
2003 Breezy Point Challenge

July 12-16, 2003 ▪ 2003 Purse: $1,200 ▪ 2002 Champion: Nick Johnson

Practice Round – Saturday AM @ Mille Lacs

Closest To The Pin (2) ▪ Longest Drive ▪ Longest Putt ▪ Skins ▪ Low Putts ▪ Low Net
Group # 1 – Nick Johnson, Rick Johnson, Gary Johnson, Tony Kaufhold

Group # 2 – Herb Parrott, Jeremiah Johnson, Bob Johnson, Sean Kaufhold

Group # 3 – Russ Johnson, Terry Hansen, Gary Hansen, Corey Chock

* Tee times in order of finish of previous year
Round 1 – 2 Person Best Ball - Saturday PM @ Mille Lacs

Closest To The Pin (2) ▪ Longest Drive ▪ Longest Putt ▪ Skins ▪ Low Putts ▪ Low Net ▪ Low Team
Group # 1 – Gary Johnson/Terry Hansen, Russ Johnson/Sean Kaufhold

Group # 2 – Corey Chock/Gary Hansen, Tony Kaufhold/ Herb Parrott 

Group # 3 – Nick Johnson/Bob Johnson, Jeremiah Johnson/Rick Johnson

Round 2 – Individual Stroke Play - Sunday AM @ Whitebirch

Closest To The Pin (2) ▪ Longest Drive ▪ Longest Putt ▪ Skins ▪ Low Putts ▪ Low Net
Group # 1 – Gary Hansen, Bob Johnson, Corey Chock, Herb Parrott

Group # 2 – Sean Kaufhold, Nick Johnson, Tony Kaufhold, Rick Johnson

Group # 3 – Terry Hansen, Gary Johnson, Russ Johnson, Jeremiah Johnson

Round 3 - 2 Person Best Ball – Sunday PM @ Whitebirch 

Closest To The Pin (2) ▪ Longest Drive ▪ Longest Putt ▪ Skins ▪ Low Putts ▪ Low Net ▪ Low Team
Group # 1 – Rick Johnson/ Gary Hansen, Bob Johnson/Gary Johnson

Group # 2 – Herb Parrott/ Nick Johnson, Corey Chock/Jeremiah Johnson

Group # 3 – Sean Kaufhold/Russ Johnson, Tony Kaufhold/Terry Hansen

Round 4 – Individual Stroke Play - Monday AM @ Whitebirch

Closest To The Pin (2) ▪ Longest Drive ▪ Longest Putt ▪ Skins ▪ Low Putts ▪ Low Net
Group # 1 – Terry Hansen, Gary Johnson, Herb Parrott, Nick Johnson

Group # 2 – Jeremiah Johnson, Gary Hansen, Corey Chock, Rick Johnson

Group # 3 – Russ Johnson, Bob Johnson, Tony Kaufhold, Sean Kaufhold

Round 5 – Team Scramble - Monday PM @ Traditional

Team Closest To The Pin (2) ▪ Team Long Drive ▪ Team Long Putt ▪ Team Low Putts ▪ Low Team
Group # 1 – Jeremiah Johnson/Gary Hansen/Bob Johnson/Sean Kaufhold

Group # 2 – Rick Johnson/Herb Parrott/Russ Johnson/Tony Kaufhold

Group # 3 – Nick Johnson/Terry Hansen/Gary Johnson/Corey Chock

Round 6 – Individual Stroke Play - Tuesday AM @ Whitebirch

Closest To The Pin (2) ▪ Longest Drive ▪ Longest Putt ▪ Skins ▪ Low Putts ▪ Low Net
Group # 1 – Bob Johnson, Jeremiah Johnson, Gary Johnson, Terry Hansen

Group # 2 – Nick Johnson, Gary Hansen, Herb Parrott, Tony Kaufhold

Group # 3 – Rick Johnson, Sean Kaufhold, Corey Chock, Russ Johnson

Round 7 – Individual Stroke Play (6 Red/6 White/6 Blue) - Tuesday PM @ Whitebirch

Closest To The Pin (2) ▪ Longest Drive ▪ Longest Putt ▪ Skins ▪ Low Putts ▪ Low Net
Group # 1 – Russ Johnson, Nick Johnson, Bob Johnson, Gary Hansen

