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PREFACE
EZRGolf.com came into being through years of research, both
on and off the golf course.

It was developed with the idea that

learning to play golf could be made easier by placing the
emphasis on how to avoid trouble rather than how to get out of
trouble.

Knowing that there is almost an endless amount of

information avaliable, it is acknowledged that EZRGolf.com is
not the only good way to learn to play golf, but it will most likely
be the least expensive. The greatest thing about EZRGolf.com
is that I have done the research for you.
procedures in this book are original.

None of the

They are comprised of

procedures used by the best golfers and golf teachers in the
world. My talent lies in the ability to compress their knowledge
into a workable plan.

I want to thank all the professionals and friends in the sport who
have promoted the integrity of the game. I would especially like
to thank the following : Randy Loveless who encouraged me to
stay with the game; my mentor Gene Ware who stuck by me
even when I frustrated him; my personal coach, Robert Gordon
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from GOLF TEC; and most of all my Lord and Savior Jesus
Christ who is my help in all things. Play well and never give up.

Robert
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INTRODUCTION
Golf is a game filled with many challenges; not the least of these
are the weather, the condition of the course, the number of
hazards, the mental and physical ability of the player and the
days the ball just won’t go into the hole.

Actually, the many challenges the golfer faces during a round
are what keep golf interesting. Problems occur when golfers
allow the challenges to become frustrations. EZR (easier) Golf
is an approach designed to help the player play better by
keeping things as simple and easy as possible. Even so, a little
frustration can be a motivation to do better.
challenge, complacency would set in.

Without some

In order to achieve a

balance, EZR Golf focuses on the importance of:
1. the ability to relax.
2. the mechanics of the golf swing.
3. the ability to translate a "mechanical" swing into a "feel"
swing.
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Good mechanics (step-by-step) can result in breaking 100 but it
takes good mechanics and some feel to break 90. Consistency
and greater feel are needed to break 80 and even more of both
are required to play professionally.

None of the above will

happen until the golfer learns to relax.

Phase I -- Learn to Relax
First, golf is a game you want to enjoy. If you hit a wayward
shot, go to the next shot or hole reminding yourself you are
there to have fun.

Your score will improve.

smoothly at a speed that is controllable.

Second, swing

This is the key to

hitting more fairways and greens, a proven statistic in lowering
scores.

Third, increase consistency through correct practice.

Keeping these three goals in mind will set you on the road to
relaxation and help you avoid the major causes of extreme
frustration.

Before going to the number one tee loosen up:
1.

Do a couple of stretching exercises to loosen up your

muscles.
2. Swing a couple of clubs back and forth just nicking the grass.
3. Practice your set-up before each practice shot.
4. Hit a few shots with different kinds of clubs.
5. Take the above to the golf course.
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Note: Relaxing does not mean you don’t control your club. For
example: you grip the club lightly enough to allow it to do its job
but firmly enough to maintain control. Squeezing the grip and
trying to kill the ball only tenses your muscles. If you swing the
club smoothly at a speed you can control, the speed will
naturally increase over time (meaning more distance without
loss of control). If you are hitting well and suddenly you can’t hit
it straight anymore, slow down enough to regain control. Relax!

Phase II -- Step-by-Step (Mechanics)
First, the golfer must allow the golf club to do its job. Golf clubs
are designed to allow a player to hit the ball a certain distance.
Every club is designed to hit the ball a little farther than the next
size down in a matched set.

The longer the club and the

steeper the club face angle (in a set) are what allows the ball to
travel farther. Drivers are designed to hit the ball farther than
fairway woods which are designed to hit the ball farther than
irons. Consistency of the swing, strength and flexibility of the
golfer, and accuracy of striking the ball basically determine just
how far a particular golfer will hit the ball with a particular club.

Second, the golfer must be able to control the ball. Hitting the
ball far off the tee is exciting to watch and fun to do, but is not
necessary to play well. The ability to control the ball is more
important if the goal is to lower scores.
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Third, there are things that can be done to make it easier (EZR)
to control distance and hit the ball straight at the same time.
Distance is controlled primarily by club selection, so once the
club is selected a player can concentrate on the swing. Take a
practice swing or two, check alignment, then make your swing
exactly as you practiced it. For putts, alignment and distance
are both critical. Many golfers tend to concentrate on one and
forget the other. One key to better putting is to concentrate on
the aim point during set-up, then concentrate on distance during
the putt. This technique is the easiest way to avoid three and
four putts. One or two practice putts help get the feel of the
putt.

Phase III -- Feel
There are two things that primarily contribute to feel: natural
ability and practice. It seems that the less you have of one the
more you need of the other.

For most, more practice is

necessary.

Nearly everyone has tossed a ball to small children. Since the
distance is short, it is easy to develop a feel to land the ball in
their hands without hurting them. Those who have advanced to
pitching a softball know it takes more skill (feel) to get the ball
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over the plate with just the right arc to get a strike. The same is
true in golf. Tempo and rhythm are the terms used in sports.

Tempo and rhythm are necessary for good feel and consistent
play. For a golfer, tempo is basically the speed at which the
swing ought to be made to help the ball travel a wanted
distance. For best results, swing at a speed that is comfortable
to you (normally about 85% of your fastest swing).

Another factor is rhythm.

Rhythm, the acceleration and

deceleration of the swing, also has an influence on how far the
ball travels. In general, the club should decelerate near the top
of the backswing and smoothly transition to the down swing
increasing the acceleration rate as the club nears the ball to
maximize the speed at ball contact.

Professional golfers

combine tempo and rhythm so as to make the swing look easy.
Bottom line, if it looks easy but the ball travels far, then you
probably have the tempo and rhythm right.
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SECTION I
GETTING STARTED
Concentrate on the swing and not on trying to hit
the ball. Let the ball get in the way of the swing.
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One of the greatest things about golf is that you control your
own game. It is as much about playing against the course as it
is playing against other players.

There are two basic golf

games: stroke play and match play. Stroke play is the most
popular form of play. In stroke play the player tries to make the
lowest score over 18 holes. In match play, the player who has
the lowest score for a hole wins that hole. In this case, the
player who wins the most holes wins the round. Match play is
often used to determine amateur champions.
Another great thing about golf is the “stroke handicap” system.
Golf can be played evenly by players with varying skill levels. It
is structured with a system that “handicaps” the better player’s
score. There is a percentage formula involved, but a simplified
explanation is that a player who averages close to par golf has a
zero handicap and a player who averages 10 over par has a 10
handicap. In simple terms, this means the “par” golfer has to
spot the "10 handicapper" 10 strokes.

Before selecting your golf equipment, it is advisable to consult a
professional, preferably a club fitter.
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Why?

Consider one

simple item, the golf ball.

Many golfers do not know the

difference between one golf ball and another except the fact that
some balls are more expensive than others. They figure that
the more expensive the ball the farther they can hit it so they
either buy these or rejoice when they find one on the course.
The truth is the distance hit depends mainly on the strength and
skill of the golfer and the compression of the ball. Pros hit high
compression balls farther because they hit the ball in the sweet
spot at a high rate of speed. The average golfer cannot swing a
club fast enough to really compress a high compression ball so
they need a lower compression ball to reach their maximum
distances.

Another thing is that balls with a softer shell are

easier to control when pitching or chipping onto the green. A
club fitter can measure your swing speed to help you select the
balls that will give you the best distance and feel for your swing.

