
ling the reins, the horseman may devote his attention to certain matterywhich
are not unlikely to happen to every equestrian performer. These may be
classed under the head of the vices of the horse, and are principally as follows:
running away, shying, rearing, bucking, and refusing to move ; kicking, biting,
and stumbling.

RUNNING AWAY.

A runaway horse is a most dangerous animal, and for an unskilled rider to
keep such a creature is not advisable. Many so-called runaway horses, how-
ever, are merely high-spirited animals whose former riders were unable to
manage them. As an example: we possessed for three years a horse which
we regularly hunted, and on which we placed a lady, and which had been sold
because he was a determined runaway. Only once did this horse run away
with us, and that was in consequence of the reins breaking. That horses do
run away, however, is a fact; and we will now consider the best means of
dealing with this vice.

A runaway horse is usually one with a very hard mouth, which is unaffected
by any amount of pulling applied merely as a dead pull. A horse is stronger
than a man, and therefore to pull against him is useless.

A particular kind of “ bit” is requisite for a runaway horse; the best that
we have found being a powerful “ Pelham.” The reins should be very stout,
so as to afford a firm grasp, with no fear of breaking. Stout strong reins also
do not slip through the fingers as do those which are thin.

W e wilt now suptjose that a rider is seated on a horse, and starts for a canter
on a nice bit of turf. His horse, probably fresh, bounds off, and the rider soon
finds the animal paysnoattention tohis“Woa, woa !” or to the pull at the reins.
A bad rider has at :this point come to the end of his expedients, and usually
does nothing more .than give a dead pull at the reins until he gets cramp in
his arms and fingers, and is unable to use them effectively, when he is at the
mercy of his horse. Some riders vary the “ dead pull” by sawing their horses'
mouths by alternately pulling the right and left rein. This sometimes, but
rarely, has the effect of stopping a horse ; the common result being that the
animal throws up its head, changes its feet in the gallop, but still goes on,
probably with a temper not improved by the fact of its mouth bleeding in
consequence of this ill treatment.

As an effectual method for pulling up a runaway horse we have never found
any equal to the following :

The reins being very strong, and the bit a “ Pelham,” or one which will not
slip through a horse’s mouth, we gather the reins short up in the left band, so
short that the hand is pressed against the horse’s mane ; then pass the right
hand down the right rein until it grasps this rein within a few inches of the
bit ; with a firm hold pull this round towards the right knee, taking care that
the horse does not snatch the rein out of your hand, as he will try to do if he
be an accomplished runaway. When the horse’s head is thus pulled round
he cannot gallop, nor can he do more than twist round. We have by this
method the advantage of a lever pulling round the horse’s head with enormous
power.
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Against this plan it has been urged that we are very likely to throw a horse
down. Grant this; and it is perhaps the less of two evils that we throw a horse
down where we like, selecting a soft piece of turf, than that we get dashed to
pieces by coming in collision with a carriage or cart, a lamp-post or railing, or
slip up on stone pavement, &c. But in answer to this objection we can say,
that on an average once a week the horse we before mentioned tried to run

away with us, but we invariably stopped him by this plan, and never, during
three years, did we ever throw him down. Two other horses that we rode also
on one or two occasions tried to run away, and were instantly stopped by this
method ; thus we have practical proof of its efficacy, against the theoretical
objection urged against it.

To a bad or timid rider, or even to one not capable of dealing with it, a run-
away horse is a dangerous possession ; unless, therefore, a rider is well skilled,
well nerved, and strong armed, our advice is, never mount a known runaway
horse. As, however, every horse may, some time or other, try to run away,
the preceding advice should not be neglected, as it may save a fall, a broken
arm, leg, or neck.

SHYING.

Shying is a very common practice of horses, particularly of young horses.
It may arise from defective sight, or from mere frolic. To a good rider it is
of no consequence, but to a bad horseman a fall may result. After a brief
acquaintance with an animal we can tolerably well tell at what objects he
usually shies. To overcome this practice we should never be off our guard,
but should ever keep a watch on our horse’s ears. When we notice that he
suddenly raises his ears, and looks attentively at any object, it is probable that
he may shy. To avoid such a result, we should endeavour to distract the
animal’s attention by patting his neck and speaking to him, a slight move-
ment of the reins to rouse him, or by letting the whip rest on his neck, his
attention may be withdrawn from the object that alarms him. A brutal and
ignorant horseman usually commences thrashing his horse when it shies, and
thus only adds to its fear, and causes it to repeat its vice with double effect.

The late Mr. Rarey used to say that a horse never could surprise him, be-
cause its ears always told him what it was thinking of doing. There is much
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truth in this remark, as every one accustomed to horses must know, and those
unaccustomed to them may learn.

REARING.

Rearing is one of the most dangerous and incurable of vices; it may, however,
arise from a harsh use of the curb; buta rearing horse may at any time-cause
his rider’s death by falling back on him. When a horse rears we should sit
quietly on him, and well forward. A rider without a firm seat may lean back,

holding on to the reins, and will thus pull the horse over on him. A sharp
pair of spurs may be used with advantage on a rearing horse, but the reins
must be very delicately handled— the cause of rearing being in many cases
due to that abominable habit of bad riders of continually jerking their horse’s
mouth, for no other reason, apparently, than that they are themselves bad
riders.

BUCK-JUMPING.

Bucking is a habit not so common amongst English as it is among colonial
horses. Bucking is an endeavour to unseat a rider, and consists in a series
of bucks in the air, or a sort of rocking motion produced by a succession of
jumps. The horse tries to get its head down between its legs, arches its back,
and springs several times from the ground. There is no other means left than
to sit the horse through its performance, which generally takes place when
first mounted, after which it not unusually will travel quietly all day.

REFUSING TO MOVE.

This is not a very common vice, except with a horse which has been cruelly
ill used. We once found a horse belonging to a friend which possessed this
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vice, and we cured it by getting two leather straps, like handcuffs ; by these
we fastened the horse’s fore-legs together so that it could not move, and then
sat patiently on its back. Inabout ten minutes the animal got tired of standing
still ; but we determined on giving it a lesson, so we kept it hobbled for fully
an hour, after which it at once moved on. On every occasion afterwards,
either the exhibition of these handcuffs or the attempt to put them on, at once
was received as a hint, and the horse was ready to start off.

KICKING.

A kicking horse is always dangerous; when, however, we are on his back,
it is well to remember that he cannot kick with both hind-legs whilst his head
is held up. We should, however, be very careful how we allow any one to
approach him; also when in the stable great caution is requisite. The same
remarks apply to a biting horse : it is better at once to get rid of such a brute,
for we are never safe from his vicious habit.

STUMBLING.

Stumbling may arise from careless riding or from the imperfect form of a
horse. An animal which in its walk or trot does not raise its feet much will
usually be a stumbler ; and if its fore-feet, when they come to the ground, are
not placed in advance of the shoulder, the horse is likely to be a dangerous
stumbler.

Those who wish to become adepts in regard to horses should, when the
opportunity offers, study the form and action of a well-known good horse ; the
shape of his shoulders, set on of the head, and, in fact, every peculiarity should
be noticed. Although horses differ very much in external appearance, those
which are fast, enduring, good jumpers, &c., all possess somewhat similar
characteristics ; and we can tolerably well conclude that a strange horse is a
good jumper when we find his hind quarters and general form similar to th