
Golf 101 – For the Business Professional 
By: John Schlaman, PGA Professional 

�
The purpose of this training is to familiarize the business professional with some 
of the finer points about playing the game. The beginner golfer, the golfer who 
has left the game and is coming back can benefit from this information as well. 
Golf is an avenue to network, conduct business and socialize. Golf 101 goes 
beyond the physical aspect of how to swing. It will teach you how to score as a 
golf partner. The game of golf is more detailed than what is outlined in the 
following text but this manual will give you a good basis to further your interest 
and education about the game of golf. 

 
Golf and Business:  Are they a good mix? 
In business golf, scoring on the golf course 
is sometimes measured by whether or not a 
business relationship was successfully 
secured. Believe it or not, a person’s ability 
to handle himself/herself on the golf course 
as a seasoned player (not necessarily a good 
scorer) can affect the success of securing the 
business relationship. The topics we will 
discuss will teach you how to look, act, and 
feel comfortable arriving for a business or 
social round of golf at a Country Club type 
facility.  
 
Is a golf coach necessary? 
Associate yourself with a good golf coach and program to learn the physical and scoring 
components of the game. It is invaluable to take lessons, especially if you have never had 
professional PGA or LPGA instruction.  Prairie Landing offers a variety of group clinics 
and private training. Get together with your friends and/or family and commit to learning 
how to improve your game. 
  

Are proper equipment and the right clothes 
important? 
Have a golf professional make sure the 
equipment you have fits, giving you the best 
chance to succeed. If you want to look the part, 
you must dress the part by purchasing quality 
equipment and clothing. You can acquire brand 
name [used] golf clubs at a reasonable price at 
most golf retailers throughout the country. A 
presentable golf bag with head covers is 
important.   Make sure your shoes are cleaned 

and polished.   If you are doing business on the golf course, it is essential to look the part 
with your clothes and equipment. 
�
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I. Before heading out for a round of golf, check your equipment and 
supplies. The following list is helpful: 

 
· Clubs:  14 clubs is the limit (Why? Because it’s the rule).  Count and 

clean your clubs.  Ball retrievers are not cool. 
· Balls:  Have enough golf balls. It is embarrassing to go R.O.B. (ran out of 

balls). Today, many people put an identifying mark on their ball with a 
permanent marker. 

· Gloves:  Have a clean glove or buy one at the pro shop. You can always 
use an extra - especially if you have to play on a rainy day.  

· Rain Gear:  Make sure you have quality rain gear in the belly pocket of 
your golf bag at all times. It helps you to play your best when you are as 
dry and warm.     

· Towels:  Bring two towels--a medium size towel in belly pocket of your 
golf bag and have a smaller towel that clips on to your golf bag or drapes 
through your clubs. 

· Prescription Glasses:  Have the right eyeglasses with you. Bifocals do not 
work well on the golf course, except for marking the scorecard.  

· Hat/Visor:  Bring a hat or a visor (or buy at the pro shop) , especially if 
you wear eyeglasses. The brim of the hat will keep any glare at a 
minimum, as well as keep your glasses from getting wet and water spotted 
during rain showers. 

· Sunscreen:  Have a small tube of sunscreen in your bag and use it! It’s for 
your own long term health. 
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· Golf Shoes:  Keep your golf shoes clean and store in a shoe bag. With 
today’s Dry-Joy type golf shoes, a little soap and water or squirt of 
Fantastic is all you need to make your shoes look good. 

· Tipping:  Have some singles ($) in your wallet to use for tipping purposes. 
Some people carry a supply of $2 bills to use for tipping -- it’s unique and 
fun! 

· Miscellaneous:  Have tees, a ball marker, a rule book and a divot repair 
tool in the smaller pocket of your golf bag. Even if you rarely make a ball 
mark of your own, it’s a nice gesture to fix your opponents or other 
unfixed ball marks on the green. 

· Plan Ahead: 
*Put together a change of clothes and your toiletry bag if plan on 
showering and your agenda includes post-golf festivities.   
*Know the location of your course before you start.  Have a map in your 

 car. 
*Verify your tee time. 
*Make sure you eat something before a long round of golf.  

 
This may look like an extensive list, but it will prove to be very helpful in preparing you 
for your best possible round. Being late, being wet, uncomfortable or running out of balls 
does not help you look, feel and play your best. 
�
�

II. Arriving at the Golf Course: The following section outlines the 
progression from arrival at the golf club to playing your round to leaving 
the club. 

 
When pulling into the club parking lot look for signs and watch for the sign that says 
“Bag Drop” or possibly “Golf Shop”. Pull up to the bag drop and unload your clubs. 
It is not necessary to tip at this time, but if the service person meets you at your car, a 
$1 bill may be appropriate. Some events may have golf cart service personnel 
working in the parking lot to pick your clubs up. 