If there is this much difference in golf balls think how much more
you need to know in selecting the correct clubs for your game.
Mr. Gene Ware, the 1990 Club Fitter of the Year, is my golf
mentor and source for club fitting. From his experience he has
determined that there are “ten fitting variables” that determine
the best club for an individual. These are the lie angle, shaft
flex, shaft flex point, club head design, club loft (irons), grip size,
club length, swing weight, face angle (woods), and club loft
(woods). Gene stated that you don’t necessarily have to buy
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new equipment to benefit from a club fitter. Many times fitters
can make adjustments on your present clubs in two of the most
important areas, lie angle and loft, for a nominal fee.

The type of shaft selected is very important. A senior golfer
may need to use a driver that has a shaft with more flexibility in
order to hit the ball farther. A young strong golfer needs a shaft
with less flexibility because a club with a lot of flexibility would
bend so much it would be difficult to control the ball flight.
Consultation with a professional golf teacher is the surest and
easiest way to avoid having to correct your swing later. Many
times I have heard a player state that they "took a lesson and
now their swing is worse than ever". Those who have been
playing a while know most major swing changes take time. Find
a teacher you like and give him or her a chance to help your
game.

EZR Golf contains a plan to make learning to play golf easier.
There is one full swing for all clubs. This swing is shortened for
better control on mid and short range shots and shortened even
more for short pitches and chip shots.

To make the short

swings easier, the exact swing is used for each club in a
particular area (the same for chipping, the same for pitching,
etc.). So read on and enjoy this inexpensive plan to EZR golf.
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CHAPTER 1
GRIP, ALIGNMENT and SET-UP
If you want to make the game of golf EZR, you MUST have a
solid foundation. Grip, alignment, and set-up are the foundation
for a consistent golf swing. In fact, if you don’t get this right, the
only consistent part of your game will be your inconsistency.

This is not to say there is only one way to hold or swing a club.
If you watch the pros, you will see that there are different ways
to hold the club and address the ball. The key is to find the one
that works for you.

Grip, alignment and set-up are key elements of the "pre-shot
routine" found at the end of this chapter.
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The Grip
There are three basic grips used by golfers. The first is the tenfinger (baseball) grip as in picture 1. The hands are not locked
but held side by side like a baseball grip. Not many adults use
this grip. It may work best for small or weak hands like those of
small children.

The next grip is the interlocking grip. The little finger of the right
hand is locked between the first and second finger of the left
hand as in picture 2. The third grip is the over-lapping (Varden)
grip. The little finger of the right hand is placed on top of the
groove between the first and second finger of the left hand as in
picture 3.

Setting the Grip
With your left hand in front of you, place the club just below the
pad below your thumb and across the first pad of your pointer
finger as in picture 4. Close your fingers around the club and
hold the club up in front of you. The fingers should just touch
the palm as in picture 5. Next, place your right hand on the
handle just above the left hand using one of the grips shown in
pictures 1, 2, or 3. The bottom edge of the club should point
straight up when held up in front of you. When the club is placed
on the ground the face appears slightly closed. It is not. This is
an optical illusion.
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Place the club head on the ground in front of you. Picture 6
shows the club as it is lowered to the ground. The Varden grip
is shown in this example. Picture 7 shows that the grooves
between the thumb and first fingers on both hands point toward
the right shoulder.

1

2
1

4

5

1

1

7
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Clubface Alignment
There are two points that must be considered for every shot.
The first is the "aim point". For the basic shot, this is the point
the club face is set perpendicular (square) to. The second point
is the" target". This is where you want the ball to end up.

When a straight (no wind) shot is desired, the aim point and the
target are along the same line.
= Aim Point
5

= Target

Aim point and the target are the same

Fairway
Club face
Below is the set-up and alignment for the above. The swing path
and club face are aligned with the aim point/target.

No Wind
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When the wind is blowing, the ball can be hit into the wind to
keep the ball in the fairway.

When a shot into the wind is necessary, the aim point and the
target are not along the same line. The wind should push the
ball back toward the target.

= Aim Point
Wind

= Target
Aim point and Target are not the same

Fairway
Club face
Below is the set-up and alignment for the above. The swing
path and club face are aligned with the aim point.

Wind
Win
d
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Alignment
1. Stand behind the ball in line with the aim point (middle of the
fairway, center of green, flagstick, tree, tower, etc.).
2. Hold the club head up in front of your face to set your grip.
3. Pick a spot about 2 feet in front of the ball in line with the
aim point. Remember the spot and move to the set-up position.

Set-up and Posture
1. Stand square to the ball with the ball positioned according to
the club used. (See practice chart.)
2. Your feet should be about shoulder width apart.
3. Your feet, knees, hips, and shoulders should be parallel to
the aim point and your head slightly aft of the ball.
4. Bend forward at the hips to place the club face behind the ball
square to the target line (club-face facing the spot found
earlier).
5. The top of the club handle is just inside the left leg. For the
driver, center the handle on the zipper line.
6. Your weight should be about even on both legs with knees
slightly bent and relaxed. Some prefer a little weight on the
forward leg for irons.

Your back posture should be fairly

straight.

On the next page there are several diagrams depicting the
location of the golf ball in relation to the feet during set-up.
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Practicing and hitting the ball on the range using this set-up aid
helps one to see the proper ball placement.
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On the range set up using 3 clubs to help with alignment:
1. Place two clubs on the ground with the outside club pointing
toward the aim point and the inside club pointing left of the
target.
2. Place a third club and the ball as shown below.
3. Place the feet about 1” to 1½” from the inside club with feet,
knees, hips, and shoulders parallel to the inside club.
Practice using this set-up.

Set-up for a Driver:

Place

third club just inside left heel.

Set-up for a Long Iron:

Place

third club about 1 inch forward
of center.
Set-up for a Mid Iron:

Center

third club and ball midway
between feet.
Set-up for a Short Iron:

Place

third club about 1 inch aft of
center.
The aft position above may be used for punch shots or chips.
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Pre-shot Routine
The pre-shot routine is composed of the following:
1. Begin with a positive attitude.
2. Determine your aim point/target, distance to the same, and
club needed.
3. Select your club and move to a position about 4 to 6 feet
behind the ball.
4. Complete your alignment and set-up procedures.
5. Check your grip in the air one more time and replace the club
head behind the ball.
5. Glance down line to check your alignment and give the club
a waggle or two (or some other relaxing move) just prior to
executing your swing.

Note: Remember to keep your eyes on the ball until after ball
contact.
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CHAPTER 2
THE SWING

The stick diagrams presented for each step of the swings
located in this book are simple for a reason. It is very important
that golfers develop a natural swing that is within their comfort
zone. Even so, there are key positions in a basic swing that will
help golfers keep the club on plane during the back swing, down
swing, and follow through. Each step in the following chapters
relates to key positions for an on-plane swing.

A good swing is one where the golfer can smoothly bring the
club back, then beginning with a forward lower body movement,
bring the club head smoothly down through the ball so as to
strike the ball square to the aim point (for a normal swing).
Begin with the set-up learned in the last chapter.
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The EZR Golf swing is a basic on-plane swing. The upper body
is rotated around the spine as the arms and club are rotated up
and around the body. Keeping the left arm fairly straight is one
key to returning the club face square to the aim point ine at ball
contact.

Another key is keeping the spine angle intact

throughout the back swing and down swing.

