MERCK GOLF LEAGUE - WEST POINT

2025 RULES AND REGULATIONS

SECTION A

1. Purpose

The purpose of the Merck Golf League - West Point is to encourage and foster among its members the spirit of golf and good sportsmanship and to promote social ties among fellow golfers at Merck.

The Merck Golf League - West Point will not discriminate on the basis of race, color, sex, age, religion, national origin, status as a special disabled or Vietnam era veteran, presence of disability or sexual orientation and will operate consistently with all Merck policies.

2. Teams and Team Members

a. All team members must be over the age of 21 to join the league.  Friends and family are invited to join the league. Team must be captained by a Merck employee / Contractor / Retiree.
b. Dues shall be determined on the basis of the league's budget for the year and shall be paid in full at least two weeks prior to the first night of the league play (preferably by one check per team). If any team is delinquent in payment, they will be expelled from the league. No player may play a competitive round until a dues payment is made.  League captains, secretaries, and treasurer must confirm eligibility prior to start of the first league night. For new league members that join after Fun Night, will pay a reduced dues rate of 50% of the normal rate.
c. The league shall consist of a maximum of 360 people divided into a maximum of 4 divisions. Each division will consist of a maximum of 6 teams. In general, a team will consist of the number of players that the captain is comfortable can ensure weekly participation.  Note that teams with less than 12 players may be assigned additional players who have no assigned team.  Any person requesting membership above the league maximum of 360 will require permission by a majority vote of the League Officers.

d. Any person requesting membership once the maximum membership is reached will be placed on a waiting list by the President and admitted on a first come, first available basis.

e. Any person requesting membership will be added to a team in the following manner.

(1) Finding an established team to accept them

(2) Filling available openings requested by a team Captain to the President

(3) Filling available openings on a team with less then the required minimum number of players

(4) Draft

f. The draft will consist of every team’s name being drawn at random until all new members have a team. If the number of new members is greater then the number of teams, each team will receive one new member before any team receives two and so on until all new members have a team.

g. A team member may not transfer to another team after the regular playing season has begun unless his/her team has become defunct, or the Executive Board gives approval.

h. The league shall have the right to collect assessed fees as necessary to meet league budgetary requirements.

3. League Officers

a. League officers shall consist of President, vice-president (or vice-presidents), Treasurer (Assistant Treasurer, if needed), Secretaries and Rules Chairperson.

b. A candidate, to be eligible for an office, must be a Merck employee and a member of the league at the time of election or appointment.

c. Dues are waived for all League Officers.

4. President

a. The President shall preside at all meetings of the league and Executive Board (see SECTION A, rule 7).  He/She shall be responsible for the enforcement of all rules and regulations of the league.  He/She shall also be responsible for the selection and management of golf courses and arrangements for the end-of-season banquet.

b. The President shall appoint the remaining League Officers.  Vacancies occurring in these offices by death, resignation or otherwise, shall be filled by the President at his/her discretion, and such person shall hold office until the end of the season.  If the Office of President becomes vacant, the vice-president automatically becomes President.  If there are two or more vice-presidents, the League Officers will vote upon which Vice-president will become President.

c. The term of President shall last for one year beginning the day after the close of the previous year’s season (usually the day after the end-of-season banquet) and ending at the close of the present year’s season (usually the end-of-season banquet).

d. Election of the President shall be held at the end-of-season banquet by a hand vote of attendees.


e. Any league member in good standing can nominate any other league member in good standing or any league member may ask that his/her own name be nominated for President.  The nominated member must accept the nomination in person at the end-of-season banquet before being placed on the ballot.

f. The maximum number of names permissible on the ballot shall be ten.  If there are more than ten nominations, the existing President shall reduce that number to ten nominations.

g. The member receiving the most votes at the end-of-season banquet will be the President for the following season.

h. In the event that the President is not elected at the end-of-season banquet, or resigns, a new president will be elected at a meeting with Team Captain’s and league officers.

5. Vice-president(s), Secretaries and Treasurer

a. The Vice-president(s), a Secretary for each division, Treasurer and a Rules Chairperson shall be appointed by the President.

b. The Vice-president(s) shall have the authority to take over all responsibilities of the league in the absence of the President. He/She shall also be responsible for the arrangements for the mid-season Fun Night.

c. The Secretaries shall have charge of and conduct all correspondence of the league. The Secretaries shall keep a record of all scores and handicaps of each member in their division and act as the Rules Committee member for their division. They shall make available to all team captains the up-to-date handicap sheets and results of the previous week’s play, prior to each night of league play.

d. The Treasurer shall keep a true and accurate account of all receipts and disbursements.  He/She shall deposit all moneys belonging to the league in the name of the league in a bank which is a member of and whose deposits are insured by the Federal Deposit Insurance Corporation.  Withdrawals from the account shall be made only with the signature of the Treasurer but must be previously approved by the President. Prior to the start of league play, the Treasurer shall submit a budget to the League Officers for their approval.  He/She shall submit a written report and statement of all financial transactions of the league for that year to the League Officers by the next year’s Captain Meeting.
6. Rules Committee

a. The Rules Committee shall consist of a Rules Chairperson and at least the Secretary from each division. The Rules Chairperson shall appoint any other members who must be approved by the League Officers. The Committee shall review the league rules before the season opens and recommend to the League Officers any amendments that it feels should be made.  Those amendments must be approved by a majority vote of the members of the Executive Board present and voting at any meeting through out the year. If a meeting is not scheduled, a rules change may be voted upon via e-mail.  An e-mail notification will be sent by the rules Chairperson to members of the Executive Board who will have 1 week to comment / vote on the proposed change.  Responses will be via e-mail.  

b. The Rules Committee shall assist the President in the interpretation of the league rules and rules of golf.

