
Tri-Golf Equipment
      Putter - used to roll ball along
      the ground.

      Chipper - used to hit the ball in
      the air.

      
      Low bounce ball - used on hard 
      (fast) surfaces e.g. indoors, and 
      for games where balls need to
      stop quickly.
   
      High bounce ball - used outdoors  
      and on  soft (slower) surfaces.

      
      Velcro target.

      Velcro balls - for use with velcro target.
      
      
     
      
      
      Tee - can be used to make chipping easier.
      

      Feet - used to help players aim correctly  
      (the hole in toes can be used to tee-up ball).

   
      Construct a hoop - Can be used to make a
      a part of  a hoop or a full hoop.



Games Tri-Golf Equipment List
 Introductory Cards
 Equipment List
 clubgolf information
 
 Warm-up
 Divots
 Tiger Says

 Putting - Aim
 Finders Keepers
 Word Search
 Tunnel

 Putting - Distance Control
 Bowls/Boules 
 Lemmings
 Ultimate Challenge  

 Chipping - Aim and Distance  
 Control
 Grand National
 Bulls Eye
 Skittles

 Striking - Full Swing
 Driving Range
 Stick on the Green

 Playing
 Putting Course
 Designer

 Including Young Disabled People

 9 Right Handed Irons

 1 Left Handed Iron

 9 Right Handed Putters

 1 Left Handed Putter 

 10 Red Super-Safe Foam Balls

 10 Yellow Super-Safe Foam Balls

 20 No Bounce Balls (5 each of   red, green, blue and yellow)

 60 Anti-Slip marker cones plus stand

 10 Marker Flags (various colours)

 10 Putting Cups 

 20 All Surface Tees 

 10 Pairs of  Foot-Tees

 2 Make-A-Hoops (12 sections)

firstclubgolf  delivers sport the way children like it.

Simpler rules, smaller equipment and playing areas, together with fun training and coaching methods mean that every girl and boy can enjoy the great feeling of  success.
firstclubgolf engages the help of  people with experience – clubgolf, active schools staff, teachers, volunteer coaches and parents – to help children have an enjoyable time and
develop their golfing skills and knowledge.

A national programme – firstclubgolf is supported by all Scottish local authorities and the partners in clubgolf.
clubgolf would like to thank Golf  Development Wales and the Sport Council for Wales for the development of
the firstclubgolf activity cards that make up part of  the firstclubgolf resource.  



clubgolf Information:
“We aim to give every child in Scotland 

access to our national game”
(Scotland’s First Minister Alex Salmond March 2010)

clubgolf  is Scotland’s National Junior Golf  Programme. Launched on the Scottish Executive’s 
pledge to create an opportunity for every child aged nine in Scotland to experience golf, the 
programme is now wellestablished and growing every year. clubgolf  delivers a comprehensive 
player-development pathway designed to create opportunities for youngsters to experience the 
game of  golf.

clubgolf  emerged out of  Scotland’s successful bid to host the Ryder Cup and has been 
developed in partnership between the Scottish Golf  Union, the Scottish Ladies Golfing 
Association, Professional Golfers’ Association, the Golf  Foundation and sportscotland, with 
core funding provided by the Scottish Government.

clubgolf  recognises the importance of  grass-roots development work, which is essential if  golf  
is to remain a strong and successful sport. Children introduced to golf  will not only be able to 
look forward to a lifetime of  enjoyment playing the sport, but will also develop a range of  
personal skills and qualities that will help them in later life – honesty, respect, co-operation, 
self-motivation, concentration and perseverance.

clubgolf  Scotland Ltd
Scottish Golf  Union

The Dukes Golf  Course
St. Andrews
KA16 8NX

Tel: 01334 466 477  Fax:  01334 461 361

clubgolf Contact Details
Torquil McInroy, Project Manager
tmcinroy@clubgolfscotland.co.uk   Tel:  07921 606 472

Lorna McClymont, clubgolf Administrator
l.mcclymont@scottishgolf.org    Tel:  01334 466 493

Ann Lang, Regional Manager, South West Scotland
ann@golf-foundation.org    Tel:  07810 501 577

Audra Booth, Regional Manager, Grampian
clubgolfgrampian@hotmail.com   Tel:  07956 540 588

Colin Bell, Regional Manager, Argyll & Dunbartonshire
cbell@clubgolfscotland.co.uk   Tel:  07882 364 340

Craig Chalmers, Regional Manager, West of  Scotland
cchalmers@clubgolfscotland.co.uk    Tel:  07956 540 576

Mandy Martin, Regional Manager, Central Scotland
Mmartin@clubgolfscotland.co.uk   Tel:  07956 540 587

Laura Rushby, Regional Manager, East of  Scotland
lrushby@clubgolfscotland.co.uk   Tel:  07956 540 595

Martin Ritchie, Regional Manager, Tayside & Fife
martin.ritchie@dundeecity.gov.uk   Tel:  07917 165 699

Willie McKay, Regional Manager, Highlands & Island
willie.mckay@highland.gov.uk   Tel:  07956 540 575

Kevin Fish, Child & Adult Protection Officer
k.fish@scottishgolf.org    Tel:  07884 313 406

Rob Eyton-Jones, Media Manager
rob@eyton-jones.co.uk    Tel:  07775 746 981

Ron Wallace, Coach Education Manager
ron.wallace@pga.org.uk    Tel:  07919 804 801

Donna Holmes, PGA Coach Education Administrator
donna.holmes@pga.org.uk    Tel:  01764 661 848



firstclubgolf

Torquil McInroy

clubgolf  Project Manager

firstclubgolf  is a programme designed to provide teachers and 
volunteers with the necessary knowledge to assist in the early 
development of  young golfers in Scotland. It is designed for use 
with primary-aged children aged nine and over. 

The programme combines training, resource cards and equipment 
to aid the development of  children’s golfing skills and knowledge.

The resources have been developed so that:

 No prior knowledge of  golf  is required

 Support can be integrated with the school and the 5-14
  curriculum, with particular reference to Physical Education.
 
 A range of  skills and activities can be introduced.
 
 Activities can include young disabled people.
 
 They can be used on the school site.
 
 They can be used with a whole class of  pupils.

The programme is designed to offer an introduction to the game of  
golf  and provide a pathway for school-club links. All the activities 
are designed to take place on the school site either indoors or 
outdoors. 

“firstclubgolf provides a unique opportunity for children to 
try out golf in an environment where they feel comfortable. 
Feedback from teachers and children tell us it’s fun and 
that the equipment and programmes are of high quality.

Four out of five primary 5 children in Scotland played 
firstclubgolf in school in 2010 and that number will 
continue to grow.

clubgolf brings a fresh approach to the way we introduce 
children to the sport, and I am convinced the progress we are 
now seeing ensures more children, from a wide range of 
backgrounds, will have an opportunity to be part of Scottish 
golf in the future.”



Warm-up: Divots
 Mark out an area and divide  
 the children into 2 groups:
 'Golfers' and 'Greenkeepers'.

 Give each group an equal  
 number of  markers.

