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Figure 23, 24, and 25. The Air 
Chip. Set up with the ball slightly 
back of center and your weight 
favoring your right side. Take 
the club back and let your wrists 
break, but square them up again 
at impact and do not allow them 
to break any further as you fol-
low through.

23

24 25
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Figure 26, 27, and 28. The Hard 
Chip. Set up for the hard chip 
with the ball in the center and 
your weight to the right. Grip 
down about an inch for more 
control. Do not let your wrists 
break at any time during the 
stroke, and finish with the club 
pointing at your target.

26

27 28
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Figure 29, 30, and 31. The 
Standard Pitch. Set up for the 
standard pitch with the ball in 
the center and your weight to the 
right. Grip down about an inch 
for more control. Note the right 
arm going back until it’s parallel 
to the ground. Rotate your body 
through to face the target.

29

30 31
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branches. Hit the hard chip with a hybrid club. The ball will sail no 
more than a few feet off the ground and run a long way. If you play 
on courses with tree-lined fairways, knowing this shot will pay off.

Practice the hard chip at home several times a week by hitting 
plastic balls into a soft backstop. Work on three things: hitting 
through the ball, making sure the wrists do not break on the back-
swing, and holding off the left hand after impact. Apply your per-
sonal tempo and rhythm to the stroke. Think “swing,” not “hit.”

Practice the hard chip at the range by hitting several balls off 
the practice mat. Use all of the clubs you normally use for this shot, 
to maintain the mechanics of the shot. Practice hitting it straight. 
Since it’s doubtful your practice facility is set up so you can hit this 
shot to a green, go to an executive course (p. 72) to learn what hap-
pens after the shot lands.

4. STANDARD PITCH
Forty to one hundred yards

When the ball is in the fairway, too far away from the green for 
a delicate control shot, and too close for a full swing, you’ll be hitting 
a standard pitch. This is probably the last shot that recreational golf-
ers learn to hit well, but when you get good at it, you’ll feel there is 
no problem on the golf course you can’t solve (Figures 29–31).

Set up with the back of the ball touching the center line of 
your stance. Bring your feet a few inches closer together and posi-
tion the ball three or four inches closer to you than for a full swing. 
Shift your weight slightly to your right side.

Take the club back with a light rhythmic feeling. Let your 
wrists hinge freely as they go back. Your lower body turns as well.

When your right arm gets about parallel to the ground, feel 
the backswing come to a momentary pause prior to coming back 
down. The momentum and inertia of the backswing have created a 
feeling that the club is lightly suspended in your hands.

the short game



72

Let the club start down on its own without pushing it, as you turn 
your body back into the ball. The club will accelerate naturally as it 
comes down. Hit through the ball to make firm contact with the 
ground where the leading edge of the ball lies. This will pinch the ball 
and give it backspin. Follow through to where you have turned enough 
to face the target.

Resist the urge to do something extra with your hands or wrists at 
impact. The club will find the ball and get it into the air by itself. 
There’s no need to get flippy with your hands. 

Notes: This is an iron method shot. Hit it with any club from your 
lob wedge to your 8-iron. Find out what distance each one pro-
vides by hitting four or five pitches with each club and having a 
friend mark the spot where the ball lands.

My distances with this method are: lob wedge, 60 yards; sand 
wedge, 75 yards; pitching wedge, 90 yards; 9-iron, 100 yards; 8-
iron, 110 yards. To fill the gaps, you can add distance by swinging 
longer, or subtract distance by gripping down on the club or swing-
ing shorter, or both.

Practice the standard pitch at home several times a week by hit-
ting plastic balls into a soft backstop, such as a blanket draped over a 
curtain rod. Work on two things: hitting through the ball and com-
ing back to the same place in your backswing every time. Apply your 
personal tempo and rhythm to the stroke. Think “swing,” not “hit.”

Practice the standard pitch at the range by hitting balls with 
each of the pitching clubs. If your driving range has flags set at 
pitching distances, hit to them for a while, then pick out a ball ly-
ing on the ground and try to drop a pitch right on top of it. Keep 
it up until you get one-putt close, then pick another ball lying out 
there at a different distance and repeat the exercise.

Go ahead and devote a whole bucket to this shot. It’s worth it.

Develop the Four Basic Shots at an executive course. Go out by 
yourself when the course isn’t too busy. After you’ve teed off, drop 
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balls at different distances within 100 yards of the green so you can 
hit a pitch, a hard chip, an air chip, and a greenside chip. Practice 
all four shots on every hole. If you flub a shot, hit it again to get it 
right.

This is invaluable short game practice you can’t get at the 
range. One year when we had a mild winter, I went to an executive 
course for the entire off-season. When spring came, I had a short 
game that was in mid-season form.

ROUGH

When you’re in high grass around the green, use your sand 
wedge and hit the air chip, but with an open clubface. Keeping the 
face square lets the high grass grab the club and prevent you from fol-
lowing through. Result—the ball goes nowhere.

Check the lie carefully. When the ball is sitting way down in 
the grass, take the club up more steeply and use a wristy stroke to 
get the club underneath the ball. Rather than hitting the ball, think 
of thumping the ground underneath the ball with the bottom of 
the club. Be sure to follow through.

If the ball sits up in the grass, the club could pass underneath 
the ball barely making contact, and the ball will go about two feet. 
Get a 7-iron and spank the back of the ball.

These three shots take some practice, but they’re good ones to 
have in your repertoire.

Practice the shots from the rough at the range or go to an 
empty field. Any place with 1"–4" grass will do. Precise contact is 
vital with this shot, since mishits leave the ball in the rough or send 
it flying across the green. Learn how to get the ball popping out of 
the rough before you work on distance control.
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SAND

Greenside bunker shots: The pros say that greenside bunker 
shots are the easiest shots in golf. If they are, then why do we have 
so much trouble with them? 

The basics are to play the ball forward, open the clubface, open 
your stance, make a big slow swing, slice the club underneath the 
ball, and follow through. From there, I would suggest getting a les-
son to fill in the details. It’s hard to learn this shot from a book. 

Once you’ve had that lesson and can get the ball out of the bun-
ker with confidence, there are two more critical skills that round out 
your bunker game. One is how to hit a bunker shot different dis-
tances. The other is how to get the ball high into the air quickly, to 
get out of deep bunkers. That’s all in lesson number two.

If you’re truly helpless in a bunker, take an 8-iron and chip it out 
over the nearest edge, no matter which direction it’s facing, and play 
on. Then vow to yourself that you’re going to get that basic lesson.

Don’t be afraid to take an unplayable lie in a bunker. I’ve done 
this several times. The first time I hit my tee shot on a par 3 to a 
grassy sloping bank with a bunker between the ball and the green. 
I bladed the pitch. The ball ran into the bunker and stopped next 
to a vertical front edge. No shot.

The rules allow you to take an unplayable lie and replace the 
ball where you originally hit it, so I dropped the ball back on the 
bank, pitched over the bunker, and the ball went in for my most 
unlikely bogey ever.

Another time I put a drive in a fairway bunker, once again smack 
against a vertical lip. I took an unplayable lie and dropped the ball in 
the bunker, got out, and made bogey. Use the rules to help you.

Medium bunker shots. The pros say the 40-yard bunker shot is the 
hardest shot in golf. It’s not really that hard if you have a clean lie. 

Take an 8-iron, square up your stance and clubface. With the 
ball in the middle of your stance, and with upright posture, hit the 
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hard chip. Nip the ball off the top of the sand contacting the sand 
lightly. You absolutely must hit the ball first, or the club will dig 
into the sand and the ball won’t go five feet.

Fairway bunker shot: These shots are not that difficult either. 
Take one more club than the distance would indicate—a 6-iron rather 
than a 7-iron, for example. Incidentally, a recreational golfer should 
never hit anything straighter than a 6-iron out of a fairway bunker 
without practice. Also, make sure that regardless of the distance you 
face, the club has enough loft to clear the lip of the bunker.

