
DATE PLAYED: HOLE: 1 2 3 4 5 6 7 8 9 Front 9 A10 10 11 12 13 14 15 16 17 18 Back 9 Total

 /    / FEET: 264 295 349 205 344 328 265 217 179 2,446 Old10: 251 403 436 290 407 476 243 449 446 3,401 5,847

Which course?         Alt10: 238        Alt10: 238 3,388 5,834
     Alt10         Old10 PAR: 4 5 5 3 5 5 4 4 3 38 4 4 5 6 5 5 6 4 6 6 47 85

NAMES:         DoB/IDGC#:DoB/IDGC#:

1 2 3 4 5 6 7 8 9 A10 10 11 12 13 14 15 16 17 18
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"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!"PAR"is a challenging number of strokes for each hole. Each throw counts one stroke unless a penalty stroke is assessed. Under 85 is good; under 54 is great!
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