
2026 CCGC Tournament 
Mather  

“FUN” Tournament  

• General Rules: This is a mixed format team event. One score for each hole is recorded 
for your group at the bottom of the scorecard under Team Score. Handicap is calculated 
the same for foursomes and threesomes. It’s calculated by taking the average of the 
combined course handicaps for all members on a team, multiplied by 0.75. 
• Winter Rules - players may lift, clean, and place within one club length, no closer to the 
hole, including on the green. You may not move from the rough to the fairway, or onto 
the green, or out of a bunker or penalty area. 
• Bunkers – If the ball is in a footprint, wet area, or an otherwise bad lie, you may lift, 
clean, and place the ball in the nearest clean lie. You may move outside the bunker using 
the appropriate rule and penalty. 
• For threesomes, an extra shot (Ghost Player) will be allowed to hit for the group on some 
holes. The Ghost Player must be rotated with each hole. 
• Par Three Contest: record the number of balls that hit the green on each par three hole. 
Each ball counts as a single point. A natural birdie counts as 2 points. Tie breaker is 
most balls on the green on hole 14, then 11, etc. 
• Tie breaker for the tournament is the Par Three Contest score. 

HOLES 1, 2, & 3 
	 4-PERSON SCRAMBLE - Use any drive. No drive limitations. Ghost Player is allowed, 
	 different player for each hole. 
HOLE 4 
	 ONE CLUB CHALLENGE – Each player chooses one club to play the entire hole, including 
	 using that club as a putter. Play as a 4-person scramble. Players may not use another 
	 player’s club. For a threesome, the team will select the Ghost Player who will play two 
	 different balls using two different clubs. 
HOLES 5, 6 & 7 
	 PROGRESSIVE BEST BALL - a.k.a. Cha Cha Cha - All four players play individual balls as in 
	 stroke play. Individual handicap adjustments are shown on the scorecard to determine 
	 the net score. Ghost Player is allowed, alternating on each hole. Ghost Player receives 
	 the same handicap stroke as the player. Alternate the Ghost Player 

	 SCORING: 
	 Hole 5 - Record the net best ball. 
	 Hole 6 - Record the sum of the 2 net best balls. 
	 Hole 7 - Record the sum of the 3 net best balls. 
HOLES 8, 9, 10 & 11 
	 DEVIL BALL WITH A TWIST: Use your own golf ball for the Devil Ball. The Devil Ball 
	 player will receive handicap adjustment per the scorecard. Each player must play the 
	 Devil Ball at least once, but the decision as to which hole is up to the group and may be 



	 decided after the drive on each hole. The other three players play a scramble format. For 
	 a threesome, one player will be the devil ball twice and may be decided after the drive. 
	 Ghost Player is used as an extra scramble player and must rotate each hole.

SCORING: 
	 The scramble score is the only score posted to the card, but here’s the twist: The Devil 
	 Ball factors into the scramble score as follows: 
	 	 • Devil Ball scores net Albatross – scramble score posts a zero. 
	 	 • Devil Ball scores net Eagle – subtract 2 strokes from the scramble score. 
	 	 • Devil Ball scores net Birdie - subtract 1 stroke from the scramble score. 
	 	 • Devil Ball scores net Par – post the scramble score. 
	 	 • Devil Ball scores net Bogie – add 1 to the scramble score. 
	 	 • Devil Ball scores net Double Bogie or worse – add 2 to the scramble score. 
HOLES 12, 13 & 14 
	 2-PERSON SCRAMBLE - On each hole, there will be two 2-person scramble teams. Swap 
	 partners every hole while playing this format so you don't play with the same partner 
	 twice. Record the best team score of the two for each hole. You can select your teams 
	 after the drive, except for the last hole of this format. For threesomes, the non-partnered 
	 player can hit an extra shot (Ghost Player shot) on the drive only, then must play one ball 
	 for the remainder of the hole. 
HOLES 15, 16 & 17 
	 CHAPMAN SCOTCH - a.k.a. Hit-Switch-and Bitch - On each hole, there will be two 2-person 
	 teams. Swap partners every hole while playing this format so you don't play with the 
	 same partner twice. Record the best team score of the two for each hole. You can select 
	 your teams after the drive, except for the last hole of this format. For threesomes, the 
	 non-partnered player can hit an extra shot (Ghost Player shot) on the drive only, then 
	 must play one ball for the remainder of the hole. 
	 HS&B is played as follows: 
	 	 1. Both partners tee off. 
	 	 2. Switch – hit your partner’s ball for your 2nd shot. 
	 	 3. Select which ball is going to be played to the hole and pick up the other ball. 
	 	 4. If Player A was the last to hit the ball that is still in play, it’s Player B’s turn to hit 
	 	 the 3rd shot. If Player B was the last to hit the ball still in play, it’s Player A’s turn 
	 	 to hit the 3rd shot. Continue to alternate each shot until the ball is holed. 
HOLE 18 
	 SHOWDOWN WITH A TOSS – Each player plays their own ball the entire hole. Each player 
	 will be allowed one free underhand toss. This includes from the hazard (ditch) crossing 
	 the fairway, if you can find it. No toss is allowed on the green or from out-of-bounds. 
	 The toss does not count as a stroke. Record the sum of the two best scores. There are no 
	 handicap strokes. Ghost Player is not allowed.