Square up your stance and make it a bit wider than usual. 
Place the ball in the center of your stance. Make as full an upper 
body turn as you can and swing easily while minimizing your low-
er body turn. A powerful stroke isn’t needed here; do not try for 
distance. You want to nip the ball off the top of the sand at impact. 
Make sure you hit the ball first and never let the club dig in.

This method will work only if you have a clean lie with the ball 
sitting up well on the surface of the sand. When the ball is buried a bit, 
or if you don’t think a long shot will be otherwise successful, go on 
defense. Chip the ball out into the fairway and proceed from there.

Practice the sand shots at the range and count your blessings if 
your range has a practice bunker. Use it every time you go out. 
Drop four or five balls in various spots and hit them out. Go get 
the balls and do it again.

Practice greenside shots to different distances. Practice with 
the ball on a downslope or an upslope. Tamp the ball into the sand 
and hit it out. End your practice by chipping a few to 40 or 50 
yards away, and hitting a few full shots with a 6-iron.

SPECIALTY SHOTS

There are an unlimited variety of short game situations and a 
solution to each one, but if you don’t have the shot, don’t play to the 
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pin. Play to a spot on the green you can get to. Remember those 
situations and have a lesson where the pro teaches you how to hit 
them. I had a lesson like that several years ago that’s still paying off.

During that lesson, you’ll learn some of the ways you can vary 
a short shot to get different results. Keep going in that direction by 
giving yourself a difficult shot at the range and figuring out how to 
hit it. By making a habit of giving yourself a new problem shot 
whenever you go to the range, you’ll expand the possibilities of 
your short game and you’ll develop the tools to invent a shot when 
presented with a new and unique situation on the course. Imagina-
tion is one thing, but you have to have the skills to back it up.

Practice your specialty shots at the range every so often. Some 
specialty shots get used so infrequently that you might forget you have 
them in your repertoire. Have you ever stood on the next tee, fresh 
from a double bogey, and thought, “Darn it! Why didn’t I hit that 
mini-flop (to make up a name) with my sand wedge?” Because you 
hadn’t used it in such a long time you forgot about it, that’s why.

Keep a list of these shots, and the situation in which they are used. 
Once a month, spend some time at the range hitting these shots not 
only to keep up your technique, but also to refresh your memory. 

It will help you remember specialty shots and the situation in 
which they are used if you give each one a name. Air chip and hard 
chip are examples of names I came up with.

Learning a new shot

There is a sequence to go through to learn the new short shot. Go 
to the range and get a bucket of about sixty balls. Hit that shot with the 
entire bucket. Hit the shot over and over until you’ve figured out how 
to make clean contact and make the ball behave how you want it to. 

It might take several such sessions to get complete command of a 
new shot’s mechanics. You can speed up the process by hitting plastic 
balls at home. Keep at it until you can hit a clean shot every time. 
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After you’ve learned to make clean contact consistently, start 
aiming the shot at a target to learn how to hit the ball straight. While 
you’re learning, ignore distance errors. Work on one thing at a time. 

Once direction is mastered, you can move on to controlling 
distance. This is the skill that gets the ball close to the hole. 

I use this three-step method to learn a new short shot because 
it works. The first shot I used it on was the standard pitch. I just 
couldn’t hit this shot. I would blade it, chunk it, and shank it. It got 
so bad that I would do whatever I could to avoid playing from 30-
90 yards in front of the green. That’s no way to play golf. So I 
practiced just like I described above. Before the summer was out I 
was hitting one pitch after another that flew high and straight into 
the green from distances I formerly dreaded. 

The next year I started in on those 20–30 yard chips and was 
getting up and down on occasion in no time.

A few years ago I played a round with a man in his early fifties 
who had a withered left arm. He didn’t hit the ball very far, but he 
did hit it straight. He also had an amazing short game. I didn’t pay 
much attention to how he was scoring but after the round was over, 
he had shot a 73. He told me that he had had this condition all his 
life, so he realized early on that if he wanted to become a good 
golfer, he would have to have a brilliant short game. 

This fellow developed his short game because he had to. Get-
ting good at the short game is good advice for all of us. Be willing 
to drop a few hundred dollars on a series of short game lessons. 
This will do more for your score than spending twice as much 
money on a new driver.

Four Principles of the Short Game
1. A calm mind is essential to the success of the shot.
2. Distance control is critical.
3. Play to the green first, to the pin if you can.
4. Play the shot you can hit, not the shot you want to hit.
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6

Playing the Game

Golf is a game that you play. It’s more than being able to hit 
shots. Hitting the ball well doesn’t make you a good golfer; getting 
the ball in the hole does. That calls for strategic golf. The two most 
important rules of strategy for recreational golfers are: 

1. Play the shot that will put your ball in the best position for 
the next shot.

2. If you are not skilled enough to put the ball in that spot, 
choose a spot that you can play to which will still give you 
a workable next shot.

I played a round early one spring with a friend of mine, a middle-
aged adult who picked up the game just a few years ago. It was a cool 
day, so the ball flew shorter, and the fairways were wet, which meant it 
was all carry off the tee. We both drove into the fairway on a long par 
4, which under the day’s conditions was playing as a par 5. 

We got to his ball, about 190 yards from the tee, and he won-
dered out loud what to do. The green was more than 200 yards 
away, over a pond, and guarded by another pond on the left.  
I wouldn’t try for the green from there on a good day. So I said, 
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“How about taking out your wedge, pitching down the fairway 
past the 150-yard pole for a short iron into the green?” He said, 
“Yeah, I suppose.” (pause) “Nah, I’m going for it.” The next sounds 
we heard were his hybrid club slapping the soggy turf, followed by 
the rude splash of his ball entering the nearer pond.

We walked up 10 yards to my ball. I took out my wedge, 
pitched past the 150-yard pole, walked up to the ball, and hit an 
8-iron onto the green. He said, “Oh. That’s what you meant.” 
Rule 1, Rule 2.

BEFORE YOU TEE OFF

Have a Game Plan
When you visit a course you often play, make up a strategy 

ahead of time for how to play each hole, and follow that strategy 
during the round. Determine, in advance, which club you will hit 
off each tee and where in the fairway you want to aim. Know what 
shot you want to play into the green. This will often determine 
which club you hit off the tee. Know how to play into the greens 
—which side you can miss safely on and which miss to avoid.

Play to your average score. Let’s say that’s 14 over par. Push 
yourself a little and have 12 over be your target score. Look over the 
scorecard and mark six holes where you think you can make par. 
They’ll probably be par 5s, the shorter par 4s, and a few par 3s. Play 
all the other holes for bogey. That means dial back from the tee on 
your bogey holes and don’t challenge the green unnecessarily. 

You might wonder why you’re intentionally giving away shots 
by not trying for a par. Actually, this strategy will save shots. One 
reason why you’re a long handicapper is because you give away 
strokes by trying for pars on holes that are too difficult, and end up 
making a big number. A conservative game plan will keep you play-
ing within yourself, avoiding doubles or worse, and getting more 
pars than you might expect. 
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Warming Up on the Range 
Start with your driver and work down. Swing slowly, easily, 

and loosely. This is an outstanding way to get all your golf muscles 
stretched out, establish your tempo, and associate the driver with a 
smooth swing, rather than a hard hit.

Hit a shot with every club, making easy swings. Concentrate 
on hitting each one with clean tempo. Rehearse any specialty shots 
you know you’ll be hitting, like a high shot to cut the corner off the 
tee on number 3, or a knockdown into the green on number 13. 
They’ll be a lot easier to hit on the course if you hit them earlier on 
the warm-up tee. End the warm up with a few short shots—stan-
dard pitches, hard chips, and air chips. Some courses don’t have a 
range where you can warm up. Go through the bag making prac-
tice swings and finish by hitting some plastic balls you brought 
with you. 

