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1.
Golf League Committee
The golf league committee will consist of the following offices. 



President / Treasurer



Scorekeeper / League Secretary



Rules Judge / Scheduler

Description of officer responsibilities:

President / Treasurer

The President serves as the liaison to the golf course management, (securing tee times, resolving league problems, etc.).  As Treasurer, he/she collects fees from all members and subs, pays the course management for each week's play, and keeps records of who has paid their dues and fees.  In addition, he/she serves on the rules committee at the beginning of the season and, together with the other members of the rules committee, makes judgment calls during the season on all disputes that come up.  In exchange for these responsibilities, the President / Treasurer is not required to pay dues on a weekly basis.

Scorekeeper / Statistician

The Scorekeeper / Statistician collects the scorecards each week after play and tallies up the points, awarding the points won to each team.  He/she is also responsible for keeping track of all the player's handicaps and posting the results, handicaps, statistics, and standings each week in a timely fashion.  He/she also serves on the rules committee before and during the season making judgment calls on any disputes. In exchange for these responsibilities, the Scorekeeper is not required to pay dues on a weekly basis.

Rules Judge / Scheduler

The Rules Judge is the chairperson of the rules committee before and during the season, providing a source of a ruling during and after a match.  The Scheduler is responsible for posting a complete schedule including pairings, course assignments and tee times at the start of the season and, to post the schedule on position weeks in a timely fashion.  In exchange for these responsibilities, the Rules Judge / Scheduler is required to pay one half of the weekly dues.

The term of office for all full-time positions is one year.

2.
Membership
Full-time memberships will first be offered to previous members in good standing from the previous year.  Next, available spaces will be offered to subs from the previous year who actually served as a substitute for one of last year's members.  If spaces are still available, they will be offered to any interested party on a first-come first-served basis -- including people who were on the sub list last year but never participated in league play.  Should someone who desires membership be denied due to space limitations, they will be placed on a waiting list in the order they requested membership and automatically be entered into the sub list.

3.
Fees and Payment
League entry fees will be $25 for each full-time member.  The greens fees will be $22 a week for league members and will be collected in advance on a monthly basis.   Greens fees are always paid in advance.  Members *must* pay the League Treasurer before they can play that week.  No money will be exchanged at the courses for greens fees during the regular season.  A sign in sheet will be the first hole tees at Juniper Hill for each member to sign in to play their nine holes every Thursday night.  Subs that will be playing for the full-time members will also sign the sheet next to the full-time member’s name.   Subs will not exchange any money for the nine holes played.  It is the responsibility of the full-time member and sub to arrange payment. 

No member will play golf if they fail to pay the monthly green fees.  If necessary they will be asked to leave the golf course.
Members and subs will be individually responsible for paying for their rounds during the weeks devoted to establishing handicaps.

4.
League Courses
All League matches will be played at Juniper Hill Golf course in Northborough.

5.
Leagues / Divisions
For the 2007 season we will play with one division in the league – one big competitive league.  

6.
Awards
A league party will be scheduled shortly after the league plays is completed. The following trophies will be awarded for regular season play:



First place team



Second place team



Third place team

The following Playoff Award will be given to the team who wins the league Playoffs:



League Champions

There will be a weekly award for low net and low gross. No individual will be allowed to win the low net award more than once and low gross will be awarded at most once to any individual.  This will be on the leagues WEB site. Golfers not completing their rounds at the scheduled time will not be eligible for this award.

7.
Schedule of Play
The day and time of scheduled play will be Thursday nights beginning at 4:57 PM at Juniper Hill.  The tee times at Juniper Hill are for the Riverside course front nine and the Lakeside course front nine. Our intent is to have 15 weeks of regular season, and 4 weeks of playoffs.  The 8 teams that finish the regular season in the top half of the standings will go on to the playoffs and there will be one additional week for the bottom 8 teams where they will play a mini-tournament for that week.   The standings will be determined by won-loss record with the tie-breakers being head-to-head record first and total points taken second.  If a 3rd tie breaker is needed, the two teams will either play a nine-hole playoff or flip a coin depending on time permitting.

