
THURSDAY NIGHT WOMEN’S GOLF 2022 SCHEDULE: 
 
Date     Game (tentative) 
April 14    Radar 
April 21    Trouble 
April 28    Pink Ball (teams) 
May 5     Least Putts 
May 12      Radar/Sweet & Sour 
May 19    Golf Yahtzee 
May 26    Team Scramble 
June 2     Least Putts/Radar Putts 
June 9     Trouble 
June 16    Radar/Substitute Par 
June 23    Lonestar Team Game 
June 30    Canada D-eh Game 
July 7     5 Hole Total/9 Hole Total 
July 14     Golf Yahtzee 
July 21     Consecutive 5/Consecutive 3 
July 28     Team Challenge 
August 4    Least Putts/Hidden Holes 
August 11    10 Buck Thursday 
August 18    Best 3/Best 6 
August 25    Chapman (played in partners) 
September 1    Lefty-Righty 
September 8  No golf due to course aeration 
September 15    Team Scramble 
 
Game Descriptions 
Best Six:  Drop your highest par 3, par 4, and par 5 scores.  
 
Chapman: Both players tee off every hole. On the second shot, crossover and hit your 
partner’s drive, then select which ball to play.  There will be only 1 ball played after the 
2nd shot, alternating players, until the hole is completed.  A player may not his 2 shots in 
sequence.  Record the score.  Penalty shots do NOT affect order of play. 
 
Consecutive Five/ Three:  Prior to teeing off, each player circles five/three consecutive 
holes on their scorecard.  The scores of these three holes will be deducted from their 
score. 
 
Golf Yahtzee:  Prior to teeing off, each player will be given a Golf Yahtzee scorecard to be 
filled in and handed in after your round.  Player with the highest score wins. 
 
Hidden Holes:  Record all scores on your scorecard.  While we are golfing, the pro shop 
staff will determine which six holes will count for today’s round. 



Least Putts:  Keep track of all putts made from the putting green. 
 
Lefty-Righty:  In foursomes, everyone tees off.  The two players to the right form a team, 
the two players to the left form a team.  Everyone plays their ball out.  The player with 
the lowest score earns a point for their team.  If the two teams are tied, no points are 
earned.  On the next hole, new teams are formed according to tee shots.  After the 
round, the player with the most points win.  If you are a group of three, the player with 
the ball furthest left plays as a single. 
 
Lonestar: Prior to the start of tee off, each player must select one hole # which they will 
score individually.  The remaining ladies will play that same hole as a scramble.  On a 
player’s selected hole, add the team score and the single player’s scores together.  All 
other holes are played as a team scramble. 
 
Pink Ball:  Each group will have a pink ball.  Golfers rotate as the pink ball player:  Golfer A 
on hole #1, B on #2, C on #3, D on #4, back to A on #5, and so on.  The pink ball’s score, 
on each hole, is added to the lowest score of the other three players.  This combined 
score is recorded on the team scorecard.  If the pink ball gets lost just continue the play 
with another ball. 
 
Radar:  Score 1 point for hitting the fairway on all par fours and all par fives, and 1 point 
for hitting the green on all par threes with your tee shot. 
  
Radar Putts: On each hole, you earn 5 points if your tee shot is on the fairway or green, 3 
points if your tee shot misses the fairway or green.  Subtract the number of putts it takes 
you to sink your ball.  Record this number for the hole.  Yes, it may be a negative number! 
 
Sweet and Sour:  Over nine holes, add your best 4 scores to your (1) worst.  
 
Substitute Par:  Substitute your worst par three score, your worst par four score, and 
your worst par five score with par scores. 
 
Team Scramble:  All players tee off every hole, then select the better ball.  Each player 
hits their next shot from within one club length, no nearer the hole, of the selected 
location.  You must remain in the same “cut” of grass. If you choose a ball in a bunker or 
penalty area, the one club length applies, but the balls must be hit from the bunker or 
penalty area. Continue this format until the ball is in the hole.  Record the score. 
 
Trouble:  Points are accumulated each time a bit of trouble is encountered on the course.  
One point for each tree or stump hit, one point for each sand bunker shot, one point for 
each hazard shot, one point for each shot coming to rest on the cart path, and two points 
for each ball going into water.  Don’t you love golf? 
 
 



 
 

 