 Ask the Greenkeepers group  
 to set out markers randomly  
 in the marked out area,   
 placing the markers the right  
 way up (small top to   
 ground).

 The aim of  the game is,  
 within a set time the   
 'Golfers' must run to the  
 markers and turn them over  
 (so they are the wrong way  
 up). At the same time the  
 'Greenkeepers' aim is to turn  
 the upside down markers the  
 right way up (as if  to repair  
 them).

 When time is up the winning  
 team is the one with the  
 most number of  markers  
 turned over. 

Warm-up: Divots
 Mark out an area and divide  
 the children into 2 groups:
 'Golfers' and 'Greenkeepers'.

 Give each group an equal  
 number of  markers.

 Ask the Greenkeepers group  
 to set out markers randomly  
 in the marked out area,   
 placing the markers the right  
 way up (small top to   
 ground).

 The aim of  the game is,  
 within a set time the   
 'Golfers' must run to the  
 markers and turn them over  
 (so they are the wrong way  
 up). At the same time the  
 'Greenkeepers' aim is to turn  
 the upside down markers the  
 right way up (as if  to repair  
 them).

 When time is up the winning  
 team is the one with the  
 most number of  markers  
 turned over. 

Play this game in different ways by:  Varying the time.
      Changing the number of  children that play at any one time.
      Changing the distance between the markers.
      Introducing tasks. 

 Some children who have mobility impairments can choose to play from a mat and turn markers within their reach. Other players must replace markers close to the mat.



Warm-up: DivotsWarm-up: Divots

 Scatter the markers evenly around the playing area 

 Children should be aware of  bumping into others. Make sure they avoid bumping  
 heads by looking up at all times.

Space

Task

Equipment

People

Reduce the distance between markers.

Play for a shorter time.
Use more markers or cards.
Walk or jog between markers.
Knock over skittles or knock bean bags off  cones as an alternative (other players 
must replace the bean bags).

Increase the number of  markers.

Increase the distance between markers.

For a speed activity reduce the time.

For an endurance activity increase the time.

Introduce a task e.g. touch a corner after turning over 
the marker.

Reduce the number of  markers.

Reduce the number of  children.

Introduce a tagger.

 Run and turn quickly by pivoting away from the marker?      Think about where it is safe to move quickly?
 Anticipate picking up the marker by bending their legs and dropping their centre of  gravity?

 Markers.

 Stopwatch and whistle.

 Large divided playing area.

Safety points

What to look for. . . .   Do the children.. .?

redraHreisaEemag eht ot segnahC

Equipment



Warm-up: Tiger Says
 
 

 Mark out areas of  a golf    
 course using different    
 coloured cones (tee, fairway,   
 green, water hazard, bunker   
 etc.)   

 Spread the group out across   
 the area.
 
 Ensure that all the children   
 know what each area    
 represents.
 
 Instruct the group to follow   
 the commands - called by   
 the leader, but only if     
 they are preceeded with the   
 words 'tiger says'.

 Some of  the commands   
 should direct the players to   
 the marked areas, i.e. 'tiger   
 says...go to the tee...go to the   
 green...go to the bunker!'.

 Children that follow    
 instructions NOT preceeded   
 with 'tiger says' - are out. 

Warm-up: Tiger Says
 
 

 Mark out areas of  a golf    
 course using different    
 coloured cones (tee, fairway,   
 green, water hazard, bunker   
 etc.)   

 Spread the group out across   
 the area.
 
 Ensure that all the children   
 know what each area    
 represents.
 
 Instruct the group to follow   
 the commands - called by   
 the leader, but only if     
 they are preceeded with the   
 words 'tiger says'.

 Some of  the commands   
 should direct the players to   
 the marked areas, i.e. 'tiger   
 says...go to the tee...go to the   
 green...go to the bunker!'.

 Children that follow    
 instructions NOT preceeded   
 with 'tiger says' - are out. 

Other commands :  'Fore!' - players crouch and cover their heads.
    'It’s in the hole!' - players jump and cheer.
    'Birdie!' - players flap their arms like birds.
    "It’s in the rough!' - players bend over and search for the ball.

Did you?
 Allow players to
 lead and shout  
 out commands?

 Listen and follow
 the commands  
 correctly?

 Learn what areas  
 are on a golf   
 course? 
 
 Remember what 
 the areas  
 represent?

 Warm up your  
 body?

Tiger says
...water!

Tiger says
fore!

Tiger says
it's  in

the hole!

Tiger says 
it's  in 

the rough!
Tiger says 

birdie!



Warm-up: Tiger SaysWarm-up: Tiger Says

 If  working with large groups ensure that they are split into two smaller groups. 

 
 Ensure that the areas are large enough for the whole group to fit in.

Space

Task

Equipment

People

Arrange the areas closer together so that there is less distance to run.

Arrange cones in a large square with each side representing a different area. Players 
must stand in the middle of  the square and run to each side as the commands are 
given.

Allow plenty of  time for the players to reach the areas before giving the next 
command.

Arrange the areas further apart so there is more 
distance to run.

Give the commands quickly so that players have to be 
alert, listen carefully and change direction.

 Listen to commands?         Know what the areas represent?
 

 Markers

Safety points

What to look for. . . .   Do the children.. .?

redraHreisaEemag eht ot segnahC

Equipment



Putting - Aim: 
Finders Keepers
 Split the group into teams of  3 or 4.

 For each team set out a safe area  
 with red markers and a tee (hitting)  
 area with two white markers.

 Spread approximately 30 markers  
 over the playing area.

 Each team has 1 putter and 1 ball.

 1 person from each team putts  
 the ball from the hitting area   
 towards the markers in the playing  
 area.

 If  a ball hits a cone or markers  
 then the player collects them,   
 retrieves the ball, places the markers  
 in the hitting area and the next  
 person in the team plays.

 If  the players do not hit the markers  
 they retrieve the ball for the next  
 player.

 The aim is for the team to hit and  
 collect as many markers as possible.

Putting - Aim: 
Finders Keepers
 Split the group into teams of  3 or 4.

 For each team set out a safe area  
 with red markers and a tee (hitting)  
 area with two white markers.

 Spread approximately 30 markers  
 over the playing area.

 Each team has 1 putter and 1 ball.

 1 person from each team putts  
 the ball from the hitting area   
 towards the markers in the playing  
 area.

 If  a ball hits a cone or markers  
 then the player collects them,   
 retrieves the ball, places the markers  
 in the hitting area and the next  
 person in the team plays.

 If  the players do not hit the markers  
 they retrieve the ball for the next  
 player.

 The aim is for the team to hit and  
 collect as many markers as possible.

Change the 
challenge:

Vary the size of
the targets but 
allocate different 
scores, the
bigger the target
the lower the 
value.
This includes 
different abilities 
by providing a 
challenge at 
different levels.

Did you? Use the correct grip? Wait for the player to return to the safe 
area before taking your turn?

Putt the ball towards the markers? Encourage all the team?