Group # 2 – Corey Chock, Gary Johnson, Tony Kaufhold, Jeremiah Johnson 

Group # 3 – Rick Johnson, Sean Kaufhold, Terry Hansen, Herb Parrott

Round 8 – Match Play - Wednesday AM @ Whitebirch

Round 9 – Match Play - Wednesday PM @ Whitebirch

▪ Seeded by cumulative individual net score in rounds 1,2,3,4,6,7
▪ Lowest Seeded Match Tees-Off First/Highest Tees-Off Last

▪ Trophy presented to 2003 Champion by 2002 Champion in Antlers Bar & Grill
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	Champion - $60

Runner-Up - $45

3rd Place - $30

4th Place - $15
	5th Place - $40

6th Place - $30

7th Place - $20

8th Place - $10
	9th Place - $26

10th Place - $18

11th Place - $8

12th Place - $0


2003 Breezy Point Challenge Handicap Calculations

	Name
	USGA
	MILLE LACS
	WHITEBIRCH

	Jeremiah Johnson
	9.3
	9
	10

	Richard Johnson
	9.6
	10
	11

	Nicholas Johnson
	11.9
	12
	13

	Corey Chock
	13.2
	13
	14

	Tony Kaufhold
	14.1
	14
	15

	Sean Kaufhold
	14.6
	15
	16

	Gary Johnson
	15.7
	16
	17

	Russ Johnson
	16.2
	16
	18

	Robert Johnson
	17.5
	18
	19

	Terry Hansen
	19.2
	20
	21

	Herb Parrot
	21.3
	22
	23

	Gary Hansen
	27.3
	28
	30


Breezy Point Whitebirch (White) = 68.2/124

Mille Lacs Golf Resort (White) = 69.2/115

Southern Hills GC (White) = 69.4/124 

Lone Pine Country Club (White) = 65.3/108
Handicap Notes

· Gary Hansen's 9-hole league handicap (15) from Southern Hills GC was doubled for an 18-hole handicap, used to determine a Mock USGA Handicap, which in turn, was used to determine the handicaps for Breezy Point Whitebirch and Mille Lacs Golf Resort. 

· Tony Kaufhold's 9-hole league handicap (6.7) from Lone Pine CC was doubled for an 18-hole handicap, used to determine a Mock USGA Handicap, which in turn, was used to determine the handicaps for Breezy Point Whitebirch and Mille Lacs Golf Resort. 

· Corey Chock's handicap from the 2002 Breezy Point Challenge was weighted (50%) with the lower three of the five valid scores (93, 87, 101, 89, 88) from the 2002 Breezy Point Challenge (50%), used to determine a Mock USGA Handicap, which in turn, was used to determine the handicaps for Breezy Point Whitebirch and Mille Lacs Golf Resort

· Unable to locate valid 2002 Breezy Point Challenge Scores of 96, 87, 89, 85, 90 for Russ Johnson in USGA Calculation

· Unable to locate valid 2002 Breezy Point Challenge Scores of 82, 84, 82, 82, 85 for Nick Johnson in USGA Calculation

· Unable to locate valid 2002 Breezy Point Challenge Scores of 100, 100, 91, 108 for Terry Hansen in USGA Calculation

· Unable to locate valid 2002 Breezy Point Challenge Scores of 95, 85, 88, 89, 80 for Sean Kaufhold in USGA Calculation (SCGA - www.scga.org)

· Unable to locate recent winning tournament score of 76 for Gary Johnson in USGA Calculation
· Breezy Point Challenge handicaps are defined on July 1 of the competition year.
· Handicap Terminal at Breezy Point Resort resides inside the Traditional Course clubhouse.
Breezy Point Challenge Sports Book

· Place a wager on the person(s) you think will be the champion of this year’s competition

· Minimum bet of $5 spread across the board, Minimum bet of $1 on a player

· Betting Deadline: Before end of Round 3 (Sunday Afternoon Round)

· Place wager amount in column defined by your initials

· Turn in this sheet with cash

· Winnings are based on the percentage of monies bet on a particular player.