There is no substitute for a good teacher when you are first
learning to swing a club. It takes a long, long time to undo bad
habits later. Almost as soon as I decided to play golf, I knew I
wanted to be a golf teacher so I started studying the game. I
subscribed to magazines, bought and borrowed books and
studied swing tips on videos and watched lessons on the Golf
Channel. I was constantly changing how I hit the ball. From
that, I concluded the experience helped me prepare as a
teacher but did little for my own game.
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Now, I believe that

players who learn good basics early on, and stick with them,
will avoid a lot of frustration.
Even though your “feel” for the shots will improve with practice
and course play, it’s best to keep practicing the basics so you
can revert back to them when “feel” escapes you. It also helps
to have a few “go to” shots to help keep you in play. Appendix I
contains some “go to” shots that help me get back in the game.
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Back Swing
1. Initially start the club head straight back then allow the body
and club to rotate around the spine. Keep the club in front of
the chest as long as possible.
2. Slowly start the wrist cock as the body continues to rotate.
As the club reaches parallel to the ground, the club head and
hands should be the same distance from the ground.
3. When the left arm is parallel to the ground, the wrists should
be fully cocked.
4.

Many players stop the back swing here for control when

using medium or short irons.
5. The club points at the aim point at the top of the full back
swing.

1
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2

3

4

5

Down Swing
1. Start the down swing by shifting the lower body forward.
Some golfers start this forward move by placing the left heel
firmly down.
2. As the lower body moves forward continue to rotate the upper
body back around the spine.
3. Continue the down swing.
4. The key is to allow the clubface to approach the back of the
ball from the inside out.
5. The club face should contact the ball square to the aim point.

1
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2

3

4

5

Follow Through
1. The follow through begins just after ball contact.
2. The arms are extending toward the aim point.
3. Keep the arms extended as the right arm crosses over the
left arm (the amount of cross over takes practice).
4. Continue the body rotation and arm swing.
5. The body should have moved forward and end facing the aim
point.

5
1

31

2

3

4

5

Choosing Your Clubs
You need to decide on your clubs and develop a chart similar to
the one on the next page. An instructor or club fitter is the best
help for this. Hybrids can be substituted for irons (a 7 hybrid = a
7 iron). Hybrids are easier to hit for most. A fairway wood is
similar to a strong 3 wood. Most golfers have a 3 wood in their
bag.

The USGA requires that a player carry a maximum of 14 clubs
for tournament play.

I carry a driver, a putter and three

categories of 4 each (4 woods, 4 irons and 4 wedges). I use the
woods for long approach shots, the irons for medium range
shots, and the wedges for shots at a range of 100 yards or less.
One key to lower scores is to get good with your wedges. Most
non-competition amateur golfers average 2 to 3 putts at best, so
if you can get your wedges close enough to average 1 or 2
putts, your score will drop drastically. Reduce your score by
practicing with your wedges.

Note: If a distance is desired that is about halfway between any
two clubs, grip down on the longer club. Using my chart on the
next page, I would grip down on the 8 iron for 115 yards.
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What's in the Bag?

My Bag
Club
Driver -

Your Bag
Yardage
230+

Yardage

_______ - ______

Fairway Wood - 210

_______ - ______

5 Wood -

190

_______ - ______

7 Wood -

170

_______ - ______

9 Wood -

150

_______ - ______

6 Iron -

140

_______ - ______

7 Iron -

130

_______ - ______

8 Iron -

120

_______ - ______

9 Iron -

110

_______ - ______

Pitching Wedge - 100

_______ - ______

Gap Wedge -

80

_______ - ______

Sand Wedge -

60

_______ - ______

Lob Wedge -

40

_______ - ______

Putter - As Needed
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Club -

Putter - As Needed

SECTION II
FROM TEE TO GREEN
If you want a low score,
you must control your swing.
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CHAPTER 3
THE TEE and FAIRWAY SHOTS
A smooth, controlled swing is essential to keeping the ball in the
fairway.

Balls that end up outside the fairway tend to add

strokes to your game. Focus on swinging through the ball,
not on trying to hit it.

Tee Shots
A tee greatly increases the chances of striking the ball without
ground interference.
1. Driver - Place the tee in the ground so when the ball is placed
on the tee the top of the driver face will be about even with the
center of the ball. Some players like to tee up a little higher.
For a normal shot with a driver, the best ball contact for a ball on
a tee is slightly upward.
2. For other clubs - Push the tee to about one-quarter to onehalf inch for woods and near the ground for irons. Experiment
to find out what works best for you.
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Fairway Shots
All clubs may be hit from the fairway.

The driver is is not

normally used in the fairway because it is usually a very difficult
shot.

1. Ball contact off the fairway with a fairway wood is a shallow
sweeping motion.
2.

Ball contact with an iron/hybrid is a downward contact

resulting in a shallow divot. The key is to hit the ball just before
making ground contact.
3. Many pro golfers shorten their back swing on medium to
short approach shots for better control. So should amateurs.
After all it is EZR.
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CHAPTER 4
THE APPROACH SHOT
The set-up and swing procedures are the same for the tee and
fairway shots. For fairway shots, keeping the ball in the fairway
is the main concern; distance is secondary. In contrast, both
alignment and distance are critical for the approach shot since
the objective is to stop the ball on the green.

At first, the idea is to get the ball anywhere on the green. When
you become proficient at keeping the ball on the green, you may
want to start working the ball more toward the pin.

Just

remember, even the pros often shy away from difficult pin
locations.
Note: A green in regulation or “greenie” is getting the ball on the
green in one shot for a par 3, two shots for a par 4, or three
shots for a par 5.
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SECTION III
FROM AROUND THE GREEN
Concentrate on striking the ball just before the
ground on your downswing.
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The objective for play around the green is to put the ball near or
into the hole from relatively short distances. EZR Golf presents
a plan that makes it easy to select the club needed to put the
ball near the hole from 45 yards to 30 yards (pitching), from 25
yards to 10 yards (chipping), and from anywhere on the green
(putting and lagging).

As your short game proficiency increases so will your feel. As
your feel increases, you should be able to add or take a little off
your back swing and get the ball even closer. Sometimes even
pros have days when the feel seems to go away. When that
happens, the best thing to do is to revert back to the techinical
swing until the feel comes back.

It has been said before, but here it is again: A good short game
is critical to making low scores. The standardization of the short
game may be EZR Golf's greatest asset.

The time from

takeaway to ball contact is basically the same for every wedge
in the short game. The adjustments between chips and short
pitches are minimal.

Essentially this allows the loft of the

wedges to be the determining factor for how far the ball travels.
The next two chapters, alone, may be worth the price of this
book.
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CHAPTER 5
THE SHORT PITCH SHOT
Definition: Pitching is when the distance the ball travels in the
air is longer than the ground roll.

hole

hole

Side View

ball

Top View

ball

feet
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Set-up
1. Grip: Use the same grip that is used for a normal swing.
2. Stance: The stance is slightly narrower than for a normal
swing.
3. Ball Placement: Place the ball just aft of center.

Procedures: Use your wedges for pitch shots.
The EZR Golf plan calls for the use of four wedges (pitching
wedge, gap wedge, sand wedge, lob wedge), but will work if you
only have a pitching wedge and a sand wedge. The two charts
on the last page of this chapter show the four wedges plan and
an alternate two wedges plan.

Use the same smooth swing for all wedges (approx. 2 seconds
to complete). Arms, hands, and club move as one unit -- No
wrist action.

1. Go through your set-up and alignment.
2. Start the back swing as the body begins to rotate around the
spine. As the club reaches about parallel to the ground, reverse
the swing path as the body rotates back around the spine.
3. The club face should contact the ball square to the aim point.
4. Stop and hold your forward swing when the club is about
parallel to ground. You should be turned toward the aim point.
41

The key is to accelerate through the ball before slowing your
swing. It is okay if your momentum carries your club a little past
parallel, if you are consistent with every club, as long as the
resulting distances are consistent.