Putting - Aim: Finders KeepersPutting - Aim: Finders Keepers

Ensure all players stay in safe area when it is not their turn.

Players should leave club in hitting area.

Clubs should be swung no higher than waist height.

Space

Task

Equipment

People

Cluster markers closer together.
Place markers closer to the hitting area.

Play for a set time.
Teams stop after they have collected 5 markers.
When a cone is hit, the cone is removed. If  a player misses, an additional cone is 
placed in the target area.

Increase the number of  markers.
Use a larger ball.
Use motivational targets, targets that fall over or make noise when hit.

Some may prefer to roll ball with hand.

Space markers further apart.
Place markers further away.
Decrease number of  markers.
Play until all markers have been hit.
Minus points for hitting yellow markers (bunkers) and
blue markers (water hazard).
5 Points for hitting green markers.

Use a chipper.

 Have their hands in the correct position on club?     Start to adjust their aim to hit a specific marker?   
 Encourage all the team?

Markers. Chipper.

Putters.

Balls.

Safety points

What to look for. . . .   Do the children.. .?

redraHreisaEemag eht ot segnahC

Equipment



Putting - Aim: 
Wordsearch
 
 Write letters on pieces of  card and protect  
 in plastic folders. Include as many vowels as  
 possible.

 Play in teams of  3 or 4.

 For each group set out a safe area with red  
 markers and a hitting area with two markers  
 around the playing area.

 Mark out circles 1 metre diameter using  
 markers placed close together, put letters in  
 circles.

 Give each team 1 putter and 1 ball.

 1 person from each team putts the ball from  
 the hitting area towards the circles in the  
 playing area.

 If  the ball hits a circle of  the markers then  
 players bring back a letter from that circle,  
 retrieve the ball, place the letter in the safe  
 area and the next person in the team plays.

 If  a player does not hit a circle of  markers  
 they retrieve the ball for the next player.

 The person in the safe area, while waiting  
 their turn, should try to make up words  
 with the letters.

 Each team aims to collect as many letters as  
 possible to make as many words as   
 possible. 1 point for each letter.

Putting - Aim: 
Wordsearch
 
 Write letters on pieces of  card and protect  
 in plastic folders. Include as many vowels as  
 possible.

 Play in teams of  3 or 4.

 For each group set out a safe area with red  
 markers and a hitting area with two markers  
 around the playing area.

 Mark out circles 1 metre diameter using  
 markers placed close together, put letters in  
 circles.

 Give each team 1 putter and 1 ball.

 1 person from each team putts the ball from  
 the hitting area towards the circles in the  
 playing area.

 If  the ball hits a circle of  the markers then  
 players bring back a letter from that circle,  
 retrieve the ball, place the letter in the safe  
 area and the next person in the team plays.

 If  a player does not hit a circle of  markers  
 they retrieve the ball for the next player.

 The person in the safe area, while waiting  
 their turn, should try to make up words  
 with the letters.

 Each team aims to collect as many letters as  
 possible to make as many words as   
 possible. 1 point for each letter.

Did you?  Use the correct grip?        Make a word?  
   
  Adjust stance to hit different circles of  markers?    Encourage all the team?
  
  Wait for the player to return to the safe area before taking 
  your turn?
       

Son! 



Putting - Aim: WordsearchPutting - Aim: Wordsearch

 Ensure all players stay in safe area when it is not their turn.

 Players should leave the club in hitting area.
 
 Clubs should be swung no higher than waist height.

 Clubs should not be taken in safe area.

Space

Task

Equipment

People

Make larger areas to putt into.
Locate playing area closer to hitting area.

Have a variety of  hitting areas around room for 
teams to select on each shot.

One large circle in the centre of  the room for
teams to putt into.

Use a larger softer ball and use an underarm roll.

Some may prefer to roll the ball with their hand.

Make smaller areas to putt the ball into.

Locate playing area further away from hitting areas.
Make hazards (e.g. yellow markers for bunker). Player places one letter back if  ball 
lands in bunker.
Players must make words with more than 4 letters or related to a particular 
classroom topic.
Bonus points for words longer than 5 letters.
Have a pre-set 5 letter word e.g. Tiger. Place T's in one circle and I's in another etc.. 
Collect  one letter from each target to make the word.

Use a chipper.

Have 1 person per team.

 Have their hands in the correct position on club?     Start to adjust their aim to hit an area of  markers?   
 Encourage all the team?

 Markers.   Chipper.

 Putters.   Use hoops as circles.

 Balls.   Use a bean bag.

 Letters on pieces of   Letters from the game scrabble could be used, or you
 card in plastic.  could write letters onto the cones using a marker pen.

Safety points

What to look for. . . .   Do the children.. .?

Changes to the game Easier Harder

Equipment  Additional equipment



Putting - Aim: Tunnel
 
 Teams of  3 or 4.

 Set out a safe area with red markers  
 and a tunnel with coloured markers  
 for each team.

 Place a set of  markers (eg. 5) at the  
 end of  each tunnel.

 Give each team 1 putter and 1 ball.

 First player attempts to putt the ball  
 through the tunnel without touching  
 the side.

 If  successful players pick up one  
 cone from the end of  the tunnel,  
 retrieve the ball and return to the  
 safe area.

 If  the ball touches the side of  the  
 tunnel then player does not pick up  
 a cone. They just retrieve ball, run  
 around the cones at the end and  
 return to the safe area.

 Next person plays.

 The aim is to clear the markers at  
 the end as quickly as possible.

Putting - Aim: Tunnel
 
 Teams of  3 or 4.

 Set out a safe area with red markers  
 and a tunnel with coloured markers  
 for each team.

 Place a set of  markers (eg. 5) at the  
 end of  each tunnel.

 Give each team 1 putter and 1 ball.

 First player attempts to putt the ball  
 through the tunnel without touching  
 the side.

 If  successful players pick up one  
 cone from the end of  the tunnel,  
 retrieve the ball and return to the  
 safe area.

 If  the ball touches the side of  the  
 tunnel then player does not pick up  
 a cone. They just retrieve ball, run  
 around the cones at the end and  
 return to the safe area.

 Next person plays.

 The aim is to clear the markers at  
 the end as quickly as possible.

Did you?  Try to improve your aim with each putt? Wait for the player to return to the safe  
        area before taking your turn?

  Putt the ball straight?     Encourage all the team?

To assist 
beginners:

Make the tunnel 
as wide as 
possible or wider 
towards the end 
of  the tunnel. As 
players improve 
use the set up on 
the card.



Putting - Aim: Tunnel Putting - Aim: Tunnel 

 Ensure all players stay in safe area when it is not their turn.

 Players should leave the club in the hitting area.
 
 Clubs should be swung no higher than waist height.

 Children should only run in their own teams tunnel and should walk if  the ball  
 goes outside the tunnel.

Space

Task

Equipment

People

Make tunnel wider or shorter.

Decrease the number of  markers at the end of  the 
tunnel.

If  ball touches side but still goes through the tunnel, 
player should pick up a cone.

Play for a set time.