The playoffs will consist of two 3 week round-robin tournaments for the top 8 teams (the 8 teams will be split in half) and then a championship match between the 2 winners of the each side of the round-robin tournaments.   Only those two teams will need to play in the 19th week of the season.

8.
Teams

Each team will be made up of two full-time players from the league's roster.  Once the teams have been formed, each team will be made up of an A & B player.  The player with the lowest handicap will be the A player for that week, and the higher handicap player will be the B player. The A & B players for each team may vary during the season depending on their consistency of play which determines their handicap.  Either player may play ‘A’ for any given week however if the team decides that is what they wish to do but they must inform their opponents on or before the first hole of their match and absolutely must mark the scorecard in some way as to make it clear to the scorekeeper.

9.
Match Schedule

The season will begin on April 26th this year and the full season schedule will be posted before then.

Each of the teams will play the others in their division at least once.  There will not be any position rounds during this season.  (A position round is where each team is matched up against the team immediately above or below them according to the standings at that time.  In other words, the team with the most points will play the team with the second most points, the team in 3rd place will play the team currently in fourth place and so on.)

10.
Alternate Scheduling

I. If a match cannot be completed at the scheduled time, an alternate match time must be agreed upon by both teams and registered with the League Scheduler by Noon on the day before the originally scheduled match.

II. Opponents must play at the same time on the same course.

III. If there is a dispute regarding the time or course selection, the team that is requesting the alternate time must give way.  It is the responsibility of the teams involved to arrange the alternate tee time with the course.

IV. Matches must be completed and scorecards turned in by Noon of the day before the next scheduled match.

V. In all cases, the League Scheduler must be informed of the number of golfers who will not be playing at the scheduled tee time by Noon on the day before the originally scheduled match.  The substitution rules of “Late” and “No Show” apply if notification is not performed.

11.
Playoffs

After the regular season, we will have a round robin playoff tournament.  In all of the round robin tournaments all teams will start with zero points. Each group will play a three week schedule and play all teams in the group once.  The end of regular season final standings will determine in which group you participate.  The following format will be used :

To determine the League Champions, the following groups will play a round robin tournament.  The team with the best record in each group after the three week round robin will play for the league championship title.  First tie breaker will be head-to-head record and 2nd tie breaker will be total points taken.

Division A 1st Place Team


Division A 2nd Place Team

Division A 3rd Place Team

Division A 4th Place Team

Division A 6th Place Team

Division A 5th Place Team

Division A 8th Place Team

Division A 7th Place Team

12.
Substitutes

A substitute should be acquired either by direct negotiation with a substitute or EMail to the league substitutes.  The league scheduler must be informed of any substitutions that are to be made.  You will not be re-embursed golf dues for days missed.  Substitutes are responsible to pay the players they are replacing.  The league officers will not be involved in the re-embursment of funds for players/substitutes.  Failure to make a valid attempt to find a substitute (sending a message no later than Wednesday at 1:00) will result in an additional two stroke penalty added to the blind score of the missing player.  It is the responsibility of the team members to communicate with each other and find substitutes for themselves or their partners.

13.
Weather
Bad weather does not mean an automatic cancellation of league play.  The decision to play or cancel is totally up to Juniper’s management (as per our contract with them) and we have no input into it.  Unless notified by electronic mail prior to 4:00p.m.on league day, league members should go to the golf course prepared to play.  In the event that some teams do not conclude a match that has progressed through at least six holes due to weather conditions, the teams will split the remaining holes.  If an entire match has to be postponed because of weather conditions, the match will be rescheduled at the convenience of the four members and a scheduled time will be submitted to the scheduler no later than 3:00p.m. the day of the proposed make-up.  The submitted rescheduled time will be considered just as binding as a regularly scheduled match and will be treated exactly the same

14.
Attendance & Late Arrivals

I. Courtesy requires that golfers be prepared to tee off at least five (preferably ten) minutes before their scheduled tee time.

