
Operator Information

Company Name:

Address:

City: State: Zip:

Phone Number: Fax Number:

Company E-Mail: Homepage:

LeagueLeader Login: Password:

Dartboard Password: NDA ID:

HotButton Configuration ID: HotButton Password:

General LeagueLeader Information

Phone Number:

Username:

Password:

LeagueLeader Communication Information

Username:

Password:

ISP Information

FTP Information



































































































































































































 Selecting Use Cricket Sort when combined tells LeagueLeader to use the Cricket sort order 
instead of the X01 sort order.     

 Selecting Separate pages for X01/Cricket will breakup the separated reports for X01 and Cricket 
into multiple page reports instead of one long report.

 Enter the number of Most Improved Players you wish to show on the report. Please keep in mind 
that if no one’s score improved, then there will be no player listed. If this number is set to zero then 
no players will be shown for most improved player. 

 Select Totals or Details. 
Totals is a summary of all weeks displayed with one line per player. 
Details is a week by week breakdown of the standings. The details report is sorted by team then

player.
 The option % Games Required is often used to reduce the number of subs in a report. Enter a 

percentage (0 to 100) of the total games played before a player is included on the report. If a player 
has not played that percentage of games, their name and stats will not show up on the report. A
zero in this box will cause the program to print all players.

 To print a specific Week, use the dropdown box and select the week number you want to print. A
zero means all weeks.

 To print a specific Division, use the dropdown box and select the division that you want printed.

Click OK when you are ready to print. The report will display the settings set up in Custom Reports.
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Player Report - Totals

Player Report - Totals
Combines X01/Cricket



Location Stats Report

The Locations Report uses the same
options as the team and player reports. You
may select different options for your
Location Stats report without changing the
settings for the other reports.

Team Standings

 Show Results of Last Match shows 
the results of the last match for each 
team. 

 Totals is a summary of all weeks dis-
played with one line per team. 

 Details is a week by week breakdown 
of the standings.

 Putting a date in the Don't include 
stats before field, informs 
LeagueLeader not to print any team 
stats before that date. Player stats are 
unaffected.

Player Standings

 Sort Order allows you to choose how 
the players will be sorted, from highest 
to lowest, in the report.

 You must select at least one game to 
base the report on. You may choose All 
to include all games of the specific 
game type. LeagueLeader also allows 
you to select multiple games by holding 
down the Ctrl key and clicking on the games desired.

 Selecting Combine X01 and Cricket will print the feats for both game types in one report instead of
separate reports.

 Selecting Use Cricket Sort when combined tells LeagueLeader to use the Cricket sort order 
instead of the X01 sort order.     

 Selecting Separate pages for X01/Cricket will breakup the separated reports for X01 and Cricket 
into multiple page reports instead of one long report.

 Enter the number of Most Improved Players you wish to show on the report. Please keep in mind 
that if no one’s score improved, then there will be no player listed. If this number is set to zero then 
no players will be shown for most improved player. 

 Select Totals or Details. 
Totals is a summary of all weeks displayed with one line per player. 
Details is a week by week breakdown of the standings. The details report is sorted by team then

player.

Reports
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 The option % Games Required is often used to reduce the number of subs in a report. Enter a 
percentage (0 to 100) of the total games played before a player is included on the report. If a player 
has not played that percentage of games, their name and stats will not show up on the report. A
zero in this box will cause the program to print all players.

 To print a specific Week, use the dropdown box and select the week number you want to print. A
zero means all weeks.

 To print a specific Division, use the dropdown box and select the division that you want printed.

Click OK when you are ready to print. The report will display the settings set up in Custom Reports.

10.10

Location Report - Totals

Location Report - Combined X01/Cricket

View Dartboard Standings File

The Dartboard Standings File is the actual report that is displayed on the dartboards. This file has the 
same options as the Locations Stats report. This report does not need to be generated in order for it to 
show on the dartboards.

Match Setup Report

The Match Setup Report prints the shooting order for the current league. 

Team Matches Report

The Team Matches Report provides the match wins percentage, match wins, match losses, total 
matches played, and matches tied for each team. This report does not print game stats.



Forfeits

The Forfeits report provides a printable list of all the forfeits from your league. 

Lists

Lists are a good way for the operator to get a lot of league or player information quickly.

All Leagues - Detail

Displays the setup information for all leagues in LeagueLeader. This report can only be printed from the
Master.

Current League Locations

Displays the location information (name, address, etc,) for all locations in the selected league. It may be
beneficial for the team captains to carry this list. When printed from the Master, the list will display every
location you have entered into LeagueLeader.

Current League Teams

Displays a list of the selected league’s
teams and home location. When printed
from the Master the report also displays
which league each team is in.

Current League Players

Displays a list of the selected league’s play-
er information: Class, Name, Nick Name,
and Shoots Position by team. When printed
from the Master you will have a few options
to choose from. 

 All Players prints the names and 
nicknames of every player in 
LeagueLeader. 

 All Players in Leagues prints a list of 
players per league in order by team.

 Include Inactive Leagues allows the players in inactive leagues to be listed.

Reports
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Substitutes

Prints an alphabetic list of all the players who substituted and for which teams they substituted.

Labels

All labels are set up to print on standard Avery 5160 labels. Each label is 1” high by 2 5/8” across each
sheet has three columns across by ten rows down.  Make sure the labels are loaded into the printer 
before printing any labels.

Caution: Internet Explorer 7 has a feature that automatically shrinks a web page to fit the page. In the 
case of labels this will shring it to fit the individual label. The only way around this is to do a Print 
Preview and adjust the sizing to 100%. The headers and footers may need to be removed as well.

Player Labels

Prints mailing labels for all players in the selected league. Select Master as the league to print labels for
all players in the system. Both the Master and the selected league have the following options:

 The option Which Players allows you the choice of printing All Players, Men, Women, Substitutes 
or Captains.

 The option Labels to skip allows you to skip a number of labels on the first page. If you printed 
labels before and the last sheet was not full, you can enter the number of labels removed from the 
page here. The program will skip the spaces on the page where the labels have been removed. 
Make sure the partial sheet is placed in the printer so that it is the first sheet loaded.

These options are only available when printing Player Labels from the Master.

10.12

Name/Address Report

Prints an alphabetic list of the players and 
their addresses. You can choose to print All 
Players, Men, Women, Substitutes or 
Captains.



 All Players prints the names and nicknames of every player in LeagueLeader. 
 All Players in Leagues prints a list of players per league in order by team.
 Include Inactive Leagues allows the players in inactive leagues to be listed.

Location Labels

Prints mailing labels for all locations in the selected league. Select Master as the league to print labels 
for all locations in the system. The only available option for this label is:

 Labels to skip. This is the same option in the Players Mailing Label.

Financial

The Financial reports allows you to easily keep track of your money and calculate the players’ winnings 
at the end of the season.

Team Weekly Fees

This reports the amount of money collected from teams. It will show collections for every week. If team 
fees are collected by the machines, they will automatically be posted in LeagueLeader when stats are 
collected and loaded in to the league. To learn how to manually enter team fees see Chapter 5. 

Location Entry Fees

This report displays the amount of money a
location owes for team sponsor fees. If a
location pays, be sure to enter their payment
under Locations > Modify. When printed
from the Master, this report will display all
locations sorted by the leagues they are in.

End of Season Split

This report simplifies a sometimes difficult 
task. This report shows the calculated 
amount each team has earned based on 
wins and losses, and subtracts any money 
the team owes.

1. Choose to sort by Wins or Players.
2. Enter all the Expenses you wish 

to charge the league. All expenses will 
be subtracted from the team fees the 
players have contributed throughout the
season.

3. Enter in any additional money you might
want to contribute. 

4. Enter the percentage paid out for losses. 
5. Click OK. 

Reports
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Other Reports

This section contains all the reports that didn’t quite fit into any other section. 