 
After parking, avoid changing your shoes in the parking lot. Take your shoes in a 
shoe bag into the locker room along with your change of clothes if necessary. 
The Locker Room: 
The locker room attendant or possibly the pro shop will assign you a locker. At most 
private clubs the locker room attendant will expect you to leave your street shoes on 
the floor in front of your assigned locker. He/she will clean and polish them. 

 
Make your way to the pro shop: 
· to check in (pay fees) 
· ask if your partners are checked in 

yet 
· double check your tee time and see 

if they are running on time 
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· ask where the range and practice balls are located if you have time and would like 
to hit practice balls. The pro shop should direct you to where your clubs and 
cart/caddie should be. 

 
At the range: 
· When arriving at the range take a few minutes to do a few stretching exercises, 

take some deep breaths, slow down and relax!  
· Put some sunscreen on. 
· Start hitting balls first with a wedge and work your way up to the woods and the 

driver. Do not use your driver without loosening up with shorter clubs first. Some 
practice ranges only allow irons due to lack of length. Check for signs and 
information. 

 
Chipping and Putting Green Area: 
· Make your way to the putting green and short game area while double checking 

who is on the tee and where your group stands. 
· If you have time, go to the chipping area and hit 12 chips and maybe ½ dozen 

bunker shots and pitches. Move over to the putting green and hit 12 long puts and 
about 12 medium putts finishing up with 12 shorter putts.  

 
Cell Phones: 
· Check your business messages and return necessary calls before you tee off. 
· Avoid using your phone on the course as much as possible. 
· If possible, put cell phone on pager to avoid disturbing someone’s game.  

 
First Tee: 
· Arrive at the first tee at least 10 minutes before your tee time.  
· Find out the game of the day 
· Make sure you have a score card and pencil. 

 
REMINDER: There are not many better-than-average golfers. The cordial golfer 

that controls his/her temper and ego and plays without undue delay is, 
in many cases, the most impressive golfer.  

�
�
III. Basic rules and course etiquette 
 

Play without delay:  Always be ready to play when it is your turn 
 

Mulligan:  Many players take what in known as a “Mulligan” on the first hole 
only. This is a redo of your first shot on the first hole.  Only take a Mulligan if 
your first shot is a bad one; and it is best to follow the rule: “If you take a 
Mulligan on the first hole you must play it”. Mulligans are not allowed in 
tournaments. Some less-serious groups may allow additional Mulligans, such as 
one on each nine. 
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Know Your Ball:  Know what kind and number of ball you are playing. In a 
friendly game when you lose a ball you look for it for a few minutes and then 
drop a ball adding a one stroke penalty to your score. Although this is not the 
actual lost ball rule it is a common rule in a friendly business game.   

 
Who plays first?  The player who hits first on Hole #1 is usually decided 
randomly. In a tournament, the starting order on the 1st hole may be 
predetermined.  

 
In a golf match between a foursome, two person teams may be determined by 
matching up two player teams with equal total handicaps, balls may be thrown in 
the air with the two closest balls coming to rest being partners. 

 
After the first hole the player or team with the lowest score will play first on the 

 next tee.  
 

During play of a hole, the person who is farthest from the hole (“The person who 
is away”) is first to play. Many groups play ready golf, which means the player 
who is ready should acknowledge he will play even if he may not be away.  

 
When you are not away you should be preparing to play your shot. Get the 
yardage, figure out your shot, choose your club and prepare to play when it is 
your turn. This is called “honors”. 

 
Safety Rules: 
· Do not get too far ahead (in front) of other players in your group, it is dangerous.  

 
· Yell “Fore!” loudly, if your ball or someone else’s ball is heading directly for a 

person. 
 

· Take responsibility if your ball inflicts property damage. You are responsible for 
the flight of your ball and the outcome. Your homeowners will cover the damage 
costs. 

 
Teeing Ground:  The teeing ground is the area designated by the front and side 
edges of the tee markers and up to two club lengths behind that. Do not play your 

tee shot from in front of the markers. 
It may not sound like a big deal but it 
is the rule. 
 
(Two Club Lengths) 
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Golfer’s Etiquette:  When a golfer is preparing to play his/her shot, the other 
golfers should avoid standing in the peripheral vision of the person and remain 
still and quiet. Do not stand in the peripheral vision of a golfer who is putting for 
any reason. 

 
Yardages:  The type of fairway yardage marking is usually noted on the 
scorecard. Typically yardages are measured to the center of the green.  