Warming Up on the Green
Begin with one ball only, making smooth strokes to no par-

ticular target to get the stroke working.
Then put a bottle in the hole and hit some one-foot putts, 

then two-foot putts. Follow that up with a series of 20–40 foot 
putts to get the speed of the greens down. Keep hitting them until 
you get close enough to two-putt. This warm up takes about ten 
minutes. At this point, stop. This isn’t putting practice. When 
you’re ready, put the putter away.

Hitting a few chips is a good idea, too, but again, just to warm 
up, not to practice. 

Choose the Right Tees            
The point of having different tees is to allow golfers of differ-

ing ability to play roughly the same club into the green. I once 
played a round with a fellow who hit from the blue tees while my 
buddy and I played from the whites. This fellow was long, but not 
that long. He started from way behind me and was always 20 yards  
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or more behind me in the fairway. So I got to play at least two clubs 
less into the green on every hole than he did. Go figure.

Which tees should you hit from? One way to tell is by the 
yardages of the par-4 holes. If there are four or more on which 
you’ll have to hit at least a drive and a long iron to get to the green, 
those tees might be too long for you. 

Another way is to look at the course and slope rating listed on 
the scorecard. Each set of tees has ratings that look like this: 69.8/117 
(Figure 32). If the first number is under 70 and the second number 
is under 120, those tees are OK. If only one number fits these crite-
ria, still OK, but you’ll be challenged. If neither of the numbers fit, 
they’re the wrong tees unless you’re a low handicapper.

My home course is 6,401 yards from the white tees and 6,880 
yards from the blue tees. Though I can play from the blues, I’m at 
the edge of my ability all day. When the round is over I feel like I 
survived. I can turn in a better score and have more fun from the 
whites. Remember, you’re out there to have fun. Don’t make your 
round harder unnecessarily.

Mark Your Ball!—An Unnecessary Play in One Act
Player A and Player B walk up to where they hit their tee shots.

Player A: Here’s my ball.
Player B: There’s mine right next to it.
A: Which one is yours?
B: (standing by a ball in the fairway) This one. I’m playing a GoFar 2.
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A: I’m playing a GoFar, too. I mean, as well.
B: Well, this looks like where mine went, so I’m hitting it.
A: Wait a second. Are you sure that’s your ball?
B: (incredulously) Yeah. It’s a GoFar 2!
A: (as if speaking to a six-year-old) Does it have a green dot on it?
B: (looking more carefully this time) Oh. I guess it does. 
A: Then that’s my ball. Yours is the one in the rough. (Thinking 

to himself,  “That’s the third time this month. When’s he going to 
learn to mark his #@x! ball?”)

“The responsibility for playing the proper ball rests with the 
player. Each player should put an identification mark on his ball.” 
—USGA Rule 6-5, 12-2 (Figure 33).

After you’ve teed off, always check the ball before you hit it 
just to be sure it’s yours. 

The Official Rules
The rules of golf take up 97 pages of fine print, and there is a 

457-page book of decisions that clarify unusual circumstances. You 
don’t have to know all that, but you do need to know the basic 
rules, and follow them. If you don’t, your score doesn’t mean any-
thing. The United States Golf Association has publications avail-
able on its Web site that help you learn the most frequently used 
rules and how to apply them.
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identify my ball.
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Golf ’s rules aren’t made to make the game harder for you. 
They’re meant to keep competition fair and to hold you responsible 
for what happens when you hit the ball. I have great respect for 
people who face up to the consequences of their mistakes. When I 
meet people who don’t do this on the golf course, I wonder what 
kind of shortcuts they take in their daily life. 

PLAYING STRATEGIES

The First Hole
Tee off with a three-wood. Take one more club on your approach 

from the fairway and hit it smoothly. Even though you’ve warmed up, 
the first tee shot and first fairway shot induce mental tension. Don’t 
put pressure on yourself to hit perfect shots right away.

The First Green
The approach putt on the first green is never certain because 

you don’t really know how fast the greens are. If someone else putts 
before you do, watch how their ball comes to a stop. The longer it 
takes the ball to slow down, the faster the green. Observe the depth 
of the pitch mark your ball made. The shallower the firmer, and 
likely the faster, the green. A green that feels spongy to walk on will 
be slower than one that feels firm under your feet.

The 14th Hole
This is the place where concentration can flag. You’ve been 

playing for about three hours now, and are a bit tired physically. 
You’ve also been concentrating for a long time. Keep going and 
avoid a mental let-down. 

The 18th Hole
Having the clubhouse in sight doesn’t mean the game is over. It’s 

time to concentrate more than ever, especially if you’re playing well. 
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Get the ball in the fairway without being greedy for extra yardage. 
Play into the green using the shots that have been working well to-
day. On the green, use the same process you’ve used up to this point 
to get the ball in the hole. Don’t become conservative all of a sudden, 
and for sure, don’t take chances you wouldn’t have taken before. 

Use Enough Club on a Par 3
These are sneaky holes. You can think you have a good chance 

at a par, and walk off the green with a double bogey, easy as pie. 
The key to a good score is choosing the right club to hit off the tee. 
Base your club selection on the listed yardage plus seven yards. 
That’s the yardage to play the hole at regardless of where the pin is, 
unless it’s a deep green. Say it’s a 148-yard hole. Your 150-yard club 
will be short. Take one more club to get hole high. 

The green on some par-3 holes is surrounded by hazards—
mounds, bunkers, high grass. Consider that on holes like this it 
might be best for you to deliberately play short of the green and 
chip on for your bogey or possible par, rather than challenge the 
hazards and end up with a double bogey or worse.

Be Accurate on Par 4s
These are the hardest holes. Even the pros average slightly over 

par on par 4s. Your top priority off the tee is to get the ball in the 
fairway. All other considerations come next. From the fairway, if 
you think you can hit on, play your approach to the center of the 
green, not to the pin. Otherwise, play up to the green away from 
trouble and chip on.

Easy Does It on Par 5s
You can get pars on these holes if you plan each shot carefully. 

First, getting in the fairway is a must. Tee off with the longest club 
that you feel confident will get the ball in the fairway. 

Play your second shot with enough club to get 40–50 yards past 
the 150-yard marker. This will give you a short iron or a pitch into 
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the green. There’s nothing to be gained by hitting a fairway wood for 
the second shot unless you know you can get to the green with it.

 Play your third shot for the center of the green. Start paying 
attention to which shots you use to play into the green on par 5s, 
and get very good at those shots. 

Tee Off with the Right Club
The tee shot is the most critical shot on any hole. A successful 

drive doesn’t always set up a good score, but a poor drive guarantees 
a bad one. Rule: Choose the shortest club for your tee shot that will 
set up the hole for you. 

Example: par 5, straightaway, no tricks, and you don’t have the 
length to reach it in two. Play a 3-wood, a hybrid club, and pitch 
on. Missing the fairway with a driver puts getting on in three shots 
at risk.

Example: medium par 4, with a fairway that starts rising half-
way to the hole, going steeply up to an elevated green. This is the 
9th hole on my home course. I can hit a driver and a 9-iron, or a 
3-wood and a 7-iron. The 3-wood lands the ball on a manageable 
upslope, but the driver puts me on a slope that would make a 
mountain goat nervous. Go with the 3-wood.

Example: short par 4. A driver will leave a pitch of 60–80 
yards, not the easiest shot. This is a hole where you can set yourself 
up to hit your best club into the green. Let’s say you’re money with 
an 8-iron. Subtract your 8-iron distance from the hole’s yardage 
and tee off with the club that gives you the distance left over. 

Example: medium par 5, with a pond on the right stretching 
from 6-iron to 3-wood distance from the tee. Anything shorter 
than a driver will put the pond in play. Hit the driver to put the ball 
past trouble on the fly.

