Handicapping
All handicapping systems are designed to even the odds between players of different skill levels. In the
Arachnid league system there are three handicapping methods. In X01 games, Spot Points uses the player’s
PPD and reduces the number of points a player has to get to win the game. In Cricket style games, Spot Marks
reduces the amount of marks necessary to close a number. Spot Darts can be used for both game types. This
method reduces the number of darts that the better player gets to throw.
Which is better? That is for you and your players to decide. The NDA currently uses Spot Marks and Spot Points.
This document describes all of the handicapping systems available in the Arachnid League System. Not only does it
explain how to set up each handicapping system but the rules and secrets behind them.

Spot Marks/Points
Spot Marks and Spot Points are used in all NDA sanctioned tournaments and leagues. They use the players’
Marks Per Round (MPR) for cricket and Points Per Dart (PPD) for X01. When two or more players are on the
same score their MPR/PPD‘s are averaged. This average is used instead of individual MPR/PPD.

Spot Marks
Spot Marks is used only with Cricket style games. It uses
the average Marks Per Round (MPR) of each player in the
game. Multiple players on the same number will be
averaged together to determine the “Team” MPR. The
team, or player, with the lower MPR “deserves” the extra
marks and will place them accordingly.
Starting marks are awarded based on a players MPR. The
best player will not get any starting marks, but the rest of
the players could have anywhere from one starting mark to
14 starting marks.
Using the SPOT MARK HANDICAPPING CHART, calculates the difference in MPR between the best player to the
other player. Depending on the difference, it will choose
column 1, 2, or 3, using the following criteria:
1.
2.
3.
4.

If both teams have a MPR average below 2.0, use Column 1.
If at least one team has a MPR of 2.0+, use Column 2
If both teams have a MPR of 3.0+, use Column 3.
In league play, average each team's MPR and use the appropriate Column.
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Cricket Spot Mark Handicapping Chart
Spot Points
Spot Points is a percentage based handicap method
using a player’s Points Per Dart (PPD). Using this
method, each player is compared to the highest PPD in
the game to determine their starting score. Players can
use the NDA charts listed on the next few pages to
determine starting scores, or they may calculate the
starting score for each player using the following formula:
(Current Player's Start Score) = (Normal X01 Start
Score)X(Current Player's PPD)/(Strongest Player's
PPD)+0.5
Note: The Arachnid League System calculates these
values automatically.
The Arachnid League System can also set up a minimum start score to be used for the weaker player's PPD. Our
dartboards allow you to configure this from anywhere between 40% to 95% of the original score. The Arachnid
League System automatically calculates these values using the following formula:
(Minimum Start Score) = (Normal X01 Start Score - 1)*(Minimum Start Percentage) + 1
The best player will always start at the highest X01 score. The rest of the players could have anywhere from the
minimum starting score to equal with the highest player. Multiple players on the same number will be averaged
together to determine the “Team” PPD. The dartboard will then determine who “deserves” the break on points.
In this case the best “Team” will start at the highest X01 starting score.
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301 Spot Point Chart

= Max ((301 * LPPD/HPPD + 0.5) , (300 * MinPercent + 1.0))
+0.5 in first term is to round to the nearest percent. MinPercent defaults to 40.
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501 Spot Point Chart

= Max ((501 * LPPD/HPPD + 0.5) , (500 * MinPercent + 1.0))
+0.5 in first term is to round to the nearest percent. MinPercent defaults to 40.
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701 Spot Point Chart

= Max ((701 * LPPD/HPPD + 0.5) , (700 * MinPercent + 1.0))
+0.5 in first term is to round to the nearest percent. MinPercent defaults to 40.
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Spot Darts
The Spot Dart method is the original handicapping system
created by the NDA. It was designed to give weaker
players an initial starting advantage.
At the beginning of the game, the dartboard removes a
number of darts from the better player. The number of
darts taken away is determined by the weaker player’s
handicap. Depending on the number of spot darts
allowed, it is possible that the better player may not
shoot for several rounds.
Use the formula below to determine the number of darts
taken away from the stronger player.
(Weaker Player's Spot Darts) - (Stronger Player's Spot Darts) = (number of darts removed from the Stronger player)
Note: The Arachnid League System does these calculations automatically.

