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OVERVIEW
1. Introduction

GolFUNator is a strategic board game of Professional Golf. If you like or love golf, and you enjoy a good board game, this is for you. Also, if you enjoy statistical realism, you have come to the right place. I believe it is the only game of its kind. Although there have been many golf board games over the years, GolFUNator is unique in several ways. First, there is nothing arcade about of GolFUNator. Second, you begin with the ability of an average PGA Tour Golfer. The stats used are from the 2010 PGA Season. Third, you do not choose your club selection. Instead, you choose your level of risk for each shot. If you play a completely average game, your score on the par 72 Highland Peaks Course will likely be between 71-72, which happens to be the average score of a golfer on the Tour. If you are playing solitaire, your goal is to beat par, beat your lowest score, run a string of sub-par rounds, or just have fun. When playing head-to-head, the game becomes so much more exiting. Playing 'SKINS' with others is also a blast. The many games I  have played while play testing with others have frequently come down to the last hole with the competitors running neck and neck, and all too often, going down to the LAST ROLL OF THE DICE to determine the winner. After playing well over 250 rounds, I can truly say that the game has an incredible golf 'Flow' to it.
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2. How the game is played    
Let's take a look at the nuances of GolFUNator. The game uses a game board, two 10-sided dice, 5 decks of cards, and most importantly, the 'Shot Chart', which, in essence is your 'Bag of Clubs'. 
The lower the number on the die, the better the result will be. Also, remember that '0' on the die equals '10'. Most of the time only one die is needed to resolve the shot. However, there are times when the result of the die roll will be a 'SPLIT'. 

It will look something like this: 
	Fringe 1-7

 Rough Near Green 8-10


This is when you must use the second die to resolve the shot. If the 2nd die is 1-7, then the shot  has landed on the 'Fringe', if it is 8-10, it has landed in the 'Rough near Green'. 
So, from the tee on all par 4's and par 5's, the player chooses Driver Safe, Driver Normal, or Driver All Out, then rolls the dice and refers to the shot chart for the shot result. Here are the possible results:
Fairway Short- Ball lands in the fairway 220-260 yards out (red rectangle).

Fairway Medium-Ball lands in the fairway 260-300 yards out (white rectangle).

Fairway Long-Ball lands in fairway 300-350 yards out (blue rectangle).

1st Cut of rough-Ball lands in 1st cut. Add '1' to the next shot.

2nd Cut of rough-Ball lands in 2nd cut. Add '2' to the next shot.

Trouble- Errant drive-either pick a 'Tee Trouble' Card or a 'Luck' Card.
Most of the time, the next shot will be the approach shot to the green. All par 3's also begin with an approach shot to the green. Depending on where the ball has landed, will determine the club to use on the ensuing shot. From here, the player chooses Safe, Middle (of the green), or (Go for the) Pin. The possible results are as follows: 

Hole (ball is rolling toward the hole. Pick a 'Hole' Card), Level 1(1-5' from the hole), Level 2 (6-15' from the hole), Level 3 (16-25' from the hole), level 4 (over 25' from the hole), Fringe, Chip, Rough Near Green, Sand Trap, Deep Sand Trap, and Trouble. Once any of these results is reached, place the token on the generic green in the middle of the board.
There are times when the green cannot be reached on the next shot. In this case, use Layup. As with the driver, choose Safe, Normal or all-out. There is no specific club associated with the layup. The player is simply hitting to the zone (purple) in front of the green.
If the player scores 2 birdies in a row, he is considered 'Hot'. Reduce by '1' every roll of the colored die until a par or worse is scored. Conversely, 2 bogeys in a row makes the player 'Cold'. Add '1' to every roll of the colored die until a par or better is scored.
3. The Decks of Cards    
Three of the five decks of cards are used when the player hits a bad shot which results in a reading of 'Trouble'. It can be 'Tee Trouble', 'Layup Trouble', or 'Approach Trouble'. The 'Trouble' cards have a list of potential hazards and the circumstances surrounding the hazard. Here's an example of 'Tee Trouble':

	


In this case, the player looks to the zone on the board where he has aimed his shot and begins to go down the list. The first hazard on the 
card that is in the zone where he has aimed, is the hazard he has encountered. Just follow the instructions on the card from there.

Luck Cards can be a blessing or a curse. Whenever your shot results in a reading of 'Trouble', the player may choose a 'Luck' card. Each player may use up to 6 ' Luck' cards per round. The 'Luck' cards have 33% good luck, 33% bad luck, and 33% no luck. If the card results in no luck, just proceed to pick the trouble card.