Example: first hole, par 5, trees hard on the right all the way to 
the hole. A driver or fairway wood off the tee will likely end up in 
the trees since your mind hasn’t settled into playing mode yet. How 
about 4-iron, 4-iron, 7-iron? 
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Example: long par 4. Before you think driver, is there enough 
room in the fairway? Even if you get the ball in the fairway, could 
you reliably hit the green with your second shot? If the answer to 
either of these questions is no, consider playing this hole as a short 
par 5 and hit an iron off the tee. I prefer getting bogeys on these 
holes, to a string of 6s and an occasional par.

Getting the idea? I see so many recreational golfers pull out 
their driver reflexively, when it is clearly not the appropriate club. 
Think about it before you bang away.

The Sun at Your Back
When the sun’s at your back, you cast a shadow that lets you 

watch yourself swing. This can be quite distracting. Take a few ex-
tra practice swings so that watching yourself swing doesn’t bother 
you. Then you’re ready to play your shot. 

How to Hit Your Irons
Remind yourself first that irons are not distance clubs—they’re 

accuracy clubs. The idea is to hit them straight. To do this, grip 
down at least one inch. Take the club back three-quarters and fol-
low through the same amount. Make an easy swing. Plan for the 
club to hit through the ball and contact the ground in front of the 
ball (the side closest to the hole). 

Uneven Lies
These shots are hard to hit. Gravity is trying to pull you off bal-

ance. Resolve that you won’t try to get out of this shot what you 
could get from one on a level lie. Stand up to the ball and make some 
practice swings. This helps you feel how to stand and where impact 
will occur. Swing easily to keep your balance and make good contact. 
When the slope is too severe, just take a wedge and chip out to a flat 
part of the fairway. That’s giving up one stroke to save two. 
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Out of the Rough
Missing the fairway need not cost you a stroke if you know 

how to adjust your swing when the ball is in the rough. First of all, 
decide whether you can put a swing on the ball. If the ball is lying 
in grass that is too high, chip out to the fairway. When the lie is 
favorable, do these three things: (1) position the ball one ball back 
of center, (2) select one, maybe two, more clubs than the distance 
calls for, and (3) take the club back a little steeper, and swing down 
a little steeper so the clubface doesn’t get caught up in the grass. 
Practice this shot before you try it on the course.

Short Game Strategy
Your first consideration with a short shot is to get the ball on 

the green. If you do, you can start putting. A secondary consider-
ation is to get the ball close to the hole with your short shot. Some-
times getting close demands a shot you don’t have. Trying to hit 
that shot anyway might make things worse. We would certainly 
like to turn three shots into two, as the saying goes, but we abso-
lutely don’t want to turn them into four. 

On the Green: Charge or Die?
Having the ball die at the hole gives you the best chance to 

have it go in. True, you’ll have dying putts head straight for the 
hole, make a right turn three inches away, and stop just off to the 
side. On the other hand, more dying putts than that will topple 
over sideways into the hole, and you’ll rarely lip out. Instead, you’ll 
lip in. As a rule, the faster and truer the greens, the more of a die 
putter you want to be.

A related question is, should you try to sink every putt? The 
answer is “yes” for putts up to 15 feet or so. Longer than that, a 
better goal is to leave the putt close to the hole. Giving yourself a 
larger acceptable error takes pressure off the putt so it’s easier to get 
it close, and sometimes it goes in!
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Going to School
Sometimes you will be right on or very close to the line of a 

player putting before you do. Watch that putt carefully, because 
you get the speed and break handed to you. Take advantage of what 
you saw when you read your putt. 

One day my buddy hit a 10-footer that missed to the right of 
the hole. My 6-footer was nearly along the same line, and when I 
looked, I thought it would break left.  That must have been what 
he thought too, and it didn’t break. I told myself to play it straight, 
and it went in.

How to Avoid the Blow-up Hole
There are two reasons for blow-up holes. One is playing into 

trouble when you don’t have to. The other is getting out of trouble 
the wrong way. 

Play safely off the tee, play safely into the green. Balance the 
reward for the shot you are about to hit with the risk. If the shot 
doesn’t come off well and it will take an extra stroke to get the ball 
to where you intended, that’s OK. Losing a stroke here and there 
because of our technical limitations is part of the recreational game. 
But if it will cost you two or three strokes if this shot doesn’t work 
out, the risk is too great. Hit the ball somewhere else. 

On a number of occasions, I’ve avoided a blow-up hole by 
playing a recovery shot from the middle of the fairway. The story 
that opened this chapter is an example of several times when I 
didn’t hit a great drive and was faced with a second shot into the 
teeth of trouble. I stayed in good shape each time by chipping up 
the fairway to a position from where I could hit a comfortable shot 
into the green. I took my bogey and walked to the next tee a happy 
man. That’s smart recreational golf.

But still, you’re going to get into trouble no matter how much 
you try to avoid it. That’s golf, regardless of how skilled you are. It’s 
what you do next that counts.
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Getting out of trouble is a two-step process. First, assess your 
situation honestly and accept the fact that you’re going to lose a 
stroke. When there’s no clear shot ahead, or you have an obstructed 
swing, or your lie is ghastly, don’t try to accomplish too much. Just 
get out. Play a shot you’re absolutely confident with, one that will 
get the ball back in play with a clear path to the green. 

Getting greedy for yards at the same time will cost you. If it 
means hitting sideways or even backwards to get the ball safely 
back in play, by all means do it. 

Here’s a rule of thumb: think of the score you’re likely to get 
on this hole if you recover by chipping the ball out to the fairway. 
Now add on two strokes. That’s the score you’re likely to get if you 
try a heroic recovery instead of chipping out. Accepting a double 
bogey out of trouble often means avoiding the quad. 

The second step involves the shot after the recovery. Resist the urge 
to play a heroic shot to make up for the recovery shot. You got your ball 
out of trouble, but don’t leave your mind in trouble. Play on normally, 
as if nothing had happened. When you’re in the fairway and the green 
is too far away, lay up. If you’re around the green but the pin is still not 
accessible, just get the ball on the green so you can start putting.

MENTAL STRATEGIES

How to Break 100 (or 90, or 80)
Give yourself permission. One reason we fail to attain our 

goals isn’t the fear of failure, but the fear of success. We don’t see 
ourselves as being that good and we live up to that image. Change 
the image you have of yourself.

If you’re shooting 105 without much effort, start thinking of 
yourself right now as a high 90s golfer. Really believe that’s how 
good you are. It might take a while for your scores to catch up to 
your image, but they will. And when it happens, you’ll find that it 
wasn’t that hard to do. You just had to believe it. 
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Standing Over the Ball
The only thing to have on your mind when you’re about to take 

the club away is the feeling of peace with the shot you’re about to hit. 
What else could you have in mind? Swing thoughts, for one. 

A swing thought is almost always a sign that you don’t have 
faith in what you’re about to do. Get your technical points worked 
out on the range and trust what you learned. Discipline yourself so 
that the only feeling you have as you are about to hit the ball is the 
uninterrupted feeling of peace about the shot you are going to hit. 

If you feel anything else when you’re about to take the club 
away, especially doubt as to whether you can hit the shot success-
fully, stop and step away from the ball. Calm your mind before you 
step up to the ball again. There’s no use hitting the ball and kicking 
yourself when the shot turns out poorly by saying, “I knew I 
shouldn’t have hit that shot.” If you knew, then why did you?
 
The Long Hitter You’re Playing With

Say you’re playing with someone who is a long hitter. Really 
long. Just watching, it doesn’t look that hard, so you decide you’ll 
change your swing a little bit so you can pump it out there, too. 
Stop right there. 

Maybe you can change your swing a little bit to get that real long 
hit, but not in the middle of the round! Wait until you’ve finished play-
ing to go to the range and try whatever it is you want to do. 

