SCOREBASE

SKEET/TRAP LEAGUE

SCORING SYSTEM

· Flexible parameters for handicaps

· Supports 4 to 14 teams

· Up to 6 shooters per team

· Schedules up to 7 fields

· Allows multiple runs for small teams

· Standard workbook formats

· Tracks most straights

· Reports most improved

· Prints a marquee for each week

· Ranks shooters by average

· Recalculates handicaps each week

· Three games to win/lose each week

· Provides and prints league schedules
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1.  General Information


The system is designed to calculate and maintain the scores for either a skeet or trap league.  Each league runs independently and may consist of from 4 to 14 teams.  Each team consists of from one to six shooters.  If the teams have six shooters, the system throws out the lowest score after handicaps are applied.  This enables a team (or entire group of teams) to bring a new shooter on board without having the low score affect the outcome.  Each team shoots two rounds of 25 each week and is paired against another team.  Each week, there are three games to win or lose.  A team can win or lose the first round, second round, or overall (total of both rounds).  The system calculates a handicap for each shooter after the firs week of shooting and recalculates it every week.  Handicaps are calculated by using parameters input at the beginning of the league.  The first parameter is called the cap and it refers to the maximum score that can be obtained by adding the handicap to the actual score.  It can range from 23.0 to 25.0.  This means that if the parameter is set to 24.5, no score can be handicapped higher than 24.5.  So that if a shooter shoots a 22 and has a handicap of 4.75, his handicapped score will be 24.5 and not 25 or 26.75.  The second parameter is the rate and it is a decimal number with a maximum of 1.0.  It is used to determine the handicap.  If it is set a .7 and the cap is set at 24, each recalculation of the handicap would be 70% of the difference between the scores for the two rounds shot and 48 (2 times the cap).  A schedule is prepared for each league and can be printed.  The schedule pits the teams against each other for the duration of the league.  If a league consists of an even number of teams, then the duration will be one week less than the number of teams.  If there is an odd number of teams, a dummy team is added to make the number even.  The dummy team can then be used as a bye week or league average team.  The dummy team must have each shooter listed as “Open”, without quotes.  This will keep the scores input for these shooters from being averaged into the league average calculation.


Several reports are prepared each time a week is finalized.  A sample of each page is presented in the Reports section.  The first report lists each team match-up with the results of the weeks shooting.  It indicates the win/lose status of each round and the overall.  The second report lists the cumulative standings of the teams in ranked order.  Then a report is prepared the shows the number of straights shot by individual followed by a listing of the ranked averages of all the shooters.  Then a page is prepared for each team that recaps the results of each shooter on the team.  A report is printed that shows each shooter’s handicap and average after the handicap is applied.  Finally, a report is printed that ranks the shooters on an improved basis by comparing their current average to their average on the first week of the league.


The base object for the system is a Microsoft Excel workbook.  The macros are in Visual Basic (VBA).  The total size of the system approaches 2MB and is too large to be backed up on a 3.5 drive.  All functions for the system are imbedded in the Excel tool bar under “tools”.

2.  NEW LEAGUE


With the Excel workbook loaded and the Macros enabled, click on Tools to get the drop down menu.  Click on New League to begin the process.  The first question asked is “How Many Teams”.  The possible entries range from 4 to 14 and you will be given the option of accepting your entry or re-entering the number.  If the entry was 4, 5 or 6, a prompt asking “How Many Rotations” is shown.  This provides a method to run through the schedule more than once when there is a small number of teams.  The user will be asked to input the handicap “CAP” and “RATE”.  Finally, the user must input the name of the league and this is followed by a message that instructs the user to input the shooters names and then run “New Week” to begin.