The last deck of cards is the 'HOLE!' deck. Whenever the result of the shot reads 'HOLE!', your shot is heading right towards the pin! The player picks a card and reads the result which frequently will require another roll of the die. This is the most exciting card to pick.

4. Hazards    
Here are the types of hazards a player many encounter along with the range of results:

Fairway Bunker: Ranges from sitting on top of sand with a good lie (small penalty on next shot) to the ball being buried on the lip of the bunker causing the player to blast to the fairway, then hit.


Trees: Ranges from having a big opening with little or no penalty to the ball hitting a tree and bouncing out if bounds for a 1 stroke penalty.


Water: Ranges from the ball landing in the mud at water's edge to the ball landing in the water with a 1 stroke penalty.


Other: a wide variety of circumstances with variable penalties for ensuing shot.


Deep Rough: Always results in a Layup shot.
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5. The Board    
The 18 hole par 72 Highland Peaks CC is a strategically designed course. You will need to think of how to play each hole if you want to score well. 


The Board: Each hole is broken down into zones. These zones are where a pro golfer spends 99% of the time on the course. On all par 4 and par 5 holes there is the 'Fairway Landing Zone' which is broken into 3 landing areas, Short, Medium, & Long. Whenever 'Driver Safe' is chosen from the Tee, the player is aiming for Fairway Short 220-260 yards from the Tee. When 'Driver Normal' is chosen, 'Fairway 
Medium' 260-300 yards out is the target. Consequently when 'Driver All Out' is selected, 'Fairway Long' 300-350 yards out is the target zone.

Every hole has an 'Approach' zone. This is the area around the green. It is represented by an orange circle. Whenever 'Approach Trouble' is the shot result, all hazards within the Orange circle are in play. 'Approach Trouble' can result is any of the following: Water ( 1 stroke penalty), Sand Trap, Deep Sand Trap, Trees, Bad lie in rough, Ball rolling down embankment, and many more.

Finally there is the purple 'Layup' Zone. Whenever the player cannot reach the green on the next shot, he/she must hit to the 'Layup' Zone. Just like using the driver, the players choices are Safe, Normal & All Out. The result of this shot will tell the player which club is needed for the Approach Shot to the green. The best result is 'Chip'. This means the ball has landed in the fairway within 30 yards of the green. Once the player has made his layup shot, he transfers his player token to the large green in the middle of the board. The player moves his token to the generic green as soon as he either lays up or shoots his approach shot to the green. 
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Adjustments
	
	
	
	
	Possible Die Adjustments
	
	
	
	

	
	
	
	
	
	
	
	
	
	
	
	

	-1
	Wide Fairway from the Tee (always noted on board)
	 
	 
	 
	 

	-1
	Approach Shot to Large green (using 3W, LI, SI, & W only) Always noted on board
	 

	-1
	On every roll of the colored die after at least 2 birdies in a row (Hot Golfer)
	 

	 
	
	Once a Hot Golfer gets a par or worse, he is no longer Hot
	
	
	
	 

	-1
	Any other time when the golfer is instructed by a board notation, Luck Card, or Trouble Card

	+1
	Narrow Fairway from the Tee (only)
	 
	 
	 
	 
	 
	 

	+1
	Approach Shot to Small green (using 3W, LI, SI, & W only) Always noted on board
	 

	+1
	Hitting next shot from 1st Cut of       Rough
	 
	 
	 
	 
	 
	 

	+1
	On every roll of the colored die after at least 2 bogeys in a row (Cold Golfer)
	 

	 
	 
	Once a Cold Golfer gets a par or better, he is no longer Cold
	 
	 
	 

	+1
	When putting on a Large Green (noted with an *)
	 
	 
	 
	 

	+1
	Any other time when the golfer is instructed by a board notation, Luck Card, or Trouble Card

	+2
	Hitting next shot from 2nd Cut of Rough or instructed by Luck Card or Trouble Card

	
	
	
	
	
	
	
	
	
	
	
	

	
	            There is a maximum of (-3) and (+4) respectively
	
	


 There are many times during a round of GolFUNator where the player will make an adjustment to the die roll. For example, Prior to teeing off, the player looks at the hole and sees that this Fairway is Narrow, thus adding '+1' to the Tee Shot (Driver). The '+1'  adds 10% to the difficulty of hitting the Fairway because it is narrow. Conversely, a Wide Fairway will produce a '-1' to the die roll making the Wide Fairway easier to hit. Below is a list of possible adjustments:
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The Driver
	
	DRIVER
	DRIVER
	DRIVER

	
	SAFE
	NORMAL
	ALL OUT

	HIT FAIRWAY OR 1ST CUT OF ROUGH
	EXCELLENT
	AVERAGE
	FAIR

	HIT FAIRWAY
	VERY GOOD
	AVERAGE
	FAIR 

	HIT FAIRWAY SHORT (225-260 YD.)
	GOOD
	POOR
	WILL NOT HAPPEN

	HIT FAIRWAY MEDIUM (260-300 YD.)
	FAIR
	AVERAGE
	WILL NOT HAPPEN

	HIT FAIRWAY LONG (300-350 YD.)
	WILL NOT HAPPEN
	POOR
	FAIR-AVE.