You cannot let other players, especially long hitters, take you 
out of your game. Play your game from start to finish, and get the 
score that your game delivers. That’s good enough. 

Be Your Own Caddy
We would all score at least five strokes less every time out if we 

had an experienced caddy advising us on what shots to hit. Since 
we don’t, be your own caddy. 

When you’re about to hit a shot, pretend you’re recommend-
ing to your playing partner what shot to hit. You would certainly 
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recommend a shot within his or her capability. This is the shot you 
should hit, too. Hearing yourself say this can help talk yourself out 
of playing a risky shot, and into playing a more sensible one.

When your planned shot doesn’t work out, there’s a decision 
to make. For example, there’s a clear approach to the green on the 
right side of the fairway, but not on the left side where your drive 
ended up. Can you come up with an intelligent second shot that 
will leave you with an easy third into the pin? Your answer makes 
all the difference in your success as a player. 

After you’ve struck the ball, mentally detach yourself from that 
shot as soon as you see where the ball ends up. This is an essential 
playing skill. Good or bad, the shot you just hit is over. There’s a 
time to enjoy a good shot and get upset by a bad one, but that time 
is not while you’re playing. Switch your thoughts immediately to 
what you’re going to do next. 

After the Good Drive
Here’s a thought for the time you hit an especially good drive. 

On the next tee, you might be tempted to put a little more effort 
into the shot to really knock the ball out there. Instead, think about 
taking an easier swing. That will ensure that you don’t swing too 
hard, which should allow you to replicate the swing you made on 
the last hole.

The Intimidating Shot
One course I play has two par 3s on the back nine, each one 

about the same length, both over water. Yet, one is an easy shot and 
the other is a terror. The green on the first one has a pronounced 
slope from front to back, so you can see the green pointing right at 
you. All you have to do is stick the ball into it. Couldn’t be easier. 
The green on the other one though, is level from front to back. You 
can hardly see it from the tee. It’s a big green, the same size as the 
first one, you hit the same club, it’s the same shot in every respect, 
but because you can’t see the target, it’s a scary shot.
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When the architect uses design to mess with your mind, 
change the design. If you don’t like the target in front of you, re-
place it in your mind with one to your liking. Replace that flat 
green over the water with a sloped one. An iron is an iron, don’t let 
what you see change that fact.

The Wheels Are Coming Off
It’s unusual for a technical flaw to appear suddenly. Most of 

the time you start playing poorly because uncertainty, doubt, and 
worry have entered your mind. These are some warning signs.

Long game: As you stand over the ball, you start thinking 
about details—how to swing, how not to swing, where you don’t 
want the ball to go, and so on. Solution: Convince yourself, in a 
positive way, to just swing the club and let the results happen. 

Around the green: Chips come up short because you’re get-
ting too delicate and you decelerate the club as it comes into the 
ball. Solution: Take a shorter stroke and pop the ball a little harder. 
Hit the ball, don’t finesse it.

On the green: You pull your putter back after the ball has been 
hit. Solution: Adopt the frame of mind that you will hold your follow 
through. This will calm your mind and get you back to feeling the 
stroke instead of worrying about the results.

Bad decisions: These can show up in any phase of the game. 
You’re hitting the wrong shots or adopting a poor strategy for play-
ing the hole. Solution: Calm your mind, forget about your score, 
and counsel yourself to hit only the shots you can hit well.

SOCIAL RULES OF GOLF

Recreational golf is a social game. To enjoy golf to its fullest, 
you need to learn and practice its social graces. People enjoy play-
ing golf with you not based on your golfing skills, but based on 
how comfortable they are having you in their group. 
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A Few Social Rules of Golf
1. The most important accomplishment in recreational golf isn’t 

having a low score, but being a good playing partner.
2.  Keep the game moving. Get up to your ball without delay and 

be ready to hit when it’s your turn.
3.  Be quiet and don’t move or make noise when another player is 

about to hit. Talking is noise. Playing with your bag is noise.
4.  Always know where each player’s ball is so (a) you’re not in their 

way, and (b) you know when it’s your turn to play.
5. Angry displays over a bad shot do nothing to help you play 

better and create a chilling atmosphere for your playing part-
ners. Everyone hits bad shots. Accept them and play on.

6.  When someone is looking for their ball, hit your ball first, then help 
them look. If you find it, leave it where it is. Don’t pick it up. 

7.  Play by the rules and keep an honest score. 
8.  Keep your cell phone turned off, if you need to bring it with 

you at all.

Rules for the Green
1.  Do not step on the line of another player’s putt.
2.  Repair ball marks—yours and one other. 
3.  Mark your ball if it’s near the line of another player’s putt.
4.  When another player is putting, stand well away from their line 

of play, both in front and to the side, and do not move.
5.  Conceding putts: When someone concedes a short putt, take it—

do not putt it anyway. Never ask to have a putt conceded. Concede 
short putts—a 3-footer isn’t short. “Inside the leather” is iffy.

6. When you’ll be putting last, take care of the flagstick for the player 
putting first. When you hole out first, pick up the flagstick.

7.  Lay the flagstick down on the green instead of dropping it.
8.  Never rake the ball away near the cup. The hole isn’t finished 

until you have sunk every putt that isn’t conceded.
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RULES OF FASTER PLAY

Even though you’re on the course for the enjoyment of the 
surroundings and the company of your playing companions, it’s 
not a gentle ramble through the park. The players in other groups 
on the course and the ones playing with you want to play, not wait 
for you to get out of their way so they can.

Tee to Green
1. One person should be teed up and ready to hit as soon as the 

group in front is clear. If one member of your group is signifi-
cantly longer off the tee than the others, and has to wait for the 
fairway to clear, that person should let shorter hitters go first, 
even with the honor.

2. Forget about honor on the tee. Whoever’s ready first hits first. 
3. Be standing beside the tee box with your club in hand, ready to 

go, as the player ahead of you is hitting. 
4. Walk briskly down the fairway instead of ambling. Having a 

conversation as you play doesn’t mean you get to crawl around 
the course.

5. After another player has hit, walk up to your ball without 
waiting for that player to walk up with you.

6. If you’re ready to hit, though you aren’t away, hit it. 
7. Keep an extra ball in your pocket. If you lose one, you have only 

to reach into your pocket for a new one, not rummage through 
your bag.

8. It’s OK to hit if it looks like another player needs more time to 
analyze his next shot.

On the Green
1. Read your putt as soon as you get to the green so you will be 

ready when it’s your turn.
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2. When your first putt ends as a tap-in, putt out if you can do so 
without stepping on someone else’s line.

3. If your ball isn’t in anyone’s way, mark it, clean it, and replace it 
right away.

4. Leave the green when everyone has putted out. Save your con-
versation and score-keeping for the next tee.

5. Leave your clubs on the side of the green nearest the next tee—
never in front of the green, and especially not on the other 
side.

The Basic Rules of Recreational Golf

Everybody I explain these rules to just loves them. Take them 
seriously, but in the right way.

Rule 1: You can’t have fun unless you play well.
Rule 2:  Your sense of self-worth is directly related to your score.

playing the game



96

7

Supporting Your Game

This chapter will present things you can do for your game 
even when you’re not playing or practicing. 

Document Your Swing
When you have had several good rounds in a row, make a 

movie of your swing with a digital camera. This will serve as a refer-
ence for a time when your ball striking tails off. You can then make 
another movie of your swing, and compare it to the reference mov-
ie to see where you got off track. 

Photograph three swings—one with a 9-iron, one with a  
5-iron, and one with a driver.

 Use two cameras at the same time—one looking at you face 
on from across the ball, the other one from your side looking down 
toward the target. The front and side views match each other be-
cause they are images of the same swing.

