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Player Proceedure

Get a scorecard from your favorite course or download one from the web.

Shuffle a regular deck of cards keeping the jokers in the deck.

At each hole draw the number of cards equal to the hole’s par.

If the hole has a handicap of 1-6 draw 1 less card.

If the hole has a handicap of 13-18 draw 1 extra card.

Try to match as many numbers on the yardage of the hole as possible.

Face cards are wild.

If you match:

0 numbers: putt for bogey.


1 number: putt for par

2 numbers: put for birdie.


3 numbers: putt for eagle

Putting

Roll 1 D10 to determine hole location. To sink a first putt you must be within 1 of the hole location with a card remaining in your hand. If you can’t you may draw 1 card for the putt. If you have a face card in your hand or you draw 1, you may draw 2 cards for putt.

Example: If pin location is at ‘4’ you must draw or play a 3, 4 or 5 to sink.

On a second putt you must be within 2 of the hole number.

Example: A second putt on a 4 hole location will hit with 2,3,4,5,6.

Follow same procedure as 1st putt. Third putts are always successful.

Jokers

If you draw a Joker in your opening draw, draw another card and use this chart.

Spade: Hit hazard, +1 to score.     

Club: Fast green all putts 1 closer to number.

Heart: Close, keep 1 card used for yardage.     
Diamond: Slow green, putts 1 further from number.

Keep the card for your hand. If you draw a Joker on your putt draw: sink putt. Keep joker and use it to sink 1 putt and then discard.