	HIT 2ND CUT OF ROUGH OR TROUBLE
	POOR
	AVERAGE
	GOOD


The average Tour Golfer hits the fairway 62.5% of the time and the average drive is about 287 yards. Driving 'Normal' will yield these results over a period of time. Driving 'Safe' is equivalent to hitting a 3 Wood from the Tee. You will hit a shorter, but more accurate shot. 'All Out' is for the gambler. It usually yields either a long drive or trouble.

The chart above gives the player an idea of the risk/reward aspect of using the Driver in each of the three scenarios, Safe, Normal, or All Out.
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3 Wood

	
	3 WOOD
	3 WOOD
	3 WOOD

	
	SAFE
	MIDDLE
	PIN

	HIT AROUND OR ON GREEN WITH GOOD LIE
	VERY GOOD
	AVE-GOOD
	FAIR

	HIT GREEN OR FRINGE
	AVE-GOOD
	AVERAGE
	FAIR

	HIT GREEN
	AVERAGE
	AVERAGE
	FAIR

	HIT LEVEL 4 (OVER 25' FROM HOLE) OR BETTER
	AVERAGE
	AVERAGE
	FAIR

	HIT LEVEL 3 (16-25' FROM HOLE) OR BETTER
	POOR
	FAIR
	FAIR

	HIT LEVEL 2 (6-15' FROM HOLE) OR BETTER
	VERY POOR
	POOR
	FAIR

	HIT LEVEL 1 or HOLE! (0-5' FROM HOLE) OR BETTER
	VERY POOR
	VERY POOR
	POOR-FAIR

	HIT ROUGH NEAR GREEN OR TROUBLE
	FAIR-POOR
	AVERAGE
	AVE-GOOD





The 3 Wood is used when the golfer is 220-250 yards from the 



green. Choosing 'Safe' will get the Golfer around or on the green 



with little or no chance for a 1 putt. When 'Middle (of the 




Green)' is chosen, there is a better chance for birdie (still poor), 



but par chances are increased along with a higher risk of bogey. 



When '(Go for the) Pin' is chosen, it can put the player in birdie 



range, with a high degree of running into Trouble.
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Long Iron

	
	LONG IRON
	LONG IRON
	LONG IRON

	
	SAFE
	MIDDLE
	PIN

	HIT AROUND OR ON GREEN WITH GOOD LIE
	VERY GOOD
	GOOD
	AVERAGE

	HIT GREEN OR FRINGE
	GOOD
	AVERAGE
	FAIR

	HIT GREEN
	AVE.-GOOD
	AVERAGE
	FAIR

	HIT LEVEL 4 (OVER 25' FROM HOLE) OR BETTER
	AVE.-GOOD
	AVERAGE
	FAIR

	HIT LEVEL 3 (16-25' FROM HOLE) OR BETTER
	POOR
	FAIR
	FAIR

	HIT LEVEL 2 (6-15' FROM HOLE) OR BETTER
	VERY POOR
	POOR
	FAIR

	HIT LEVEL 1 or HOLE! (0-5' FROM HOLE) OR BETTER
	VERY POOR
	VERY POOR
	FAIR

	HIT ROUGH NEAR GREEN OR TROUBLE
	POOR-FAIR
	AVERAGE
	GOOD


The Long Iron is used when the golfer is 170-220 yards from the green. Choosing 'Safe' will get the Golfer around or on the green with little or no chance for a 1 putt. When 'Middle (of the Green)' is chosen, there is a better chance for birdie (still poor), but par chances are increased along with a higher risk of bogey. When '(Go for the) Pin' is chosen, it can put the player in reasonably good birdie range, with an increased  degree of running into Trouble.
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Short Iron

	
	SHORT IRON
	SHORT IRON
	SHORT IRON

	
	SAFE
	MIDDLE
	PIN

	HIT AROUND OR ON GREEN WITH GOOD LIE
	EXCELLENT
	VERY GOOD
	GOOD

	HIT GREEN OR FRINGE
	VERY GOOD
	GOOD
	AVE-GOOD

	HIT GREEN
	VERY GOOD
	GOOD
	AVERAGE

	HIT LEVEL 4 (OVER 25' FROM HOLE) OR BETTER
	VERY GOOD
	GOOD
	AVERAGE

	HIT LEVEL 3 (16-25' FROM HOLE) OR BETTER
	FAIR
	AVERAGE
	AVERAGE

	HIT LEVEL 2 (6-15' FROM HOLE) OR BETTER
	POOR
	FAIR
	FAIR-AVE.