 
Strokes:  Count your strokes properly.  Experienced golfers will know what your 
score is.  A good rule-of-thumb is to say that maximum score on a hole is nine, so 
pick up after you have reached nine shots. You cannot post a nine on your 
handicap score, unless you’re in a medal play tournament, it shows courtesy to 
your fellow golfers to pick up. Mark your scorecard with a 9x, this denotes that 
you did not fully complete the hole. 

 
Divots:  Always replace your divot.   When replacing a divot, fit it back in the 
same way it came out and step it down with your foot. In southern states on 
Bermuda grass fairways and roughs, bottles or buckets of sand are usually 
available on your cart to fill the divot. 

 
Sand Bunker:  Before you enter a sand bunker, find a rake and bring it to where 
you’re going to enter. Enter the bunker at the point that is closest to your ball, 
play your shot, then rake the sand smooth as you back step out of the bunker.  Pull 
the sand up the lip of the bunker as you exit. Leave the rake in the bunker after 
you have finished.  

 
�
IV On-the-Green (the putting surface) 
 

Ball Marks:  Repair your ball mark and at least one other on every green. If you 
didn’t make a ball mark then help with course conditioning or be courteous to 
your playing partners and fix other ball marks. 

 
Marking Ball position:  Mark your ball position with a small round flat object. 
Use a dime when other balls are close; use a quarter when your ball is far from all 
other, making it more visible while reading the break of the green. 

 
· Mark the ball by setting the marker directly behind the ball.  
· Replace the ball by setting the ball down in its original place in front on the 

marker. 
· When a fellow player asks you to move your marker because it lies directly in 

line with the potential role of his/her ball you would: 
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1. Pick out a reference point to the side of the green and line your putter head 
up with it and move the marker from the heal of your putter to the toe. 
You may move it more than one putter head if necessary. 

2.  Replace the marker to the original spot after the other player has putted. 
Do this by pointing your putter head to the reference point you picked out 
on the side of the green and move the ball marker back to it’s original 
position. Then replace the ball. 

 
REMINDERS: 
· When walking on the green always know where the others players’ balls or ball 

marks are and do not step in the potential line of their putts. 
 
· On the green, always mark your ball and clean any dirt chunks off your ball. Always 

mark your ball to remove it from the peripheral vision of your fellow player(s), or if 
your ball placement bothers him/her. 

 
· As a courtesy to others on the course, try to keep play moving quickly as possible.  A 

person who understands good golf etiquette 
makes a pleasant partner. 

 
The Flagstick:  The flagstick cannot be in 
the hole when a ball is holed from on the 
green. The flagstick may be left in when a 
ball is holed from off the green. 
When tending the flagstick: 

 
1. Make sure you don’t step in the 

potential line of any player’s putts. 
2. Maneuver yourself into the hole area so 

your shadow does not cross the players line to the hole. 
3. Stand three feet from the hole; hold the flag and the stick to keep the flag from 

blowing in the wind. Loosen the base of the flagstick from the hole slightly so you 
are sure the stick will easily be removed from the hole 

4. Hold still while the player prepares to play the putt and pull the flag after the 
player has struck the ball 

 
Golf Phrases:  
· “On the green” is when any part of the ball is touching the short grass of the 

green. The collar or the first cut of grass off of the green is not considered part of 
the green.  

 
· “Tending the flag”  is done for a player who is on the green and cannot see the 

hole well enough with the flag out. It can also be done for a player who is off the 
green as well. In either case, the flag must be removed from the hole before the 
ball goes in. You may ask a person who is 30 feet or more away from the hole: 
“Would you like me to tend the flag for you?”   
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The person who is closest to the hole and last to putt should tend the flag for 

 others. 
�
��� Golf cart operation 

 
Be an efficient cart partner. Drive the cart to your partner’s ball and then drop him 
off, making sure he has the proper clubs he needs to play. Then head over to your 
ball. When carts are restricted to the path pull the cart up ahead of where the balls 
are and walk back to the ball. This way when you finish hitting, you’re walking 
away from the group behind you instead of back toward them. Bring more than 
enough clubs with you. When carts are restricted to the path and you’re going out 
to hit your shot to the green bring your wedge and your putter just in case your 
partner is in the best position to pull the cart up to the green. This way you can 
walk up to the green and continue play. 

 
When you arrive at the green and have additional 
clubs with you, set the clubs down in line with the 
hole and where you will walk to directly exit the 
green. This will help you to not forget them.  

 
Do not drive your cart through very wet or 
extremely dry turf areas. Obey cart signage and be 
very careful on slopes and wet grass. I have seen 
many injuries occur from these conditions. 

 
Reminders:  
· There is a right time and a wrong time for 

conversation on the course: Not when a player    
is about to hit or when your group is already 
falling behind.  The best time for small talk is 
when you are waiting on the tee for the group in 
front of you.  