Spot Darts Used

This report provides feedback to the operator showing how many Spot Darts each player was allowed,
compared to how many were entered at the machine. If players are allowed to edit their handicap at the
machine, this report will help determine if the players are entering the correct number they are entitled
to.

NDA MPR/PPD Used

When Spot Mark and Spot Point handicapping is used, this report will show each players’ MPR and PPD
that was sent to the machine.

History

This report displays the contents of the 
History database. This report can only be 
printed from the Master.

1.   Enter the earliest date you want to
retrieve history stats for. All records found
in the History database that occur after
the date entered will be printed. Leaving
this item blank will print all records.

2.   Select how you want that group type 
sorted on the report.

3.   Under X01 and Cricket, select specific
games or ALL.       

4.   Click OK when ready.   



E-mail 

LeagueLeader allows you to send important messages to any player that you have their e-mail. You can
inform them of banquets or tell them that the stats from last night have been posted. This option can be
found under Players in each league and the Master.

1. Your e-mail address listed here is the same address listed in your LeagueLeader profile. 
2. Use the Name/Address Report under Recipient List to pick the people or groups of people you are 

sending the e-mail to. By default, this is set to all players with an e-mail address in your league. 
3. The Subject line is just to let your players know what the e-mail is about. 
4. Type what you want the message to be here. 
5. Click Send E-mail once finished. The e-mail will go to all the people you selected under step 2.

Reports
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Removing Stats from the Historical Database

LeagueLeader allows you to remove groups of old 
historical stats from the database. 

1. While in History Options, select Remove Old 
History Stats.

2. Use the calendar provided to select a date. All 
stats before this date will be deleted.

3. Click Remove.

Warning: Removing old stats with this option cannot 
be undone. 

Browsing and Manipulating Stats

8.9

Deleting Individual Stats from the History File

Individual player stats may be removed from the Historical Database while browsing the historical stats.

1. While in History Options, select Browse History.
2. Find the records you wish deleted.
3. Click the check box, under the Remove column, next to each record to be deleted. 
4. Click Update.

Warning: Removing old stats with this option cannot be undone. 

Merging Players

If a player is in LeagueLeader with multiple names or 
has been entered in to the system more than once, use
the Merge Player feature to combine the players. 

Note: Merging Players does not cause a loss of stats.

1. While in Master, click on the Merge Players link 
under the Players heading.

2. Use the Browse button to select the First Player.
3. Use the Browse button to select the Second 

Player.
4. Click OK.
5. The following screen will warn you that the Second

Player will be deleted. Click Yes if this is ok.
6. Repeat for more players.
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Charter Holder Benefits

 Complete Line of League Materials
 Calendar of Association Events
 Charter Holder Directory
 Board of Director’s Positions
 Committee Positions
 Annual Charter Holder Meeting
 Charter Holder Awards
 Monthly Operator Newsletters
 Annual Subscription to ThrowLines Magazines
 Official Referee Certification Program
 Rules Interpretation
 Offers a Medium of Exchange With Other Like Minded Individuals
 National Awards Program
 Office Depot Savings Plan
 Full Access to NDA Website

Player Benefits

 Directly Mailed ThrowLines Magazines
 Personalized Membership Card
 Official NDA Sanctioned Player Pin
 Official NDA Sanctioned Player Decal
 National Awards Program
 National Standardized League Formatting & Rules
 Official Referee Certification Program

Introduction
The National Dart Association, NDA, is the governing body of electronic darts. They are dedicated to the stan-
dardization, recognition, promotion and growth of electronic dart competition worldwide. Operators and players 
belonging to the NDA receive several benefits.

LeagueLeader offers a feature that assists in sanctioning players. The operator must still be part of the NDA to 
sanction players and all other requirements must be met. 

The Operators charter holder number is entered under the User Profile of LeagueLeader (see Chapter 2). This 
must be listed in order for this feature to function properly. 

For more information on the NDA visit their website www.ndadarts.com or call 1-800-808-9884.



Sanctioning Players for the NDA

LeagueLeader provides an easy way to sanction and update your players in the NDA. During this process, 
LeagueLeader will create a file that you send to the NDA. NDA Sanctioning can only be done from the Master. 
Follow the instructions below:

NDA Sanctioning
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3. Edit Incomplete Player Names. 
Players with an incomplete name 
will not be sanctioned. You are 
given the chance to edit those 
players.

1. Select Player Sanction under the 
NDA heading. 

2. Select which leagues to use.  
LeagueLeader automatically selects 
active NDA Sanctioned leagues
(see page 3.3).



4. The NDA Sanction List will appear with
all the players from the selected 
leagues listed. This list displays:
The Include column allows you to 

check or uncheck players.
The Action column tells you 

whether the player will be 
sanctioned or updated.

The Name column displays the 
players name. The names are in 
alphabetical order by last name.

The Sub column tells you if the 
player is a sub or not. It will display
a “Y” for yes and will not display 
anything if the player is not a sub.

 The NDA ID column displays the 
players NDA ID. If a player has not 
been sanctioned or no sanction 
number has been imported, this 
column will be blank for that player.

The Paid column confirms if the player has paid their NDA dues or not. It will display a “Y” for yes and 
will not display anything if the player has not paid. You can make note of whether a player has paid his 
NDA dues by clicking on Modify under the player heading (see page 3.5 Creating a New Player).

The Sanctioned column displays when the player was last sanctioned. 
The X01 Games column displays the total number of NDA approved X01 games that player has played.
The PPD column displays the players PPD.
The Cricket Games column displays the total number of NDA approved Cricket games that player has 

played.
The MPR column displays the players MPR.

5. Decide which players’ information you want to send to the NDA.
Check All will mark every player in the list. 
There are several Uncheck options. Each option will open a list displaying all players that fit the 

category. From that list you can mark players to be removed from the NDA Sanctioning list.
 Clicking Subs will display all players listed as a substitute.
 Clicking Less than 24 Games will display all players with less than 24 games. 
 Clicking Unpaid will display all players that have not paid their NDA Sanctioning dues.
 Clicking Sanctions will display all players that need to be sanctioned. Removing these players 

will leave only the players that are going to be Updated.
6. Keep track of the number of players being sanctioned (see the circle in the above image).  
7. Click Next when ready. 
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8. Download Sanction File. Follow the 
instructions on this page. For 
convenience they are reprinted here. 
a.  Click here to download the sanction 

file.  
b.  When prompted, choose Save.  
c.  Save the file where you can find it 

later. (ex. My Documents, Desktop)
d.  Click Save button 

9. Click OK when finished.

NDA Sanctioning

11.5

Past NDA Reports

LeagueLeader stores all past NDA
files. Follow the instructions below:

1. Open LeagueLeader.
2. Click on Master under Utilities.
3. Click Past NDA Reports under the 

NDA heading.
4. Use the drop down box to select which 

file you wish to use.
5. Click the Download File button to save

the file to your hard drive. 

OR

Click the Generate Report button to 
create an NDA report for the file 
selected.



Importing the NDA List Into LeagueLeader

LeagueLeader offers an easy way to keep your players current with the NDA. You can import the NDA player list
for your company directly into LeagueLeader. You will first need to contact the NDA and have them e-mail it to 
you. Once you receive the NDA's email containing your players, save it to your computer. 

After the NDA Player File is saved on to your hard drive, follow the instructions below:

1. Open LeagueLeader
2. Click on Master under Utilities.
3. Click NDA Import File. This will bring 

up a Windows browser window.
4. Navigate to where you saved the 

NDA Player File.
5. Click Open.
6. Click Next once you are back 

to the Import NDA file screen. This 
will import all of the players in that file 
and update your players. When the 
import is done, LeagueLeader will 
display a report showing you which 
players have been imported. 

11.6

7. Close the report using the “X” in the 
upper right hand corner. 

8. Click Close when finished. 



Updating NDA IDs and NDA Dues Paid

The NDA IDs/Dues link under the NDA section allows you to change player NDA IDs or whether they paid their 
NDA dues all at once. This option allows you to choose specific leagues or all of them. 