	HIT LEVEL 1 or HOLE! (0-5' FROM HOLE) OR BETTER
	VERY POOR
	POOR
	FAIR 

	HIT ROUGH NEAR GREEN OR TROUBLE
	POOR
	FAIR
	AVERAGE


The Short iron is used when the golfer is 120-170 yards from the green. Choosing 'Safe' will get the golfer around the green most of the time with a poor chance for birdie. When 'Middle' (of the green) is chosen there is a fair, although distant chance for a birdie. If the player hits a good shot using (Go for the) Pin, there is a reasonably good chance for a 1 putt. When (Go for the) Pin is chosen, there is a chance of hitting the ball right at the pin. In this case, the player picks a 'HOLE!' card and watches the bouncing ball.
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Wedge

	
	WEDGE
	WEDGE
	WEDGE

	
	SAFE
	MIDDLE
	PIN

	HIT AROUND OR ON GREEN WITH GOOD LIE
	EXCELLENT
	VERY GOOD
	GOOD

	HIT GREEN OR FRINGE
	EXCELLENT
	VERY GOOD
	GOOD

	HIT GREEN
	EXCELLENT
	GOOD
	AVE-GOOD

	HIT LEVEL 4 (OVER 25' FROM HOLE) OR BETTER
	EXCELLENT
	GOOD
	AVE-GOOD

	HIT LEVEL 3 (16-25' FROM HOLE) OR BETTER
	GOOD
	GOOD
	AVE-GOOD

	HIT LEVEL 2 (6-15' FROM HOLE) OR BETTER
	FAIR
	AVERAGE
	AVERAGE

	HIT LEVEL 1 or HOLE! (0-5' FROM HOLE) OR BETTER
	VERY POOR
	FAIR
	AVERAGE

	HIT ROUGH NEAR GREEN OR TROUBLE
	VERY POOR
	POOR
	FAIR


       The Wedge is used when the golfer is 30-120 yards from the green. Choosing 'Safe' will get the golfer around the green almost all of the time with a fair-poor chance for birdie. When 'Middle' (of the green) is chosen there is a fair, although distant chance for a birdie. If the player hits a good shot using (Go for the) Pin, there is a reasonably good chance for a 1 putt.
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Layup

	
	LAYUP
	LAYUP
	LAYUP

	
	SAFE
	NORMAL
	ALL OUT

	HIT FAIRWAY
	EXCELLENT
	VERY GOOD
	GOOD

	HIT LI OR BETTER DISTANCE
	EXCELLENT
	VERY GOOD
	GOOD

	HIT SI OR BETTER DISTANCE
	VERY GOOD
	VERY GOOD
	GOOD

	HIT W OR BETTER DISTANCE
	AVERAGE
	AVE-GOOD
	GOOD

	HIT CHIP DISTANCE
	FAIR
	FAIR-AVE
	GOOD

	HIT ROUGH NEAR GREEN OR TROUBLE
	VERY POOR
	FAIR-POOR
	FAIR


Whenever the player is unable to reach the green on the next shot, or whenever a player chooses, he may layup his shot short of the green to the Layup Zone. The actual club the player is using to layup is not distinguishable, only that he is laying up. The best result the player can achieve is 'Chip'. This means the player has landed the Layup shot within 30 yards of the green in the Fairway. The worst scenario is 'Layup Trouble'. In this case, the player looks within the Layup Zone and picks a 'Layup Trouble' card to determine the outcome. Because the Layup shot is a relatively safe shot to begin with, the odds of running into trouble are relatively low.
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   Deep Sand, Sand Trap,         Rough Near Green & Chip

	
	DEEP SAND
	SAND
	ROUGH NEAR
	 

	
	TRAP
	TRAP
	GREEN
	CHIP

	HIT GREEN
	GOOD
	VERY GOOD
	VERY GOOD
	EXCELLENT

	HIT LEVEL 4 (OVER 25' FROM HOLE) OR BETTER
	GOOD
	VERY GOOD
	VERY GOOD
	EXCELLENT

	HIT LEVEL 3 (16-25' FROM HOLE) OR BETTER
	AVERAGE
	VERY GOOD
	VERY GOOD
	EXCELLENT

	HIT LEVEL 2 (6-15' FROM HOLE) OR BETTER
	FAIR
	AVERAGE
	AVE-GOOD
	VERY GOOD

	HIT LEVEL 1 or HOLE! (0-5' FROM HOLE) OR BETTER
	FAIR-POOR
	FAIR
	FAIR-AVE
	AVERAGE

	STAY IN HAZZARD
	FAIR
	FAIR-POOR
	POOR
	VERY POOR



There are no choices here. When the player lands in any of these 
areas, all that is needed is a roll of the dice to determine the outcome.