1

2

3

4

Be sure to avoid flipping the wrist during the swing.
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Plan using four wedges: Practice until you find one
swing speed that will produce a pitch resulting in the
following distances:
Pitching Wedge

45 yards

Gap Wedge

40 yards

Sand Wedge

35 yards

Lob Wedge

30 yards

Alternate two wedges plan:

Gripping down should

yield about 5 yards less using just the Pitching and
Sand wedges:
Pitching Wedge

45 yards

Pitching Wedge

40 yards

(Gripping down)
Sand Wedge

35 yards

Sand Wedge

30 yards

(Gripping down)

43

CHAPTER 6
THE CHIP SHOT

Definition: Chipping is when the distance the ball travels in the
air is less than the ground roll
Side View

hole

hole

ball

Top View

ball

fee
Set-up

t

1. Chipping Grip: Normal putting grip but grip down.
2. Stance: Feet about 6 to 8 inches apart.
3. Ball position: Placed on a line in front of the right toe.
4. Club handle: Just inside left leg.
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5. Knees are slightly flexed and pointed slightly left toward the
aim point.
6. Weight is about 75% on the left leg.
7. Place club face behind ball square to the aim point.

Procedures: Use Your Irons for Chip Shots.
The EZR Golf plan calls for the use of 4 mid to short irons
(usually 6 to 9 iron or 7 to PW). Use the 4 irons you choose to
chip to 10, 15, 20, and 25 yards. I use the 9 for 10 yards, 8 for
speed that will give you a 4 to 6 yard gap between clubs and
use that speed and associated distancesThe arms, hands, and
club move as one unit -- No wrist action. This swing should take
approximately 2 seconds to complete.
1. Keeping the club close to the ground, move it back away
from the aim point.
2. Reverse the swing when the handle is just aft of the right leg.
3. Contact the ball at the bottom edge with the club face square
to the aim point.
4.

Follow through till the swing reaches about the same

distance forward as it went aft and hold.
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Just as in pitching, the key is to accelerate through the ball
before slowing your swing. It is okay if your momentum carries
your club a little farther, if you are consistent with every club, as
long as the resulting distances are consistent.

2
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3

4

Some Important Thoughts on Chipping
Chipping and putting are both important to the short game.
Professionals are more likely to put the ball near the hole in
regulation (one shot for a par 3, two for a par 4 and three for a
par 5) so they end up with more birdies and pars than do
amateurs. Amateurs need good lagging and chipping skills to
lower their scores. A chip and a putt, known as an "up and
down" is a skill worth having.

Practicing the 4 club method on the previous pages or the single
club method on the next page may be the easiest way to lower
scores.

The key word is practice, and practice leads to

confidence which is necessary to play well consistently. Many
courses allow golfers to practice chipping on their putting greens
(not pitching as that leaves marks on the green).

Another trick many golfers have gone to is to use a 5, 7, or 9
wood to chip from various lies around the green. These clubs
will generally slide through the grass easier and make good
contact with the ball which results in a smooth roll to the hole.
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The Feel Method for Chipping
Although the EZR system works well and is consistent to the
idea of letting the club face angle determine distances, many
golfers prefer chipping with a mid-iron.

A six or seven iron is a favorite of many players, but you may
want to try out a few other clubs to determine which club works
best for you. You will need to vary the swing speed and/or back
swing length to get the right altitude and roll combination.

One idea to determine distances is to move to the set-up
position and get the "feel" of the chip by using your arm to “toss”
an imaginary ball to a distance that upon landing it would roll to
a stop near the pin. If you have ever played catch you have a
natural feel of how hard to toss a ball to land it in the hands of
the catcher. Next, take a practice swing or two while duplicating
that same feel with the club. Now all you do is step up to the
ball and duplicate your good practice swing.

The following ratios may help to control your distances when
using the following clubs:
Sand Wedge -- 1 part chip = 1 part roll
9 Iron -- 1 part chip = 3 parts roll
7 Iron -- 1 part chip = 5 parts roll
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CHAPTER 7
PUTTING and LAGGING

Putting Grip
Keep the back of both hands parallel to each other and square
to the target line then close your fingers comfortably around the
grip.
hands

hole

feet

Alignment Procedure
1.

Stand behind the ball in line with the aim point which is

normally the hole. If on a sloping green the aim point will be a
spot that will allow the ball to roll down the slope into the hole.
2. Pick a spot 4 to 8 inches in front of the ball in line with the
aim point.
3. Remember the spot and move to the set-up position.
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Set-up
1. Stand square to the ball with the ball positioned slightly
forward of center.
2. The feet should be no more than shoulder width apart.
3. The shoulders should be parallel to the target line.
4. Bend forward at the hips to place the club face behind the
ball. Your eyes should be directly over the ball.
5. The club face should be square to the aim point (facing the
spot found earlier).
6. The top of the handle should be tilted slightly forward.
7. Weight should be balanced with knees slightly bent and
relaxed.

Procedure
1. Keep the putter close to the ground.
2. Line up the putt then concentrate on distance control. Try to
stop the ball about a foot or two past the hole.
3. Rock the shoulders, as opposed to just swinging the arms,
for a smooth stroke.
4. Hold the follow through a couple of seconds after the forward
stroke.

Note: Do not decelerate during the forward stroke.
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2
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Putting, Chip Putting, and Lagging Practice
For the following, it is important to set-up with a good
alignment first then concentrate on distance during the stroke.

1. Putting - Place 5 or 6 balls at different spots five feet from
the hole. Using your normal putting stroke, practice putting the
ball into the hole for 10 minutes. Once you get proficient at 5
feet start this same process from 10 feet; and alternate between
these 2 exercises. The best place for this is a putting green, but
a carpet or a 11 foot putting mat are good substitutes.
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2. Chip putting – Chip the ball from just off the green with a
wood using your putting stroke. "Bouncing" the ball on to the
green eliminates most of the fringe drag which is a major
problem when trying to putt from off the green.

The force

needed to chip putt is about the same as putting on the green
from the same distance. I like using the 7 wood but a 5 wood
or a 9 wood may work just as well.
3. Lagging – When trying to make a long putt, concentrating
on distance is critical. Stand behind your ball, then, using your
back arm only, "toss" an imaginary golf ball so it will land on a
point that would result in the ball rolling a foot or two past the
hole.

With that feel in mind, complete your set-up and

alignment., and putt or chip-putt the ball close to the pin.
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SECTION IV
PLAYING THE COURSE
Master the following to fine tune your game.
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CHAPTER 8
THE MENTAL GAME
The first step to a positive mental game is to arrive at the course
with a positive mental attitude. The second is to arrive early
enough to have time for a warm-up period.

The warm-up

consists of any stretching or exercise and a practice routine.
Some players go through every club in their bag but for a
shorter routine pick one of each type of club then focus on the
one you need to work on. Just before the round concentrate on
the short game, especially on the putting.

Practice with purpose as opposed to just hitting the ball. You
should go through your pre-shot routine before every swing.
Even putting calls for a short routine. Quality, not quantity, is
what builds confidence and lowers scores.

When you arrive at the tee, consider the wind and obstacles
before selecting your club. Pick an aim point away from trouble
and one that will safely put you in the best position for your next
shot. Picking a small as possible aim point will train your mind
54

to focus on more precise targets and your body will respond to
that with practice. For non-tee shots, consider your lie before
selecting your club.