· (Ex.)  Gary wins.  Tony and Rick are the only people who bet on Gary.  If Rick bet $7 on Gary and Tony bet $3 on Gary, Rick will get 70% of the final pot and Tony will get 30%.
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Breezy Point Challenge Rules 

1.0 – Conduct
· Participants of the Breezy Point Challenge are expected to abide by the rules set forth by the USGA in the “Rules of Golf” as well as respect the unwritten rules of golf etiquette.
1.1 – Club Toss

· A “Club Toss” is defined as a golf club that has traveled equal to or more than 1 club lengths from the point of it’s projection.

· Does not include simply dropping a club.

· The playing partners of the accused determine a violation of the club toss rule. 

· The penalty for a “Club Toss” is the monetary value of one round of beverages for all Breezy Point Challenge participants on the day the infraction occurred.

1.2 – Bag Toss

· A “Bag Toss” is defined as a golf bag, or multiple golf clubs in which the furthest item tossed in a single instance has traveled equal to or more than 1 club lengths from the point of it’s projection.

· The playing partners of the accused determine a violation of the bag toss rule.

· The penalty for a “Bag Toss” is the monetary value of two rounds of beverages for all Breezy Point Challenge participants on the day the infraction occurred.

1.3 – Cursing

· Cursing is not a violation of competition conduct rules, but it is not encouraged.

· If cursing is necessary, please attempt to keep the volume to a minimum as to not disturb other patrons of the club.
1.4 – Handicap

· It is advisable that all Breezy Point Challenge participants secure a valid USGA handicap card.

· The penalty for failure to enter valid Breezy Point Challenge scores (excludes Scramble & 6-6-6) using Equitable Stroke Control (ESC) is the monetary value of one round of beverages for all Breezy Point Challenge participants the following year on the Sunday evening of competition week.  Determination of this infraction will commence on July 1 of the following year beginning in 2004.  Appeals can be issued to the Breezy Point Challenge competition committee.
1.5 – Mulligan

· Mulligans are not allowed.  

1.6 – Gimmie
· The other members of your group can only award Gimmies.

· Penalty for picking up your ball without recognition from your playing partners:

.1 1st Offence = Warning

.2 2nd Offence = 2 stroke penalty

1.7 – Provisional Ball

· Please play a provisional ball in the following instances:

.1 When the location of the ball is in question as to whether it has traveled out of bounds.  This will eliminate the need to go back to the original point at which the shot was taken and will, in turn, increase the speed of play.

.2 When the ruling of a particular shot is in question.  Play both balls through the hole and record both scores.  Your group should consult with the head professional immediately following the round to get the correct ruling.

2.0 – Format

· The Breezy Point Challenge consists of:

· Practice Round (1)

· Individual Stroke Play (3)

· Two Person Best Ball (2)

· 6 Red / 6 White / 6 Blue (1)

· Team Scramble (1)

· 18-Hole Individual Match Play (2)

2.1 – Scoring

· Individuals participating the competition will have their individual net total score recorded for each round (excluding the Team Scramble).  Before the commencement of the Match Play rounds, individuals will be ranked, or seeded, in ascending order by their cumulative individual net total score.

· Any non-match play round missed, or which a player is disqualified will be recorded equal to that of the highest score of the other recorded scores.

· Any match play round missed, or which a player is disqualified will be recorded as a loss.

· Any non-match play round discontinued due to weather or other uncontrollable variables will be recorded as a partial round to the lowest common denominator of holes completed by the participants.

· Any match play round discontinued due to weather or other uncontrollable variables will be recorded as a complete match if the match has exceeded nine holes of play.

2.2 – Practice Round

· The practice round is played as an individual stroke play round.

· The individual net score is not included in the cumulative score for the competition.

· Tee times are determined in ascending order by place of finish in the previous year’s competition.

· Award given to the individual(s) with the lowest net score for the round.

· Awards for Closest To The Pin (2), Longest Drive, Longest Putt, Skins, Low Putts.

2.3 – Individual Stroke Play

· Individuals record their gross score for the round.

· Upon the close of the round, the official scorekeeper determines the net scoring with the application of the individual’s handicap.

· Award given to the individual(s) with the lowest net score for the round.

· Awards for Closest To The Pin (2), Longest Drive, Longest Putt, Skins, Low Putts.