Here are the approximate percentages of getting up and down from 
each of the above lies:

Deep Sand Trap = 30%

Sand Trap = 45%

Rough Near Green = 50%

Chip = 65%
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      Putting from the Fringe

	
	FRINGE
	FRINGE

	
	LAG
	GO

	HIT LEVEL 3 (16-25' FROM HOLE) OR BETTER
	EXCELLENT
	EXCELLENT

	HIT LEVEL 2 (6-15' FROM HOLE) OR BETTER
	EXCELLENT
	GOOD

	HIT LEVEL 1 or BETTER
	GOOD
	AVERAGE

	HIT IN THE HOLE!
	VERY POOR
	POOR-FAIR




The player must choose 'Lag' or 'Go' from the fringe. Choosing 


'Go' increases the chance of putting the ball into the hole by 


8%. Choosing 'Lag' decreases the chance of a 3 putt by 13.5%.


Choose wisely.

                        Putting
	
	LEVEL 4
	LEVEL 4
	 
	 
	 

	
	(OVER 25')
	(OVER 25')
	LEVEL 3
	LEVEL 2
	LEVEL 1

	
	GO
	LAG
	(15-25')
	(6-15')
	(0-5')

	3 PUTTS
	FAIR
	POOR
	POOR
	VERY POOR
	VERY POOR

	2 PUTTS
	GOOD
	VERY GOOD
	VERY GOOD
	EXCELLENT
	EXCELLENT

	1 PUTT
	POOR-FAIR
	VERY POOR
	POOR-FAIR
	FAIR-AVE.
	EXCELLENT



Putting from levels 1, 2, & 3 do not require a choice. The player just 
rolls the dice. The percentages of a 1 putt are; 95% from L1 (0-5'),
45% from L2 (6-15'), and 15% from L3(16-25'). Player must chooses 
'Go' or 'LAG' from L4 (over 26'). Remember to add '1' to the die       
whenever landing on Level 4* on a large green.
Hole # 1 

Par 4

429 Yards

Average Score - 4.15

Fairway Pct.  - 59.0%

Average Drive - 285.0 Yards

Green in Regulation - 50.0%

Average Putts (GIR) - 1.58 (1.73)

Scramble Pct. - 56.8%

Fairway Size - Normal

Green Size - Normal
Unusual Attributes - None
Club used from Fairway Short - Long Iron
Club used from Fairway Medium - Short Iron
Club used from Fairway Long - Wedge
For some unknown reason, this is not an easy hole (#6 handicap). The best bet here is to hit a 'Normal' Drive which will give the player a 'Short Iron' to the green. Number 1 has been playing bogey or worse 28% of the time.

Best way to play Hole #1
Drive Normal to Fairway Medium. Short Iron Middle to green. Lag Putt if putting from Level 4.
Hole # 2 

Par 5
537 Yards

Average Score - 4.41
Fairway Pct.  - 65.0%

Average Drive - 289.9 Yards

Green in Regulation - 87.0%

Average Putts (GIR) - 1.54 (1.56)

Scramble Pct. - 72.7%

Fairway Size - Normal

Green Size - Normal
Unusual Attributes - None
Club used from Fairway Short - Layup
Club used from Fairway Medium - Layup(-1) or 3 Wood
Club used from Fairway Long - Long Iron

A drive to 'Fairway Medium' will give the player a 3 Wood to the green in two with an excellent chance for birdie. There is water Long Left. Approach Trouble could land in a Deep Sand Trap. This is a 'Birdie' hole, #17 handicap.