Use a tee when using a chipper.
Use solid tunnel sides e.g. benches, for some players.
Allow a certain number of  touches and decrease these 
as players improve

Some children may prefer to roll the ball with their 
hand.

Make tunnel narrower or longer.

Increase the number of  markers at the end of  the tunnel.
Place target at the end of  a tunnel e.g. a hoop, players need to hit target or get the 
ball in target to get a cone.
Place one target at the end of  the tunnel. Players take one shot with chipper and the 
rest with putter until the ball stays in the target (hoop).
Place a row of  markers across the tunnel (e.g. yellow for bunker/blue for water 
hazard). Use chippers to chip ball over the hazard (row of  markers). Ball should 
bounce over hazard but in the tunnel to collect a cone at the end.

Use chipper.
Collect  one letter from each target to make the word.

 Adjust their aim to hit the ball straight?      Hold the club correctly?      
 Encourage all the team?        Swing the putter with control?    

 Markers.   Chipper.

 Putters.   Hoop at end of  tunnel.

 Balls.   
   

Safety points

What to look for. . . .   Do the children.. .?

Changes to the game Easier Harder

Equipment  Additional equipment



Putting - Distance 
Control: Bowls/Boules
 
 
 
 Teams of  3 or 4.

 For each group set out a safe area with red  
 markers and a hitting area with two white  
 markers.

 Each group has one club - a putter for  
 'bowls' and a chipper for 'boules'.

 Each player has one or more balls.

 Each group has a football or smaller ball to  
 use as a 'jack'.

 The 'jack' is placed approximately 4 metres  
 away from the hitting area.

 Players take turns to hit their ball, aiming to  
 stop the ball as close to the 'jack' as   
 possible. Play continues until all the balls  
 have been hit.

 The player closest to the 'jack' scores 1  
 point.

 On additional games move 'jack' to a  
 different distance.

Putting - Distance 
Control: Bowls/Boules
 
 
 
 Teams of  3 or 4.

 For each group set out a safe area with red  
 markers and a hitting area with two white  
 markers.

 Each group has one club - a putter for  
 'bowls' and a chipper for 'boules'.

 Each player has one or more balls.

 Each group has a football or smaller ball to  
 use as a 'jack'.

 The 'jack' is placed approximately 4 metres  
 away from the hitting area.

 Players take turns to hit their ball, aiming to  
 stop the ball as close to the 'jack' as   
 possible. Play continues until all the balls  
 have been hit.

 The player closest to the 'jack' scores 1  
 point.

 On additional games move 'jack' to a  
 different distance.

Did you?  Try to get the ball close to the jack on each putt by adapting the length of  the swing? 
         
  Wait for the player to return to the safe area before taking your turn?

  Encourage all the team?



Putting - Distance Control:  Bowls/BoulesPutting - Distance Control:  Bowls/Boules

 Ensure all players stay in safe area when it is not their turn.

 
 Players should leave club in hitting area.
 
 
 Clubs should be swung no higher than waist height.

 

Space

Task

Equipment

People

Bring 'jack' closer.

Play for a set time.

Allow player to have 2 shots of  the jack, one after the 
other to allow them to judge the distance.

Roll ball using an underarm throw.

Use a larger 'jack' e.g. football, beachball, cone, bucket.

Some may prefer to roll ball with their hand.

Place the jack further away.

Place one jack for all teams to aim at, then the first team to 5 points wins.

Use a chipper.

Use smaller jack.

Have 1 person per team, provided there is only one 'jack'.

 Start to adapt their swing to get the ball closer to the target. E.g. do they shorten their swing if  they hit their first ball past the 'jack'?    
 Encourage all the team?        

 Markers.   A larger ball like a football, netball or smaller ball for  
    the jack.

 Putters or Chippers. 

 
 Balls.   
   

Safety points

What to look for. . . .   Do the children.. .?

Changes to the game Easier Harder

Equipment  Additional equipment



Putting - Distance 
Control: Lemmings
 
 
 Teams of  3 or 4.

 For each group set out a safe area  
 with red markers and a hitting area  
 with two white markers.

 Give each team one putter.

 Each player has one or more balls.

 Mark out a line using markers   
 approx 3 metres from the hitting  
 area.

 Players take it in turns to hit the ball  
 aiming to stop it as close to the line  
 as possible without going over the 
 line.

 The player closest to the line scores  
 1 point for their team.

 The aim is to score as many points  
 as possible.

Putting - Distance 
Control: Lemmings
 
 
 Teams of  3 or 4.

 For each group set out a safe area  
 with red markers and a hitting area  
 with two white markers.

 Give each team one putter.

 Each player has one or more balls.

 Mark out a line using markers   
 approx 3 metres from the hitting  
 area.

 Players take it in turns to hit the ball  
 aiming to stop it as close to the line  
 as possible without going over the 
 line.

 The player closest to the line scores  
 1 point for their team.

 The aim is to score as many points  
 as possible.

Did you?  Try to get the ball close to the line on each putt by adapting the length of  the swing?

  Wait for the player to return to the safe area before taking your turn?

  Encourage all the team?

Shorten 
your swing 
next time.

Note:  
 
It may assist 
some players to 
use balls that 
create more 
friction and stop 
more equally, 
e.g. bean bags, 
balls, or paper 
and tape balls. 

When using 
these start 
closer to the 
line/wall.



Putting - Distance Control:  LemmingsPutting - Distance Control:  Lemmings

 Ensure all players stay in safe area when it is not their turn.

 
 Players should leave club in hitting area.
 
 
 Clubs should be swung no higher than waist height.

 

Space

Task

Equipment

People

Bring the line closer.
Make the line wider by using two markers.

Allow players to roll the ball.
Play for a set time.
Allow players to have 2 shots at the line, one after the 
other to make it easier to judge the distance.
Allow the points if  the ball goes past the line as well as 
in front of  the line.

Use a wall for the line.

Some may prefer to roll the ball with their hand.
Individuals try to improve on their own distance on 
each turn by placing a marker where the ball finishes.

Place the line further away.

First team to 5 points wins.

Use a target and a line.

Use a chipper.

Game can be played between 2 players.

 Keep the score?         Encourage all the team?      
 
 Start to adapt their swing to get the ball closer to the line on each putt? 
 E.g. do they shorten their swing if  they hit their first ball past the line? 

 Markers.   Chippers.

 Putters.   A wall, line of  a badminton court, line drawn with  
    chalk or string for the target line.

 Balls.   
   

Safety points

What to look for. . . .   Do the children.. .?

Changes to the game Easier Harder

Equipment  Additional equipment



Putting - Distance 
Control: Ultimate 
Challenge
 
 Teams of  3 or 4.

 For each team set out a safe area   
 with red markers.

 Give each team one putter and one   
 ball.

 Use two segments of  a hoop for a   
 target and place on the floor 6   
 metres from the safe area.

 Place 3 different hitting areas for   
 each team using different coloured   
 markers, 1 metre, 2 metres and 3   
 metres from the target.

 Place 1 club and 1 ball in the 1 metre  
 hitting area.

 Players start in the safe area.