Learn How Far Your Irons Fly
You hit approach shots close to the hole by knowing exactly 

how far you hit each club. Here’s how to find that out. 
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Take a bag of balls, your clubs, and a willing friend to a large, 
vacant field. Select one club and hit a dozen shots. Have your friend 
replace each ball on the spot where it landed. Hopefully, there will 
be a tight pattern for each club that you can measure the distance 
to. Ideally you would do this for every club, but at least do it from 
your 7-iron through pitching wedge. Those are the clubs you can 
stick it close with if you have their distances down pat.

Measure the distance to each cluster with a bicycle. Measure 
the circumference of the tire and walk from the place where you hit 
the balls to the center of each cluster, counting revolutions of the 
tire as you go. Wrap some tape around the tire in one spot to make 
it easy to count revolutions. 

What you’ll determine isn’t the average distance you hit each 
club, but the maximum distance. That’s a critical distinction. Sup-
pose you hit your 8-iron 132 yards and your 7-iron 141 yards, and 
you’re in the fairway 136 yards from the pin. You cannot hit your 
8-iron. It won’t get there. Take out your 7-iron instead, grip down a 
bit, and make a full swing. You should get a pin-high shot out of it. 

Knowing how far you hit each club gives you flexibility in 
your club selection, because we play golf in Nature and conditions 
change. Being 145 yards from the green doesn’t always mean you’ll 
use your 145-yard club.

Consider what happened to me one day. My 6-iron goes 151 
yards, the 5-iron 160, and the 4-hybrid 174. I was 156 yards from 
the center of the green, according to the sprinkler head. That meant 
an easy 5-iron. But the pin was in the front of the green, not the 
center, so I could get there with the 6. 

It had been raining lately and the ground was wet, which 
means you can’t trap the ball against the ground at impact very 
well, and the ball won’t fly as far. Back to the 5-iron. But there was 
a wind in my face. Two holes earlier I hit into the same wind and 
the ball landed way short. I ended up hitting my 4-iron for a 148-
yard shot, which landed eight feet to the right, pin high. I sank the 
birdie putt. 
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Know Your Course
On my home course, there’s a long par 4 that turns right half-

way out and goes up a hill for a 190-yard second shot. All you can 
see from the fairway is the top of the pin. There’s no telling from 
there where on the green the pin is, and it’s a deep green. And yet, 
the pin and its location are visible from the tee. There’s a greenside 
mound up there. If the pin rises out of the center of the mound, it’s 
in back. If the pin is sticking out of the left downslope of the 
mound, the pin is in front. (This is a two-level green, so the pin is 
never in the center.) Golfers who have played the course for years 
don’t know this. 

The first time I play a course, I write down the club I used on 
each tee. If that was the wrong choice, I write down the club that 
would have been better. The second time I play the course I know 
exactly what club to use and that’s one less decision to make. This 
is especially important on par 3s.

On these holes, I mark down where the ball landed, what club 
I used, from which set of tees, and where the tee markers were that 
day in relation to the standard distance for that marker. After a 
while, I will know what club will get me close to any pin position. 
This takes the guesswork out of the shot.

If this is a course you play regularly, learn where everything is 
located. 

• If there’s water, how far is it from the tee? 
• On dogleg holes, how far is it to the corner and how far is it 

before you would drive through the fairway? 
• How far from the tee are the fairway bunkers? 
• Is there a spot you can shoot for to get extra roll or a better 

lie for your second shot? 
• On each green, where is it OK to miss and where should you 

avoid a miss at all cost? 
• Which pin locations can you see ahead of time as you make 

your way around the course? 
Put these things in a notebook you take with you when you play.
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On the par 5s, find out how far from the green certain land-
marks are in the area where your drives typically land. Sprinkler 
heads usually aren’t marked this far out. (One course I play has a 
sprinkler head about 300 yards from the green on a par 5 labeled 
Dreamer.) To get the ball into position for your third shot, it’s good 
to know where you are as you plan your second shot.

Each course has its own personality in the sense that it asks you 
to hit certain shots that others courses don’t. For example, the typical 
height of the grass around the greens dictates the kind of chip shot 
you’ll hit. The chip you’ve perfected on a course with fairway-high 
grass might be useless on a course where the fringe is cut close and 
smooth. On some courses, you’ll be hitting irons into most of the 
greens. On others, you’ll be pitching in most of the time. 

In any event, if a course presents you with shots you aren’t 
good at, or aren’t used to hitting, change the way you play it so you 
hit the shots you like. 

Make a diagram of each green in that notebook you’re keep-
ing. Put in notes on the general tilt of the green—back to front, 
back left to front right, etc. Make notes about putts that break un-
expectedly or don’t break when it looks like they should. You can 
draw lines on the green chart and make a note beside it. For example, 
LS means, looks left, goes straight. 

Analyze Your Game
While you play, write down these three things on your score-

card for each hole: the number of full swings, the number of short 
shots, and the number of putts. Make a note of penalty strokes and 
recovery shots, but don’t include them into your counts. They show 
up as the difference between your score for the hole and the sum of 
the three shot categories you wrote down. 

Ideally, the number of full shots you hit would total 36, 
and the number of short shots plus putts would also total 36. 
And do think of, and work on, your short game and your  
putting together. 
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If either of these totals is 40 or less, that part of the game is 
going well for you by recreational standards. A total of 45 or more 
shows that you need work on the practice tee or around the green. 
If one of the numbers is consistently higher than the other, this tells 
you what part of your game needs the most work.

You can analyze these three numbers more deeply by looking 
at each hole. The number of full shots on a hole should equal par 
minus two. If you’re taking more than that, is it because you’re 
missing fairways or hitting bad shots from the fairway? 

There should be no more than one short shot per hole. If there 
are several, that shows your short shots aren’t hitting the green. 
Short shots plus putts shouldn’t total more than three, and a few 
twos would be nice to see. You don’t want to see more than one 
three-putt green per side. 

When you get home, write down and evaluate every shot, in-
cluding those recovery shots and penalty strokes. Look at your list 
and note the easy ones you just plain missed. Most often, these will be 
short shots. That happens because you haven’t practiced them enough 
for your best to come out under the pressure of play, when there’s only 
one chance to get it right. If you find some, they are your top priorities 
the next time you go to the range. 

Note bad decisions. Either you hit the wrong shot, or hit the 
right shot, but with the wrong club. These mistakes come from a 
lack of experience. Write down what you did, what you should 
have done, and remember it, to avoid making that mistake again. 
I’ll bet you can find at least three shots per side you didn’t need to 
lose that had little to do with deficient shotmaking skills. You can 
improve that much just by becoming a better thinker.

Finally, note the shots that didn’t come out well because your 
concentration wasn’t sharp. Notice where in the round they oc-
curred. After a few rounds you might find there is a pattern of your 
concentration faltering around holes 6–8, for example, or after 
you’ve had a few bad holes. Do what you have to to fix that, but 

supporting your game



  101

you might find that just going through this analysis will help you 
concentrate better the next time you play.

Measure Your Putting Ability
Record the length in feet of every putt you hit. You can step 

off the length of your first putt when you walk to where the ball 
ended up. Step off the length of the second putt when you walk to 
the hole to get your ball. Add that length to the length of the first 
putt (assuming it was short) to get its total length.

Divide the total length of all the putts you hit in the round by 
the length of all putts hit after the first putt on each green. A quo-
tient of 10 or higher is good putting.

Example: On the first three greens, you had putts of 23 and 2 
feet, 8 feet, and 47, 6, and 1 foot—a two-putt green, a one-putt 
green, and a three-putt green. The total length of all putts is 87 feet. 
The total length of all remaining putts is 9 feet (2+6+1). The ratio 
is 87 divided by 9, or 9.67. If you had made that 6-footer, the ratio 
would have been 10.75. Darn those three-putt greens! 