Consistency in practice leads to

consistency on the course.

Once you select your club, proceed to the ball and begin the
final phase of your pre-shot routine (alignment, grip, and setup). If this part of your routine is interrupted, backing off and
starting over will give you the best chance of hitting a good shot.
The PGA standard for passing this part of their "Player Ability
Test" (PAT) is 40 seconds. This is plenty of time for a good
routine and an occasional start over.

Being able to visualize your desired shot is a great start to being
able to complete that shot.

While you are standing behind the

ball is a great time to go through the shot, in your mind, from
ball contact to its stopping point.

Off the tee box, use the same pre-shot routine as above. In
addition, consider that nearly all players have a favorite iron or
wedge. Sometimes this just happens because it feels right, but
most of the time it is the one practiced with the most. Either
way, selecting it is a player's best chance of hitting the ball close
to the pin. Pros often lay up to this distance if an earlier shot
ended up short for whatever reason. Many prefer a longer shot
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to the green with their favorite club because they are more
confident with it. For players that need three shots to reach the
green in regulation on a par 5, this idea may increase the
chances for an easy par and occasional birdie.

The determination to play within one's self may be the hardest
mental barrier to crack when considering the sport called GOLF.
Yes, the idea is to have fun, but poor mental discipline actually
hinders the ability to enjoy golf. It's like when a lazy person
"works him or herself to death" devising ways to get out of work.
Practicing correctly actually makes practice easier which in turn
makes playing easier.

Mentally don't sweat the small stuff,

enjoy the game.

A new golf ball - $4.00, a round of golf - $45, a new pair of golf
shoes - $120.00, a new set of golf clubs - $750.00, a smile
when you make two birdies in a row - priceless.
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CHAPTER 9
DRAWS AND FADES
Up until now we have been working with the straight shot. This
is great if all the fairways were straight and flat. The trouble is
that many fairways curve or have obstacles that must be
avoided. There are two major means of curving a ball. The first
is hitting it into the wind and letting the wind push the ball in the
desired direction.

The other is to put side spin on the ball in

order to curve the ball in the desired direction.

Draws and fades are used to put the desired side spin on the
ball.

There are two basic ways to hit a draw or fade. One

involves changing the grip and the other changing the stance.
Usually changing the stance is easiest because changing the
grip can make the swing feel awkward.

If you decide to try hitting a draw or fade by changing your grip,
experiment with the following: Rotate one or both hands to the
right and re-grip (a strong grip) to cause the ball to draw. Rotate
one or both hands to the left and re-grip (a weak grip) to cause
the ball to fade. Your set-up and stance are the same as for a
normal shot.

Note: Slices and hooks are to be avoided, so are not taught.
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Playing the Draw
If a draw shot is desired and there is no crosswind, then the
stance is square to the aim point. The club face is set square to
the target (face closed in relation to the swing path).

The easiest way to set-up for a draw is to select an aim point 10
to 20 degrees to the right of the target then set up square to that
aim point. After you are set up, rotate the handle until the club
face is square to the target (face closed) and re-grip. It is that
easy.

Your swing path would be toward your aim point. As the club
face strikes the ball, it will cause left spin on the ball. This spin
causes the ball to curve to the left. The ball is struck inside out,
in relation to the swing path.
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This is the same effect a paddle has on a ping pong ball when
the player moves the paddle outward to cause left spin on the
ball.

= Aim Point

= Target

No Wind
Club face square to target
Swing path
Aim Point

Target

There are two common mistakes. One is trying to swing too
hard and the other is trying to help the ball around. Just swing
smoothly and let the club face cause the draw.

Playing the Fade
If a fade shot is desired and there is no crosswind, then the
stance is square to the aim point. The clubface is set square to
the target (face open in relation to the swing path).

The easiest way to set-up for a fade is to to select an aim point
10 to 20 degrees to the right of the target then set up square to
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that aim point. After you are set up, rotate the handle until the
club face is square to the target (face open) and re-grip. It is
that easy.

Your swing path would be toward your aim point. As the club
face strikes the ball, it will cause right spin on the ball. This spin
causes the ball to curve to the right. The ball is struck outside
in, in relation to the swing path.

This is the same effect a paddle has on a ping pong ball when
the player moves the paddle inward to cause right spin on the
ball.
= Aim Point

= Target

No Wind

Target

Club face square to target
Aim Point
Swing
path

There are two common mistakes. One is trying to swing too
hard and the other is trying to help the ball around. Just swing
smoothly and let the club face cause the fade.
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CHAPTER 10
UNEVEN LIES

There are four specific uneven lies every golfer must deal with.
They are the uphill lie, the downhill lie, the ball above both feet,
and the ball below both feet.

The Uphill Lie
Set up so that if you turn your head about 90 degrees to the left
you will be looking somewhere up the hill.
1. Use a longer club than normal because the extra loft added
by the upslope will shorten the distance the ball travels.
2. Set-up with the ball slightly forward of normal.
3. Aim a little to the right of your target and bend the right knee
enough to level the shoulders parallel to the slope (lean right).
4. Swing uphill parallel to the ground and the ball should draw
toward the hole.
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The Downhill Lie
Set up so that if you turn your head about 90 degrees to the left
you will be looking somewhere down the hill.
1. Use a shorter club than normal because loft subtracted by
the downhill slope will lengthen the distance the ball travels.
2. Set-up with the ball slightly aft of normal.
3. Aim a little to the left and bend the left knee enough to level
the shoulders parallel to the slope (lean left).
4. Swing downhill parallel to the ground and the ball should
fade toward the hole.

The Ball Above the Feet
1. Set up so that when looking forward the ball will be above
your feet.
2. Grip down and stand a little taller because the ball will be
closer to you.
3. Set-up with the ball slightly aft of normal.
4. Aim a little to the right because the ball will naturally curve
back to the left with this swing.
5. The swing will be slightly flatter than normal.
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The Ball Below the Feet
1. Set up so that when looking forward the ball will be below
your feet.
2. Use a normal grip and squat down to reach the ball.
3. Set up with the ball slightly forward of normal.
4. Aim a little to the left because the ball will naturally curve
back to the right with this swing.
5. Stay down through impact.
6. The swing will be slightly more up right than normal.
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CHAPTER 11
BUNKER PLAY
The Fairway Bunker
Play a “fairway bunker” using a club with enough loft to easily
clear the lip of the bunker. Use a shallow sweeping motion to
contact the ball just above the sand level. This way you can
pick the ball cleanly off the top of the sand.

The Greenside Bunker
From a clean lie in a “green side bunker”:
1. Set up with an open stance about 20 degrees left of the
target that allows you to partially face the flag.
2. Open the club face so it is square to the flag. This will help
the club bounce through the sand.
3. Start the club straight back parallel to your open stance.
4. Begin your wrist cock early for a steeper swing.
5. Reverse the swing path when the left arm is approximately
parallel to the ground.
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6. Contact the sand about 1 ½ to 2 ½ inches behind the ball
so the sand will carry the ball out of the bunker. The club face
should be open (square to the flag) as it contacts the ball.
7. Complete the follow through facing the flag.

The type of sand, condition of the bunker, and the speed of the
swing will determine how far the ball will travel. Practice is the
only way to become proficient in bunker play.

Poor Lies in a Bunker
Use the same procedures as for greenside bunkers except play
the ball back in your stance. Use a steeper angle in your down
swing, a faster swing speed, and enter the sand about 1 ½
inches behind the ball.