Best way to play Hole #2

Drive Normal to Fairway Medium. 3 Wood Safe to green. Lag Putt if putting from Level 4 for a birdie.
Hole # 3 

Par 4
485 Yards

Average Score - 4.12
Fairway Pct.  - 72.0%

Average Drive - 289.7 Yards

Green in Regulation - 52.0%

Average Putts (GIR) - 1.59 (1.75)

Scramble Pct. - 54.5%

Fairway Size - Normal

Green Size - Normal
Unusual Attributes - None
Club used from Fairway Short - 3 Wood
Club used from Fairway Medium - Long Iron
Club used from Fairway Long - Short Iron

Best way to play Hole #3

Drive Normal to Fairway Medium. Long Iron Safe to green. Lag Putt if putting from Level 4 for a par.
Hole # 4 

Par 3
215 Yards

Average Score - 3.08
Fairway Pct.  - n/a
Average Drive - n/a
Green in Regulation - 67.0%

Average Putts (GIR) - 1.67 (1.78)

Scramble Pct. - 63.0%

Fairway Size - n/a
Green Size - Normal
It is best to play this straight up, 'Middle' or 'Safe'. There is a 20% chance of birdie. However, 3 times out of 100, there was a triple bogey due to the lake in front of the green. This is the #8 handicap hole. So, just try to be on or around the green from the tee to get par.

Best way to play Hole #4

Long Iron Safe or Middle to green. Lag Putt if putting from Level 4 for a par.
Hole # 5 

Par 4

358 Yards

Average Score - 3.83
Fairway Pct.  - 64.0%

Average Drive - 300.0 Yards

Green in Regulation - 71.0%

Average Putts (GIR) - 1.45 (1.39)

Scramble Pct. - 40.0%

Fairway Size - Normal

Green Size - Normal
Unusual Attributes - Creek runs across Fairway Medium
Club used from Fairway Short - Short Iron
Club used from Fairway Medium - Wedge
Club used from Fairway Long - Chip

Because there is a creek running through the 'Fairway Medium' Zone, most of the time the player goes 'All Out' from the tee leaving a 'Chip' to the green. It is not unwise to go safe, but that still leaves a chance of getting wet (because playing 'Safe' off the tee still lands in the 'Fairway Medium' Zone 20% of the time. If the Tee shot lands in the 'Fairway Medium' Zone, there is a 40% chance the ball will end up wet. This hole is #13 handicap, making it a very birdie-able hole.

Best way to play Hole #5

Drive All Out to Fairway Long. Chip to green. Be aggressive on the putt for a birdie.
Hole # 6 

Par 4

498 Yards

Average Score - 4.32
Fairway Pct.  - 61.0%

Average Drive - 273.5 Yards

Green in Regulation - 47.0%

Average Putts (GIR) - 1.69 (1.83)

Scramble Pct. - 46.7%

Fairway Size - Narrow
Green Size - Small
Unusual Attributes - None
Club used from Fairway Short - 3 Wood
Club used from Fairway Medium - Long Iron
Club used from Fairway Long - Short Iron

Hole #6 is the third most difficult on the course. It's long with a narrow fairway and postage stamp green. The fairway pct. is pretty high because it is a good idea to play it safe off the tee, then a safe 3 Wood to the green just to get close. Birdies are a 10-1 bet and bogey or worse is 35%.

Best way to play Hole #6

Drive Safe to Fairway Short. 3 Wood Safe to green. Up and Down or 2 putt for par.
Hole # 7 

Par 5
617 Yards

Average Score - 5.04
Fairway Pct.  - 61.0%

Average Drive - 273.5 Yards

Green in Regulation - 53.0%

Average Putts (GIR) - 1.65 (1.72)

Scramble Pct. - 47.8%

Fairway Size - Narrow
Green Size - Normal
Unusual Attributes - None
Club used from Fairway Short - Layup (Safe Only)
Club used from Fairway Medium - Layup
Club used from Fairway Long - Layup (-1) or 

3 Wood (Pin Only)

Number 7 is the longest hole on the course, reachable in two only with a monster drive followed by an accurate 3 Wood to the pin. It has been eagled 5% of the time, and birdied 18%. There is a small lake protecting the green. Aiming for fairway medium gives the player a very good chance for par, or even birdie.

Best way to play Hole #7

Driver Normal from tee. Layup Normal to Layup Zone. Chip or Wedge Pin to green. 
Hole # 8
Par 3
151 Yards

Average Score - 2.96
Fairway Pct.  - n/a
Average Drive - n/a
Green in Regulation - 69.0%

Average Putts (GIR) - 1.62 (1.74)

Scramble Pct. - 62.1%

Fairway Size - n/a
Green Size - Normal
Unusual Attributes - None
Club used from Tee - Short Iron

This is a straightforward Short Iron to the green. In 100 rounds, there was 1 Hole in One and 22 birdies. When playing Short Iron or Wedge, aiming for the Pin becomes a reasonable choice. There is water alongside the green. This hole is #11 handicap.

