SQUIRRELS EGGS POOL
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Squirrel’s Eggs is played using the official rules for Nine-Ball with the following exceptions: 

     1 – Racking any Nine Balls: The numbered balls used need not be 1-9. If the 9 Ball is unavailable at the beginning of the game, the game ball will be the highest numbered ball on the table, (as long as there are nine balls available). They are racked in a diamond shape and arranged numerically, with the lowest numbered ball in the top or spot position, the highest numbered ball in the center of the diamond, and the other balls arranged from the spot position counter-clockwise.  The player that caused the 9 ball to be pocketed will always rack.  The player following the player that racks will break the rack.

     2 - Object: The object of the game is to pocket the 9 Ball with a legal shot, while earning the highest amount of points. A contest is won by the player with the most points to his credit. 

     3 - Accumulating Points: The player who pockets the 9 Ball legally will receive 5 points for the 9 Ball, plus an additional point for each ball remaining on the table after the winning shot is concluded. They will also register one (1) win which will be added to their score at the end of each set.  The number of games won by each player will accumulate through each set as well, and can be used to break a tie at the end of a match.

     4 – Forfeiting Points: A player will forfeit one point from their score for every object ball they pocket or cause to come out of play.  A player can have a negative score. Points may be subtracted from a player’s score even if the said player has a score of zero or less. A player can lose points by pocketing object balls on the break. A player who pockets an object ball on the break is awarded another shot while forfeiting one point from their score.

     5 - Double Jeopardy: A player cannot lose more than one point for pocketing the same ball. If a player pockets an object ball during the same shot that they pocket the game ball, no points are removed from their score. The player receives five points for the game-ball, and one point for each ball remaining on the table at the end of the winning shot. 

     6 - First Contact: On each shot, the first ball the cue ball touches must be the lowest numbered object ball on the table. Failure to touch the lowest ball first constitutes a scratch, and results in the award of the next shot to the next player with ball-in-hand. The cue ball may touch a rail before touching the lowest object ball. 

      7 – Direct-Shot Foul: If a player shoots an object ball directly into a pocket, without using a rail or another ball as part of the mechanics in pocketing the ball, it is considered a foul. The player committing the foul will have one point removed from their score and forfeit their turn. The incoming player must begin his shot from the position forfeited by the player committing the foul, as this is not considered a scratch.


     8 - Scratching on the Break: If the cue ball is pocketed or jumps the table on the break shot, the player loses his turn. The next player must shoot from behind the head line at the top of the table (kitchen) ball-in-hand.  If the lowest numbered ball is also in the kitchen, it may be hit directly so long as the cue ball is not placed outside the kitchen. 

     9 - Fatal Scratch: A fatal scratch foul is committed when a player illegally pockets the game-ball, or scratches the cue ball after pocketing the game ball. If the player committing the foul loses no points from their score, but all of the opponent players are awarded five points; regardless of how many balls remain on the table at the time of the fatal scratch. There is no game score for any player with a fatal scratch.  If the award to the opponent(s) results in a MATCH win, for any player, the points remain awarded but games continue to be played until the winner is decided by a valid pocketed nine-ball win.

    10 - Extra Shots: If a player legally pockets an object ball, which is not the 9 Ball, the player is awarded another shot.  As long as a player pockets any ball on a legal shot, they are free to shoot again until committing a foul, failing to pocket a ball, or winning the game.

    11 – Valid bank shots: rattling the pocket or hitting the rail adjacent to a pocket by the object ball IS NOT considered a bank shot.  The cue ball striking a rail or pocket corner prior to striking the object ball IS considered a bank shot. 

    12 – Replacing Balls: A ball that has jumped the table is not placed back onto the table, but removed from play.

    13 – Hard five points: If all balls except the 9 (or highest numbered) ball have been pocketed, there remains only 5 points on the table.  The last ball or the cue ball must at least be banked prior to pocketing.  If the last ball is pocketed directly, that player must rack the ball for the next player in the order, and the other players receive 5 points each.

    14 – Calling Shots: Players may discuss their shots and strategies if they wish; but a player who clearly calls his shot by announcing their intention, naming the ball and the pocket, has committed an error of etiquette, and forfeits their turn. The incoming player must begin his shot from the position forfeited by the fouling player, as this is not considered a scratch. This penalty only applies if any opposing player invokes the rule, or asks the referee to do so. 

    15 - Follow-Through: AFTER the cue ball has touched the lowest numbered ball, a ball must either hit a rail or be pocketed. Failure to hit a rail or pocket is a table scratch and results in a loss of turn. The next player has ball-in-hand. 

    16 - Double-Hits: The cue stick can only contact with the cue ball only once per shot. If the cue ball and the object ball are closer than the width of a chalk cube, special care must be taken to ensure that the cue ball does not bounce off of the object ball and back into the cue tip. Such a condition is a foul.

     The game, Squirrel’s Eggs, is designed to add a high degree of strategy to 9-Ball and facilitate many people playing the same game. It tends to even out the advantage of great shooters over the novice players while improving their skills at complex shots when playing other games, and increasing the options a player can see on any pool table.  As one becomes familiar with the game they will discover that there is very rarely any position that does not present a viable game shot. It may be difficult to see, and even more difficult to accomplish with success, but even in the face of a cumbersome snooker, there is almost always a game shot.
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