Again, practice is the only way to

become proficient in any bunker play.

If the bunker has shallow, hard, or wet sand, your best chance
of getting out may be through the use of a shallow chip shot.
Expect the ball to roll farther than normal with this shot.
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CHAPTER 12
DIFFICULT SHOTS
As stated earlier, this book is more about avoiding trouble than
about getting out of trouble. In the preceding chapter, several
advanced shots were discussed.

Those shots should be

practiced and played. The following are shots you may or may
not want to try. Sometimes the best choice is to take a penalty
drop in accordance with the rules of golf.

Hitting off Hard Terrain
If the ball is lying on hard ground, your may need to pick the ball
using a shallow motion through the ball.

Hitting out of Thick Grass
Sometimes this is a shot that yields very un-predictable results.
Playing this shot like a sand shot, with the club face open, may
be your best bet. If the grass is also gnarly, it may take an extra
hard swing to get it out. Even the pros dread this one.

Fringe Shots
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Modern players often use a wood like a putter to get the ball up
and rolling on the green. Experiment to see which works for
you.

Balls Lying Next to Trees, Next to Roots, on Rocks, etc.
Take your medicine and take a penalty drop for an unplayable
ball.

Ball Off the Ground (in a Bush or Tree, etc.)
Jump high as you can and swing the club. Just kidding. See
previous solution.

In all the above and other situations like trying to hit between
two trees that could result in the ball coming back into your
head, think about the consequences.

Decide if playing a

questionable shot would most likely cost you more shots than a
penalty drop. Oh yea, they usually do.
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SECTION V
GOLF FOR EVERYONE
Golf is the outdoor game played by the young and
old alike. Golfers can walk the course or there are
carts for those who can't (or don't want to). For
equal play the score is "handicapped," not the
golfer.

68

CHAPTER 13
CHILDREN and GOLF
This chapter is primarily for parents who want to get their
children started in golf. Parents are the best source for getting
their children interested in golf at an early age. As their interest
grows, consideration should be given to enrolling them in a
group program.

“The First Tee” is a great program for this.

Many local courses also have youth programs and summer golf
camps for children.

When parents decide to get their children started, there are
several special considerations they need to keep in mind. The
first is the kind of clubs they should begin with. You don’t need
to go out and buy a full set of clubs. Most golf and variety
stores such as Wal-Mart have inexpensive starter sets that are
weight friendly to different age groups. What you should not do
is cut down a grownup set. This decreases their chance for
making a proper swing.
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When real interest is shown, the best thing is to consult a
professional club fitter. There are two very good reasons for
doing this. The first and foremost is to be fitted with clubs that
are best for the child. The second is you don’t have to put out
money for a full set of clubs up front.

Depending on the age

and experience of the child, a third or half set may be all that is
needed. Then, as a child progresses, clubs can be added.

In general, small children copy who they look up to. So, first of
all, it is very important to be a good example in your golf
character as it is to be a good example in life. It is generally
known that children learn better if they are having fun. Other
hints to help in working with children are as follows:

1.

It is important to let young children set their own pace.

Whether on the range or in the back yard, if all they want to do
is hit the ball let them go at it. They will know when they want to
get more serious. The one thing you may want to do is make
sure their right hand is below the left when swinging the club, if
they are right handed.
2. Don’t be overly critical of their progress. Talk freely about
the game and if they are interested they will ask questions.
Short explanations using words they are familiar with are best.
3.

Lessons should be fairly short.

Play games like putting

contests or set a goal as to how many balls the child can stop in
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a 3 foot circle. Rewards for reaching goals work well for most
children.
4. When they are able to reasonably control shots, take them
out on the course with you for a few holes. Help them learn a
few basic rules.
5. When they are mature enough, let them play a round with
you and your buddies. They must know a few basic rules or
courtesies such as knowing when to keep quiet or when to
remain still.

Not stepping on another player’s line is also

important.
6. Core values are important for anyone and learning them at an
early age helps children grow into better men and women.
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CHAPTER 14
NINETEEN CORE VALUES
Golf has often been compared to life. Just like in life, the ups
and downs of golf bring about almost every emotion imaginable.
Players and sponsors have the highest standard of giving of any
sport played. Professional golfers must earn their pay every
time they play. High personal conduct is expected from every
player. Golfers are expected to abide by the rules of play to the
point of calling their own infractions, which could even result in
disqualification in tournament play.

One of the greatest assets of golf is that most golf instruction
schools teach core values, especially those who specialize in
teaching children. Most, if not all, of the values presented here
are universally known and found in the by-laws of many
organizations. I have selected nineteen core values that are my
favorites.

A round of golf is usually started and ended at the pro-shop.
There is an area set aside around the pro-shop where the
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players sit around and relax after a round of golf. This area is
known as the “19th hole”. I have chosen excellence as my “19th
hole” core value. It is a core value shared by the Civil Air Patrol
Cadet Program which in total is “Excellence in all that you do.”
There are 18 holes in a game and for the front nine I have
chosen nine core values shared by “The First Tee.” For the
back nine, I have chosen the nine Fruits of the Spirit found in
Galatians 5:22-23.

It is unique that in golf, every hole is a

chance for the player to begin anew. Every value learned is
inspiration to improve in golf as well as in life.
19th Hole – Excellence – strive to do the best you can. Plan to
play every shot to the best of your ability no matter the possible
ending score.
Hole 1 – Honesty – always be truthful.

Players of golf are

expected to report infractions to the other players in the group
and log appropriate penalties on the score card.
Hole 2 – Integrity – be honest in play and personal conduct.
This is adhering to core values and making amends for
infractions of conduct even when they were unintentional or
momentary slips.
Hole 3 – Sportsmanship – win or lose, conduct yourself in a
manner that will allow other players and observers to enjoy the
game.
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Hole 4 – Respect – show respect to the course, partners,
opponents, fans, and the traditional values of the game.
Hole 5 – Confidence – the mental ability to play well. Build
confidence through correct practice.
Hole 6 – Responsibility – be accountable toward others and the
care of the course. Own up to your mistakes. Don’t blame
others for your poor play.
Hole 7 – Perseverance – have a "never give up” attitude.
Practice, practice, practice.
Hole 8 – Courtesy – present a positive behavior toward fellow
golfers. It is adhering to golf rules of conduct.
Hole 9 – Judgment – make good decisions that will result in
good play.
Hole 10 - Love – there are multiple facets of love. It goes from
the “love of the game” to “self sacrifice for others”. It is patient,
kind, truthful and caring. It is the total of what is good.
Hole 11 - Joy – joy is an expression of happiness, but it should
go much deeper.

It is being thankful even when things go

wrong. It is the ability to accept a bad shot and move on with a
smile on your face. Players who have this joy have a better
chance to play the next shot better.
Hole 12 - Peace – inner peace gives a calmness that is a
positive factor in playing well.
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Hole 13 - Patience – be patient. Take the time to do a proper
set-up (grip, stance, and club position) and the chance of a
good swing will improve. Give your game plan a chance to work.
Hole 14 - Kindness – Quarreling takes the fun out of anything
including golf. Golf should be fun.
Hole 15 - Goodness – The game of golf gives more to charities
than nearly all other sports combined.
Hole 16 - Faithfulness – Golfers who excel are dedicated to
doing what it takes to excel. If this faithfulness extends to the
other 18 core values, play will be better, more enjoyable to
yourself, and others around you.
Hole 17 - Gentleness – show kindness toward others.
Gentleness is often associated with meekness or humility.
Humility is a characteristic praised by fans, players and
reporters alike.
Hole 18 - Self-Control – Golf is frustrating when play is not going
well and therefore this may be the most difficult value to
maintain, but it is the most obvious when not kept. Core values
are a great asset for temper control.
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CHAPTER 15
SWING LIMITED GOLF
Golf is a game that can be enjoyed by a great number of people
who are swing limited. I play with men who are in their 80’s who
still shoot their age.

