
ADVANTAGE GC – Playing Your Game (Target Scoring) 

Advantage handicap play using Target Scores is easy if you remember the simple concept – different 
players are required to score different numbers of hoops for a win. From the table below, you’ll see 
a player on a handicap of 11 needs to run only 6 hoops while their opponent on 6 needs to run 8. 

 
1. A Good Scoring Habit 
In line with GC competition rules, players should always agree on the number of hoops scored. For 
Advantage play it is also recommended they call their target score as a reminder, - eg “5 out of 8”.  
 

2. Your Clips 

Clips should be used in all competition play. The score is then always visible to players and to others 
off court (referees, scorers, spectators, etc) 

The number of Clips required for each player is their Target Score, less one (we don’t normally carry 
the last clip). And remember, high Target Scores will require a large number of clips. 

3. Calculating Doubles Target Scores 

To calculate Target Scores for a doubles game, average the team handicaps and, if needed, round 
the result up (an average of 7.5 becomes 8). 

For averages above 12, use the next even number (eg 13 becomes 14). For fractional averages use 
the nearest even number (12.5 becomes 12 or 13.5 becomes 14). 

Example 1: Team A has handicaps of 8 and 9 so the average is 8.5. This is rounded up to 9. Team 
B has handicaps of 10 and 12, so will average 11. The Target Scores table will then show 8:7 

Example 2: If the above Team B had handicaps of 12 and 14, the average would be 13 but taken 
up to the next handicap (14). The Target Scores table will then show 9:7. 



4. Playing Your Game 

The great advantage of an Advantage game is it is played in exactly the same way as any level play 
game. No need for any special skills. Just remember to call scores. 

5. Unfinished Timed Games 
(a) When a game is timed out, the winner is the most successful side at the time, with the higher 
scoring RATIO of hoops actually run versus hoops needed to be run for the win. 
 
Example for the Standard (best of 13 hoops) game with Target scores of 9 & 7 and time out at 6 & 5: 

Score Ratio for (stronger) player A = 6 hoops run / 9 hoops needed to be run = 67% 
Score Ratio for (weaker) player B = 5 hoops run / 7 hoops needed to be run = 71% (Winner) 

NOTE: These calculations can be done without a table using the following fractions - 1/4 = 25%, 
1/5=20%, 1/6=16%, 1/7=14%, 1/8=12 or 13%, 1/9=11%, 1/10=10%, 1/11=9%, 1/12=8%, 1/13=8%. 

 

(b) Using this calculation, the Scoring Fraction Percentages table below shows % scoring ratios of 
starting and finishing scores. 

 

(c) Another method uses multiplication but is mathematically the same: 

Calculation is Hoops Run (when time expired) multiplied by Opponent’s Target Score (at the start of 
the game). 

For A and B’s Target Scores of 9 and 7 and a game finishing at 6-5: 

Result for A= 6 (Run) * 7 (B’s Target) = 42 

Result for B= 5 (Run) * 9 (A’s Target) = 45 (Winner) 
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