How to Get the Most Out Of a Lesson
Throughout the book I’ve suggested when it would be benefi-

cial to have lessons. Here’s how to get the most out of one.
First, be smart about scheduling it. The worst time to schedule 

a lesson is if you’re going to play later that day or even the next day. 
Taking a lesson detaches you from one habit and attempts to attach 
you to another one. When you’re adrift between habits, don’t play, 
unless you don’t care too much what your score is for a while. 

I had a lesson once where the pro pointed out that my left 
shoulder was too far forward at address. I worked for a few days on 
getting it back to square, but it still felt funny, because it was not 
my habit. Two days later I played 18 holes and my tee shots were 
phenomenal—long and dead center or a bit to the left. I never 
once saw the right side of the fairway off the tee. 
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Irons, however, were a different story. I just couldn’t get the 
club down to hit the ball off the ground. I had only one good iron 
shot all day. But that was OK. I expected there would be something 
that wouldn’t work and I just played the best I could, knowing that 
when I finally got the new address position figured out, I would 
start hitting every shot much better. 

When you’re scheduling your lesson, the pro is going to ask 
you what you want to work on. Have an answer, the more specific 
the better. That way, your pro can start looking for the answer to 
your problem from the very start and make the most of the half-
hour you’re going to be together.

I had a lesson once to solve an annoying problem. The way I 
was playing at the time, my 9-iron was money, my 6-iron was OK, 
and my driver was this thing in my hands. The question? How do 
I hit each club as well as my 9-iron? The pro gave me the answer 
and the problem cleared up in a half-hour because I told him ex-
actly what I wanted to know.

Arrive for your lesson about 15 minutes early to pay for it and 
warm up. Hit some balls so you’re ready when the pro steps up to 
the tee to help you. Resist any urge to start fixing the problem 
yourself during the warm up. All you’re doing is getting loose. You 
want the pro to see how you normally swing.

When you hire a teacher, he or she is working for you. Tell 
your pro how you learn best. Do you want the pro to demonstrate 
so you can copy what you see? Do you respond best to verbal  
descriptions? Do you need to hit lots of shots in order to turn the 
instruction into doing? Do you want technical explanations or do 
you want to hear how the right move feels? Every pro has a teach-
ing style, but you have a learning style. There needs to be an  
understanding on both sides as to how the lesson is going to work 
in this regard. Don’t be shy about bringing this up. A good teacher 
will allow you to take the lead in these matters.

A teacher-student relationship is 50–50. The teacher teaches 
and the student learns. Your pro will bring all his or her knowledge 
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and experience to bear on teaching you. During a lesson, be equally 
committed as a learner. This means:
1. When the teacher is talking, listen. Don’t trade ideas on swing 

theory unless the pro asks you about it. Avoid having a conver-
sation with the pro to show off how much you know. You’re 
there to listen to someone who knows (the pro), not someone 
who doesn’t (you).

2. When the pro says to do “this,” then do “this” to the best of your 
ability. It might feel uncomfortable, but new movements are 
uncomfortable—that’s part of learning. 

3. Take yourself out of the lesson. If you do what you’re told, but 
add something else of your own, you won’t know what caused 
the results you get.

4. When you don’t understand, speak up. Ask briefly for clarifica-
tion or for a demonstration. But then listen to the explanation 
and watch the demonstration. Focus on being able to do what 
the pro wants you to do. 

5. When you learn a new movement you’ll probably hit some 
clinkers. That’s all right. Keep trying to do what you’re being 
asked to do and let the pro be the one who decides what, if any, 
corrections to make.

6. When the lesson is almost over, ask for a few drills that you can 
use to practice the points you have been working on, if the pro 
hasn’t given you some already. Drills are vital to learning new 
movements. You’re retraining your subconscious mind to make 
a new movement correctly. Drills isolate that movement so you 
can repeat it until it’s learned

7. After the lesson is over, there should still be some balls in front 
of you. Hit them all. Work on what the pro taught you. Work 
on your drills. Work on getting the ideas you were given into 
your head and into your body while the instruction is still fresh. 
Practice again every day for a week or so in order to remember 
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what you learned. Without constant practice, you’ll ease back 
into the old habit you’re trying to replace.

Don’t be discouraged if you don’t get it completely in your 
half-hour lesson. You might need several lessons and lots of practice 
to learn what to do. When we have a habit, our mind pulls us in 
the direction of that habit regardless of our best intentions. That’s 
why lessons are hard sometimes. 

Finally, remember that in a lesson the pro just points the way. 
The responsibility for improvement lies with you. 

A Golf Library
When you forget your fundamentals, a little advice, rather 

than a lesson, might be all you need. The books listed below can 
give you reminders that will help you keep your game on track and 
focus your practice. By having these books handy, you’re way ahead 
of the game.

Armour, Tommy. 1959. A Round of Golf with Tommy Armour. 
The classic book on course management for the recreational golfer.

Boomer, Percy. 1946. On Learning Golf. The very first book on 
how to be a feel player. Referred to and relied on by teachers even 
today. Get this book and study it.

Faldo, Nick. 1995. A Swing for Life. An excellent book about 
building your swing. It gives you a clear description of the essen-
tials of the golf swing and drills to build them into yours. Though 
never known as a great putter, Faldo’s advice on putting is as useful 
as anything else in the book.

Floyd, Raymond. 1998. The Elements of Scoring. There is little 
technique discussed here. Rather, how to get the ball in the hole.
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Jones, Robert Tyre. 1992. Bobby Jones on Golf. No other book 
is as eloquent and to the point as this one. At first, it reads like a 
book of reflections, but there is serious instruction here. The better 
golfer you are, the more it means to you. 

Middlecoff, Cary. 1974. The Golf Swing. A study of the devel-
opment of the golf swing from Harry Vardon to Jack Nicklaus. The 
chapters titled “Your Swing” and “Some Personal Reflections” 
should be memorized.

Nelson, Byron. 1976. Shape Your Swing the Modern Way. This 
book is a gold mine of instruction on every phase of the game. 
Ghostwriter Larry Dennis says his interviews with Nelson pro-
duced enough material to fill three books the size of this one. Well, 
where are the other two?

Penick, Harvey. 1992. Harvey Penick’s Little Red Book. It reads 
like a string of homilies, but its simplicity belies its depth. The 
golfer who is advancing can read the same chapter and get some-
thing new out of it each time.

Runyan, Paul. 1979. The Short Way to Lower Scores. A thor-
ough discussion of the short game by one of its few masters. Pre-
cise, opinionated, authoritative. 

Saunders, Vivien. 2000. The Golf Handbook for Women. This is 
the book for recreational golfers. She tells you how to do every-
thing, in clear language. If you have a problem, she offers a fix in 
two sentences and a drill. It’s the one book you really need to have 
(especially you, guys, despite the title). 

Tohei, Koichi, 2001. Ki in Daily Life. This is the sourcebook 
on how to unify mind and body and apply it to your daily life, 
which includes, but is not limited to, golf.
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8

Summary

We’ve covered a lot of ground in the preceding pages. You’ve 
learned about using your mind on the course, and how to think 
your way around the course. You’ve learned how to hit the ball 
straight, get it on the green from close range, and putt out quickly. 
Along the way, you’ve gotten a number of exercises you can use to 
improve your skills in these last three areas. There are so many of 
them, and there is so much to learn, that you might be wondering 
where you should start.

All the exercises in the book are listed below in the order I sug-
gest you learn them. There are six exercises I would recommend 
every golfer practice regularly. 

Start with the Tempo Exercise and work on it daily for as long 
as it takes to find yourself repeating what you did on the previous 
day. At that point, move on to the Impact Exercise, to develop an in-
line swing at the proper tempo. Practice the Baseboard Exercise to get 
your swing started in line. Finish with the Sweet Spot Exercise for your 
putting. 
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When you get to the range, you can work on the two range 
exercises, one for your swing, and one for putting.