 The first player runs to the 1 metre  
 area and tries to putt the ball so it   
 stops in the target. If  this is achieved  
 the next player attempts from the   
 next hitting area.

 The aim is to get the ball in the target from  
 each hitting area as quickly as possible.

Putting - Distance 
Control: Ultimate 
Challenge
 
 Teams of  3 or 4.

 For each team set out a safe area   
 with red markers.

 Give each team one putter and one   
 ball.

 Use two segments of  a hoop for a   
 target and place on the floor 6   
 metres from the safe area.

 Place 3 different hitting areas for   
 each team using different coloured   
 markers, 1 metre, 2 metres and 3   
 metres from the target.

 Place 1 club and 1 ball in the 1 metre  
 hitting area.

 Players start in the safe area.

 The first player runs to the 1 metre  
 area and tries to putt the ball so it   
 stops in the target. If  this is achieved  
 the next player attempts from the   
 next hitting area.

 The aim is to get the ball in the target from  
 each hitting area as quickly as possible.

Did you?  Arrange the targets in clock formation to enable seated or mobility impaired players to play to each target in turn?
  
  Try to get the ball in the target by adapting the length of  the swing from each hitting area?

  Wait for the player to return to the safe area before taking your turn?

  Encourage all the team?



Putting - Distance Control:  Ultimate ChallengePutting - Distance Control:  Ultimate Challenge

 Ensure all players stay in safe area when it is not their turn.

 
 Players should leave club in hitting area.
 
 
 Clubs should be swung no higher than waist height.

 

Space

Task

Equipment

People

Bring the target closer.
Use only 2 hitting areas.
Use a large area to score rather than a target.

The ball only has to touch the target to progress to 
next hitting area.
Players choose which hitting area they go from. 10 
points from closest, 20 from middle and 30 from the 
furthest. First team to 100 points wins.
Allow players to roll the balls.
Allow players to have 2 shots one after the other, to 
allow them to judge the distance.

Use larger targets such hoops or a large circle of  
markers.
Allocate a diferent target, according to ability, to each 
team member.

Some may prefer to roll ball with one hand.

Place the target further away.
Use more hitting areas.

Teams need to get 3 in a row. If  the ball is not hit into the target from the 2nd or 3rd 
hitting area then the next player goes back to the start.

Use a chipper.

Game can be played between 2 players.

 Try finish as quickly as possible?       Encourage all the team?      
 
 Start to adapt their swing to get the ball closer to the line on each putt. E.g. do they shorten their swing if  they hit their first too far? 
 

 Markers.   Chippers.

 Putters.   A circle of  markers for the target.

 Balls.   Hula Hoops
 Construct-a-hoops An upside down opened umberella, a large bucket, an
 (2 or 3 segments for empty paddling pool for targets if  using chippers.
 each team).
   

Safety points

What to look for. . . .   Do the children.. .?

Changes to the game Easier Harder

Equipment  Additional equipment



Chipping - Aim and 
Distance Control: 
Grand National
 
 In teams of  3 or 4.

 For each team set out a safe area with red  
 markers and a tee area with white   
 markers.

 Make three coloured fences with markers
 of  the same colour about 1.5 metres apart,
 and about 1.5 metres from the tee.

 Give each team 1 chipper and 1 low bounce  
 ball.

 Each player takes it in turns to try to clear  
 the fence.

 Fences must be cleared in order. Fence 1  
 first, fence 2 second etc.

 The ball must land after the fence at which  
  it is aimed but before the next fence.

 If  this is achieved the next player in the  
 team tries to clear the next fence. If  
 unsuccessful players take it in turns until  
 someone succeeds.

 After each shot the ball is retrieved for the  
 next player.

 Winners are the first team to reach the final  
 fence.  

Chipping - Aim and 
Distance Control: 
Grand National
 
 In teams of  3 or 4.

 For each team set out a safe area with red  
 markers and a tee area with white   
 markers.

 Make three coloured fences with markers
 of  the same colour about 1.5 metres apart,
 and about 1.5 metres from the tee.

 Give each team 1 chipper and 1 low bounce  
 ball.

 Each player takes it in turns to try to clear  
 the fence.

 Fences must be cleared in order. Fence 1  
 first, fence 2 second etc.

 The ball must land after the fence at which  
  it is aimed but before the next fence.

 If  this is achieved the next player in the  
 team tries to clear the next fence. If  
 unsuccessful players take it in turns until  
 someone succeeds.

 After each shot the ball is retrieved for the  
 next player.

 Winners are the first team to reach the final  
 fence.  

Did you? Get the ball up in the air? Encourage all the team mates?

Keep score? Manage to clear the first fence?

Wait for all players to hit before retrieving ball?

Change the game:

As a variation on 
team play, players 
can take turns in 
playing the ball.

Disabled players:

Players who are 
playing from a 
seated position or 
who have mobility 
impairments can 
take the first shot 
from any point 
around the course.



Chipping - Aim and Distance Control:  Grand NationalChipping - Aim and Distance Control:  Grand National

 Ensure players stay in safe area.

  
 Players should leave the club in the hitting area.

 
 Players to hit from tee area only.

Space

Task

Equipment

People

Place tees closer to target.
Widen the area between each fence.

Begin by throwing the ball underarm with feet and 
body in correct position.
Design a circular course that brings players back to the 
start point. This reduces the emphasis on the 'run 
back' part of  the game.
Allocate points for each jump (lower points for the 
closer jumps). Individuals can choose which jump they 
go for. The total number of  points for the team is 
calculated.

Use a tee.
Use a bean bag to throw.

Some children may prefer to throw the ball.

Place the tees target further from the target.
Decrease the distance between each fence.

Team must clear all 3 fences in a row without a mistake. If  a mistake is made the 
team must start again at fence 1.

Scatter a few yellow markers (bowl face up) in between fences to act as bunkers.

Use smaller teams, play individual games if  working with small groups.

 Understand the concept of  distance control?      Swing the chipper with control?     
  
 Hold the club correctly? (Left hand on top of  grip and right hand beneath 
 the left, if  left handed this is reversed) 

 Markers.   

 Chipper.   

 Low bounce ball.   
 
 
 Tees.
   

Safety points

What to look for. . . .   Do the children.. .?

Changes to the game Easier Harder

Equipment  Additional equipment



Chipping - Aim and 
Distance Control: 
Bullseye
 
 Split the group into teams of  3 or 4.

 Set out a safe area with red markers and a  
 tee area using white markers.

 Build a variety of  targets using the Velcro
 target, markers, chalk, rope, hoops etc.  
 Allocate points to each section of  the  
 targets. 

 Give each team 1 chipper and 1 low bounce  
 ball.

 Each player attempts to chip the ball in the  
 air so that the ball finishes inside the target.

 If  this is achieved the player is awarded the  
 corresponding points.

 Once the first players from each team have  
 hit, they may retrieve the balls and pass on  
 to the next player.

 The winning team is the team with the most  
 points after each member has had their  
 turn.
  