“Prepared” means checked in and on the tee!  If you are in the clubhouse, on the putting green or in the parking lot, you are not “Prepared”.

II. If one or more golfers in a foursome are not prepared at the scheduled tee time, there are two options:

A. The golfers that are present can choose to tee off without waiting.  The tardy golfer must then join the group on the course and a blind score will be generated for holes that weren’t played.

B. If the next group is there and ready to tee off, they can trade their tee time with that group.

III. Any golfer wishing to withdraw from the league for any reason other than injury will be responsible to locate a replacement.  The golfer will be responsible for up to two weeks Greens Fees if a replacement or substitute can not be found.

15.
Scoring
One team from each match is required to hand in an official score card at the completion of each match – both teams are held responsible to see that a card is correct and handed in at the end of the night.  At the beginning of each match, the four players should agree upon a designated scorekeeper for the round and it is this scorecard that is turned into the scorekeeper.  The scorecard must be neat and legible in order for the scorekeeper to record the scores.  The scorecard should show actual scores and full names – it is especially important to put full names in when one of the players is a sub. The scorekeeper will deduct handicap strokes from the actual score to calculate handicaps and net scores. 

NOTE:  The group should also agree before play begins which player from each team is the ‘A’ player and which is the ‘B’ player and therefor who is playing whom.

The following is a description of scoring match play between player A & B.

A vs. A player



=
2 points per hole
18 total

B vs. B player



=
2 points per hole
18 total

Total Team score



=
2 points per hole
18 total

Stroke play A net vs. A net

=
2 points

  2 total

Stroke play B net vs. B net


=
2 points

  2 total

Team net vs. Team net


=
2 points

  2 total
Total score



=


60 points

The team total will be the sum of points taken by A & B.

All strokes taken at the ball after it has been addressed count toward your score on that hole.  Namely, if you swing at the ball and miss, the stroke counts.  In order to keep play flowing, the maximum strokes on a hole will be par plus 4 -- in other words, 7 on a par 3,  8 on par 4s, and 9 on a par 5.  All balls will be picked up when this maximum is reached.  There is a difference between a legitimate 9 and a maximum 9.  If two players have recorded a score of 9, but one of the 9's was actually 9 strokes and not a 'pick-it-up-after-9', then that player wins the points for that hole.  Also, any handicap strokes a player is owed on a hole are forfeit if the maximum is reached -- more about this under Match Scoring.  The designated scorekeeper for the match will put an M next to all "maximums" to distinguish between a legitimate 9 and a 'picked up after reaching maximum' 9.  

If there is a tie between two players, then each team is awarded 1 point.

16.
Substitute and Blind Scoring
Substitute scores will be used in league or playoff scoring if they have a valid handicap.  If no valid substitute is found, a blind score will be used.  The League Scorer will be responsible for determining a fair blind score for use in each case.  The blind score will take into account the handicap and typical score of the player for which the score is being generated.

Before the start of a match in which substitutes are playing, the team members will discuss and decide if the substitute’s scores will count and which members of the foursome are playing as the A and B players.  When everyone in the group is in agreement the scorecard should be marked (as stated below) appropriately prior to the start of the match.

Example:

Tom Smith (A)

Sub - Bill Jones (B)

“Subs score will count” or “Subs score will not count” written clearly on the bottom of the scorecard.

Example : Each team is missing a player and the substitutes have been told prior to the start of the match that their scores will not count in this match.  The missing players plan to make up the round later in the week.  If for some reason the make up match is not played, the teams will use a blind score to determine the results of the match.  In this situation, under no circumstances will the substitutes scores be used in the scoring of this match.

There has been a change to the scoring rules regarding Blind scores. Obviously, no one wants to use a blind score but the rule was changed so that when they are used the missing players do not benefit tremendously without showing up. The rule change is this: if a player does not play and does not have a sub, their generated blind score cannot take more than half of the available 20 points in the individual match.   For example, if one person is missing and a blind score is used for them, their blind score cannot take more than 10 points in their individual match – effectively limiting a team to 50 points if one of the members must use a blind score -- his/her partner can still win 20 out of 20 points and the team can win 20 points.