2.4 – Two Person Best Ball

· Individuals record their gross score for the round.

· Upon the close of the round, the official scorekeeper determines the net scoring with the application of the individual’s handicap.

· The best net score for each hole among the team members is recorded as the team score for that hole.

· Award given to the team(s) with the lowest net score for the round.

· Award given to the individual(s) with the lowest net score for the round.

· Awards for Closest To The Pin (2), Longest Drive, Longest Putt, Skins, Low Putts.

2.5 – 6–Red/6-White/6-Blue

· Individuals select which tee they would like to start from at each hole.

· Individuals must tee from the red tees on 6 holes, from the white tees on 6 holes, and from the blue tees on 6 holes.  

· The selected tee for each hole must be recorded on the scorecard. 

· Any deviation from the 6-6-6 will result in disqualification.

· Individuals record their gross score for the round.

· Upon the close of the round, the official scorekeeper determines the net scoring with the application of the individual’s handicap.

· Award given to the individual(s) with the lowest net score for the round.

· Awards for Closest To The Pin (2), Longest Drive, Longest Putt, Skins, Low Putts.

2.6 – Team Scramble

· Play the ball from the best position as chosen by your four-person team. All players hit from that spot.
· Teams may move the ball one-club length from the initial shot, but may not move the ball into different grass types. Ex. - moving ball from rough to fairway or from fringe to green.

· Putts must be placed within 2 in. of their original position, not nearer the hole.
· One gross team score is recorded for each hole.  Handicaps do not apply.
· The team score is not included in individual cumulative scores for the competition.

· Awards for Team Closest To The Pin (2), Team Longest Drive, Team Longest Putt ▪ Team Low Putts, Low Team Score

· Teams are seeded by their USGA handicap.

· Team #1 – Seed 1, Seed 6, Seed 9, Seed 12

· Team #2 – Seed 2, Seed 5, Seed 8, Seed 11

· Team #3 – Seed 3, Seed 4, Seed 7, Seed 10

2.7 – 18 Hole Match Play

· Handicaps apply.  Subtract the low handicap from the high handicap.  The result is the number of holes the higher handicap will receive a stroke(s).  Strokes are applied in ascending order to the hole handicap set forth by the course.

· Each hole is worth 1 point.

· Prior to the commencement of the match play competition, individuals are seeded into one of three flights (or brackets) based on their cumulative score.

· Flight #1 (Championship Flight) 

· 1 vs. 4

· 2 vs. 3

· Winner of (1 vs. 4) vs. Winner of (2 vs. 3)

· Loser of (1 vs. 4) vs. Loser of (2 vs. 3)

· Flight #2 (5th Place) 

· 5 vs. 8

· 6 vs. 7

· Winner of (5 vs. 8) vs. Winner of (6 vs. 7)

· Loser of (5 vs. 8) vs. Loser of (6 vs. 7)

· Flight #3 (9th Place) 

· 9 vs. 12

· 10 vs. 11

· Winner of (9 vs. 12) vs. Winner of (10 vs. 11)

· Loser of (9 vs. 12) vs. Loser of (10 vs. 11)

3.0 – Handicap

3.1 - Definition

· Breezy Point Challenge handicaps are defined on July 1 of the competition year.
· USGA Handicaps are used to determine course handicaps for each participant.  It is advisable that all Breezy Point Challenge participants secure a valid USGA handicap card.
· For those without USGA Handicaps the following is used in order of priority to determine handicaps for the Breezy Point Challenge.
.1 League handicap for current year.

.2 Calculation of previous years Breezy Point Challenge Handicap (50%) combined with the lower 3 valid scores (excludes Scramble & 6-6-6) for the previous years Breezy Point Challenge (50%)

.3 Calculation from a minimum of 5 scorecards for the current year.

.4 Other.

3.2 - Penalties

· The penalty failure to enter valid Breezy Point Challenge scores using Equitable Stroke Control (ESC) is the monetary value of one round of beverages for all Breezy Point Challenge participants the following year.  Determination of this infraction will commence on July 1 of the following year beginning in 2004.  Appeals can be issued to the Breezy Point Challenge competition committee.

4.0 – Breezy Point Challenge Trophy

4.1 - Presentation

· The Breezy Point Challenge Trophy is awarded to the Champion of the Breezy Point Challenge for a given year.