Chipping - Aim and 
Distance Control: 
Bullseye
 
 Split the group into teams of  3 or 4.

 Set out a safe area with red markers and a  
 tee area using white markers.

 Build a variety of  targets using the Velcro
 target, markers, chalk, rope, hoops etc.  
 Allocate points to each section of  the  
 targets. 

 Give each team 1 chipper and 1 low bounce  
 ball.

 Each player attempts to chip the ball in the  
 air so that the ball finishes inside the target.

 If  this is achieved the player is awarded the  
 corresponding points.

 Once the first players from each team have  
 hit, they may retrieve the balls and pass on  
 to the next player.

 The winning team is the team with the most  
 points after each member has had their  
 turn.
  

Did you?  Get the ball up in the air?    Encourage all the team mates?

  Keep score?      Get the ball in the target?
  
  Wait for all players to hit before retrieving ball? Hold the club correctly?

Players with 
vision 
impairments:

May have verbal or 
tactile assistance, 
e.g. in positioning 
their body in 
relation to the 
target, or providing 
a verbal cue from 
behind the target. 
Important: this 
advise should be 
given before the 
player addresses 
and strikes the ball. 
The guide should 
withdraw to a safe 
position.



Chipping - Aim and Distance Control:  BullseyeChipping - Aim and Distance Control:  Bullseye

 Ensure players stay in safe area.
 Players should leave the club in the hitting area.
 Clubs should be swung no further than waist height.
 
 Players should hit from tee area only.

 Additional safety point: Players from each team collect the balls together after  
 every player has hit.

Space

Task

Equipment

People

Place tee area closer to target.

Widen the area between each circle.

Build a larger target using the markers.

Begin by throwing the ball underarm with feet and 
body in correct position.

Use a tee. ( remember not to retrieve the tee until 
everybody has had their shot).

Some children may prefer to throw the ball.

Place the tees target further from the target.

Build a small target (decrease distance between coloured circles).

Award the points in relation to where the balls end up (not first bounce).

Using the velcro target with the high bounce balls will make this game very testing.

Use the velcro target.

Use high bounce balls.

Use smaller teams, play individual games if  working with small groups.

 Align their stance to the target?        Swing the chipper with control?      
 
 Hold the club correctly? (Left hand on top of  grip and right hand beneath the left,    Encourage each member of  the team?
 if  left handed this is reversed) 
            Keep scores correctly? 

 Markers.   Chalk, rope or hoops to build targets if  required. 

 Chipper.   Velcro target.   

 Low bounce ball.   
 
 
 Tees.
   

Safety points

What to look for. . . .   Do the children.. .?

Changes to the game Easier Harder

Equipment  Additional equipment



Chipping - Aim and 
Distance Control: 
Skittles
 
 Split players into 2 teams.

 For each team set out a safe area with red  
 markers and a tee area with white markers.

 Set up 2 sectors of  equal amounts of   
 targets (skittles) approximately 20 -25 yards  
 (or as much as the space permits) away  
 from the hitting area (tee).

 Give each team 1 chipper and each member  
 1 ball each.

 Each team member takes it in turs to fire  
 their balls at the oppositions skittles.

 The winning team is the first to knock over  
 all of  the oppositions skittles.

Chipping - Aim and 
Distance Control: 
Skittles
 
 Split players into 2 teams.

 For each team set out a safe area with red  
 markers and a tee area with white markers.

 Set up 2 sectors of  equal amounts of   
 targets (skittles) approximately 20 -25 yards  
 (or as much as the space permits) away  
 from the hitting area (tee).

 Give each team 1 chipper and each member  
 1 ball each.

 Each team member takes it in turs to fire  
 their balls at the oppositions skittles.

 The winning team is the first to knock over  
 all of  the oppositions skittles.

Did you?  Get the ball up in the air?    Encourage all the team mates?

  Help set up?      Manage to hit a skittle?  
  
  Wait for all players to hit before retrieving ball?

Change the game:

Vary the distance 
to the target to 
enable players of  
different abilities to 
be included, or 
provide different 
target options 
(near, far, bigger, 
smaller).



Chipping - Aim and Distance Control:  SkittlesChipping - Aim and Distance Control:  Skittles

 Ensure players stay in safe area.
 Players should leave the club in the hitting area.
 Clubs should be swung no further than waist height.
 
 Players should hit from tee area only.
 

Space

Task

Equipment

People

Place tee area closer to skittles.

Place the skittles closer together.

Begin by throwing the ball underarm with feet and 
body in correct position.

Some players may prefer to play from a seated 
position.

Players can use a tee to assist them in hitting the ball 
in the air. (Remember not to retrieve the tee until the 
other team has had their shot).

Some children may prefer to throw the ball.

Place the tees further from the target.

Place skittles further apart.

Skittles must be hit on the first bounce.

Place a row of  cones halfway between the hitting area and the skittles. The ball must 
bounce after this row before hitting the skittles.

Use small skittles or polysyrene cups.

Use small teams and more skittles if  small with groups.

 Align their stance to the target?        Swing the chipper with control?      
 
 Hold the club correctly? (Left hand on top of  grip and right hand beneath the left,    Encourage each member of  the team?
 if  left handed this is reversed) 
            Keep scores correctly? 

 Markers.   Skittles (water bottles/cartons/cardboard boxes or any  
    suitable object). 
 Chipper.   
       
 Balls.   Velcro target.   
 
 Tees.

 
   

Safety points

What to look for. . . .   Do the children.. .?

Changes to the game Easier Harder

Equipment  



Striking- Full Swing:
Driving Range
 
 In teams of  3 or 4.

 For each team set out a safe area with red  
 markers and a tee area with white markers at  
 least 3 metres away from the safe area.

 Set up a series of  different targets at varying  
 distances from the groups.

 Give each team 1 chipper and enough balls  
 for 3 shots each.

 Each team member takes turn to fire their  
 balls at the targets.
 
 Each target is worth different point values  
 in relation to difficulty.

 The winning team is the team which   
 accumilates the most points.

Striking- Full Swing:
Driving Range
 
 In teams of  3 or 4.

 For each team set out a safe area with red  
 markers and a tee area with white markers at  
 least 3 metres away from the safe area.

 Set up a series of  different targets at varying  
 distances from the groups.

 Give each team 1 chipper and enough balls  
 for 3 shots each.

 Each team member takes turn to fire their  
 balls at the targets.
 
 Each target is worth different point values  
 in relation to difficulty.

 The winning team is the team which   
 accumilates the most points.

Did you?  Get the ball up in the air?    Encourage all the team mates?

  Help set up?      Manage to hit the difficult targets? 
  
  Wait for all players to hit before retrieving ball?

Think!

Ensure the targets 
are clearly marked 
or are 
differenciated using 
different colours or 
types of  cones.



Striking - Full  Swing: Driving RangeStriking - Full  Swing: Driving Range

 Ensure players stay in safe area.
 
 Players should leave the club in the hitting area.
 
 Players should hit from tee area only.
 

Space

Task

Equipment

People

Place tee area closer to targets.

Place the targets closer together.