For Every Golfer 

At home			   At the range
Tempo (p. 15)			   Alignment (p. 30)
Impact (p. 18)			   Circle, with bottle (p. 54)
Baseboard (p. 32)
Sweet spot (p. 44)

If you want to refine certain parts of your game go to the lists 
below and work on the exercises in the listed order. These exercises are 
in addition to the ones listed above, which should be in your practice 
routine no matter what else you are practicing at the moment. 

To improve your swing            To improve your putting

TV (p. 24)			   Mechanics (p. 53)
Stance and posture (p. 28)		  Hula hoop (p. 55)
Coin (p. 31)			   Reading greens (p. 57)
Finish (p. 33)			   Random distance (p. 55)
120 swings (p. 39)			   Putting clock (p. 56)
			   Line (p. 53)
			   Rolling the ball (p. 56)
			   Two putts (p. 56)

               …To improve your short game

	 Air chip (p. 65) 
	 Greenside chip (p. 63)
	 Standard pitch (p. 72)
	 Hard chip (p. 71)
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What follows is a summary of the most important points in the 
book. Make them a part of your game and you will play better.

1. The prime rule of good golf is:
	 Be at peace with the shot you’re about to hit.
     If you get nothing else out of this book, get this. (p. 10–11)

2. Tempo and rhythm affect every shot. After you have done the 
Tempo Exercise with your driver, hit some putts and then some 
standard pitches with this tempo. Use the same tempo and 
rhythm for every shot, from drive to putt. (p. 13–15)

3.  Learn the dynamic positioning of your body as it moves through 
impact, and do the Impact Exercise regularly to maintain that 
feeling. (p. 16–18)

4. These three parts of the setup will improve your shotmaking 
more than you can imagine. They’re easy to practice and they 
require no skill to master, just careful attention before the shot:

		  Grip pressure (p. 24)
		  Aim and alignment (p. 29–30)
		  Ball position (p. 30–31)
		  Add to them a high, balanced finish (p. 33).

5. Practice every day at home. Do the Tempo Exercise, the Impact 
Exercise, hit a few putts, and a few chips. You can run through all 
of that in a few minutes. Do the 120 Swings Exercise once a week. 
Hit the range once a week and spend most of your time on the 
practice green (below). That’s all it takes to stay in a groove. 

6. Spend two-thirds of your practice time at the range, by the clock, 
on and around the putting green. On the practice mat, think 
short irons and standard pitches. Cool it with the driver. (p. 54)

7. On the course, play the shot that will put the ball in the best 
position for the next shot. If you can’t hit that shot, play one you 
can that leaves you a workable next shot. Apply this rule off the 

summary



  109

tee, off the fairway, and around the green. Another way of saying 
this is to play the shot you can hit, not the shot you want to hit. 
(p. 78–79)

8. Strive to play well, but don’t let that become more important 
than making the people you’re playing with glad that they played 
with you. (p. 92–93)

summary
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Page numbers in boldface
indicate illustrations

Aim and alignment
	 putting, 52
	 swing, 29–30
Air chip, 63–65, 68
Alexander, F. Matthias, 8
Anger, 93
Back, protecting, 37
Balance, 25, 28
Ball, marking, 81–82
Ball flight chart, 4
Ball position
	 air chip, 63
	 greenside chip, 61
	 hard chip, 65
	 putt, 45
	 standard pitch, 71
	 swing, 30–31
Blow–up holes, avoiding, 88–89
Boomer, Percy, 8
Bottle, putting at, 54–55
Breaking 100 (or 90, or 80), 
	 how to, 89
Bunkers, 74–75
Caddy, be your own, 90–91
Cell phones, 93
Chipping, 61–66, 71, 67–69
Club selection
	 air chip, 63
	 greenside chip, 62
	 hard chip, 66
	 iron method, 60
	 irons, 97
	 par 3s, 84
	 putter method, 60
	 standard pitch, 72
	 tee shots, 85–86
Concentration
	 analyzing, 100–101
	 defined, 11
	 developing, 12
	 losing, 11, 92
Els, Ernie, 13
Faster play, 94–95

Finish
	 putt, 48
	 short game, 62, 64, 66, 72
	 swing, 33, 34–35
Forward press, 31
Fundamentals
	 impact, 16–18
	 setup, 12
	 tempo and rhythm, 13–15
	 calm mind, 8–12
Game plan, 79
Golf course, what to know, 98–99
Greenside chip, 61–63, 67
Grip
	 forming, 22–23
	 position on club, 24
	 pressure, 24
	 putting, 45, 49
Hard chip, 65–66, 71, 69
Impact
	 exercise, 16–18, 17
	 importance of, 16
Intimidating shots, 91–92
Irons
	 how far you hit them, 96–97
	 how to hit, 86
Key holes, 83–84
Lesson
	 how to take, 101–104
	 when to take, 19, 21, 74, 76, 77
Long hitters, playing with, 90
Metronome
	 and rhythm, 15
	 and tempo, 14
Mind
	 before hitting a shot, 5, 10–11, 40, 90
	 planning a shot, 9–10
	 putting, 52
	 setup and, 12
	 short game, 61
	 swing thoughts, 90
	 visualization, 10
	 See also: Concentration
Mind and body coordination
	 meaning of, 8–9
	 applications, 9–11, 52, 61
Notebook, 98–99
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Par, personal, 79 
Posture, 25, 28
Practice
	 amount, 2–3
	 guidelines, 2 
	 mind and technique, 5
	 plans, 107
Price, Nick, 13
Putting
	 ability, measuring, 101
	 alignment spot, 52
	 charge or die, 87
	 going to school, 88
	 greens
		  how to read, 50–52
		  learning to read, 57–58
	 grip, 45, 49
	 mind and, 42, 52, 53
	 practice, 53–58, 55, 56
	 putter, selecting, 42–43
	 routine, 52–53
	 setup, 44–45, 46–47
	 stroke, 48, 50
	 sweet spot, 43–44
	 tempo, 15
Rhythm
	 defined, 13
	 determining, 15 
Rough
	 around the green, 73
	 fairway, 87
Round, analyzing, 100
Rules, official, 82–83
Runyan, Paul, 44
Scorecard, marking, 99
Setup, 12
	 air chip, 63–64
	 greenside chip, 61
	 hard chip, 65
	 putt, 45, 46–48
	 standard pitch, 71 
	 swing, 21–31, 26–27
Short game
	 Four Basic Shots, 60–73
	 general strategy, 87
	 new shot, learning, 76–77
	 rough, 73
	 sand, 74–75
	 specialty shots, 75–76
Social rules, 92–93

Stance and posture, 24–29, 26–27
Standard pitch, 71–72, 70
Start of swing, 31–32
Strategy
	 general, 78–79
	 short game, 87
Sun at your back, 86
Swing
	 documenting, 96
	 thoughts, 90
Tees, selecting, 80–81
Tempo
	 defined, 13
	 determining, 14
	 practicing, 15
	 putting, 48
Tinkering, 41, 58
Trees, getting out of, 66–67
Tohei, Koichi, 8–9
Uneven lies, 86
Visualization, 10
Warm–up, 80
Weight distribution, 25
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About the Author

Bob Jones, called Bobby as a child, took up golf in the late 
1950s and didn’t understand why everyone asked him if he was  
going to play like Bobby Jones.

Like many men do, he put the game aside as a young adult to 
raise his family and pursue his working career, picking up the sticks 
again a few years before retirement. He is grateful for the head start 
he got in his youth. 

Bob plays golf once a week and hits the range twice a week, 
but practices at home daily on a mat he bought when a driving 
range closed, hitting plastic balls through an opening he pruned in 
the apple tree that dominates his backyard. 

Bob has studied Mind and Body Coordination with the  
Oregon Ki Society since 1982. He takes periodic trips to Japan for 
further study, and teaches weekly classes in Salem, Oregon.
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