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To all chon it may concern: 
Beit known that I, TYLER. R. WASGATT, 

Jr., of Boston, in the county of Suffolk, State 
of Massachusetts, have invented a certain 
new and useful Improvement in Game Appa 
ratus, of which the following is a description 
sufficiently full, clear, and exact to enable any 
person skilled in the art or science to which 
my invention appelrtains to make and use the 
same, reference being had to the accompany 
ing drawing forming a part of this specifica 
tion, in which 

Figure 1 is an isometrical perspective view 
of my improved game apparatus; and Fig. 2, 
a view of the cue and balls. 
My invention relates to that class of games 

more especially designed for parlor use; and 
consists in a board or table of novel construc 
tion and arrangement, to be used with a cue 
and balls, as hereinafter more fully set forth 
and claimed, by which an instructive and very 
amusing entertainment is produced. 
In the drawing, A is the body of the board 

or table; B B B, the perches; at the stake; d, 
the cushion; and 10, 15, and 25 the pockets. 
The central portion of the bottom of the board 
is laid off into a series of alternate white and 
dark stripes or bars, extending laterally en 
tirely across the same, and numbered at each 
end respectively from one to six, the numerals 
on the dark bal's rulaning in a direction oppo 
site those on the white. One end of the board 
C is plain, being known as “neutral ground,” 
and is provided with the pocket 15, and three 
wire perches, BBB, arranged as shown. The 
other end of the board is laid off into a series 
of light and dark triangular spaces or points, 
numbered respectively from one to twelve, in 
opposite directions, the bases of all the White 
points resting on the white bar 6, and of all 
the dark points against the end rim of the table. 
In the white point numbered 6there is a pocket, 
25, and near the apex of the point there is a 
short rubber stake, a, which is fitted firmly 
into a proper aperture in the table. The cue 
H, Fig. 2, is provided with a tip, and is simi 
lar in other respects to an ordinary billiard 
cue. The balls J are alike in size, weight, and 

material, but in color one is dark and the other 
three light, the dark one being called the 
“driver,” or driving-ball. The cushion d is of 
rubber, after the style of an ordinary billiard 
table, and the perches B have rings or rests 
at the top for holding the balls J, which may 
be of ivory, marble, or any suitable material, 
and correspond in size with the size of the 
table. 
Having thus described my improved game 

apparatus, which I denominate a “Florentina 
Board,” I will now proceed to explain the game 
for which it is preferably adapted, and which 
I designate “Florentina.” 
The following are the rules of the game: 
1. Place the three similar balls, one on the 

ling of each perch or upright wire at the head 
of the board. Place the other ball on the 
“spot” or middle of the dark stripe, numbered 
1, and with the cue strike it a smart blow, forc 
ing it in the direction of one of the wires, with 
the intention of dislodging the ball on its top. 

2. If successful in dislodging a ball, let the 
ball so dislodged roll where it will and stop. If 
it stops on any of the White or colored sections 
of the board, except the neutral ground or 
large white space in which the wires are fixed, 
it loses or adds to the player according to the 
number of the piece on which it stops. If it 
stops on the dark stripe it gains, if on the light 
it loses. 

3. The player has the privilege of rolling his 
driving-ball from where it lodged after rolling 
(as long as he gains) into any pocket or pol 
tion of the board, provided he shall first hit 
the stake or the dislodged ball, and wherever 
the ball lodges it shall gain or lose for him, as 
above; or he may ricochet the driving-ball 
upon the ball which he dislodged, and shall 
have the combined benefit of the change of 
positions of both balls. If the perch or stand 
ard ball is thus forced into a pocket the player 
slhall have the belnefit of the lumber of that 
pocket, and may play again with the driving 
ball from where it has rolled, unless that has 
gone into a pocket, when he may set it at its 
starting-point, and play as before; but if the 
standard ball also lodge in a pocket he cannot 
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place that on the ring again during that turn. 
If neither ball went into a pocket, unless he 
can hit the stake or the dislodged ball, Ol' dis 
lodge another ball at one trial, he loses his 
power to play till after his opponent, and the 
position assumed by the driving-ball, as the 
result of that trial, does not count. His op 
ponent places all the balls, and begins as at 
first. 

4. A ball is considered lodged on that piece 
which is covered by the largest portion of the 
ball. 

5. If the ball dislodged by a player rolls 
into any pocket on the table, it shall count SO 
much for or against the player, as is indicated 
by the figures at that pocket. 

6. If the driving-ball, after dislodging a stand 
ard ball, rolls into the pocket at the circular 
or perch end of the board, or into any pocket 
or other numbered portion of the board, then 
the player shall derive the benefit of such roll, 
provided such roll is unaided. 

7. The driving-ball can be rolled into the 
pocket at the end of the board, except when 
it lies on the large white section. 

S. A colored ball can be ricocheted into 
the pocket at the end of the board from any 
point of the board on which it may lodge after 
displacement from the ring. 

9. When a ball stops so equally on two sec 
tions that it cannot be determined on which 
it belongs it counts nothing, and the player is 
governed by the general rules whether he for 
feits his right to play again. 

10. Each player as he takes his turn ar 
ranges the board as at first. 

11. The pockets in the white strip No. 5 each 
lose 10. 

12. If the driving-ball rolls off the table the 
player loses his turn. 

13. If the ball is knocked off of one of the 

wires outside the table, it must be put back 
on the Wire. 

14. As soon as a standard or percil ball has 
been rolled into a pocket it is “dead,” and 
withheld from the board during the turn of 
that player. 

15. Should a player start from the spot a 
second or third time in the same turn, and hit 
neither the stakenor dislodged ball, or dislodge 
a ball, he has nothing to lose or gain by that 
roll, and gives up his turn. 

16. The player cannot roll toward the rear 
of the board from the spot on any considera 
tion, and a ball is considered on the spot when 
placed there, not when it rolls there unaided. 

17. When one of the rolling balls enters a 
pocket, and is closely followed by another, and 
it is evident that the latter would have rolled 
into the pocket but for the presence there of 
the first, the player has a count for both balls 
as if both had gone into pockets. 

It will be obvious that a mallet may be used 
instead of a cue, and that a variety of other 
games may be played on the table described; 
also that the bed of the table may be curved at 
the end C, or covered with cloth, on which the 
bars, points, and numbers may be stamped, 
or in the fabric of which the same may be 
Woven, without departing from the spirit of 
my invention. 
Having thus explained my improvement, 

What I claim is 
The game apparatus described, consisting 

of the table A, cue H, and balls J, constructed 
and arranged substantially as and for the pur 
pose specified. 

TYLER. R. WASGATT, JR. 
Witnesses: 

H. E. METCALF, 
C. A. SEIAW. 

  