Begin by throwing the ball underarm with feet and 
body in correct position.

Use a tee (remember not to retrieve the tee until the 
other team have had their shot.

A lightweight cord (sufficiently long for the target 
distance) can be attached to a sponge or tennis ball. 
When the ball has stopped moving the player, with or 
without assistence, can pull the ball back in and try 
again. This is particularly helpful for players hittng 
from a seated position. 

Some children may prefer to throw the ball.

Place the tees further from the target.

Place skittles further apart.

Balls must come to rest within target bounderies.

Use small targets.

Use small teams and more balls for each player if  working with small groups.

 Maintain a good balance through the swing?       Swing the chipper with control?      
 
 Alter their aim for different targets?         

 Markers.   Targets (markers, water bottles, cartons, carboard  
    boxes, bags, goals, opened umberella, bucket, or any   
 Chipper.   suitable object).      
 
 Balls. (3 per player)      
 
 Tees.

 
   

Safety points

What to look for. . . .   Do the children.. .?

Changes to the game Easier Harder

Equipment  Additional equipment



Striking- Full Swing:
Stick on the Green
 
 In teams of  3 or 4.

 For each team set out a safe area with red  
 markers and a tee area.

 Place a set number of  velcro balls by each  
 tee, enough for at least two shots each.

 Place a chipper in each tee area. The   
 chipper should never leave the area.

 First player from each team attempts to chip  
 the ball in the air so that it lands on the  
 target (green) and sticks.

 After the shot the player places the chipper  
 down and returns to the safe area, next  
 team member comes forward.

 Balls are only retrieved when everyone has  
 had their turn.

 Winning team is the team closest to the  
 bullseye (centre of  the target) at the end.

Striking- Full Swing:
Stick on the Green
 
 In teams of  3 or 4.

 For each team set out a safe area with red  
 markers and a tee area.

 Place a set number of  velcro balls by each  
 tee, enough for at least two shots each.

 Place a chipper in each tee area. The   
 chipper should never leave the area.

 First player from each team attempts to chip  
 the ball in the air so that it lands on the  
 target (green) and sticks.

 After the shot the player places the chipper  
 down and returns to the safe area, next  
 team member comes forward.

 Balls are only retrieved when everyone has  
 had their turn.

 Winning team is the team closest to the  
 bullseye (centre of  the target) at the end.

Did you?  Get the ball up in the air?    Encourage all the team mates?

  Help set up?      Aim your feet correctly? 
  
  Wait for all players to hit before retrieving ball?

Change the game

As an alternative, 
lay out the target in 
a grid like noughts 
and crosses. In 
teams, players try 
to roll the ball into 
a box. One point 
for every ball in a 
box, five extra 
points for the first 
team to get three in 
a row (horizontally, 
vertically or 
diagonally).



Striking - Full  Swing: Stick on the GreenStriking - Full  Swing: Stick on the Green

 Ensure players stay in safe area.
  Players should leave the club in the hitting area.
  Players should hit from tee area only.

 Clubs should be swung no further than waist height.
  Players should never stand on the target as they could slip.
 

Space

Task

Equipment

People

Place tees closer to targets.

Begin by throwing the ball underarm with feet and 
body in correct position.

Allow the ball to bounce before sticking the target 
(green).

Use a tee (remember not to retrieve the tee until the 
other team have had their shot).

Use rubber feet to demonstrate the alignment.

Some children may prefer to throw the ball.

Children should take it in turns to referee the target 
(green).

Place the tees further from the target.

Balls must land on the target.

Place hazards in front of  the target.

Award points for each coloured area of  the target.

Place a row of  markers (e.g. yellow for a bunker, blue for water hazard) in front of  
and around the target. Players should be encouraged to fly the ball over the row of  
markers but land and stick on target to collect points.

Use smaller teams, play individual games if  working with small groups.

 Maintain a good balance through the swing?       Swing the chipper with control? 
      
 Alter their aim to hit the ball in correct directions?      Encourage each member of  the team?

 Hold the club correctly? (Left hand on top of  grip and right hand beneath the left, if  left handed this is reversed).        

 Markers.   Target.
  
 Chipper.   
   
 Velcro balls.      
 
 Tees.

 
   

Safety points

What to look for. . . .   Do the children.. .?

Changes to the game Easier Harder

Equipment  



Playing - Putting 
Course
 
 Mark out a putting course using  
 markers for tees and hoops or safety  
 markers for the hole. Use the same  
 coloured markers and hoops for  
 each hole.

 Make teams of  2 or 3 and send each  
 of  them to a different hole.

 Give each team one putter and one  
 ball.

 Players in each team take it in turns  
 to putt.

 Players putt until they get the ball  
 inside the hole.

 The lowest score on each hole is  
 counted. The team with the lowest  
 score after completing all the holes  
 wins.

Playing - Putting 
Course
 
 Mark out a putting course using  
 markers for tees and hoops or safety  
 markers for the hole. Use the same  
 coloured markers and hoops for  
 each hole.

 Make teams of  2 or 3 and send each  
 of  them to a different hole.

 Give each team one putter and one  
 ball.

 Players in each team take it in turns  
 to putt.

 Players putt until they get the ball  
 inside the hole.

 The lowest score on each hole is  
 counted. The team with the lowest  
 score after completing all the holes  
 wins.

Did you?  Putt the ball straight?     Encourage all the team mates?

  Make it easier for your team by putting the  Keep score? 
  ball close to the hole?       
  

Change the game

Add every players 
score together so 
that everyone has 
contributed to the 
total.

As an option, use 
targets that stop 
the ball, e.g. place a 
sheet or blanket in 
hoop, or position 
stop boards behind 
the hole. This 
prevents the ball 
from rolling 
through or past the 
target.

Try to
miss the
 bunker!



Playing - Putting CoursePlaying - Putting Course

 Ensure players stay at least 3 metres behind the player who is hitting.

 
 Players should walk to the ball.

 
 Clubs should be swung no further than waist height.

Space

Task

Equipment

People

Begin by building putting holes. (3-5 metres)

Begin by throwing the ball underarm with feet and 
body in correct position.

Allow the shot to count as holed if  it touches the 
hoop/target.

Use a large hoop or a number of  markers clustered 
together to act as the hole.

Some children may prefer to throw the ball.

Players can take alternate shots. One player starts and 
then another player takes a shot and so on until the 
ball finishes in the hole.

Place the tees further (5-10 metres) from the hole (hoop).

Use a cone instead of  hoop for the hole and allow it to just touch to score.

The ball must come to an end inside the hoop to count as holed.

Introduce hazards which the team must putt around.

Use Construct-a-Hoops to create a hole using incomplete hoops.

Once all players fully understand the game allow the players to play each hole 
individually.

 Swing putter with control?         Keep the scores correctly? 
      
 Alter their aim to hit the ball in correct directions?      Walk between the shots?

 Hold the club correctly? (Left hand on top of  grip and right hand beneath the left, if  left handed this is reversed).        

 Markers.   
  
 Putter.   
   
