GOLF 13

UNIT: GOLF LESSONS: 18,198 20
OBJECTIVES EQUIPMENT
Pitching, chipping, putting One 7 iron, putter, ballstudent, one scorecard,
1
ACTIVITY ORGANIZATION TEACHING CUES
-GROUE DAY-
Backyard Golf -Groups of 3, with ownclub,  -We're ready to combine our skills and knowledge
Diagram on back putter and ball to play a complete round of goff
-Create obstacles for each hole  -One person will keep everybody's scores on 1
utilizing trash cans, boxes, scorecard.
swing sefs, hurdles,
playground bars, eic. -When | say "GO," pick up your own club, putter
and ball,
-Holes can be created using
heops, waste baskets, bicycle  -Mingle-Mingle 3's.
tires, cans or cups on sides.

-Each group wil start at a different hole. You will
play around the course untl you complete all the
holes.

-Use basic rules of etiquetie.

-The holes for this course are longer than the
obstacle course. You will need to pich your first
shot.

-LIse sconng system from

SPARK 6-8 rev. &2001

"Obstacle Course” [Lessons B
& 9

1 shot: hole in one

2 shots: eagle

3 shots: birdie

4 shots: par

5 shots: bogey

6 shots: double bogey

-See page 15 for Golf Scorecard
master.

-Show that you know when to chip and putt too.

-Determine who goes first. After first shot, the
player farthest from the hole hits next

-Keap course clear for players behind you, If you
are hitting, make sure others are aware of your
shot

-You must play the ball where it lands. If it goes
out of bounds, place it in bounds at the closest
spot and continue. Add a penalty stroke fo your
SCOTe.

-If you catch up to the group ahead of you, wait
unfil they complete their hole before starting.
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