17.
Handicaps

The handicaps will be 90% of the adjusted gross score over the last five (5) rounds played.

The "adjusted gross score" refers to the process of limiting the number of strokes over par on an individual hole that counts towards the handicap.  Specifically, for the purposes of determining handicaps, no more than three (3) strokes over par on any individual hole will be counted.  After applying the above limit to a player's score, the total is then multiplied by 90% to determine handicap.    For example, say player Ralph shoots the following round:

Hole

1
2
3
4
5
6
7
8
9
Total

Par

3
5
4
4
3
3
5
3
4
 34

Score
4
9
5
7
4
4
8
7
7
 55

When this limit is applied, his scores (as related to handicap) become:

Score
4
8
5
7
4
4
8
6
7
 53
Since 53 is 19 over par (34), his handicap for this round would be:  19 * .9 = 17. 

Therefore, Ralph would play his next round with a handicap of 17.

This gives us a practical maximum handicap of 24  ( 3*9 * .9 ).

Handicaps will be re-calculated each week using the cumulative average strokes over par (after adjustment) over the last 5 rounds played.

Subs are not considered to have a valid handicap until they’ve turned in 2 handicap (9 hole) rounds.  Regular league members’ handicaps on the other hand will carry over from year to year.  Members new to the league will have to submit 2 handicap rounds prior to league competition to establish their league handicap.  If they do not establish a handicap before play begins, they will start the season with an estimated handicap minus 5 strokes – once they have turned in two rounds for handicap, their handicap will be calculated using the two rounds and there will be no further penalty.
18.
Match Scoring
You don't actually need to score your matches.  All you have to do is turn in your scorecard to the Scorekeeper. Results will posted on the league website: www.leaguegolf.net.

Should you wish to figure it out for yourself, the following system will be used:

First:   anytime a player scores the maximum on a hole, any handicap strokes his opponent owed him are forfeited.  For example, if a player hasn't holed-out in 7 strokes or less on a par 3, he has achieved the maximum and does not receive any handicap strokes from his opponent on that hole.  This is not to say scoring a legitimate 7 on a par 3 negates any handicap strokes, rather, scoring 8+ brings this rule into play.  This rule includes handicap strokes for team total on the hole but it has no effect on strokes his partner may be entitled to on this same hole.  The reason for this rule is simple:  if someone gets an 7M on the scorecard and receives a stroke on the hole yielding a net of 6 they would win the hole against an opponent that had scored a legitimate 7 even though the lowest gross score they could possibly receive was a 8!!

For the purpose of illustration, let's assume the following match of Ralph/Ruth vs Bob/Beth:

Hole

1
2
3
4
5
6
7
8
9
Total
Hdcp

5
4
6
1
7
2
3
8
9














Current Handicap
Net

Ralph
4
9
5
7
4
4
7M
7
7
 54       

17

37

Ruth

6
7
5
6
5
6
7
5
6
 53

15

38

Bob

4
8
6
7
5
5
7
5
4
 51

15

36

Beth

3
6
6
5
5
5
6
4
7
 48

14

34

Since Ruth and Beth have the better handicaps on their respective teams, they are the "A" players for this match.  Therefore, they are playing each other for this day and Ralph would be playing against Bob.  Since Beth has a 14 handicap this week and Ruth currently carries a 15, Ruth would receive 1 stroke on hole number 4.  Ralph would receive two strokes; one on holes 4 and 6 each.  These are the only holes where their handicaps come into play.  Now, as mentioned earlier there are 6 points available on each hole and who receives them depends on match play per hole.  On the first hole, Ralph and Bob split the 2 points pertaining to their individual match;  Beth takes both of the 2 points relating to her match with Ruth.  Bob and Beth as a team, take the last 2 points as their total is 7 vs. Ralph & Ruth's total of 10.  The total points scored looks like this:

Hole

1
2
3
4
5
6
7
8
9
Total

Hdcp

5
4
6
1
7
2
3
8
9












Totals

Ralph
1
0
2
2
2
0
0
0
0
7

Ruth

0
0
2
1
1
0
0
0
2
6

Team
0
0
2
2
2
0
0
0
0
6

Hole Total
1
0
6
5
5
0
0
0
2
19

Bob

1
2
0
0
0
2
2
2
2
11

Beth

2
2
0
1
1
2
2
2
0
12

Team
2
2
0
0
0
2
2
2
2
12

Hole Total
5
6
0
1
1
6
6
6
4
35

Thus accounting for 54 of the 60 possible points.  The last 6 points are decided as stroke play:  A vs. A,  B vs. B, and  A&B vs. A&B.  Therefore, Bob would take two points as his net score is 36 and Ralph's net score is 37.  Beth would take 2 points as her net is 34 versus Ruth's 38.  Finally, the final two points would also go to Bob & Beth as their combined net score (71) is lower than Ralph and Ruth's combined net score(77).  The Grand Total being 41 points scored for Bob & Beth and 19 points for Ralph & Ruth. 

The handicaps made a difference in three ways:

1.
On the 4th hole where Bob & Ralph actually tied in gross score, but due to the stroke Bob gave up, Ralph wins two points.

2.
Also on the 4th hole, Beth beat Ruth in gross score but split the points because she has to give Ruth a stroke on that hole.

3.
On the seventh hole, Ralph should have received a stroke but didn't because he "max'd out" the hole.  

19.
Playing Rules
Since there are no official marshals to enforce the rules, each player is responsible for making judgments for his opponent.  Please be fair not only to your opponent but to the rest of the league -- enforce the rules so everyone plays the same.

The following are some of the most commonly encountered rules in league play and, in some cases, the USGA rules have been modified for speedier play.  If anyone is curious about USGA rules, the President has a book that does a good job of explaining the rules.  We will attempt to play USGA rules with the following caveats and exceptions:

Procedure for taking a drop

Hold the ball at arm's length, horizontal to the ground, and let it go.  If the ball rolls more than 2 club lengths from where it hit the ground, you should drop it again.  If it rolls such a distance a second time, then place the ball on the spot where it hit the ground.  The drop spot must be lateral (no closer to the hole).


There is an important distinction to be made when choosing a drop point -- it must have a lie similar to what you originally had.  In other words, if you hit your ball in the woods where there are pine needles and crud under the ball, you may *not* take a drop in the fairway!  It doesn't have to be pine needles, it could be in the rough on the side of the fairway but you may not improve your lie when you take a drop.  If there is a questionable call to be made, your opponent has the final word.

Mulligans


There are no mulligans in league play!  Even if all four members of a foursome blow their tee shots.  Please -- don't hit a second shot even if "it doesn't count".  It just isn't fair to the rest of the league.

Lost Ball

If you think you may have lost your ball as soon as you strike it, you have the option to play a provisional ball as per the procedure below -- if you do not exercise your option and the you can't find the ball, you will assessed a 2 stroke penalty (simulating the stroke-and-distance penalty you should have taken) You have 3 minutes to look for a lost ball. Please, PLEASE, PLEASE -- observe this rule!!!!! If you don't find the ball within 3 minutes, drop a ball approximately where the ball entered the hazard -- *not* where you think it probably ended up and no closer to the hole, and assume a 2 stroke penalty (stroke and distance). For example, if you hit your second shot into the woods and couldn't find the ball, you would take a drop and proceed to hit your fifth shot (including the two penalty strokes).

Please remember that the stroke-and-distance penalty rule does not apply to losing a ball in a lateral water hazard (with red stakes) – you will still take a drop from where it entered the hazard with a single stroke penalty.

Provisional Balls


Major rule change – for the first time in league history, we will play provisional balls!  This means you should play a provisional whenever you hit a shot that appears that you may have difficulty finding the ball – either when you hit it into a normal water hazard (yellow stakes) or into deep rough, trees or especially when it might be out of bounds.  See the section on out-of-bounds below.