· The previous year’s champion will make the presentation of the trophy to the current champion in a small ceremony after the conclusion of all match play events in the clubhouse.

· A champion will have the right to keep possession of the trophy and proudly display for the year following the competition.  

      4.2 – Terms of Responsibility

· The champion will be required to pay for the professional engraving of the champion and runner-up names for the given year.  An industry standard font has been utilized.  The defined pattern of engraving must be followed.

· The trophy must be cleaned and polished before the presentation to the new champion.

· As a returning participant to the Breezy Point Challenge, the reigning champion will have the right to keep the trophy throughout competition week.  

· If not a returning participant, the champion must return the trophy (and case) to a confirmed returning participant of the Breezy Point Challenge no later than 1 month prior to the start of the Breezy Point Challenge in a given year.

· Failure to produce to the trophy during competition week, or one-month prior will result in the penalty of $100 payable to the Breezy Point Challenge Purse for a given year.  Bottom Line – Don’t Forget It!
· Taking possession of the Breezy Point Challenge Trophy assumes the acceptance of the Terms of Responsibility.

4.3 – Loss or Damage

· As a result of significant damage to the Breezy Point Challenge Trophy or its case, the possessor will be required to pay for the replacement cost of $130 plus $10 for each year’s engraving.

· As a result of the loss of the Breezy Point Challenge Trophy or its case, the possessor will be required to pay for the replacement cost of $130 plus $10 for each year’s engraving.

Equitable Stroke Control (ESC)

Before turning in scores for handicap purposes, all players are responsible for adjusting their scores in accordance with Equitable Stroke Control (ESC).

Here's how to apply the ESC Procedure: 

1. Use a Course Handicap Table to convert your USGA Handicap Index to a Course Handicap for the course you are going to play. 

2. Use the chart below to look up the maximum score you can post on any hole based on your Course Handicap.

3. If you do not complete a hole, write down the score you most likely would have made. If you do not play a hole or do not play a hole under the Rules of Golf, write down par plus the handicap strokes you would receive on that hole. An “X” should precede such scores. Do not write down your maximum score for an incomplete hole unless your probable score exceeds your maximum score. 

	18-Hole 

Course Handicap
	9-Hole 

Course Handicap
	Maximum Score Posted On Any Hole

	9 or less
	4 or less
	Double Bogey

	10 – 19
	5 – 9
	7

	20 – 29
	10 – 14
	8

	30 – 39
	15 – 19
	9

	40 +
	20 +
	10


USGA Policy on Gambling
The Definition of an amateur golfer provides that an amateur golfer is one who plays the game as a non-remunerative and non-profit-making sport. When gambling motives are introduced, problems can arise which threaten the integrity of the game. 

The distinction between playing for prize money, which violates the Rules of Amateur Status, and gambling, which does not, is essential to the Rules of Amateur Status. The USGA urges amateur golfers to seek USGA guidance whenever it is unclear whether the prize format constitutes playing for prize money or gambling and, in the absence of such guidance, not to play for cash prizes. Such a course of action would ensure that no one jeopardizes his amateur status.

The USGA does not object to informal wagering among individual golfers or teams of golfers when the players in general know each other, participation in the wagering is optional and is limited to the players, the sole source of all money won by the players is advanced by the players on themselves or their own teams and the amount of money involved is such that the primary purpose is the playing of the game for enjoyment. 

On the other hand, organized events open to the general public or designed and promoted to create cash prizes are not approved by the USGA. Golfers participating in such events without first irrevocably waiving the right to cash prizes are deemed by the USGA to be playing for prize money.

The USGA is opposed to and urges its Member Clubs, all golf associations and all other sponsors of golf competitions to prohibit types of gambling such as: (1) Calcutta’s, (2) other auction pools, (3) pari-mutuels and (4) any other forms of gambling organized for general participation or permitting participants to bet on someone other than themselves or their teams. The USGA may deny amateur status, entry in USGA Championships and membership on USGA teams for international competitions to players whose activities in connection with golf gambling, whether organized or individual, are considered by the USGA to be contrary to the best interests of golf.

Golf Games

Players are encouraged to play golf games within their playing group to enhance their enjoyment of any particular round.  Listed below are a handful of games that players may find enjoyable.  