Within the Spot Dart method there are two ways to calculate spot darts: The Bell Curve - where the program calculates the partition’s set points; and the Lookup Table - where the operator enters the partition set points. Choose
which method to use during League Creation. Once finished, click on the Handicap Setup link under the League
heading.

Definitions of Averages
Below are the various averages that can be used with any of the handicapping systems listed in this document.
Hits Per Round - The number of darts that hit active segments, divided by number of darts thrown.
Marks Per Dart - (MPD) The system for averaging the marks that a player earns each dart in a Cricket game. It is
calculated by total marks earned, divided by the number of actual darts thrown.
Marks Per Round - (MPR) The system for averaging the marks that a player throws each turn in a game of Cricket.
The higher the MPR, the better the player. It is calculated by taking the total marks scored divided by the actual
darts thrown, then multiplying it by 3.
Points Per Dart - (PPD) The system for averaging the points that a player throws each dart in an '01 game. The
higher the PPD, the better the player. It is calculated by total points scored, divided by the number of actual darts
thrown.
Points Per Round Average - (PPR) The system for averaging the points that a player earns each turn in a game of
X01. It is calculated by taking the total marks scored divided by the actual darts thrown, then multiplying it by 3.
Spot Darts Used - The number of Spot Darts that were actually applied to a player during a game.
Spot Points Used - The Spot Points that were actually applied to a player during a game.
Spot Round - The first or opening rounds of a spot handicapped game.
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S.P.R.E.(c) Average. The old NDA way of classifying a player’s skill level. It is based upon feats achieved in 301 and
Cricket games. The S.P.R.E. formulas are no longer used by the NDA. They are listed here for those that still wish to
use this system.
301 S.P.R.E.(c) Formula Example
(for 1990 thru 1992)
.5 (Wins) + 20 (6 Dart Outs) + 9 (7 Dart Outs) + 8 (8 Dart Outs)
+ 7 (9 Dart Outs) + 3.5 (4th Round Outs) + 2 (Low Tons)
+ 4 (High Tons) + 5 (Hats)
Number Of Games Played

Cricket S.P.R.E.(c) Formula Example
(for 1990 thru 1992)
.5 (wins) + .25 (Assists) + 17 (8 Dart Outs) + 17 (9 Dart Outs)
+ 6.5 (Whitehorses) + 5.5 (9 Mark Rounds)
+ 4.5 (8 Mark Rounds) + 3.5 (7 Mark Rounds)
+ 2.5 (6 Mark Rounds) + 1.5 (5 Mark Rounds) + 2.5 (hattricks)
Number Of Games Played
S.S.P.R.E.(c) Average. A system that allows the combining of Cricket, 301 and 501 stats to give a player one overall
rank, instead of three separate ones. This has generally been superseded by Marks Per Round, and Points Per
Dart ratings. S.S.P.R.E. uses the same weight system as S.P.R.E. Except that the weights are adjustable.
Note: The weight values listed in the formula below are the NDA standard weight values. Remember, these weight
values are adjustable.
.5(X01 Wins) + 20 (X01 6 Dart Outs) + 9 (X01 7 Dart Outs) + 8 (X01 8 Dart Outs)
+ 7 (X01 9 Dart Outs) + 3.5 (X01 4th Round Outs) + 2 (Low Tons) + 4 (High Tons) + 5 (X01 Hattricks)
+.5 (Cricket Wins) + .25 (Assists) + 17 (Cricket 8 Dart Outs) + 17 (Cricket 9 Dart Outs) + 6.5 (Whitehorses)
+ 5.5 (9 Mark Rounds) + 4.5 (8 Mark Rounds) + 3.5 (7 Mark Rounds) + 2.5 (6 Mark Rounds)
+ 1.5 (5 Mark Rounds) + 2.5 (Cricket Hattricks)
Total Games (or Total Weeks)
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