Procedure for playing a Provisional:

1) You must announce your intention to your playing partners that you intend to play a provisional. (If you do not announce that it is a provisional ball, the first ball is deemed to be lost and the 2nd ball becomes your ball in play.)

2) Make sure the 2nd ball you are going to play is marked in such a way that you can tell the 2 apart.

3) Play the provisional ball.

4) Look for original ball -- if you find original ball in bounds, you must play it.

5) If the original ball cannot be found or is out-of-bounds or if you play a stroke with the provisional ball, the provisional ball becomes your ball in play.

Out of Bounds


If you suspect your shot has gone out of bounds, you should play a provisional ball from the same spot following the procedure detailed above.  

At Juniper, there are out of bounds stakes on Riverside 1 (left), 2 (behind the green), 3 (fence on left), 4 (left side fence), 10 (road on left), 11 (fence-left), 15 (fence-right), and 16 (fence-right). On Lakeside there is out-of-bounds on 2 (right), 3 (right), 9 (right), 10 (left), 11(right), 16 (right), 17 (right) and 18 (left). In short -- wherever you see white stakes. The out-of-bounds line is defined by the actual stakes -- to determine whether you are out of bounds, simply stand behind the nearest stake and sight down to the next stake -- the boundary is the imaginary line between the stakes.

Preferred Lies


We will play preferred lies *ONLY IN THE FAIRWAY*.  No preferred lies in the rough.  You should not move the ball unless obstructed by a man made object (i.e., cart path, sprinkler).  If in doubt, ask your opponent for a ruling.

Water Hazards


If you hit into a water hazard, you then drop a ball approximately where the ball entered the water (lateral to or behind the point it entered the water and no closer to the hole), then add a 1 stroke penalty. 

Sand Traps

When hitting out of a sand trap, you must *not* ground your club before hitting out of the trap.  It will be a 1 stroke penalty if the club is grounded prior to hitting the ball out of the trap.

Plugged Balls


If the ball is embedded in the fairway, then you may remove it and drop it as close as possible to where it embedded, but no closer to the hole.  A ball that is embedded within the boundaries of a hazard has to be played as it lies.

Unplayable Lies


A one stroke penalty is awarded for an unplayable lie as long it is not a man made object.  Take a drop laterally (no closer to the hole) and not in the fairway.  Taking an unplayable lie is at the discretion of the player, not his opponent.

Lost Ball in Fairway


If your opponent agrees the ball should be in the fairway but you can't find it due to darkness, sun, mud, or whatever, you may drop a ball wherever you and your opponent agree upon with no penalty stroke.

20.
Etiquette
We have to do everything we can to speed up play so that the last foursome to tee off won't have to finish in the dark... The following section has been provided as "tips to speed up play".  The intention is to help us become more considerate of the golfers behind us.  If most of us do most of these suggestions, it will make a huge difference.  Let me emphasize that point:  these are suggestions for speedier play -- these are not league rules.  We recognize this is a *fun* league and we all want to have fun playing.  These recommendations are provided for your enrichment and enlightenment -- especially if you are relatively new to the game.

Remember -- all slow play is cumulative to the last foursome and some days YOU will be in the last foursome.

The two areas where most golfers typically waste the most time are on the tee and around the green -- please read those two sections twice and try real hard to take them to heart.  Thanks!!

At the Tee


If whoever has the 'honors' is not ready to tee off when the party ahead of you is out of the way, please don't stand on ceremony -- just go ahead and tee off.  If you have the ‘honors’ and want to hit first, be ready when you get to the tee.


Have your ball on the tee and address it as the preceding foursome is moving out of range.


Please be ready to tee off as soon as it is your turn -- don't stand 30 or 40 feet behind the person teeing off watching -- stand 10 to 15 feet away and move in to tee up your ball as soon as the ball is struck.


It is the responsibility of the other members in the party to watch the ball for the person hitting to cut down on time spent looking for lost balls.  Please be considerate of your partner and opponents and pay attention when they are hitting.