NDA Sanctioning
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1. Select NDA IDs/Dues under the 
NDA heading. A window will open 
allowing you to choose which league
to draw the player information from.

2. Choose which league(s) to draw the 
information from.

3. Click Next. This will bring up a list of
the players from the leagues you 
chose in step 2.

4. Edit the players NDA ID and Dues 
Paid columns.
a. The NDA ID column allows you to 

enter in a players NDA ID.
b. The Dues Paid column allows 

you to mark a player as having 
paid his NDA dues. 

By clicking Uncheck All, 
you will remove any marks 
that were under the Dues 
Paid column.
By clicking Check All, you 

will mark all players paid.
5. Click Next when finished. 
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Overview
There are three types of HotButtons: Operator HotButtons, Player HotButtons and Collector HotButtons. 
All three HotButtons can be used with the Black Widow, Galaxy II.5 and the Super Shuffle. 

Equipment And Software Requirements

Before continuing, please make sure the following requirements have been met:

 LeagueLeader
 Black Widow software version 3.12 Build 4975
 Galaxy II software Build 3381
 Button Reader Kit installed in Black Widow Part # 42027
 Super Shuffle version 200

 512 byte Player Button   
Part # 41990 - Red

41991 - Yellow

 8K Operator Button 
Part # 41992 - Black

 512 byte Collector Button
Part # 41990 - Red

41991 - Yellow
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Features of the HotButton

The Arachnid HotButton has many operator selectable features that can be enabled through 
LeagueLeader. 

All HotButtons

When in the machine’s setup menu, any button can be used to enter the HotButton Menu 

The Player Button

Use of a player’s name any time one is asked for
Store game credits*
Use game credits*
Store promotions*
Store a players handicap from a league
Use a stored handicap in casual play

The Operator Button*

Used to get to the Setup Menu*
Save game settings*
Read game settings

The Collector Button*

Enter the Collectors Screen*

The features with an asterisk (*) are disabled by default. This is for security purposes. The Operator 
may enable these options using LeagueLeader for Windows. 

Enabling Features of the HotButton

To enable the various features of the HotButton you will need to be logged into LeagueLeader.

To access the HotButton menu click on HotButton Setup under the Utilities menu. 

General: Set up the basic HotButton options like Operator Password, Minimum and Maximum 
Credits and Credit duration.

Tournament: Set up the HotButton for tournament use.

Promotion: Set the settings for HotButton promotions on the machines.

The HotButton
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Basic HotButton Configuration

The General section of the HotButton Configuration menu is for setting up the basic functions of the 
HotButtons. These functions include HotButton Password, Configuration Id and Credit setup.

1. The Configuration Id is a randomly generated code that is used for security reasons. This ID is 
used so that another operators button (Operator, Player and Collector) will not work on your 
machines. While the Configuration Id is configurable, it is not recommended. Note: When upgrading 
from Dartman for Windows, it is important to copy over the Operator ID. If this is not done, the 
HotButtons that are already on route will stop working properly.

2. The Password can be anything that you wish. This is another security measure so that another 
operator will not be able to use his Collector Button or Operator Button on your machines.

3. Put a check mark next to Use Credits if you want to enable HotButton credits on Player Buttons.
a. Min Credits is the minimum number of credits that can be purchased for the HotButton.
b. Max Credits is the maximum credits that you want to allow on the HotButton. 
c. Duration (days) is the number of days before credits on the HotButton are no longer valid. 

Credits will expire unless you buy at least the minimum amount of credits once during the credit 
duration period. Expired credits cannot be reused and the button must be reformatted to put more
credits on it. It is up to the operator to decide if these credits can be refunded. NOTE: If the 
credit duration period is set to zero, HotButton credits will never expire. 
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4. This option will enable Location Specific HotButton credits. This means that player credits bought at 
a specific location can only be used at that location. Players can only store Location Specific credits 
for one location on their Player Button. NOTE:This option is not recommended because it limits the 
use of Player HotButton credits.

5. This option will enable Team Fees to be paid with HotButton credits. NOTE: This option does not 
work on Black Widows. HotButton credits can be used for Team Fees on a Black Widow even with 
this option turned off.

HotButton Tournament

This menu lets an operator set up a HotButton tournament. Only one tournament may be active at a 
time.

1. Click Enable to activate HotButton Tournament option.
2. Click New to create a new tournament. Only one tournament can be active at a time.
3. The Description can be anything you want it to say. The only limitation is it can only be 26 

characters.
4. The Location is the place the tournament is held at. There can be only one location selected at 

any time. NOTE: The location must be in LeagueLeader in order to assign a tournament to it.

The HotButton
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5. The Start and Stop Date are used to determine the length of the tournament. 
6. Min Credits is the minimum number of tournament credits that can be purchased for the HotButton.
7. Max Credits is the maximum tournament credits that you want to allow on the HotButton.

After the tournament (or when using the HotButton on a machine that isn’t part of the tournament), 
credits will revert back to their normal count instead of showing tournament credits.            

Note: If the player does not choose to convert his/her HotButton to the current tournament, they will not 
be allowed to purchase or spend credits at the tournament.

HotButton Promotion

This menu lets an operator set up various promotions (e.g., play 301 and win a Golden Dart) for use 
with the Player Buttons. 

1. Select which promotion you are going to create. Because of size limitations on the Player Buttons, 
only four promotions are allowed at one time.

2. Click on the check box next to Enable in order to activate the promotion.
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3. Choose the type of point system the promotion uses. 
a. With Games selected, players get a point for every game of the selected types (see step 9) they 

play. 
b. With Points selected, players get an equal number of points based on their score of the selected 

type of game (see step 9). Example: If a player won a game of 301O/O they would receive 
301 promotion points. 

c. With Wins selected, players get a point for every game of the type selected that they have won. 
4. Click New to reset the promotion selected to the default settings. This also invalidates the points 

earned.  
5. The Prize text box is where you would put a description of the grand prize.
6. The Description can be anything you want it to say. The only limitation is it can only be 26 

characters.
7. The Start and Stop Date are used to determine the length of the promotion. 
8. Select which machine types the promotion is usable on. Only Galaxy IIs and Black Widows are 

valid machines for HotButton promotions.
9. Click on a check box next to a game(s) that you want included in your HotButton Promotion.
10. Clicking Select All, will assign all games to your promotion. 
11. Clicking Deselect All, will unassign all games from your promotion. 

Each time the player uses his HotButton to play a promotional game, the count on the HotButton will be 
incremented. The player will not get credit for playing the game unless they insert their name during the 
game using the HotButton. Simply using credits will NOT increment the counter, the name must be 
inserted.

At any time during the promotion, the HotButton can be touched to a game and read to find out how 
many “points” that player has. Simply use the HotButton to enter the Player Button Menu, and it will 
show you a count of valid promotions on the HotButton that the player has at least 1 “point” for. After all 
buttons are read, the winner can be determined. 

Sending the HotButton Configuration to the Arachnid Machines

The HotButton settings will be automatically transferred to the machines every time they call into the 
LeagueLeader server. If you want to send files to a Black Widow or manually to a Galaxy II you will 

need to use LeagueComm. For further information on LeagueComm see Appendix 1.

The HotButton
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Using the HotButton

Player Button

Each Player Button can store the player name, credits, promotions (e.g., play 25 games and win a free 
hat) and tournament information. The Player Button can be used anywhere an Arachnid machine asks 
for player information.                                      

Note: Credits are disabled by default. To enable credits, the Min Credits, Max Credits and Credit 
duration must be entered in the HotButton Configuration menu.

Formatting a Player Button

In order to format a Player Button from Attract Mode or the Main Menu place a HotButton on the 
HotButton Reader. 