 
· Offer to buy a round from the beverage cart or Halfway House. $1 - $2 gratuity for 

these service people is appropriate. 
�
�
VI. Basic Rules of golf – These are the most common things that happen on the 

golf course that every golfer should know. Consult your USGA rule book for 
further rules clarifications. 

 
· The maximum number of clubs you may have in your bag is 14.  

 
· A hazard is marked by red or yellow stakes/lines. Sand bunkers are hazards. 
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· Loose impediments are unattached twigs or leaves, pebbles or sand and they 
may be removed. If you moved a loose impediment that causes your ball to 
move from its original position then it is a penalty of one stroke and the ball 
must be replaced in its original position. You cannot remove a loose 
impediment from a hazard before you play your shot. 

 
· A ball should be played as it lies. You shouldn’t move it or nudge it into a 

better lie unless it is determined by your group that this is acceptable. The 
USGA and the USGA Handicap System does not support improving the lie of 
your ball.  

 
· Unplayable Lie – When the ball comes to rest in a position where it is not 

playable. For example, if the ball comes to rest in the middle of a bush. Your 
options with a penalty of one stroke are: 

 
1. Move the ball up to two club lengths (not closer to the hole) or, 
2. You may keep the point the ball originally lay in line with the hole and 

follow that line backward as far as you desire (staying in bounds) or. 
3. You may go back to the original place you played the last shot from and 

play again. 
 

Once again, all of the options are with penalty of one stroke. 
 

· Water Hazards – Designated by red stakes or yellow stakes or red/yellow 
painted line. If a ball is hit into a water hazard designated by a red stake it is 
called a lateral hazard. A ball may be played out of a hazard, but the player 
may not let the club touch the ground or remove any natural loose 
impediments. When a ball is lost in a hazard designated by red stakes the 
player’s options to move the ball under penalty of one stroke are: 

 
1. At the point where the ball last crossed the margin/hazard line of the 

hazard drop your ball within two club lengths of the hazard line (not closer 
to the hole), 

2. Keeping the point the ball last crossed the margin/hazard line and the hole 
in line and go back as far as you desire (staying in bounds). 

3. Replay the shot from the spot where the original ball was hit. Note: See 
rule 26.1 in your USGA Rule Book.  

 
· Yellow stake hazards – Are not as common as red stakes. The option is to 

drop a ball where the ball first crossed the margin of the hazard keeping that 
point and the hole in line and going back as far as you like dropping in bounds 
or replay the shot from the original spot. Both of these options are with a 
penalty of one stroke. 

 
· Casual Water – Means standing water from a rain storm or irrigation that is 

located in any area not designed to carry water, such as fairway, green, rough 
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or bunker, does not include water or lateral hazards. Rule: Take relief to the 
nearest point, not closer to the hole without penalty. 

· Ground under repair (G.U.R.) – Designated by white painted lines or some type 
of roping or fencing or obvious abnormal ground conditions through the green. 
You see this when construction or excessive wear causes abnormal ground 
conditions. Rule; if it interferes with your stance lie or swing you get free relief. 
Nearest point of relief no closer to the hole. Burrowing animal holes (i.e. ants and 
ground squirrels) are also considered G.U.R.  

 
· Dropping a ball – Face the hole and extend your arm. Release the ball allowing it 

to fall to the ground. This is done when putting a ball back into play after taking 
appropriate relief. 

 
· Lost ball – When a ball cannot be found in bounds and not in a water hazard it is 

deemed to be lost after a player has searched for five minutes. Options: 
1. Under penalty of one stroke a player must go back to the original spot he hit 

the ball that was lost and drop; i.e. a player hits his 2nd shot and cannot find it. 
He/she would go back to the original spot where the second shot was played 
and play their 4th shot. 

2. In many friendly games a lost ball may be played where you drop at the 
nearest point the ball was lost and add a one-stroke penalty. 

 
· Sand bunkers – The main thing a player needs to know when hitting a ball out of 

a sand bunker is you cannot ground your club or touch the sand with your club 
before hitting the ball. You cannot remove loose impediments in a bunker IE a 
leaf or twig that covers or touches your ball although you may remove rocks or 
stones.  

 
Reminder: A player is allowed to positively identify his ball anywhere. You can pick 

it up only to identify the ball and replace it exactly as it lied. You may not 
clean a ball until you have reached the green and have properly marked it. 

 
· Hitting the wrong ball – It is a two stroke penalty and you must play the proper 

ball from the original location. There is not a penalty for hitting a wrong ball out 
of a hazard, but you still must go and play the correct ball or put a new ball in 
play under the hazard rule 26.1 in your rule book.   