On par 3s, have your ball teed, lined-up, and ready to go!  Watch the party in front of you on the green so you can hit up as soon as they are out of the way or if they wave you on.  If you are on the green of a par 3, look to see where the party ahead of you is.  If they are still on the next tee, it is optional for you to wave on the following party; if they have moved off the next tee, you should hole out as quickly as possible and get out of the way of the next group.


Please carry a spare ball in your pocket, ready in the event you need to drop a new ball -- this will save you the time it takes to go back to your bag.

From the Fairway


The biggest waste of time between tee and green is the player looking for a lost ball in the rough or woods.  Please watch your ball when you hit it until it stops -- and everyone should watch their partner's ball (especially on the tee) until it stops as well.  This will help them keep their head down as well as find their ball if they miss hit it.


Again, to speed play, please don't stand on ceremony -- if someone in your group is looking for a ball on the other side of the fairway and you can safely hit your next shot, go ahead and hit before the person who may be farther away from the hole.   Similarly, if you can safely move up to your ball while one of the others is hitting his shot on the other side of the fairway -- do it.  The sooner you can get up to your ball and hit it, the quicker your whole group will be out of the way of the following players.  No precedence (or "honors") should be given to the farthest from the hole while in the fairway -- who hits next should be based on safety and consideration.  As long as you can hit your ball without getting in the way of someone else in your group or distracting them from making the best shot they can, go ahead and do it.   If you're not sure if it will bother an opponent, ask.  (Of course, if someone asks you and it *does* bother you, say so!)


While it is important in the fairway to watch your playing partner's approach shots (to cut down on the time it takes to find them), don't do it at the expense of standing still -- watch it while you walk up to your ball.


The same rules as listed under "On the Tee" apply to the fairway: anticipate your playing partner's next move and stay close behind when you have to wait for their shot before moving up.  You should be moving up immediately upon his contact with the ball.


When you move up to your ball, drop your bag a few feet to the side of your ball rather than 15-20 feet behind the ball -- even if it only saves you a few seconds, at least you'll be out of the way that much sooner.  If we all do this, it will make a big difference over the entire evening.

In a Bunker

Do not allow your club to touch the sand before you take your actual swing -- this is a 1 stroke penalty!  When you’re out of the sand, rake the area smooth for the next golfer.  To speed this up, make sure there’s a rake nearby when you enter the trap.

Around and On the Green


Firstly, as soon as your ball is on the green or apron, move your bag to the side of the green closest to the next tee -- never drop your bag in front of the green!  Just make sure you don't leave it in the line of someone who hasn't shot yet.


Obviously, putting out as quickly as possible is beneficial to those behind you and therefore, you should go ahead and chip/putt if you're ready and the guy who's farther away isn't -- especially if you're ready to putt and someone who's off the green is not even close to their ball (say someone who is moving their bag to the back of the green).  Everyone doesn't have to be on the green before anyone putts.

Very important:  Please line up your putt while someone else is putting and be ready to putt as soon as they are finished.  We know this is not always possible but it usually is and if you don't do it, it costs everyone behind you.  The one recognized time when this is not possible is when your ball lies along the intended path of the person putting.  


Try not to step on the grass between someone's ball and the cup. Mark your ball if it might bother someone else's concentration.


Unless you have open space in front of your group (the group ahead of you is already off the tee), wave on the following party on par 3s -- as soon as everyone is on the green or apron.


Write down your scores on the way to, or at, the next tee -- never stand behind the green and write them down.  As soon as the last person holes out, replace the pin and clear out of the green area as quickly as possible.

� Note:  don't confuse the term Handicap where it applies to a hole with the term used to apply to a player.  "Handicap" when applied to a hole gives a comparison of difficulty of that hole versus the other holes on this half of this course.  In other words, the hole with the number 1 handicap is the hardest hole on this nine as judged by the management of the course.  It is provided purely for the use of the golfer in deciding where the stronger golfer should give up his/her strokes.








