
WEDNESDAY MORNING LADIES LEAGUE 2011
Welcome to the 2011 season for Wednesday Morning Ladies League. We are looking forward to an exciting league again this year and are using the theme “Improving our Games.” To this end, we have chosen to award prizes for skills golfers of all abilities can achieve. We will still have the monthly competitions as well as a birdie-tree and a chip-in board – with winners to be announced at the end of season tournament. The date of the Mystery Bus Trip will be announced as soon as possible.
Thank you to Judy Keeler, Karen Jaquish, Irene Waring, Shirley Anholt and Bernice McAllister for their work on the league committee last year.  
Thank you to Bernice McAllister and Faye Lyon who will be taking care of the Birdie Tree and Chip-in Board this year.
League Guidelines and Information
League Contacts
· Laurie McCreary-Burke, League Rep                                                                                          403-933-4532 or TVGCC.Womens.League@gmail.com
· Mike Libbus, Pro-Shop Liaison                                                                                                     403-933-4721
· Irene Waring, Club Captain                                                                                                       403-933-5322 or irenewar@telus.net
· Bernice McAllister and Faye Lyon - Birdie Board / Chip In Board                                           403 931 2549
League Play and Fees
· 18 hole league to be played 8:30 – 11:00 Wednesday mornings May 11 (hopefully) through September 21.
· Tee times may be booked at the pro-shop one week in advance.
· There will be 4 monthly competitions for plaques/cups. Groups and tee times will be assigned by pro-shop on those days. Players should sign-up by the Wednesday prior to the competition, to allow pro-shop staff time to organize tee sheets.
· League fees are $65.00 for the year. We will NOT collect $3.00/week.
· Our wind-up tournament and luncheon will be on September 7th. The fee for this event has not yet been set.
Handicaps and Prizes
· All players must maintain a valid handicap and must complete 18 holes to be eligible for weekly game prizes. 
· If you do not otherwise have a registered handicap, please speak to Mike Libbus in the pro-shop to arrange for handicap registration.
· We are requesting that all league players play the Red/White Combination tees. Please note that the White/Red Combination has been revised as has been the handicapping of holes. Combination players play red tees on holes 1, 6, 8, 9, 11, 15, 16 and 17 for a total of 5179 yards. Hole #1 is now a par 4 for women, the configuration of the pond on #8 has changed to bring it more into play, the red tee box on #11 is in the same place as the white tee box and there is a creek running down hole #17. 
· Weekly prizes (pro-shop dollars) will be awarded to those players who win the weekly games (see attached list of games).
· Thus far, we have been able to confirm ten sponsors who will donate skill prizes each week including a weekly “Most Improved Player Prize,” sponsored by Western Financial Group. 
· The names of weekly winners and skill prize will be posted on league notice-board each week.
· Each week players’ birdies and chip-ins will be recorded on boards located in ladies downstairs change room. Prizes for these competitions will be awarded at the year-end luncheon. Thank you to Hayden’s Machine Shop for sponsorship again this year. (Note: Only holes played on Wednesday morning during league play can be entered for birdies and chip-ins.)
Pace of Play and Scoring
· Please complete and turn into the pro-shop a score card with first and last names and current (Red/White) handicaps of all players in your group. Please also keep and turn into the pro-shop a second card to be used for the birdie and chip-in board. We will need first and last names of all players as well as the birdies and chip-ins made by each player.
· When recording your score in the computer, be sure to use equitable stroke control and be sure to enter your score against the Red/White tee combination. (Players who wish to play only the white tees are free to do so but will not receive extra handicap strokes for so doing. Players who wish to play only the red tees may do so but will only be eligible for the skill prizes and will not be eligible for the weekly low-score prizes. If you do not play the Red/White tees, please make sure to record this on your score card and in the computer.)
· Ready Golf is a must – pace of play is 4 ¼ hrs and there will be a Marshal on the course to keep us on our toes!  To help with pace of play and to keep the games enjoyable, here are a few suggestions:
· Always keep up to the group ahead.
· In games where you are out of hole – Please PICK UP and record your “most likely score” on the score card. This is explained under “Incomplete or Conceded Holes” on your “Before you Post” handout.
· If a situation arises that requires a ruling – play two balls and get your ruling in the pro shop after the game.
· Continuous putting is recommended unless you are interfering with another players line of play.
SKILL PRIZES 

Each week, prizes will be awarded for the skills listed below: 

	Net birdie draw
	KP
	1 putt draw

	Drive closest to line
	2 putt draw
	Chip-in draw

	Longest putt
	Net par draw
	Most Improved Player

	Green in regulation draw
	
	



To encourage improvement on the course as a whole, these skills will not necessarily be tied to a single hole but, rather, will be distributed across a number of different holes over the season.

SKILL PRIZE SPONSORS

The following sponsors have been very generous in donating prizes for the season.  Please let us know ASAP if you aware of anyone who would like to sponsor a weekly skill prize (20 weeks).