 
· Out of bounds (O.B.) – Designated by white painted lines, white stakes, fence 

lines or local rules. A ball must lie entirely outside of the golf course edge of the 
line to be determined out of bounds (O.B.). Option: When hitting a ball out of 
bounds, a player must replay the shot from the spot he/she hit the ball out of 
bounds under penalty of one stroke; i.e., if you were to hit the ball out of bounds 
off the tee, you would have to re-tee hitting your third shot. If a player hits a ball 
and is not sure it went O.B. then he may play a provisional ball (which means it is 
not the ball in play unless the first one did go O.B.). A provisional ball saves a 
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player the effort of having to go back to the tee after determining a ball is lost or 
O.B. (Provisional balls help speed of play.)  

 
· Free relief – This happens most commonly when a ball comes to rest on a cart 

path were the cart path interferes with your stance or swing, or when your ball 
comes to rest on a putting green other than the green of the hole you are on. A 
player may take relief at the nearest point that gets them away from the cart path 
no closer to the hole without penalty. Other obstructions that may be cause for 
free relief could be garbage cans or restroom/shelter structures.  

 
 
VII. Basic golf tournament games 

 
When playing corporate events, fundraisers or club amateur events, there are some basic 
games played that a golfer should be familiar with. This is called “Tournament Format”. 
 

1. Scramble or Best Shot – Where all 
players tee off then the team picks the 
best shot and all players bring their 
balls to this point and play from there. 
The team repeats this until the ball is 
holed. Usually the rule is you can 
move the ball from the original spot 
no further than 1-club length and not 
closer to the hole and not further than 
six inches from the original spot when 
on the green. Typically you cannot allow the one club length to change the 
situation of the shot IE move a ball on the edge of the rough to the fairway. In 
some scramble formats the team may have to use each player’s shot a certain 
number of times. The scramble or best shot format is seen played with 3, 4 or 5-
somes. This is the most popular group golf event for business and charity golf 
outings.  

 
2. Best Ball or Better Ball – This is where the team of players each plays their own 

ball from start to finish and the team takes the one two or three best scores as the 
team score. These are typically net scores. 

 
Net score means your actual score minus your handicap. A handicap can be 
established at your local golf club by paying the appropriate fee and posting your 
actual scores in a computer program at the pro shop. If done and scored properly, 
handicap can allow any two golfers to compete equally by adjusting for differences in 
handicap.  

 
3. Alternate shot – This is a tournament format where a team of usually two players 

alternate who hits each shot until the ball is holed. 
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4. Peoria or Calloway handicapped event – This is where an event is handicapped 
based on the score a player or team shoots on that one day only. It is figured using 
a formula based on the scores of that one day’s play. It works well when not all 
players in the field have established handicaps and and/or all teams and players 
are not of equal golfing ability. 

 
5. Flag Events--It is very typical to see events such as closest to the pin on par 3’s, 

longest drive, longest putt or straightest drive. There is usually a marker on the 
hole that designates the event. If you exceed the previous player whose name is 
on the flag then you would mark your name. 

 
6. Charity Events--It is typical in charity events to have additional fundraisers such 

as; selling Mulligans (this means players can buy do-overs, redos or Mulligans for 
any shot on the course. They may also sell raffle tickets or have silent auctions.  

�
�
VIII. Basic foursome games 

 
· Nassau – Where golfers play each other in three competitions during 18-holes of 

golf. 1. A game on the front nine, 2. A game on the back nine and 3. A game for 
the total 18-holes. A Nassau can be scored as match play or medal play but is 
mostly scored as match play. 

 
· Match play scoring is where you play hole by hole, meaning if I make a six on 

the first hole and you make a three the I am one down to you (not three down). I 
lose the hole. In medal play scoring you play by total strokes, so then in the same 
example where I make a 6 and you make a 3, I would be three down. 

· Wagering based on each hole – An amount is predetermined to play for on each 
hole. 

 
· Press – Increases the wage -- Or in the case of a Nassau bet, it starts another bet 

from the point/hole where the press was initiated. Usually presses end after nine 
and would have to be reapplied if desired to continue on the back nine holes. A 
player must be behind in score in order to press. Just because a player shoots the 
better score he/she may not win the money due to the outcome of the press. 

 
A wager of some kind could be made to help your concentration and maybe improve your 
total game. 
�
�
IX. USGA (United States Golf Assoc.) Handicaps, Course Rating and Slope 
 Rating 
“A course handicap is the USGA’s mark that indicates the number of handicap strokes a 
player receives from a specific set of tees at the course being played to adjust his scoring 
ability to a level of a scratch or 0 handicap golfer. The purpose of the USGA Handicap 
System ™ is to make the game more enjoyable by enabling golfers of differing abilities 
to compete on an equitable basis. A basic premise that underlies the USGA Handicap 
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System is that every player will try to make the best score at each hole in every round and 
a player will post every acceptable round.” The book, The USGA Handicap System is the 
source for the information in section IX of Golf 100. It is a good book to sit down and 
read at your club to fully understand the USGA Handicap System.  

