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'MODEL # 38-8446D
‘[ A WARNING: Choking Hazard":» Toy v.:onl;n-lns small 5;1I';s and/
‘ or small parts. Naot tor children under 3 years, ]

IMPORTANT!

Please Keep Your Instructions. Before attempting assembly. please read tirough this
instruction book to familiarize yourself with alf the parts and assembly steps. We recommend
that two adults assemble this game. Please refer to the Parts Identifier below and be sure
that all pants have been included.

TOOLS REQUIRED FOR ASSEMBLY: ]

Philling and Slotted Head Screwdnivers (or Power Driver) - not included
Wrench - notincluded
Level (recommended - not included) |

PARTS IDENTIFIER
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- ASSEMBLY INSTRUCTIONS:
We recommend that two adults work
ALLENKEY together to assemble this game.
l_ ( LI\! ] —

1) Open the carton of your new Billiard Table near where you will play, Select a clear, level area, The
table will be assembled upside down and then turned over onto its legs. This is a very heavy table
and turning it over will require af least two strong adults

2) To protect the game surface, we suggest that you leave tne game in the bottom carton during the
ieg assembly. Carelully cut or tear the four carton cormners, so that the bottom carton becomes &
flat working surface. Remave all the cantents inside the carton and verity thal you have all the
listed parts as shown on the Parts ldentifier s
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FIG. 1

3] Attach the Right (#2) and Left (#1) Legs

1o the support frame and secure usin
(#12) and two of the 22mm Washers (

#13) per leg as shown in Fig. 1.
4] Attach the two Leg Panels {#3) between the two Legs using
per Leg Panel. Do not tighten the bolts securely at this time.

g twa of the 45mm Leg Bolfs

six of the 4 x 50mm Washer Head Bolts (#14)

5) Locate the four Beil-Style Leg Levelers (#15) and screw o

"e into each leg.

8] Lift the able assembly from the floor with two stron

9 adults, turn it aver, and set table on its legs in the locaticn
where you will play, Go back and make sure that

all connections are tight.

CAUTION: Two stron
tatle as shown.
1. Grab the table on the ground.

/
2 Turn the table over, / |
3. Place it on all four feet at the same time on the ground, ‘

FIG. 2

. ¢ DO NOT LEAN THE
g adults are recommended to flip the 20 N

HOLD THE  TABLE ON ITS LEGS|

7) Standing al one end, place a level on the table and adjust the Leg Levelers (#25) up or down to ensure that
the table is

level. This should be done at both ends and in the middle of the table,
YOU ARE NOW READY TO PLAY
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RULES OF PLAY - 8 BALL
OBJECT OF THE GAME:

& Ball is a simple game enjoyed by playars of all skill levels, It is a Called Shot Game, meaning that players must announce
their intended shot in advance in order for (L to count. In 8 Ball, one player shoots at solid balls (numbers 1 though 7), whie
the opponent shoots at striped balls (numbers 9 through 15). The player who pockets his.er her ball group first and then
sinks the B hall is the winner

THE BREAK:

The balls are racked as shown in ILLUSTRATION 1. A fiip of a coin determines which player gets to break. In subsequent
games, the losar of the previous game gets to break. The cue ball must be placed behind the head string and the shooter
st either (a) pocket a ball, or (b} drive four balls to the rails. If the shooter fails to make a legal break, the oppenent has
the aption of accepting the balls in this position or re-racking the balls and shooting the opening break again.

It any balls are pocketed on the break: the sheoter stays on the table, however the table is still Open, meaning that the
choice of the stripes of solids s not yet determined. The chaice of stripes or solids is determined by the first called shot
made after the break

Il the 8 ball is pocketed on the break. the shooter stays on the table with the optien of spotling the 8 ball and continuing play
ot re-racking the balls and breaking again.

[ the shooter scratches on the break: if the cue ball is pocketed on the break : (a) all balls pockeled remain pockeled, excep!
the & ball which is spotted, (b) the lable is open, (c) the oppesing player has the cue ball in hand and may place il anywhere
pehind the head string and shoot at any ball that is not behind the head string

PLAYING THE GAME:

After the break, regardiess of whether any balls were pocketed on the break, the fable is Open, with the choice of stripes or
solhds determined by tho next legally pocketed ball

In the course of play, a shooter must call each shot in advance, by indicating the ball to be made and the pocket into which it
will be made. Itis not necessary to indicale details such as cushions, banks, caroms, ete. Failure Yo make the shot as called
resuits in a loss ol turn. If the shot is made as called, then any other balls pecketed remain pocketed. However, it the called
shet s nol made and any other balls are pocketed, then the shooter's ball(s) that were pocketed would be spotled and any
of the opponent's balls would remain pocketed.