 1 ball per team. (High bounce balls may be easier to putt).   
   
 Hoops (holes).

 
   

Safety points

What to look for. . . .   Do the children.. .?

Changes to the game Easier Harder

Equipment  



Playing - Designer
  
 Split players into small groups.

 Each group of  players is challenged  
 to design a golf  hole.

 Hoops are used as holes and   
 markers are used to indicate other  
 features: Tees, Greens, Water,   
 Bunkers, Out of  bounds.

 The designers can also decide on  
 distances and measure these out  
 according to whether the hole is a  
 par 3, 4 or 5. (Par = target score for  
 each hole, Birdie = one shot better  
 than par, Bogey = one shot above  
 par).

 Once completed the course can be  
 played in pairs (or larger teams) with  
 one ball, one putter and one chipper  
 playing alternative shots.

 The winners are the pair or team  
 who take the least amount of  shots  
 to complete the course.

Playing - Designer
  
 Split players into small groups.

 Each group of  players is challenged  
 to design a golf  hole.

 Hoops are used as holes and   
 markers are used to indicate other  
 features: Tees, Greens, Water,   
 Bunkers, Out of  bounds.

 The designers can also decide on  
 distances and measure these out  
 according to whether the hole is a  
 par 3, 4 or 5. (Par = target score for  
 each hole, Birdie = one shot better  
 than par, Bogey = one shot above  
 par).

 Once completed the course can be  
 played in pairs (or larger teams) with  
 one ball, one putter and one chipper  
 playing alternative shots.

 The winners are the pair or team  
 who take the least amount of  shots  
 to complete the course.

Did you?  Set up a safe course?     Keep scores honestly?

  Wait for players in front to finish hole   Ensure the putter was only used on 
  before playing your shot?    the green?

  Ensure that you stood at least 3 metres behind your    
  partner when a shot was being played?

Change the game

Ensure that 
everyone gets an 
opportunity to 
suggest ideas for 
the design of  the 
holes and course.

This is 
out of

bounds!

This is 
a bunker!

This is 
a water
hazard!

Where would
you like

the hole to go?



Playing - DesignerPlaying - Designer

 Ensure the course is safely set out, each hole a suitable distance apart.
 
 Players should stand at least 3 metres away when it is not their turn to hit.
 Remember to shout Fore! if  there is any danger of  your ball hitting any players.
 Players who are not playing should not be on the course.
 Wait for players in front to finish before playing.

Space

Task

Equipment

People

Begin by designing short holes with large greens (putting areas).

Make sure that the course is accessible to all players or where this 
is not possible that alternative target options are provided.
Begin by throwing the ball underarm with feet and body in 
correct position instead of  using a chipper. Bowl the ball when 
on the green.
Use a large hoop for the hole, if  the ball touches the hoop it 
counts as being holed.

Use a tee. Remember not to retrieve the tee until everyone has 
had their shot.
Try to provide target options that ensure that young disabled 
people can be included, e.g. target placed at a lower level than the 
tee position helps the ball to roll with less effort from the player.

Some children may prefer to throw the ball.
Hold a design competition amongst the players each weeks 
winner can direct the other players as to where the various 
hazards and obstacles can be placed.

Design some small greens.
Create holes with a dog-leg (a 90 degrees turn in direction).

Design holes with many hazards.

Play by the rules of  Golf. If  a ball enters a water hazard it must be dropped behind pond no nearer 
the hole under a 1 shot penalty.

Small hoop for hole, ball must enter and stay within the hoop to be counted as holed.

Create bunkers with upside down yellow markers. If  a ball comes to rest inside the upturned cone it 
must be played as it lies.

Once the players are aware of  the rules they can begin to complete the course each playing their own 
ball.
Why not organise a golf  match with another school?

 Understand the scoring (Par, Birdie, Bogey)?        Think about and plan how to play the hole?         Discuss with each other the hazards and how to play them?      All contribute to the planning and setting up of  each hole?

 Keep the scores correctly?            

 Markers.     Tees   
  
 Chipper     A trundle wheel or metre rule may 
      be used to measure the holes and
 Putter.     create a score card.

 Low bounce balls/High bounce balls 
 
 
   

Safety points

What to look for. . . .   Do the children.. .?

Changes to the game Easier Harder

Equipment  



Introducing 
Young Disabled 
People

When using a club while in a 
seated position (for example a 
wheelchair and particularly 
individuals that cannot lean 
forward), it is easier to hit the 
ball from the side and not from 
the front as their feet will get in 
the way of  the swing. 

Therefore, the individual is 
facing the target with their toes 
pointing to the target. The ball 
is placed to the side of  the 
wheelchair and they hold the 
club in one hand and swing it 
backwards and forwards (as in 
bowling).

Introducing 
Young Disabled 
People

When using a club while in a 
seated position (for example a 
wheelchair and particularly 
individuals that cannot lean 
forward), it is easier to hit the 
ball from the side and not from 
the front as their feet will get in 
the way of  the swing. 

Therefore, the individual is 
facing the target with their toes 
pointing to the target. The ball 
is placed to the side of  the 
wheelchair and they hold the 
club in one hand and swing it 
backwards and forwards (as in 
bowling).



Introducing Young Disabled People

 It is important that players understand the safety aspects of  golf  and remain clear  
 when a player is taking a shot.

 Players should not move into the target area when play is in progress.

 Arrange a clear signal system ( e.g. hand signal, flag) if  hearing impaired players are  
 participating to ensure that they know when it is safe to move forward.

Space

Task

Equipment

People

Increase the size of  the target or position nearer to the players. (Be careful this 
does not place them in a dangerous position in relation to other players).

Reduce the distance to be travelled between holes. e.g. arrange target holes in a 
circle around the central position.

Set targets as different levels to create varied challenges e.g. arrange target holes at 
a level above or below the players’ tee position.

Use benches, poles or similar to channel the ball towards the target hole when the 
player gets close to the hole (e.g. when putting).

Use 'clubs' with larger striking surfaces, e.g.. street hockey sticks.

A partner or buddy can provide verbal or manual guidance to players who have 
visual or perceptual impairments to help them access the position and distance to 
the target.

Increase distance to the target or make it smaller.
Place obstacles (bunkers) around the target holes.

Use the scoring system to support development of  
numerical skills.

Gradually introduce standard equipment to players 
who are using adapted equipment.

Give every player the opportunity to keep the score
with support if  necessary.

 Understand what is expected of  them, e.g. use of  good demonstration?   Choose the equipment most suited to their abilities?    Have the opportunity to contribute, e.g. when targets are being designed or positioned?

Most young disabled people will be able to use standard firstclubgolf  equipment. However, the other possibilities 
include:
 Alternative clubs, e.g. hockey sticks, lightweight bats or racquets.
 Bean bags, boccia balls or Koosh balls for those choosing to throw or roll instead  
 of  striking with a golf  club.
 Larger or lighter balls, e.g. sponge balls, lightweight soccer balls.
 Clearly visible targets.

Safety points

What to look for. . . .   Do the children.. .?
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Equipment