 
· USGA Course Rating ™  “Is the USGA’s mark that indicates the evaluation of 

the playing difficulty of a course for a scratch golfer under normal conditions 
based on yardage and other obstacles that affect scoring ability.”  

 
· USGA Slope Rating ™  “Is an evaluation of how much more difficult the course 

plays for individuals who are not scratch golfers.”  
 
· Tee Position: “Each course is rated from each set of tees for both the scratch 

golfer and the bogie golfer.” “A USGA Handicap Index travel well from course to 
course as well as from one set of tees to another set of tees on the same course.” 

 
· Handicaps: The course rating reflects the difficulty of a course for the scratch 

golfer. The course rating and slope rating together reflect the difficulty of the 
course for players ho are not scratch golfers. A USGA Handicap is issued by a 
golf club or authorized association.  

·  Handicaps are calculated by applying a course’s rating and slope to a player’s 
actual score and by using the players best 10 of their last 20 scores plus eligible 
tournament scores. It reflects the player’s potential not his scoring average. “The 
greater the difference between the scores of the scratch and bogie golfer on a 
certain course, the higher the USGA Slope Rating will be and the more strokes 
golfers will receive. Conversely the less the difference, the lower the USGA Slope 
Rating will be-and the fewer strokes a golfer will receive.”  

· In order to find out what a player’s actual handicap is on a specific course, they 
would locate their Handicap Index to the specific golf courses Course Handicap 
Table to find the corresponding Course Handicap. A player’s handicap will be 
lower on courses that have lower slope and course ratings and higher on more 
difficult courses. Therefore a player’s handicap may be different from course to 
course. 

 
· Equitable Stroke Control (ESC):  “ESC is the downward adjustment of 

individual hole scores for handicap purposes in order to make handicaps more 
representative of a players potential ability. ESC is the maximum number that a 
player can post on any hole based on the players Course Handicap.” Nine 
handicaps or less must post a maximum of double bogie on any hole, 10-19 
handicaps must post no more than a seven on any hole, 20-29 handicaps must post 
no more than eight on any hole, 30-39 = 9 and 40 or more = 10.  

· Each course has their holes ranked from 1 to 18, with one determining the most 
difficult hole. If I am a 15 handicap and you are a 25 handicap and we are going 
to have a match play game, then I would have to give you (or spot you) a stroke 
on the ten most difficult holes in order to make the match even and fair. That’s the 
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beauty of golf and the handicap system. It allows a scratch player (zero handicap) 
to play equal to a 25 handicap player.  

 
Make no mistake and understand, a 25 handicap player that understands golf as it’s 
written in “GOLF 100” is a good golfer and can play an enjoyable round with golfers of 
any ability level. 
 
Section IX is comprised of excerpts and quotes from the USGA book “The USGA 
Handicap System” 
� �
�
X. GREAT TIP FOR BEGINNERS! 

 
Bring the golf course to your level. This means skip the first half of the hole and 
start at the 100, 150 or 200-yard marker. Put a tee in the ground and start from there. 
This way you’re playing the important half of the hole and actually holing out and 
keeping score. Play the par threes from the normal teeing ground. Keep score and 
track your improvement by score. Keep playing golf courses this way until you have 
learned and improved enough to go back to the normal teeing ground. This way you 
will be able to appropriately keep up with the proper pace of play and keep the 
Rangers/Marshals from hounding you. 
 
 I once taught a lady to do this, and she got so comfortable and started to enjoy golf so 
much that she would actually join up as a fourth with three men at a resort and “play 
the Blues”, as she would call it. That was the blue 200 yard marker in the center of 
the fairway, not the blue pro tees. 
 
This is a great way for beginner juniors, ladies and men to learn and better enjoy the 
true challenge of the game called golf and the wonderful setting in which it is played.  
Pick up when you get to nine strokes and mark your score card with a 9x, this denotes 
that you did not fully complete the hole. 

 
�
XI. Basics upon completion of your round 

 
· Shake your playing partner(s) hand. 

 
·  When you drive up to the clubhouse area, a cart 

person may clean your clubs and offer to take 
them to your car or the bag drop. An appropriate 
tip of $2 (under normal circumstances) is 
sufficient. 