1. If the machine detects that this is a new HotButton, it will ask if you wish to convert the HotButton 
to a Player Button.

2. Select YES to bring up the Enter Player Name screen.               
3. Enter a player name (at least two letters or numbers) and apply the HotButton to begin formatting.
4. After formatting is complete, the Player Button Menu will appear.
5. Select EXIT

To reformat a Player Button, or to create one, you may do so from the HotButton Setup Menu. To get to 
the HotButton Setup Menu you must be in the Setup Menu.

13.8

Using the HotButton to insert the player name 

Super ShuffleGalaxy II



1. Place any HotButton in the HotButton Reader and the HotButton Setup Menu will appear. 
2. Select Create New Player Button. (On the Galaxy II there will be an extra selection on the 

HotButton Setup Screen called Create Button. Selecting this will open the Button creation screen).
3. Enter the players name by following the instructions as shown on the screen.

4. Hold the Player HotButton on the HotButton reader. 
5. The machine will format the HotButton for use as a Player Button.
6. At the end of the format process, a completion message will be displayed.   
7. Select CONTINUE.

After the Player Button is made, exit out of the Setup Menu.

The HotButton
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Opening the Player Menu 

The Player Menu is where a player may edit his/her name, buy credits, check on the promotions he/she 
signed up for and the tournaments they may have entered.

As long as you are in Attract Mode or The Main Menu you can get to the Player HotButton Menu. 

To enter the Player Menu, place the Player Button on the HotButton Reader for a few seconds while in 
Attract Mode or the Main Menu and the Player Menu will open. 

Buying Credits on the Player Button

In the Player Menu you can assign credits to a Player Button. If the current number of credits plus the 
minimum number of credits is greater than the maximum number allowed, then the player cannot buy 
credits.              

Example: If the max credits is 100 and  the minimum number to purchase is 20, then the player with 81 
credits on his button cannot buy credits. (81+20=101)    

Note: When buying credits on the Black Widow, ALL money inserted will automatically go to the side the
Buy Credits screen is on. Only one Buy Credits Screen can be entered at one time.

1. Select Buy Credits, then insert the number of quarters equaling the number of credits you want. 
a.  The minimum amount of credits you can buy is operator configurable. 
b.  The maximum number of credits you can store on the HotButton is dependent on the operator.

2. Place your Player Button on the button reader when you are finished.   

Note: Unless the credit duration was set to zero, the credits stored in this manner will not be usable 
after number of days specified by the Operator.
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Spending Credits from the Player Button

On the pre-game screen, when an Arachnid Machine asks for credits to play a game, the player holds 
his Player Button on the Button Reader. The dartboard will then transfer a number of credits needed for 
one number (not player) to play the game selected. Then the dartboard will tell the player how many 
credits are left on his HotButton. 

Touching the Player Button to the HotButton Reader again will transfer more credits to the machine. 
(i.e., if you are playing a game of 301 O/O, which costs 2 credits, holding the Player Button on the 
Button Reader once will take off 2 credits. Placing the Player Button back on the Button Reader while in 
the same screen will take off an additional 2 credits.) 

The machine will only take off a number of credits needed to play the game. (e.g., if there is already 
one credit on the machine and you need 2 credits to play, the machine will only transfer 1 credit.) 

Using the Player Button in Leagues

With the Team Fees option selected in HotButton Configuration, the Player Button can be used to input 
team fees into the machines. 

1. On the team fees collection screen you can use the Player Button instead of inserting money. 

Note: If the league is playing on a Black Widow, then apply the player Button to the side that the league 
is currently playing on. 

2. Each application of the Player Button will remove enough credits for one player’s team fees. (i.e., if 
the player wished to pay for another players team fees, placing his HotButton back on the HotButton
Reader will take off another amount equal to the team fees needed) This works like spending credits
for a game. (e.g., If the dues are 10 credits and the machine already has 5 credits, then the button 
will transfer 5 credits). If you are using cash to pay part of the dues please insert this first. 

Using the Player Button for Casual Mode Handicapping

A players league handicap can be stored on his HotButton and then used for casual mode 
handicapping. 

Note: Players must be in a current league to use this feature.

Saving Handicaps to the Player Button.

1. Press the Player Button against the HotButton Reader while in the Main Menu. This will take you to 
the Player Button Screen.

2. Select Set Handicap. 
3. Choose a league to draw the handicap from. 
4. Choose the team the player is on. 
5. Choose the player. 
6. Touch the Player Button to the HotButton Reader to save. This will save both Cricket and X01 

handicaps.

The HotButton
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Using the Button for Handicapping Casual Play

1. While in pre-game setup, select Handicapping. Press the Enter button to choose ON, “1 Players 
per Score”, or STACKED, “2 Players Per Score”.

2. Select Start.
3. While in the “Setup Handicapping” screen, touch the Player Button to the HotButton reader.
4. The player’s name and handicaps will be inserted.  Repeat for as many players as necessary.
5. Start the game. The scores will be automatically calculated according to the handicaps.

Handicaps entered this way are not adjustable.

Substitutes

The player button can also be used to enter new 
substitutes in league mode. After choosing “New 
Substitutes” in the sub menu, apply the appropriate 
player button on the name input screen. The machine 
will use the name on the button. 

Using the Player Name

Whenever there is a screen to enter a name, you can 
use the Player Button. This includes operator password 
fields. An operator could use a Player Button, which has
the password as the name, on new machines needing 
a password, or on machines asking for a password.  

Other Player Button Concerns

The Player Buttons will work on any machine. However, only the player’s name will work on a different
Operator’s machines. The only exception to this is during a tournament. During a tournament the 
player may only spend tournament credits using his Player Button.

Operator Button

An Operator Button is used to go directly to the Setup Menu on the machines. It can also be used to 
transfer game setup information from one machine to another.                                     

Note: Operator Buttons are disabled by default. To enable this button both the Operator ID and Operator
Password must be entered in the HotButton Configuration menu.
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Formatting an Operator Button

In order to format an Operator Button the operator must be in the Setup Menu. 

1. Place any HotButton on the HotButton Reader and the HotButton Setup Menu will appear. 
2. Select Create New Operator Button (On the Galaxy II there will be an extra selection on the 

HotButton Setup Screen called Create Button. Select this before following these instructions. This 
will open the Button Creation Screen).

3. Enter the correct Operator Password by following the instructions as shown on the screen and  
select DONE. 

Note: It is important to have the same operator ID and password for all locations on the route or the 
Operator Button will not work properly. If there are different passwords for each location, each location 
will need separate HotButtons.

4. Hold an Operator Button on the HotButton Reader. The machine will then format the Operator 
Button.

5. At the end of the format process, a completion message will be displayed. 
6. Select CONTINUE. 

Storing and Transferring Settings with the Operator Button

It is possible to transfer game settings from one machine to any other machine, either Black Widow or 
Galaxy II.

To store game settings on an Operator Button follow the instructions below. 

1. Select Write Game Settings to HotButton. 
2. Enter the correct Operator Password.
3. Hold the Operator Button on the Button Reader and select DONE.

The HotButton

13.13

Operator Button Screen

Galaxy II Super Shuffle



4. After the game settings have been written to the Operator Button a message will appear telling you 
that it is done. Select CONTINUE.

To read game settings from an Operator Button follow these instructions.

1. Select Read settings from a HotButton.
2. Hold the Operator Button on the button reader. The machine will read the game information from 

the button. 
3. When this is done, there will be a message telling you it is finished. Select CONTINUE. 

The same Operator Button can be used on every machine, as long as the Operator Password is the 
same at each location.  

Collector Button

The Collector Button is unique because its sole purpose is to show the Credits Collection Screen.
This screen is used to show operators, collectors and bar owners how the credits affect their money in 
the machine and their share of the profits. No information is transferred to the Collector Button. It is just 
used to display the Collectors Screen.                                              

Note: Collector Buttons are disabled by default. To enable this button both the Operator ID and Operator
Password must be entered in the HotButton Configuration menu.