	Calgary Cellular Phones
	Lilyfer Poultry
	Stevelda Consulting

	COR Solutions 
	Mike Libbus
	T.J. Industrial

	Laurie McCreary-Burke
	Pharmasave
	Western Financial Group



GAME SCHEDULE

May 11 - Gross and Net (to establish a handicap for new players or players without established handicaps) – Low gross score and low net score wins.
May 18 - Criers and Whiners - Criers and Whiners is a game of do-overs, or mulligans. Each player will be given a number of free shots to use at any point on the course, at any time. 10% of the player’s handicap (rounded up) will be used to determine the number of free strokes. Low net score wins.
May 25 - T and F (This is a blind partner game with a twist) - The "T" and "F" refers to the first letter of the holes on the course (e.g., Three, Four, etc.). With 2-person teams, one person's scores are used on the "t" and "f" holes, the other partner's scores are used on the remaining nine holes. This format means both players to contribute nine holes each to the team's 18-hole score. Low net score for the partnership wins.
June 1 - Strike 3 - At the end of the round find your three highest individual hole scores ... and erase them. Add up your score, minus the three highest holes, and low net score wins.
June 8 - Monthly Competition – Las Vegas Scramble Cup - Before play begins, assign a number from one to four to each member of your 4-person team. At each tee, all four members tee off, then the 6-sided die is thrown or rolled. Check the number that comes up on the die. If it is a 1, 2, 3 or 4, then the drive of the team member whose number matches must be used on that hole. (Example: On the first hole, all four team members hit drives. Then the number 3 is rolled. The drive hit by the team member who is designated No. 3 is the drive that must be played on this hole.) If the die comes up 5 or 6, then the team can choose the best drive among the four. Low gross team score wins.
June 15 – Three Blind Mice - In Three Blind Mice, once the scorecards are turned in the pro-shop randomly draw three holes from the course just played and everyone's scores on those three holes are thrown out. The scorecards are re-tabulated and the low net winner is crowned. There will be a shotgun on this day to accommodate interclub. Players playing in the interclub will be eligible for the game prizes.
June 22 – Disaster – Disaster is a points game in which the winner at the end of the round is the player that has collected the fewest number of points. Water ball - 1 point; Out of bounds - 1 point; In a bunker - 1 point; Failing to get ball out of bunker - 1 point; 3-putt - 1 point; 4-putt - 3 points. 
June 29 – String - All players are issued a length of string corresponding to their handicaps prior to the round's start. The string can be used at any time during the round by a player who wants to improve her lie. Each time the player uses her string, she must cut off the amount of string corresponding to the distance the ball was moved. Net score wins.
July 6 - Monthly Competition – Stableford – Hartel Cup - Players are awarded points for net eagles, birdies and pars. The player with the most stableford points wins.
July 13 - Eclectic – Game 1/Low Putts  - Keep track of your number of putts throughout the round. At the end of the round, total up the putts. The low individual in number of putts is the winner. (Low putts win for the day but the score on each hole will count toward 3-game Eclectic Score.)
July 20 - Eclectic – Game 2/No Putts - No Putts is the opposite of Low Putts: Rather than the winner being determined by fewest putts, in No Putts the winner is determined by all strokes other than putts. At the end of the round, subtract the number of putts from the total strokes; the player or group with the fewest remaining strokes played is the winner. In No Putts, putts just don't count. (Prizes will be awarded to the best no putts score for the day to the best player in each of three flights (10-20 handicap; 20-30 handicap and 30-40 handicap. Players’ scores on each hole will count toward 3-game Eclectic Score)
July 27 - Eclectic – Game 3 - Eclectics work this way: Participants play X number of rounds, and compare their scores on each hole per round. The lowest score made on each hole is recorded, producing an 18-hole score. Example: There are three rounds; in Round 1, the golfer makes a 6 on hole No. 1; in Round 2, a 7 on hole No. 1; in Round 3, a 4 on hole No. 1. That golfer's score for the first hole is a 4. Prizes will be awarded to the best eclectic scorer over the three games in each of three flights (10-20 handicap; 20-30 handicap and 30-40 handicap.)
August 3 - Monthly Competition Chinook Country Cup – Low Net
August 10 - Callaway - Just play golf. The pro-shop will use the Callaway formula to determine winners.
August 17 – Tombstone - In Tombstone, golfers begin their rounds with an allotment of strokes and they play until their strokes run out. The golfer who makes it farthest around the course is the winner. The "tombstone," is the object placed in the ground where the golfer's round meets its end.
August 24 - Monthly Competition – Putt for Dough Rose Bowl –- In Putt for Dough, the object is to 1-putt. Every 1-putt is worth a set amount of points. The amount of points is determined by the distance of the putt.  Point values are 4, 3, 2 and 1. The member of the team who is farthest from the cup, once all members are on the green, gets 4 points if she 1-putts. The next player up gets 3 points for a 1-putt, the next 2 and the closest to the hole gets 1 point for a 1-putt. Anyone who 3-putts loses a point. Anyone who holes out from off the green gets a 5-point bonus. The team with the highest number of points wins. 
August 31 - Honest John - Each player predicts the score they will shoot. At the end of the round, the player who came closest to her predicted score wins. 
September 7 - Wind-up – Team Shamble The team chooses the best drive on each hole then players play their own balls until holed. All four scores count toward the team total. The best team score wins.
September 14 - Just for fun – Skill prizes will be awarded but there will be no weekly game prizes.
 September 21 - Just for fun – Skill prizes will be awarded but there will be no weekly game prizes.
image1.jpeg
TR V.
QQ& £y {6\
& %
EST. {68} 1930

GOLF CLUB