I arder to execute a Lagal Shot, the first ball hit must be ene of the balls in the shooter's group (stripes or sulids) and the
abject ball must be pocketed or the cue ball or any object ball must come into contact with a rail. (Note: It is legal for the
shooter to bank the cue ball off a rail before hitting the object ball.}

A player who legally pockets a ball continues play until missing or cemmitting & Foul. Once a player's ball group {stripes
or snlids) 15 pocketed, the player may play the 8 ball, Again, the player must clearly indicate the intended pocket, even Il it
appears obvious. A player who legally pockets all of his ball group and the 8 ball is the winnar.

FOULS:

1. Falure to execute a legal shol as defined above.

2, A scralch shot (shooting the cue ball into a pocket or off the table)
3 Moving or touching any ball by means other than legal play.

4 Shooting an intentional jump shot over another ball by scooping the cue stick under Ihe cue ball. A jump shot executed by
striking the cue ball above center is legal.

5 Using the & ball first in a combination shot when tho table is not open.
FOUL PENALTY:

Opposing player gets “cue ball in hand", This means that the player can place the cue ball anywhere on the table (does not
have to be behind the head string except on the opening break).

SPOTTING BALLS:

Whenevar an ohject is to be spotted, the object Ball is spotted on the lang string as close 1o the fgol spot as possible.



LOSS OF GAME:

A player co

mithing any of the fol lowing infractions loses the game

‘hen pocketing the 8 ball ILLUSTRATION #1

21s the 8 ball on the same stroke ag tha 151 of his gre

{ balls - HEAD OF TABLE

IoSeratches when the 8 ball is his legal object bail

iumps the & ball off the table at any time
ket

& Pockels (he 8 ball when || is not the leqal objact ball (except
nthe break) ' HEAD
SPOT

RULES OF PLAY - 9 BALL HEAD

ne & ballin a pocke

 han the one de

OBJECT OF THE GAME:

l1s & popular game enjoyad by playars of all skil! levels. In
shoater must make contact with the lowast numbered
ball first, The player v ball is the winner

0 snks the 9

3 'f' CENTER

THE BREAK STRING

Balls numbered 111 reugh 9 are racked in a “diamend” shape with
the 1 Ball at 1h ol the diarmond and on the foot spot and the
all i b ee ILLUSTRATION 42 The cue ball must
be placed behind tha he "ng and the shooter must make
1 Jeither : (a) pockets a ball, or (b) FooT
our balls 10 the rails. If the shao o make a legal STRING
epting the balls in this
position or re-racking the balls and shooting the ¢ ng break
gan It the cue bail is scrat n ihe break, the incoming

nay not play-a “Push O
the “cue ball in hand" anywhere on the table STRIPE Lok

PLAYING THE GAME: STRNG

in the cen

contact with the 1 Ball first

fail

break, the opponent has the option of acg

see PUSH OUT), bul places

yed as a "Push Qut’, or,
It the broaker he continues to shoot

untit he miss

fouls, vins the game

t louls, the of ponent b

nce a playar misges

s 1o shoot until missing, committin q FOOT OF TABLE

orwenning. The game ends when the 9 Bal I8 pocketed

i1y following a legal break may play a Push Qut in an attempt 1o move the cue ball into a better
a Push Out, a ball does not have to make contact with any ball or rail and is not considired a foul unless other
ply. The player must announce the intention of playing a Push Qut before the shot, or it is considered normal
all pocketed on a Push Out dees not count and remains pockeled {except the 9 Ball). Following a Push Qut, the
neomng player a) must shoot from that position or b) may pass tho shot back 1o the other player

FOULS

Failure 1o execute a iegal shot as defined above
2. Failure 1o make first contact with the Jom

1. A seralch shot (shooting the ¢

numbered ball on the table.

ie ball into a pocket or off the table)

+ Maving or touching any ball b ¥

ieans other than legal play.
When the object ball is not pucketed

ipect ball

Mailure 1o drive the any ball to a rail atter the cue ball has mada cantact with the

100!

ting an intenticnal jump shot over anot
i I

1 ball by scooping the cua stick under the cue ball. A jump shot executed by
striking the cue ball above center is lggal

fiving any ball off ol the lable. The object balls are nat re-spotted (ekcepl the & Ball).
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FOUL PENALTY:

. This means that the player can place the cue ball anywhers on the table
tted (except the 9 Ball). Any player that commits a foul three tonsacutive time:
the game

Opposing player gets "cue ball in ha

pocketed on the foul are NOT re-s

three successive shots without m

1g a legal shot in betweean lo
ILLUSTRATION #2

HEAD ! CENTER
STRING ! STRING
FOOT
-—+“ FOOT amp OF
: SPOT !
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