Best way to play Hole #8

Short Iron Middle or Pin to green. Lag Putt if putting from Level 4 for a par.
Hole # 9 

Par 4

430 Yards

Average Score - 3.81
Fairway Pct.  - 66.0%

Average Drive - 303.0 Yards

Green in Regulation - 63.0%

Average Putts (GIR) - 1.37 (1.38)

Scramble Pct. - 64.7%

Fairway Size - Wide
Green Size - Large
Unusual Attributes - None
Club used from Fairway Short - Long Iron
Club used from Fairway Medium - Short Iron
Club used from Fairway Long - Wedge

The Wide fairway and Large Green are very tantalizing, and for good reason. 40% of the time this hole has been birdie or better (3 times in 100 the second shot was holed for an eagle. Normal off the Tee will give the player a short Iron to the Large green. All Out (50% chance of landing in the Fairway) yields a Wedge to the dance floor. This is a birdie hole, #13 handicap.

Best way to play Hole #9

Driver Normal from tee. Short Iron Pin to green. 
Hole # 10
Par 4

502 Yards

Average Score - 4.35
Fairway Pct.  - 54.0%

Average Drive - 282.8 Yards

Green in Regulation - 63.0%

Average Putts (GIR) - 1.37 (1.38)

Scramble Pct. - 38.0%

Fairway - Narrow
Green - Large
Unusual Attributes - None
Club used from Fairway Short - Layup (-1)
Club used from Fairway Medium - 3 Wood
Club used from Fairway Long - Long Iron

The longest par 4 on the course has a narrow fairway and large green. The player cannot reach the green in two with a short drive.

Best way to play Hole #10

Driver Normal from tee. 3 Wood Safe to green. 
Hole # 11
Par 4

330 Yards

Average Score - 3.31
Fairway Pct.  - 54.0%

Average Drive - 300.0 Yards

Green in Regulation - 65.0%

Average Putts (GIR) - 1.51 (1.49)

Scramble Pct. - 64.7%

Fairway - Normal
Green - Normal
Unusual Attributes - Green is reachable from Tee. Lake in Fairway Medium and Fairway Long.
Club used from Fairway Short - Wedge
Club used from Fairway Medium - Chip
Club used from Fairway Long - n/a

Because the green is reachable from the tee, this par 4 is the easiest hole on the course. 15% of the time it has been eagled and almost 60% birdie or better. Bogey or worse happens only 11% of the time. There are 2 options: Hit a safe drive to the Fairway Short which give the player a Wedge to the green, or 'Go for the Green' from the tee using '3 Wood Pin' as the club of choice. Fairway Medium & Fairway Long will put the ball in the lake. An eagle or birdie is necessary here to score a good round.

Best way to play Hole #7

3 Wood Pin to green. Be aggressive.

Hole # 12
Par 4

488 Yards

Average Score - 4.19
Fairway Pct.  - 53.0%

Average Drive - 309.6 Yards

Green in Regulation - 49.0%

Average Putts (GIR) - 1.56 (1.63)

Scramble Pct. - 48.7%

Fairway - Normal
Green - Normal
Unusual Attributes - Trees in Fairway on Fairway Short and Fairway Medium
Club used from Fairway Short - 3 Wood
Club used from Fairway Medium - Long Iron
Club used from Fairway Long - Short Iron

There are trees in the Fairway Short & Fairway Medium zones. Consequently, most of the time the player will be tempted to go 'All Out' from the tee which will yield a Short Iron to the green. If the drive lands in FS or FM, there is a 30% chance of the trees blocking a direct shot to the green. The 309.6 average drive is the highest of any hole with good reason.

Best way to play Hole #12

Take you chances with Driver Normal from tee. Long Iron Safe to the green. 
Hole # 13
Par 5
515 Yards

Average Score - 4.59
Fairway Pct.  - 72.0%

Average Drive - 283.7 Yards

Green in Regulation - 72.0%

Average Putts (GIR) - 1.54 (1.50)

Scramble Pct. - 60.0%

Fairway - Normal
Green - Small
Unusual Attributes - None

Club used from Fairway Short - Layup (-1) or
 3 Wood (Pin Only)
Club used from Fairway Medium - 3 Wood
Club used from Fairway Long - Long Iron

This is the shortest par 5 on the course. What makes it a challenge is the small green which is protect by both water and a deep sand trap. Trouble on the approach shot can be a disaster. 
Best way to play Hole #13

Driver Normal from tee. 3 Wood Safe to green in two. Putt for eagle.