	Bingo-Bango-Bongo

Format:  Individual 

# Of Players:  2,3 or 4

This is a fun game that allows players to be competitive regardless of the differences in handicaps.

Points are earned as follows: 

· First ball on the green (Bingo): 1 point 

· Closest to the pin once everyone is on the green (Bango): 1 point 

· First ball in the hole (Bongo): 1 point 

· The player that is the furthest away must play first. First on, closest to the pin, and first in, determines who wins on each hole.




	Las Vegas

Format:  Team

# Of Players:  4

This game is played by one twosome against another.  On each hole, the team players arrange their two scores to make the lowest possible two digit number. 

· Example: On team A, one team member has a 4, the other a 5.  The two member team score for the hole would be a 45.

Points are earned as follows:
· The points per hole are determined by the difference between the team scores. If team A scores make a 45 and team B scores make a 55, the difference is 10 points.  55-45=10.  Team A would win 10 points for the hole



	Low Ball - Low Total

Format:  Team

# Of Players:  4

This is a two-member team game played in a foursome. 

Points are earned as follows:
· There are two points available per hole.

· Low Ball: 1 Point

· Low Total: 1 Point
· No points earned for ties.



	Low Ball – High Ball

Format:  Team

# Of Players:  4

This is also a two-member team game played in a foursome with two points available per hole. The two teams compare their low-ball score and their best high-ball score on each hole.

Points are earned as follows:
· There are two points available per hole.

· Low Ball: 1 Point

· The lower of the high ball: 1 Point
· No points earned for ties.



	Wolf

Format:  Team

# Of Players:  4

Wolf is a game in which the players in a foursome establish a tee off order on the first tee and rotate that same order throughout the round. The player that tees off first is the Wolf. The players take turns playing the Wolf based on the rotation of the established tee off order.  If you enjoy games that involve strategy, try Wolf, it will become one of your favorites.  Wolf can be played low ball or low total.

The Wolf has the following options:

1. Choose one of the other three players as a partner for the hole (see example), or 

2. Play the hole alone against the other three players.

Example:

· The Wolf would tee off first.

· The second player in the rotation tees off next.

· Based on the results of the second players drive, the Wolf has the option to select the second player as a partner or pass. (Here is where the strategy begins). Once the third player hits their tee shot, the second player is no longer eligible as a partner for the Wolf. Likewise, once the fourth player hits their drive, the third player is no longer eligible as a partner for the Wolf.

· Once the fourth player tees off, the Wolf must select the fourth player as a partner for the hole, or play the hole alone against the other three players.

Points are earned as follows: 

· Winning team:  2 points each player 

· Wolf plays alone and wins: Wolf earns 3 points 

· Wolf plays alone and one player beats the Wolf: All players earn 2 points except Wolf. 

· No Points earned for ties. 



	Greenies

Format:   Individual 

# Of Players:  2, 3 or 4

Greenies is a game played on par 3's. The player whose tee shot is on the green closest to the pin wins the greenie. The point value of each greenie is determined prior to the round.  Greenies can be played with or without carryovers.




	Bridge

Format:    Team

# Of Players:  4

Bridge is a team game that requires a bidding strategy by the partners, much like the card game with the same name.  The object of the game is for the lowest bidding team to have a combined score equal to, or lower than, the bid.  The first team to bid is determined on the first tee.  The option to bid first alternates on each hole regardless who wins the bid.  Bridge is a game which involves a good deal of strategy and makes for a very interesting round of golf

The team that bids first has two options: 

1. Bid the number of strokes that they believe their team will have on the hole. 

2. Pass the bid to the opposing team. 

After the first bid is declared, the opposing team has the following options: 

1. Bid a lower score. 

2. Pass, which establishes the other teams bid for the hole. 

3. Double the point value of the hole. (If you believe your opponents are not capable of scoring equal to or lower than their bid, you have the option to double the point value of the hole.)

4. Bidding continues until the lowest bid is established. 

Points are earned as follows: 

· The lowest bidding team wins the point value of the hole, if they score equal to, or lower than, the bid. 

· The lowest bidding team loses the point value of the hole if their combined score is over the bid. 



Breezy Point Challenge