Formatting a Collector Button

In order to format a Collector Button the operator must be in the Setup Menu. 

1. Place any HotButton in the HotButton Reader and the HotButton Setup Menu will appear. 
2. Select Create New Collector Button (On the Galaxy II there will be an extra selection on the 

HotButton Setup Screen called Create Button. Select this before following these instructions. This 
will open the Button Creation Screen).

3. Enter the correct Operator Password by following the instructions on the screen. Select DONE. 

Note: It is important to have the same Operator ID and Operator Password for all locations on the route 
or the Collector Button will not work properly. If you have different passwords for each location on a 
route, each location will require a different Collector Button.

4. Hold the HotButton being used as the Collector Button on the HotButton Reader. The machine will 
then format the HotButton for use as a Collector Button.

5. At the end of the format process, a completion message will be displayed. 
6 Select CONTINUE

Viewing Financial Information with the Collector Button

To go into the Credit Collection Screen you must be in attract mode or the main menu. On the Black 
Widows there cannot be a game in progress on either side.

1. Hold the Collector Button on the reader until the Credits Collection Screen appears. 
2. To exit this mode select CONTINUE on the Galaxy II,  and CANCEL on the Black Widows.
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Accounting Information

The Credit Collection Screen shows the physical amount of cash in the machine, the amount of money
used for team fees and, if applicable, the HotButton credits bought/spent. This screen can be accessed 
through the Setup Menu as well as through the use of a Collector Button.

Viewing the Credit Collection Screen

To view the Credit Collection Screen with the Collector 
Button follow the instructions in the previous section titled 
Viewing Financial Information with the Collector 
Button. 

To view the Credit Collection Screen from the Setup 
Menu, without the Collector Button, please follow these 
instructions.

From the Black Widow Setup Menu:

1. Select Setup
2. Select League Stats, Popularity & Credit Reports
3. Select Credit Reports
4. Select Credits Collection Screen

From the Galaxy II Setup Menu:

1. Select Popularity Menu
2. Select Credits Report

Terms of the Credit Collection Screen

On the Credit Collection Screen there are a few terms that need defining.

Total Cash is the total amount of actual REAL money put on the machine. This REAL money includes 
physical money (coins, dollars) put into the machine. This also includes team fees if they were physically
put into the machine. This total is not affected by the HotButton.

HotButton Credits Spent is the number of credits that were put on the machine with the HotButton. 
This includes credits spent on games and team fees.

HotButton Credits Bought is the total number of credits transferred to a HotButton, either by using 
machine credits or inserting money into the machine.

Team Fees is the total number of credits used for team fees. This includes both HotButton credits used 
for team fees and actual physical money used for team fees. 

To be Shared (Split) is the amount of money to be shared between the operator and the location owner.
This number is the result of adding, or subtracting if necessary, the other counters. This number can be 
more than the amount of Total Cash on the machine, especially if HotButtons are being used.

The HotButton
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Navigating the Credit Collections Screen

Navigating the Credit Collections Screen is different on the Black Widow than it is on the Galaxy II. 

Black Widow

On the Black Widow there will be four options to select: League Details, Permanent Counters, Reset 
Counters and Cancel.  

League Details shows a detailed list of team fees paid. This list includes the league name, team name, 
date, time and the amount they paid. This option will only be available if any team fees have been used 
on this machine since the last time credit counters were set.

Permanent Counters shows the Permanent Game Credits (cash) and Permanent Team Fee counters. 
These numbers include HotButton credits. If the HotButton was used for game credits, they will be 
entered in the Permanent Game Credits counter. If the HotButton was used to pay team fees, they will 
be entered in the Permanent Team Fees counters. These numbers can never be reset. 

Reset Counters will reset all temporary, not Permanent Counters, on the Credit Collections Screen to 
zero. Because they are zero, the two HotButton counters and the League Details option will disappear. 

Cancel will close this screen.

Galaxy II

On the Galaxy II there are two options on the main Credit Collections Screen, Clear and Continue. All 
values game credit and monetary value. The monetary value is only displayed when the coin to credit 
ratio equals 1/1 (1 quarter = 1 credit). 

Clear will clear the temporary counters.  

Continue will open the next screen. 

The next screen shows the Temporary and Permanent Counters for Team Fees, Game Credits and 
Total Credits. This screen also has the Clear and Continue options. If the previous screen has already 
been cleared, then the temporary counters here will be zero as well.

Team Fees is the cash, HotButton or physical, used to pay for team fees.

Game Credits is the cash, HotButton or physical, used to pay for games played on the Galaxy II.

Total Credits is the total amount of Team Fees and Game Credits added together.
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Overview
LeagueComm is a utility that allows you to 
create a disk update or call one or more of 
your machines. If you have Black Widows this 
is currently the only way to call them over the 
phone line. LeagueComm has the following 
features: 

Downloads data directly from 
LeagueLeader. 

Create a Port-a-Flash, JAZ, 
or G2Update. 

Manually or Automatically call a Galaxy II, 
Black Widow, or Galaxy machine. 

Upload your collected stats from your PC 
to LeagueLeader. 

System Requirements: 

Internet Access for sending and receiving 
league data to and from LeagueLeader.

Windows 98/98SE/ME/2000/XP

Downloading LeagueComm
1. From your LeagueLeader main page, click on the LeagueComm link. 
2. From the LeagueComm page, click the Download Now link.
3. When the File Download dialog appears, click Save.
4. Browse to a location on your PC to where it will be easy to find the downloaded program.
5. Click Save.

Installing LeagueComm
1. Double click on LeagueComm Setup icon.
2. When the installation wizard comes up, click Next. 
3. Choose what directory to put the program in, click Next.
4. A dialog will ask you which start menu folder to use. Once selected click Next.
5. The next dialog wants you to confirm your settings. If they are correct click Install.
6. Once installed, click Finish. 

LeagueComm

A1.2



Configuring LeagueComm
While in LeagueComm, click on the Configure icon to open the configuration screen. From here you can change
several options including name, password and modem specific options. 

1. The Username and Password are copied from LeagueLeader. It is not recommended that these be changed
unless they are changed in LeagueLeader first.

2. The link listed is the Server that your LeagueLeader is on and that all of your Dartboards call. This item 
cannot be changed.

3. This option allows LeagueComm to automatically search for newer versions of the Galaxy II software.
4. This option allows LeagueComm to automatically search for newer versions of the Shuffleboard software.
5. This option allows LeagueComm to automatically search for updates for itself. 
6. Use this option if you have Firewall on your PC that is blocking LeagueComm.
7. Click on the Modem Settings tab to view LeagueComm specific settings for your modem transfers.

1

2

3

4

7
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8. Select the modem or comm port that you will be using to call your dartboards. Please make sure the modem
is installed properly.

9. From this screen you can choose the “packet” size that 
is sent to the dartboards. This means that you can 
choose how fast the information gets to the board. The 
“Faster” packet size will get the files to the dart-
boards fast, but is less reliable. The “Slower” packet 
size is the most reliable, but also takes the longest. 

10. From here you can access the Modem Configuration 
screen. This screen is the same one that is in 
Windows. You can configure the speaker volume, 
modem speed and a distinctive ring if you have one. If 
the dartboard is set to answer after 10 rings during the 
day, it is necessary to set the modem to cancel the call 
after a number of seconds greater than 60. It is recom-
mended to set the seconds to 180 or higher. Note: 
Some modems may be limited to 10 rings (60 seconds).
therefore, this step may not work.

11. Click on the Global Call Options tab to edit the various 
settings all your calls will use when communicating with 
the various Arachnid Machines.