I once played with a man who had an

artificial leg but he walked so normal that I didn’t even notice he
had a slight limp until we were well into the round.
Times have changed.

Most people don’t view those with

“physical or mental” challenges like they once did. Today we
can read of people who have accomplished astounding feats
while overcoming unbelievable physical and mental challenges.
Those who work extra hard to overcome challenges are an
inspiration to others.

I recently experienced swing limitations in my own game. For
the past 10 years, that is until October 27, 2011, I had no
cartilage in my knees. I was bow-legged and walked with my
knees bent. It was painful to carry my golf bag from the car to
the clubhouse. I finally consulted an orthopedic surgeon and he
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confirmed that I qualified for a bi-lateral knee replacement (both
knees replaced at the same time). I didn't want to be away from
the game very long so I decided early on I would do whatever it
took to start playing again once the knees were replaced.
With any type of surgery there is always the possibility of
complications so it is important not to exceed the limitations set
forth by the surgeon. In most cases of joint replacements, the
surgeon wants the patient up and walking, starting on the first
day after surgery.

It was no different with my orthopedic

surgeon, Dr. Cody Anderson. I spent 5 days at the hospital and
7 days in “inpatient” rehab. Once home I started walking half a
mile a day with the support of a walker.

After my 2 week

checkup, I was approved for chipping and putting. So, with my
walker at hand, I began. At first a friend would hit my drive and
approach shots for me and I would chip on to the green and
putt.

After 4 weeks, I realized I could hit a 5 wood about 120 yards
and not move my arms and hands outside normal chipping
range (no twisting or moving of the legs, knees, or hips). A
quick wrist pop was the key. I found that it was extremely easy
to hit the ball down the middle of the fairway using this short
backswing. This allowed me to play close to bogy golf from the
most forward tees. The average par 4 at my home course was
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about 300 yards from the forward tees. So bogy became my
new par and I was playing golf.

At my 6 week checkup, the surgeon cleared me for a full swing
and I was a “happy camper.” For safety, I continued to limit
myself from a “fast” swing and found I was hitting more and
more balls in the fairway. Just before my 6 month checkup, I
decided to try and walk a few holes pulling a bag cart. To my
surprise I was up to 18 holes in only two weeks. A month later I
was walking the course twice a week.

At 9 months I was

carrying a walking bag. A couple of people asked me why I
wanted to walk. I told them “because I can, just because I can.”

The Point of this Chapter
The point to my story is that there are many in this world that
have limitations but may still be able to play a round of golf.
Their limitations are sometimes severe like those of amputees
or those with age problems.

Remember, that any athletic

activity can be harmful, so it is always advisable to consult your
doctor before engaging in physical activity.

There are many organizations and schools that work with those
with limitations. One such organization is the Jordan Thomas
Foundation. Jordan is a double amputee who lost both legs
from the calf down in a boating accident when he was 14. He is
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a better golfer now than he was with both legs.

He has a

foundation to help children who cannot afford prosthetics.
“Birdies for the Brave” is another organization that provides for
military amputees and their families.

“The First Tee” is an

organization that provides golf instruction, core values, and
good health habits to children of all ages and capabilities.

The limited swings in this chapter, along with the pitching,
chipping, and putting chapters, may help anyone, who can walk
a little, to play the game of golf. Remember, golf is not just
about hitting the ball a long way. That is why progressive tee
boxes and the stroke handicap systems were established. For
me to be embarrassed because I play from the senior tees while
my younger friends play from the regular or championship tees
is like a club pro being embarrassed because he or she can't
make the PGA tour. Golf is a game for the young and old, the
talented and the average Joe or Josephine. It is about having
fun.
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CHAPTER 16
USGA (United States Golf Association)
The rules of golf are important to proper play. The USGA and
R&A are the caretakers of these rules.

The following is an

opening statement in their official rule book:

Golf rules are jointly written and governed by the USGA
and the Royal and Ancient Golf Club of Saint Andrews,
Scotland. They are copyrighted by the USGA. Golfers
are urged to play by these rules with consideration for
local golf club rules as exceptions.
While it is true that golfers need to abide by standards in
professional play, the standards may be modified for
adverse conditions and for just fun play. Many courses
post local rules of play. Players often agree to things like
taking a mulligan off the tee when they hit a bad drive or
dropping the ball out of a bad lie or not taking a penalty for
hitting a wrong ball, etc.
The USGA expects golfers to be good sportsmen in showing
respect to other players and to the course.

This includes

allowing groups to play through if your round is slower than
normal.
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APPENDIX I
EZR PLAN to LOWER SCORES
In general – Avoiding the following three most
common mistakes could be your greatest and
most permanent action to lower your score.

1. Swinging too hard with your long clubs,
especially with your driver. A fast transition from
the back swing to the down swing often causes the
club to come down “over the top” causing a big
slice into the trees.

2. Decelerating during the downswing with the
short clubs, especially when chipping. Very often
players will take two or three practice strokes that
are actually very good then during the real down
swing think they might hit the ball too hard and
slow their swing resulting in little or no follow
through. Mental discipline is the key here.

3. Lifting your head just before ball contact. This
is the most common way to hit the long clubs thin
and to blade the short clubs across the green.
Every time you practice a swing keep your eyes on
the ball until after ball contact. Many pro’s keep
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their head down until well into the follow through.

Every player needs a few good "go to" shots that will keep the
ball in play when he or she is not at the top of their game. The
following are some "go to" shots that usually work well, for me,
when it comes to saving strokes.

From the Tee and the Fairway
A. Find your “go to” drive to hit more fairways.
1. Take out your three wood or fairway wood if you have one.
2. Tee the ball about one-half inch off the ground
3. Set-up with the club face square to the target line (which is
the middle of the fairway).
4. While keeping your eyes on the back of the ball, slowly bring
your club back to about ¾ of a back swing. This increases your
chance for a smooth transition to the down swing and better
contact with the ball.
5. Smoothly bring the club down on plane and strike the ball
with the clubface square to the target line.
6.

Follow through crossing your right forearm over your left

forearm.

B. Some golfers find that their bodies do not rotate as fast as
their arms and find they often pull the ball to the left or like many
weekend golfers come over the top on their down swing and hit
a big slice to the right. Many senior golfers often fall into this
category. I do not recommend teaching children or youth the
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following, but as a senior golfer I have turned my faster arm
speed into my “go to” swing for hitting the ball straighter and
longer. I line my feet up toward the right side of the fairway
(closed stance) and square to my club face to the center of the
fairway (basically a draw stance). For me, the result is a pull
straight down the middle of the fairway. If the shot varies a little
it is usually a slight fade or slight draw but mostly the ball stays
somewhere in the fairway.

C. After becoming proficient with the above you may want to
work on the same shot with your driver. If the driver works as
well as above but results in longer distances, it may be your
new “go to” drive. Even though this allows a faster swing, one
must not get carried away and speed up the swing even more
and lose control again. You may make a fairway, but it most
likely won’t be yours.
D. This “go to” swing also works well for approach shots to the
green using other woods, hybrids and or irons.
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Around the Green
A.

