
082   MT COOLUM CUP                  25 JUNE 2009                                   Page 1 
 

MOUNT COOLUM CUP   082 
CONDITIONS OF COMPETITION 

1. RULES 

Unless otherwise noted, the General Conditions of Competition and the Rules of Golf will be used 
throughout this event. The Match Committee has sole management and control of the event. 

2. COMPETITION ENTRIES 

The Mt Coolum Cup will be played as a 4 Ball Better Ball Stableford event over 18 holes and is 
open to all amateur players with a current Golf Australia handicap. Maximum handicap of 36. 
Entries will be accepted on the day of play if tee times are available. 

The Competition Fee is payable prior to the start of the round. All visitors pay the member’s guest 
rate. 

Players shall play as partners in the order as listed on the timesheet. Penalty: Disqualification. 

3. SOLO PLAYERS / SWING PLAYERS 

It is preferable to establish partners in this event. The starter has the authority to move players into 
groups to avoid having solo players. However, if a player is in a group of three and does not have a 
partner, the solo player shall play as a team with the lower handicapped player (the “swing player”) 
of the intact pair.  

Failure to follow the above procedure will result in disqualification. 2-ball groups are not allowed. 

The swing player shall only be eligible for one prize (voucher, trophy or ball-rundown) unless they 
pay a second competition fee. The Event Committee’s decision is final. 

4. MAJOR TROPHIES 

The following major trophy will be awarded: 

Mt Coolum Cup  Best 4 BBB Stableford Score 

All other prizes will be as for regular Saturday competitions. 

5. COMPETITION FORMAT 

This is a variation of the basic Stableford event with two players playing as partners. 

After completing each hole, both partners determine their stableford points and the highest point 
score is recorded. If both players achieve equal stableford points for a hole, the first player to hole 
out has their score 
recorded. The team with 
the highest score is the 
winner. 

To help speed up play, it 
is customary for players 
to pick up their ball once 
it is obvious that cannot 
beat their partner’s score. 

Check the result with the 
player(s) and sign the 
card as the marker and 
return to the player.  

The players shall check 
the scorecard completely 
before signing and 
placing the card in the 
box. 