8

9

10

Windows XP Modem Setup Screen
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12.There are several selectable options for you under Modem Options.
a.  Set date and time on dart boards will tell LeagueComm to reset the dart boards date and time to match

that of your computer.
b.  Always have dart boards reboot after calls will let LeagueComm tell the dart boards to reboot after 

calls are made. This is used for Galaxy II and Black Widow boards.
c.  Propagate software over a Galaxy II network will let you propagate Galaxy II software over a network 

without having to be at the location. This is only for Galaxy II’s. 
d.  Remove old files from machine deletes old league files, standing files and schedule files. This function 

was added for operators who share machines with other operators. This prevents files from the other 
operator from being deleted.

e.  Show Debug Window During Calls will let you see what is happening during a call.
f.   Answer unscheduled calls (in automatic mode) will allow LeagueComm to answer any unscheduled 

calls. Note: It is recommended that this option remain unchecked, especially if the line is shared by other
office machines.

g.  Communicate with LeagueLeader when making Automatic Calls tells LeagueComm to contact 
LeagueLeader before it makes a call  LeagueLeader will then transfer any new files it has to 
LeagueComm before the call is made. In order for this to work, you will need an active internet 
connection and must be in Automatic Call mode.

13. Click OK to save and exit.

LeagueComm
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Viewing Location Files
LeagueComm allows you to view the files that have been 
downloaded from LeagueLeader. In order to view the files, 
LeagueComm must be open.

1. Click on View.
2. Select Location Files.
3. Select a location to view by clicking on the “+” next to 

the location. To close that location, click on the “-” next 
to the location.

4. Select a file to view. The file will be displayed on the 
right hand side. The only file that cannot be viewed this 
way is the league file (i.e., leaguename.tm3).

LeagueComm
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Browse Location Files

You can view where LeagueComm
stores your data by clicking on 
Browse Location Files. This will 
take you to the exact location on 
your computer where the files are 
stored.

Retrieving Data from
LeagueLeader

In order for LeagueComm to send information to your 
machines, you will need to download the data from 
LeagueLeader. This data will be overwritten every time 
you download the information from LeagueLeader to 
your computer.

1. Click the Get League Data icon on the 
LeagueLeader main menu.

2. Select specific locations or click on the Select All
button to choose all of your locations.

3. Click OK once you have selected the locations you
are going to call. This will start the download process.
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Create Disk Update
Disk updates are used most if a call does not go through or if the location doesn’t want a phone line hooked to 
their dartmachine. There are several ways to transfer data to and from Galaxy II’s and Black Widow’s. 

Note: LeagueComm is not compatible with the Galaxy.

JAZ or ZIP Drive 

This transfer method is only used with Black Widows. You will need a JAZ/ZIP Drive that can plug into a parallel 
port.

1. On LeagueComm’s main menu, click Create a Disk Update.
2. Click on ZIP/JAZ Drive.
3.   Select the file types to include in the update.
4.   Choose the Drive letter that your JAZ/ZIP Drive uses.
5.   Click CREATE UPDATE. The selected files will be copied to your

JAZ/ZIP Drive. 
6. Click CLOSE when finished.

The following steps are performed at the Black Widow:

7. Turn off the Black Widow.
8. Unlock and open the cabinet door.
9. Connect the drive’s parallel port data cable to the connector on the front of the CPU (see illustration on fol-

lowing page).
10. Connect the portable drive’s power cord to a power source. Turn it on, if necessary, and insert the prepared

disk.
11. Turn the Black Widow on. During this boot-up sequence the Black Widow will search the portable drive for

new files and automatically transfer all upload files.
12. When prompted on-screen, turn the Black Widow off, disconnect the portable drive and turn the Black

Widow on. During this boot-up sequence the Black Widow will process all uploaded files.



Port-A-Flash

Using the Port-A-Flash cards to transfer leagues, standings and schedules is very similar to a ZIP drive 
in the fact that the transfer is all automated. Currently, this method is only available for Galaxy II’s. For instruc-
tions on using the Port-A-Flash to transfer data please follow the instructions below:

1. On LeagueComm’s main menu, click Create a Disk Update.
2. Click on Port-A-Flash.
3. Select the file types to include in the update.
4. Choose the Drive letter of the Compact Flash Reader Writer. (Place a

blank flash card in the specified drive.)
5.   Click CREATE UPDATE. The selected files will be copied to the 

selected drive. Click CLOSE when finished.

The following steps must be done at the Galaxy II:

6. Unplug the Galaxy II.
7. Unlock and open the cabinet door.
8. Insert Flash Card into the Port-A-Flash device.
9. Connect the Port-A-Flash to the Galaxy II mainboard P3. (see 

illustration).
10. Connect the Port-A-Flash’s power cord to the available power 

connector on the Galaxy II mainboard (J3). (see illustration).
11. Turn the Galaxy II on. During this boot-up sequence, the Galaxy II will

search the portable drive for new files and automatically transfer all
upload files.

12. Upon boot up the Galaxy II will give you the option of configuring you 
Port-A-Flash options. From here you can select whether or not 
to send certain files or machine configurations. Under the league files 
section of this screen, you will be given three choices: Yes, No or 
Custom. Custom means that you may pick and choose which leagues 
to put on the dartboard. Once finished select Begin Update. If you 
choose not to enter this screen the update will happen automatically.

13. After the files have been transferred, the Galaxy II will ask if you wish 
to reboot. Press the reset button to reboot or the Enter button to 
continue. Turn off the Galaxy II and remove the Port-A-Flash.

14. Once the Port-A-Flash is removed, plug in the Galaxy II.

LeagueComm
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Collecting Data using the Disk Update

Performing a collection is simply the reverse of sending files to the machines. In this case do the steps at the 
machine first and follow it up with the steps at the PC. Make sure select Collect or Recollect as one of the file 
options.

Note: The Port-A-Flash will not perform any collections unless an update folder is on the compact flash card.

Making Manual Calls
For Manual Modem calls please follow the instructions below.

1. On LeagueComm’s main menu, click on the Make Manual 
Calls button.

2.   Drop down the Phone Number list and select a location. Verify
the Phone Number.

3. Click on OPTIONS to get to the options menu. From here you 
can decide if you want to send files, collect stats, or both. Once
finished setting up your options click OK.  

4.   Verify the password. The password will be loaded in from the 
database when you select the location.

5. Click the CONNECT button to begin the call process.

USB Flash Drive

This option will load software and leagues onto a USB Flash
Drive (thumb drive). There are no options for this menu. Make
sure to pick the correct drive letter before clicking Create
Update. 
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Making Automatic Calls
The Automatic call feature allows calls for
file transfers to be set up and performed
without operator intervention.

1.   On LeagueComm’s main menu, click 
on the Make Automatic Calls button.

2. When the Automatic Data Collection 
dialog is first opened, the calls that 
are for this morning will appear. To 
get the auto calls that are going out 
tomorrow morning, select the next 
day from drop-down menu or click 
on the Tomorrow Button.

3.   To modify your options, Click on 
Global Options. This will let you change your send\receive options. 

4. The calls will automatically be 
performed. The next day you can view the call log by clicking on 
Call Log.

Note: For this to work correctly, you will need to leave your computer on, in the Automatic Data Collection menu,
and turn off all power saving features of your computer as well as any screensavers.
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Glossary

8-Ball - A pool game played with one cue ball and 15 numbered balls.

Ad - A term used to define an ad, which consists of one or more files. 

Arachnet - Multiple machines networked together in one location.

Arachnid - The name of the company which is the originator of electronic darts, and the League Master
System of dart league management. The name Arachnid (pronounced a’rak’nid) was derived from the latin
species name for the spider family. 

Assist - A standard feat. When two players play Cricket on one score, the player taking the game out, gets
the Win. The other player gets an Assist.

Attract Screen - The mode when all of the ads, demo games, and oneliners on the dartboards are shown.

Auto-Change - A feature of the Galaxy dart game, that when activated by the game operator, this feature
will cause the game to change players automatically after three darts have been thrown. Galaxy II’s and
Black Widows have this feature enabled at all times. This feature can be turned off.