 
· Settle up your bets now, unless you are all going 

to meet inside. 
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· Post your properly adjusted score with the proper course ratings and slope, or take 
that information with you to post at another time. Adjusted score means that at 
each level of handicap you are only allowed a certain maximum score on a hole, 
IE no golfer would be allowed to post 9’s and 10’s on a hole. 

 
· Head into the locker room; give the attendant $5 (recommended) for taking care 

of your street shoes and then proceed to the shower. Leave your golf shoes in 
front of the locker; the attendant will probably clean them up for you. 

 
· After getting cleaned up remember to gather all your belongings and take them 

out to your car before heading into the reception.  
 

· Don’t forget to take care of (tip) the bartender in an open bar situation. 
 

· If you drink alcohol, do it in moderation. 
 
· Send a thank you note to the person who hosted you. 

 
 

XII. Basic golf terminology 
 

A golf round – 18 holes of golf played with one or more people, a foursome is 
typically the maximum number of people allowed in a group 

 
Adjusted Score – Based on the USGA Equitable Stroke Control (ESC), see 
section IX 

 
Bent Grass – The type of very closely mown grass you find on greens, tees and 
fairways in northern climates  

 
Bermuda Grass – The type of very closely mown grass you find on greens, tees 
and fairways in southern climates  

 
Birdie – Scoring one stroke less (better) than par on a hole 

 
Block it out – A swing motion that causes the ball to start to the right of the 
target, a ball that is pushed to the right 

 
Bogie – Scoring one stroke more (worse) than par on a hole 

 
Bunker – Usually has sand in it and is deemed a hazard (some people call these 
sand traps, but the proper term is sand bunker) 
 
Casual Water – Water through the green not in a lateral or water hazard. Casual 
water is determined by wet areas from rain or irrigation, where the natural weight 
of your body brings up water around your shoes. Rule: Free relief, nearest point of 
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relief not nearer to the hole. In a sand bunker where there is water that has 
collected the rule is you may drop, with out penalty at the nearest point of relief, 
remaining in the sand bunker. In casual water within a sand bunker, where there is 
no where to drop that is not nearer to the hole then you must drop outside the 
bunker incurring a one stroke penalty.    
 
Dogleg – A forced lay up point   

 
Double Bogie – Scoring two strokes more than par on a hole 

 
Double Eagle – Scoring a two on a par five or a one on a par four (three under 
par:  very rare. 
 
Dropping the ball – This is done when putting a ball back into play after taking 
relief. Face the target, extend your arm and drop the ball.  

 
Eagle – Scoring two strokes less than par on a hole, and on a par three it would be 
a hole in one. 

 
Fairway – The closely mown grass between the teeing ground and the green 

 
Free relief – dropping the ball without penalty stroke(s) IE ground under repair 

 
The Green – The putting surface where the hole is located; the ultimate target on 
each hole 
 
Gross Score – The actual non adjusted score a person makes on a hole 

 
G.U.R. – Ground under repair, abnormal ground conditions, free relief 
 
Handicap, Handicap Index – A method implemented by the USGA to adjust a 
player’s actual score to par thus allowing golfers of varying abilities to compete, 
see section IX  

 
Hooking the ball – For a right handed golfer it is when a ball curves to the left 

 
In bounds – within the boundaries of the golf course, usually defined by white 
stakes/white lines or fences 

 
Match Play – Hole by hole competition 

 
Margin of the hazard – the line where the hazard begins, IE the line between two 
hazard stakes, the painted hazard line, or an unmarked hazard would be the crest 
of the natural bank of the hazard  

 
Medal Play – Counting all strokes and competing by total strokes 
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Mulligan – A redo shot with out penalty 
 
Net Score – Adjusted score based on handicap 

 
Over the top – A swing motion that causes the ball to start left of the target, a ball 
that is pulled to the left 

 
Par – The number of strokes a good golfer compare his/her score to. It is the 
number of strokes a hole was designed to be played in for a good golfer. IE a par-
4 hole is typically designed for a golfer to hit the ball on the green in two strokes 
followed by two putts. 

 
Reading greens – Estimating the amount gravity and hills will affect the roll of 
the ball on the ground 

 
Rough – The higher mown grass area bordering the fairway and around the 

 greens 
 

Slicing the ball – For a right handed golfer it is when a ball curves to the right 
 
Summer Rules – Play the ball as it lies without touching it until it is on the 
putting surface and properly marked or by other rules of golf, IE taking relief  

 
Taking relief – Proceeding by the rules of golf and touching the ball while in play 
in order to drop the ball. When taking relief from a cart path, casual water or a 
hazard you must take complete relief. Meaning, you cannot stand on the cart path 
or in casual water after dropping the ball.   