Find your “go to” club for chipping around the green.

(Remember a chip is when the distance the ball travels in the air
is less than the ground roll.)

half-way - a little less

Find a club that will chip the ball to a point at or just short of the
half-way point between the golf ball and the hole allowing the
ball to release to the hole. My “go to” wedge is a 52 degree gap
wedge.

You may want to try a pitching wedge but will probably need to
land the ball on a point closer to one-third the distance to the
hole because the less lofted pitching wedge will cause the ball
to roll farther.

half-way

one-third

From the fringe around a practice putting/chipping green,
practice chipping several balls to various holes on the green.
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B. Find your “go to” club to hit short pitches around the green.
(Remember a pitch is when the distance the ball travels in the
air is more than the ground roll.)

half-way

1. Choose a wedge that will pitch the ball on to the green with
minimum roll to the hole. My “go to” wedge is a 60 degree lob
wedge. You may use your sand wedge, but the ball will roll
farther. Stopping the ball quickly is essential when the hole is
near the edge of the green closest to the ball (short-sided). It is
also useful for getting over drain covers and mud holes, etc.
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2. One of the hardest shots is when the ball is in a little valley
just off the green.

On the range or a on pitching green, practice pitching the ball 10
– 30 yards landing with minimum roll. Pretend you are in a
valley beside the green and must get the ball up and over the
hill to the green.

hill

Don’t worry about getting the ball close to the hole. Getting the
ball to stay on the green is priority one.

The ideas in this appendix are to stir your imagination. Good
basics are a must, but that shouldn't restrict you from having a
bit of fun devising some shots that work for you.

There you have it. Go forth, RELAX and have FUN.
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GLOSSARY
Ace – A hole-in-one.
Address – Setting up next to the ball prior to striking it.
Backswing – The first part of the execution phase, in which the
club moves away from the ball.
Ball Mark – Indentation in the green caused by a ball landing on
a green. Depth depends on softness of the green.
Birdie – One under par.
Blade – Striking the ball with the leading edge of a club.
Bogey – Scoring term indicating one over par.
Bunker – A sand trap.
Cart path – Designated for golf carts. If the fairways are wet,
golf carts may be required to stay on the cart path.
Casual water – Freestanding rainwater on the courses not
considered part of the course.
Chili dip – Hitting the ball "fat." It usually lands way short of the
desired distance.
Chip shot – A partial swing motion used to produce a ball flight
with low trajectory and roll.
Club face – The front part of the clubhead used to strike the ball.
Clubhead – The part attached to bottom of the club shaft.
Cup – The part of the hole on the green that holds the flag.
Direct water hazard – A water hazard that crosses the fairway.
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Disqualification –

When player is removed from the

competition because of a rule infraction.
Double bogey – Two over par.
Drop – The method of placing the ball in play following relief
designated by the rules.
Eagle – Two under par.
Fairway – The short grass between the tee and the green.
Flag – Cloth on a pole showing the location of the hole on the
green.
Follow-through – The completion phase of the swing.
Fore – Warning cry indicating potential danger from a hit ball.
Forward swing – The second part of the execution phase, in
which the club moves toward the ball from the top of the
backswing.
Foursome – Group of four players.
Fringe – area surrounding a green where the grass is cut
slightly longer than the green. It is usually 2 to 4 feet wide.
Full swing – The swing motion used to produce distance.
Green – The short-cut grass area in which the putting cup is
located.
Grip – The position of the hands on the club.
Grooves – The indented lines on the clubface.
Ground under repair – A marked area on the course under
repair, which allows for a free drop if the ball lands in it.
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Handicap – Numerical equalizing system which allows fair play
between golfers with varying skills.
Heel – The part of the clubface without grooves closest to the
golfer at address.
Honors – The right to tee off first due to having the lowest score
on the preceding hole or having won the coin toss on the first
tee.
Hook – When too much left spin, off the club-face, causes the
ball to spin drastically off to the left it is called a hook.
Hosel – The part of the clubhead into which the shaft is inserted.
Lateral water hazard – A water hazard that runs parallel to the
fairway.
Mulligan - stroke that is re-played without penalty.
Out-of-bounds – The outer perimeter of the golf course and any
area marked with white stakes from which a ball may not be
played.
PGA – Professional Golfer Association
Par – Scoring term indicating the standard on a hole.
Penalty strokes – Extra strokes added to the score as a result of
a violation of the rules.
Pitch shot – A partial swing motion used to produce a ball flight
with high trajectory and little roll.
Play through – Allowing a faster group of players to go ahead of
a slower group.
Posture – The body inclination at address.
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Provisional ball – Ball played when the original ball is thought to
be out-of-bounds.
Release – The uncocking of the wrist prior to impact.
Rough – The tall grass area on either side of the fairway.
Round – 18 holes.
Sand trap – A defined hazard area of sand.
Set-up – The preparation phase of the swing.
Slice – When too much right spin, off the club-face, causes the
ball to spin drastically off to the right it is called a slice.
Stance – Position of the feet when taking the set-up.
Swing length – The distance the arms and hands move during
the backswing and forwardswing.
Swing weight – The club’s weight distribution and balance from
the grip to the head.
Target – The designated area for the ball flight to end.
Target line – An imaginary straight line through the ball to the
target.
Tee – A small device to raise the ball off the teeing ground so it
can be easily struck
Tee box – the teeing area.
Tee time – Designated starting time.
Teeing area – The beginning point of the hole.
Tend the flag – Request for a player to remove the flag from the
hole after the ball is hit.
Threesome – Group of three players.
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Toe – The part of the clubface without grooves farthest from the
golfer at address.
Twosome – Group of two players.
Unplayable lie – A position of the ball on the course, other than
in a water hazard, that a player deems unplayable.
USGA – United States Golf Association, the ruling body of golf
in the United States.
USGTF – The United States Golf Teachers Federation "is the
largest organization of golf teaching professionals in the world,
...".
Waggle –"to make small movements of the clubhead back-andforth, prior to grounding the club".
Water hazard – A hazard that includes the water and all areas
within the confines of stakes or paint.

91

About the Author
Active Duty: USAF, 1970-1975 Honorable
Active Reserve: USAR, 1976-1992 Honorable, Retired
Veteran: Vietnam 1972-1975
Civil Air Patrol: Southwest Region Chaplain Emeritus, Director of
several SWR Chaplain Staff Colleges, Director of two SWR Staff
Colleges, Leadership Instructor, Master Aviator, Technical
Administration.
Colleges/Universities: Louisiana Tech, University of Maryland, East
Texas Baptist College, Southwestern Baptist Theological Seminary,
Louisiana Baptist University
Degrees: Bachelor of Arts- Religion/Mathematics, Master in
Childhood Education, Master Divinity w/Biblical LanguagesMissions/Evangelism, PHD-- Biblical Studies, PHD-- Communications
/ Leadership
Flight: USAF-T-37, T-38, RC-135/KC-135, USAR-UH-1H Helicopter
Test Pilot, Chief Flight & Ground Instructor- Christian Aviation
Services, Chief Flight Instructor- Cothron Aviation, Federal Aviation
Administration- Operations Supervisor, Leadership Instructor, Type
Ratings- B-707/ 720/ 727/ 737/ 757/ 767, ATP, CFIIAM
Current Status: Retired Federal Aviation Administration- Operations
Supervisor, Semi-retired Children's Minister, United States Golf
Teacher Federation- Level 4 Master Golf Teacher

92