Blocked - A player is blocked when his/her partner's score is higher than the combined score of their oppo-
nents. The player may still throw to get his/her points lower but cannot go out without losing the game
because of his/her partner's high score. This feature only applies for the freeze rule.

Collect - When this option is selected, the transfer method will only collect the most recent stat files from the
dartmachines.

DartComm - A communications program that has the capability to transfer files to and from Black Widows
and Galaxy IIs. 

Darthead - The playing area of the dart game at which darts are thrown to produce a score.

Dart Out - (6,7,8,9,10,11,12 Dart Out) The number of darts thrown to win a game.

Divisions - Leagues are frequently broken into divisions such as Bronze, Silver, and Gold for beginner,
intermediate, and pro level players.

Double Bull - When the inner and outer segments of the bullseye are scored separately. The inner scoring
2 marks or 50 points; the outer scoring 1 mark or 25 points.

Double Header League - See League - Double Header..

Download - The process of transferring files from a device (PC or dart machine) to the local device (PC or
dart machine). 
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Eight on the Break - (EOB) Sinking the Eight Ball off the break. 

Eight Ball Run Out - (ERO) Sinking all of your object balls and the eight ball before your opponent sinks
any of his object balls. 

Feat - A personal accomplishment during a game of darts.

Fifth Round Out - When a player wins an '01 game in five rounds.

Forfeit - The default Win(s) received by a player/team without playing a game or match.

Four Round Out - When a player wins an '01 game in four rounds.

Frozen - A player is frozen when his/her score is at 1 point (2 points in double out) and his /her partner's
score is higher than the combined score of their opponents. The player may not get his score any lower
without losing the game.

Game, Head To Head - Games which require 2 dartheads to play. 

Game, Single Side - Games which require 1darthead to play. 

Game Setup Card - A Spider Writer Card that has game setup information loaded onto it from a Galaxy
game. 

Handicapping, Scratch - What you throw is what you get. No advantage is given to any player over 
another.

Handicapping, Spot Darts - A way of handicapping players, teams, and leagues. The better the player the
fewer the darts he/she is permitted to throw at the beginning of the game.

Handicapping, Spot Marks - A way of handicapping players, teams, and leagues for a Cricket game. In any
particular game, the player with the highest MPR starts the game with no marks, and the player with a lower
MPR starts the game with 1 to 14 marks.

Handicapping, Spot Points - A way of handicapping players, teams, and leagues for an X01 game. In any
particular game, the player with the highest PPD starts the game with the full score (for example, 301, 501,
701) and the player with a lower PPD starts the game with a percentage of that score.

Hard Disk (Drive) - The disk drive on the computer which is built into the computer. The disk on the hard
drive is not removable, as a floppy disk drive.

Hattrick - Three bullseyes scored in one round. Any combination of three single or double bullseyes counts
as a hattrick. (A hattrick does not count as a low ton).

High Ton - A score of 151 to 180 points in one round.

User Reference
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Highest Out - Highest score to go out in a game or series.

Highest Ton - Highest score over 100 points in one round.

Hits Per Round - The number of darts that hit active segments, divided by number of darts thrown.

HotButton - A device that can be used in a variety of ways. For more information please read the HotButton
manual or Chapter 8 of this manual:

 Player Buttons are used to store the players name, possible credits they may have bought and 
keeps track of promotion points.

 Operator Buttons are used to get easy access to the test menu, write machine data to and read 
machine data from these buttons.

 Collector Buttons are used to get easy access to the Collection screen.

Last Game Included Option - If the Last Game Included option is set, the player stats of the last game of
the league match is included in the standings calculations.

League, Double Header - A league which plays on both sides of a Black Widow, but contains only single
side games. These leagues can be sent to Galaxy II™ machines and will play the left side games followed
by the right side games.

League Entry Fee - The amount it costs to sponsor a team in the league. This is paid at the beginning of
the season, and is a one-time per season fee. Usually it is paid by the sponsoring location. 

League, Head To Head - A league which contains at least one Head To Head Game. All Head To Head
Leagues must be played on Black Widows only, because they require 2 dartheads. Single side games may
be included.

League Mode - The menus on the dartboards where the player enters to play the league, look at the league
standings and league schedules. 

League, Single Side - A league which only requires one darthead to play. This excludes Head to Head
Leagues and Double Header Leagues. 

Low Ton - A score of 100 to 150 points in one round (excluding a hattrick).

Machine ID Number - A unique number used to identify each Black Widow and Galaxy II machine. This
number is retrieved electronically and may be obtained in three separate ways: 

 Pressing the setup mode button located inside the Black Widow cabinet door.
 Pressing the test button located on the Galaxy II mainboard.
 On a Black Widow pressing any two buttons on the same side simultaneously.
 On a Galaxy II pressing the Up and Down arrow buttons simultaneously.
 Calling a Black Widow or Galaxy II with DartComm will display the ID under the status box after a 

connection has been made. 
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Mark - A slash or circle marked when a player hits a scoring segment in Cricket.

Mark Round - (5,6,7,8,9 Mark Round) The number of marks scored in one round.

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.

Master File - The file in Dartman for Windows that holds all of the data entered in Dartman. It is not safe to
delete this file.

Master Serial Number - The Machine ID of the network master.

Megabyte - Over one million bytes (characters) of data.

Memory Card - A plastic card the size of a credit card. The card has an electronic component that can store
data. The name Memory Card is a generic term for all types of cards.

Missed Dart Detector - A vibration sensor located inside the dart game which causes a dart that does not
hit a segment in the darthead to count as a dart thrown.

Modem - A device that carries serial data over phone lines from one computer (or other data transfer
device) to another.

MPR - See Marks Per Round. 

NDA. - National Dart Association.

NDA Charter Number - A number from the NDA given to the operator stating they are a member of the
NDA. Contact the NDA at 1-800-808-9884 to get more information.

One Liners - Funny sayings, quotes, and statements displayed between each ad in attract mode on the
Black Widow. The display time varies depending on the string length of the one liner. 

Operator Ad - An ad created by and for the operator. These ads do not have any animation, are limited to
15 seconds, and there can be no more than eight per Black Widow. Galaxy II machines limit the total size of
the ads to 256 kilobytes.

Out - In a dart game, the dart or combination of darts thrown to win the game. The winner is said to, “Take
the game out.”

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.
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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.

PPD - See Points Per Dart.

Recollect - When this option is selected, the transfer method will collect both new and old stats files from
the dartmachines.

Round - In multiple player games, when all players have taken one turn. In team games, when each team
has taken one turn.

Rounds Out - (4,5,6,7,8,9,10,11,12 Rounds Out) The number of rounds (complete or partial) taken to win
the game.

Segment - Any of the active pieces in the darthead which, when hit, cause a score or mark, depending on
the game played (usually red or black in color).

Shooting Position - The players order in the team. For example, a player who is listed as "Shoots 1" will be
listed first in the team. A player listed as "Shoots 4" will be listed 4th in the team. Players listed as Shoots 5-
8 will be listed as substitutes.

Shoots - See Shooting Position.

Software - The term given to a program used by a computer.

Software Update - Update files for the machine software containing bug fixes and new features.

Spider - The dividing border which houses the segments in the darthead, usually yellow in color.

Spider Writer Card - An Operator card that has been programmed with Spider Writer screens, which can be
transferred to the Galaxy game.

Spider Writer® Screen - Text mode graphics screens used on the Galaxy™ or Galaxy II machines.

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.

S.P.R.E. - Spot Point Rank Evaluation. A dart rating system of the NDA based on points awarded for wins
and feats performed.

S.S.P.R.E. - Super S.P.R.E. 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.
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Stat - Is the program in Dartman for Windows used to create Team and Operator cards.

Stat Card - A memory card that can store 8000 characters of data. It is used to transfer the match statistics
from a Galaxy machine to Dartman.