 
Teeing ground – The flat closely mowed area designated with a hole number and 
tee markers where a golfer begins the hole with his first shot 

 
Tee markers – Designate where to play the first shot on each hole  

 
Through the green – All parts of the golf course in bounds not including hazards 

 
Trajectory – The angle the ball leaves the ground at, IE high or low trajectory 

 
Triple Bogie – Three strokes over par on a hole 
 
Winter Rules (Preferred Lies) – Adopted when adverse conditions are so general 
throughout a course when improving the lie of the ball in a specified way would 
promote fair play. 

 
Up and down – when a golfer chips onto the green and only takes one putt to hole 
the ball 
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X – Put on scorecard, when a person is unable to finish the hole under the rules of 
medal play. For handicap posting purposes it would be adjusted to the maximum 
score a person may post on that particular hole. 

 
 
XIII. How to Practice at Prairie Landing 
 

The following outlines an entire practice session. It is listed in order of 
importance. If you only have a short period of time, then one may cut short the 
amount of time spent in each area or just accomplish warm up in the first couple 
of areas. 

 
1. The Driving Range – Note: For a right handed golfer, practicing in a left 

to right wind is difficult and just helps to loosen you up. Don’t spend a lot 
of time practicing in a wind that hits you in the back as you address the 
ball. The preferable wind for a right handed golfer to practice in is a wind 
coming into your face slightly from the right. 

  
a. Take some deep breaths and go through the Prairie Landing warm up 

exercise routine. Spend at least 10 minutes or more stretching. 
b. Start with a pitching wedge or sand wedge and hit balls with your feet 

close together.  
c. Move up the scale to longer clubs. Don’t start off a warm up or a 

practice session with the driver. Work your way up to the driver. 
d. Hit some mid irons with your feet close together. Hit a few balls with 

your right hand over your left hand. Hit a hook, hit a fade, hit a high 
six iron, hit a low six iron.  

e. Hit some longer irons, 3 or 4 iron. Use a tee or get the ball on a really 
good lie when hitting practice balls. The object of practice; is to have 
success, loosen the body and develop confidence, so don’t be afraid to 
use a tee. It won’t hinder your ability to hit the ball off the fairway 
when you’re on the course. 

f. Move to the metal woods beginning with the 5-wood or 3-wood. Try 
to hit the first few balls about 80% of your desired maximum distance. 
Hit a fade and then a hook. 

g. Move to the driver and hit a few shots at 80% power. Do not set your 
feet quite as far apart as you normally would. Concentrate on good 
tempo, making slow smooth long swings. Relaxed muscles allow for 
longer, graceful smooth swings. 

h. Discipline yourself to hit balls using swing drills. Back to the target, 
chest to the target, feet together, right hand over the left hand, right 
foot forward and left foot back, left foot forward and right foot back.     

 
2. Pitching and bunker area – Use the area between the 19th green and the 

20th tee of the practice holes. 
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a. Using a sand wedge or pitching wedge, begin with five balls 40 yards 

from a hole and work your way back to about 80 or 100 yards in ten 
yard increments. 

b. Go into one of the bunkers and hit 15 bunker shots of varying 
distances from 5 to 25 yards. 

c. On your way back to the practice putting green stop on hole #20 and 
hit five fairway bunker shots. 

 
3. Putting and chipping green – Note: Use your own balls when putting 

and chipping, do not use range balls. 
 

a. Start with chipping and hit 5-10 chips to a short distance hole with a 
sand wedge. Change to a PW or 9-iron and hit 5-10 chips to a middle 
distance hole. Change to a 7-iron or 8-iron and hit 5-10 chips to a far 
hole. 

b. Take your putter and four balls to the green. From the fringe, without 
aiming at any particular hole, make long smooth strokes and putt the 
balls across the green to the opposite fringe. Watch the role of each 
ball and get a feel for the speed and pace of the putting surface.  

c. Take the four balls and complete several progression drills spreading 
out the distance between balls and moving to all sides of the hole.  

d. Take the four balls and putt a 10’ putt and so on up to about 40 feet. 
e. Lay your four iron and five iron down on the putting green about five 

feet from the hole so the two clubs form a tract to the hole. Use these 
two clubs as a guide for the putter head to follow a straight back and 
straight through putting stroke.     

 
4. Go into the clubhouse--Sit down, relax and drink a bottle of water. Golf 

is best played from a calm mental and physical state. Catch up on phone 
calls before you begin your round. Don’t forget to turn your cell phone off 
or put it on pager before you begin your round. 

    
5. Before hitting your first shot on Hole #1, make ten (10) warm up swings 

while taking several deep breaths.  
 
 
 
 
 
 
Note: Golf is not a game of perfect. It is a game where you work toward making 
your bad shots better and more playable.  
 
 
 
�
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