Hole # 14
Par 3
199 Yards

Average Score - 2.86
Fairway Pct.  - n/a
Average Drive - n/a
Green in Regulation - 67.0%

Average Putts (GIR) - 1.52 (1.63)

Scramble Pct. - 68.8%

Fairway Size - n/a
Green Size - Large
Unusual Attributes - None
Club used from Tee - Long Iron
This large green is surrounded by water. It is ideal to land within 25' of the hole (Level 3 or better).
Best way to play Hole #14

Long Iron Middle from tee. Lag putt from Level 4. 
Hole # 15
Par 4

475 Yards

Average Score - 4.39
Fairway Pct.  - 62.0%

Average Drive - 296.7 Yards

Green in Regulation - 39.0%

Average Putts (GIR) - 1.63 (1.85)

Scramble Pct. - 48.7%

Fairway - Normal
Green - Normal
Unusual Attributes - None

Club used from Fairway Short - 3 Wood
Club used from Fairway Medium - Long Iron
Club used from Fairway Long - Short Iron

For some reason, this hole is the #1 handicap hole on this course. The Fairways Hit percentage is average. But the GIR is over 20% lower than the average. Could it be that by this time the player has used all of his attempts at 'LUCK'? I'm not sure. The 296.7 average drive leads me to believe the player goes All Out from the tee more often than normal. This might occur if the player is behind at this point in the game. Suffice it to say that this hole plays bogey or worse 35% of the time.

Best way to play Hole #15

Driver Normal from tee. Long Iron Safe to green in two.

Hole # 16
Par 3
115 Yards

Average Score - 2.97
Fairway Pct.  - n/a
Average Drive - n/a
Green in Regulation - 71.0%

Average Putts (GIR) - 1.59 (1.66)

Scramble Pct. - 62.5%

Fairway Size - n/a
Green Size - Small
Unusual Attributes - None
Club used from Tee - Wedge

#16 is patterned after The famous #7 at Pebble Beach. With the small putting surface, it's probably a good bet to play for the middle of the green. This hole is birdied over 25% of the time.

Best way to play Hole #16

Wedge Middle from tee. Putt aggressively.

Hole # 17
Par 4

466 Yards

Average Score - 4.31
Fairway Pct.  - 64.0%

Average Drive - 306.1 Yards

Green in Regulation - 42.0%

Average Putts (GIR) - 1.60 (1.83)

Scramble Pct. - 52.1%

Fairway - Wide
Green - Small
Unusual Attributes - None

Club used from Fairway Short - 3 Wood
Club used from Fairway Medium - Long Iron
Club used from Fairway Long - Short Iron

The 306.1 yard average drive screams 'All Out' from the tee. But the water, trees and 38% bogeys says, Driver Normal. It's the temptation of approaching the green with a Short Iron as opposed to a Long Iron, especially with the postage-stamp green. This hole is the #4 handicap, so be careful.

Best way to play Hole #17

Driver Normal from tee. Long Iron Safe to green. Putt aggressively.
Hole # 18
Par 5
466 Yards

Average Score - 4.43
Fairway Pct.  - 60.0%

Average Drive - 285.7 Yards

Green in Regulation - 80.0%

Average Putts (GIR) - 1.56 (1.56)

Scramble Pct. - 47.1%

Fairway - Narrow
Green - Normal
Unusual Attributes - None

Club used from Fairway Short - Layup
Club used from Fairway Medium - Layup (-1)

or 3 Wood
Club used from Fairway Long - Layup (-2) 

or Long Iron

Although Hole #18 has a narrow fairway, it is still a hole where the player should score birdie. If you have any 'Luck' cards left and run into trouble off the tee, use it because there is water on the right all the way. The player must reach the Fairway Medium Zone in order to reach the green in two. A long drive will yield a Long iron to the dance floor. If the player is ahead at this point, don't take any chances at eagle.

Best way to play Hole #18

Driver Normal from tee. 3 Wood Safe to green in two. Putt for eagle.
Course Averages
Score - 71.12
Front Nine - 35.72
Back Nine - 35.40
 GIR - 62.4%
 Fairways Hit - 62.1%
Putts Per Round - 28.3
Par 3 - 2.97
Par 4 - 4.06

Par 5 - 4.62
Easiest Hole - #11 (330 yd. Par 4 - 3.31 Strokes)

Most Difficult Hole - #15 (475 yd. Par 4 - 4.39 Strokes)

Drive Distance - 292.0 (Advanced Rules)
Scramble % - 55.2%
Sand Save % - 57.8%
Holes in One - 2 (#8 & #16)

Eagles - 3.1%
Birdies - 26.9%

Pars - 46.3%
Bogeys - 19.5%
Double Bogeys - 3.1%
Other - 1.0%
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