Stats or Statistics - The player and team information kept for rating and awards.

Stuck Segment - A segment in the darthead which is being held closed for some reason. It may be freed by
moving the segment with a finger, or by pushing a dart into the segment and using it as a lever to attempt to
move the segment. If it cannot be freed in this manner, a service technician must be called.

Team Card - A memory card that can store 512 bytes of data. The team card holds the team and player
information for use on a Galaxy machine. It also contains information which controls how teams will shoot,
and how many games will be played in the match.

Team Fees - The amount a team pays per night to be a part of the league. Typically this is divided and dis-
tributed between all teams in the league at the end of the season, based on the number of games won.

Template - A game order and play list that is not associated with a specific league.

Three in a Bed - Three darts in any one triple segment in one round.

Ton - A score over 100 points in one round. From the British contraction for the word "hundred".

Ton 80 - Three darts in the triple 20 segment in one round (also counts as high ton).

Upload - The process of transferring files to a device (PC or dart machine) from the local device (PC or dart
machine). 

Virgin - An unmarked Cricket number. 

Whitehorse - When a player hits three different unmarked triples in one round of Cricket to equal 9 marks
(9 mark round is not given).

Win - When a player throws the proper darts to end the game.

Winstat - This is the program located in Dartman for Windows that helps you set up games for your
leagues. It may be used to set up games for all Arachnid dartboards, however, keep in mind that Galaxys
and its predecessors are limited on the games they may play. 

X01 Start Scores - The minimum starting score allowed for X01 games after the Spot Points handicapping
has been applied.
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Definitions of Averages

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
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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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Port-A-Flash Update Device

The Port-A-Flash Update Device (part No. 42040) is a quick, 
easy and reliable way to upload software, league files and even 
ads, on to a Galaxy II. The Port-A-Flash performs a software 
update in less than a minute! That’s quicker than a network 
update or the G2Update program. 

The required steps at the Galaxy II

Before the Galaxy II can be updated using the Port-A-Flash, 
there are a few vital steps that need to be taken. The Galaxy II 
software needs to be Version 0.57 or higher for the Port-A-Flash 
to work. 

Install the Rubber Bumper (Part No. 42054) on the target back 
under the IDE connector (P3) of the main board. This keeps the main board from excessive flexing 
when the Port-A-Flash is attached. Two Rubber Bumpers are included with each kit. More are available 
from Arachnid upon request.  

The Required Steps at the PC 

You will need the latest LeagueComm version and a Compact Flash Card Reader\Writer. You can 
buy a USB Compact Flash reader\writer (part number 42063) from Arachnid. On Windows operating 
systems above Win 98\98 SE, the Compact Flash reader\writer should automatically  be detected. If the 
compact flash reader\writer was not automatically detected, please follow the following instructions:

Note: These instructions are for the Compact Flash Card Reader\Writer that Arachnid sells. For all other 
products follow the instructions in that devices user manual. 

1. Plug the Compact Flash Card reader\writer into a USB port. 
2. Insert the CD that came with our product into your CD drive.
3. With the install screen up, select the operating system you are currently running. 
4. Follow the instructions on the following screens, clicking Next or Finish when appropriate.

Updating The Galaxy II Software Using The Port-A-Flash

LeagueComm automatically searches the Arachnid website for the latest version of the Galaxy II 
soft ware. LeagueComm stores the Galaxy II software on your PC where it can access it. 
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Once the latest Galaxy II software has been downloaded, transfer the software to the Port-A-Flash using
the instructions below:

1. On LeagueComms main menu, click on Create a Disk Update.
2. Click on Port-A-Flash.
3. Make sure the Galaxy 2 Software Update option is checked. 
4. Make sure the proper drive for the Port-A-Flash reader\writer is selected. 
5. Click Create Update.

Follow these instructions to perform an automatic update:

WARNING: THE PORT-A-FLASH IS NOT HOT SWAPABLE. MAKE SURE THE GALAXY II IS 
UNPLUGGED FROM THE WALL BEFORE INSTALLING OR REMOVING THE PORT-A-FLASH.

1. Unplug the Galaxy II from the wall or back of the 
Galaxy II. 

2. Plug in the Port-A-Flash, with the Compact Flash Card that 
was created earlier, into the P3 connector on the Galaxy II 
board. Be careful when you plug the Compact Flash Card into
the Port-A-Flash, the pins bend easily.

3. Plug the power connector for the Port-A-Flash into the J4 
connector on the top of the Galaxy II board.

4. Plug the Galaxy II back into the wall socket. After the startup 
screen, it will automatically begin the software update.  

5. Once finished unplug the Galaxy II again and remove the 
Port-A-Flash. Plug the game back in. 

If the Galaxy II doesn’t detect the Port-A-Flash you can also 
manually update from the Galaxy II’s test menu. Leave the 
Port-A-Flash attached to the Galaxy II and go into the test menu. 
From there go into: Hardware Test/Software Update > Hardware
Test/Software Update and select Port-A-Flash Software 
Update. 

Writing Machine Configuration to the Port-A-Flash

The Galaxy II can write machine configuration to the flash card via the Port-A-Flash device. This will 
make setting up new Galaxy II’s easy. Follow the instructions below:

1. The Port-A-Flash device must be attached to the Galaxy II with a flash card installed. 
2. Go to Setup Menu on the Galaxy II. 
3. Go to Machine Settings.
4. Go to More Machine Settings.
5. Select  Write Settings to Port-A-Flash Device. After the settings have been written to the Flash 

Card, the Galaxy II will tell you if it was successful or not.
6. Once the transfer is finished unplug the Galaxy II from the wall and remove the Port-A-Flash.
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Reading Machine Configuration from the Port-A-Flash 

The Galaxy II can read machine configuration from the flash card via the Port-A-Flash device. This will 
make setting up new Galaxy II’s easy. Please follow the instructions below:

1. The Port-A-Flash device must be attached to the Galaxy II with a flash card installed. 
2. Upon boot up the Galaxy II will give you the option of configuring you Port-A-Flash options. From 

here you can select whether or not to send certain files or machine configurations. Once finished 
select Begin Update. If you choose not to enter this screen the update will happen automatically.

3. Once the update is finished, the Galaxy II will ask you if you wish to reboot. Press the reset button 
to reboot or the Enter button to continue. Unplug the Galaxy II from the wall and remove the 
Port-A-Flash.

Backup/Restore

LeagueLeader provides a function that allows you to manually backup and restore your data. This tool is
used to back up your data prior to making a major change in your LeagueLeader data (i.e., deleting 
player data) and for troubleshooting purposes. 

The Backup/Restore Utility is located in the side menu of LeagueLeader. Click on the Backup/Restore
link when you wish to use this utility.

Manually Backing Up Your Data

Follow the instructions below to manually backup your data.

1. Click on the Backup/Restore link.  
2. Select Create a backup of your data. 
3. Click Next.
4. Give the backup file a description.
5. Click Next.

LeagueLeader will store up to five different backups for you. Once you have reached this limit it will 
overwrite your existing backups.
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Performing Restore

Follow the instructions below to manually restore your data.

1. Click on the Backup/Restore link. 
2. Select Restore your data from a previous backup. 
3. Click Next.
4. Select the backup do you want to restore.
5. Click Next.
6. A message will ask you if you are sure about restoring. Click Next when you are ready.

The Restore process may take a few minutes. 

Caution: The Restore function will erase any information that may have been added since the 
chosen backup was made.

Downloading Backup Files to your Hard Drive

Follow the instructions below to save your backup files to your computer.

1. Click on the Backup/Restore link.  
2. Select Download a previous backup. 
3. Click Next.
4. Select the Backup file that you want saved to your computer.
5. Click Download. A dialog box will appear asking you if you want to save or open the file.
6. Click Save.
7. Browse to the folder you want to store the backup in.
8. Click Save.

You can save as many backup files to your hard drive as you want.