7. Executive Board

a. The League Officers, together with the team captains, shall constitute the Executive Board.  An authorized representative, appointed by the captain of his/her team, may vote in the captain’s place, if he/she is unable to attend a meeting.

b. Any member of the Executive Board may recommend a rule change by a written motion to the chairperson of the rules committee or by oral motion at a meeting of the Executive board.

c. All decisions of the Executive Board shall be determined by a majority vote of those members present and voting.

8. Team Captains

a. A team captain is a qualified member of the league and shall organize and enter a team in the league.  He/She is responsible for his/her personnel and attendance of his/her team in league play.

b. The captain shall collect any fees as directed by the league President and remit it to the league Treasurer.

c. Each team captain is a member of the Executive Board.

d. The team captain shall be responsible for arranging his/her team matches with the opposing captain.

9. Prizes

It is the intent of the league to provide as many individual/team prizes as possible, within a budgeted amount, for Fun Night and end-of-season activities.

SECTION B

1. Determination of Individual Handicaps

a. Determine total over par for the lowest 4 of the last 6 rounds and divide the total by 4.

b. Full handicap differentials will be applied to all holes including par 3 holes. A maximum of double par +1 stroke is allowed on any given hole.  Once double-par strokes are reached without the ball in the hole, the ball must be picked up and an additional stroke will be added to the score regardless of strokes given or received for that hole (example, par 4 maximum score is 8+1=9).  Anyone picking up for this reason may not win the hole.  If an opponent picks up their ball prior to reaching the double par + 1 maximum (for any reason), their recorded score should be double par + 1.  If both opposing players reach the maximum, the hole is halved regardless of strokes given or received for that hole. 
c.  Senior Tees 

To be eligible to play from the senior tees, male golfers must be aged 65 or above on or before March 31st of the season.  Moving up to the senior tees is entirely voluntary. It is a personal choice based on individual preferences and physical capabilities. Golfers who wish to move up to the senior tees must inform the division secretary prior to the start of the season and their handicap will be reestablished as if a new member.  The senior golfer will need to play from the senior tees for the remainder of the season.  Switching back to the men’s tees during the season will not be allowed.

(1) Handicap differentials are applied according to the men's handicap rating on the scorecard.

(2) All holes will be played to men's par.
(3) Tees to use are:




Lederach:  Men = Green; Senior men= Red/Orange; Women = White

Skippack:  Men = White;  Senior Men and Women = Gold


Mainland:  Men = White; Senior Men= Gold; Women = Red

Note:  If tees are not clearly marked, the senior men will play one tee forward from the men’s tee.
c. If fewer than six rounds have been played, determine the total over par in the “LOWEST” rounds and divide by the number of ‘LOWEST’ rounds as determined below.

For each new golfer’s first round, multiply the number of strokes over par by 80% (0.8). For each new golfer’s second round, multiply the number of strokes over par by 80% (0.8). After the conclusion of two rounds, the golfer will establish a handicap of 100% of the number of strokes over par for the best 1 of 2 rounds– this handicap will be used at the start of round 3. From that point, handicaps will be calculated at 100% based on the following system:  1 of 2, 2 of 3, 2 of 4, 3 of 5, 4 of 6.

d. For all calculations, decimal fractions are dropped. Do not round up.

e. Handicaps will be carried over from previous season’s play.  Players rejoining the league will carry their previous handicap (or adjusted as necessary) if it was established within the previous two seasons, otherwise their handicap will be reestablished as if a new member.
f. Practice rounds or noncompetitive rounds do not count toward calculation of handicaps and as such are not considered “competitive” rounds.  Should a player decide to leave early (prior to completion of the round for reasons not included in Section B-5), holes not completed will be scored at double par + 1 and this player’s final score will be computed towards the handicap (see rule B (4)(f).  Interrupted matches due to weather that do not complete 9 holes will not count towards handicap calculations.
(Note:  Scores from end of season playoff rounds will count towards handicaps calculations).
2. Scoring of Team Matches

Total points for each match will be 100 per team.  20 points per individual match and 20 points per team match.  Handicaps are used for all calculations.

Individual Matches (72 pts + 8 pts) - The individual match stroke points are awarded 2 points per hole.  The player who wins the hole will collect 2 points (total of 18 pts available).  In the event of a tie on a hole, each player will win 1 point.  Handicaps will be used in determining whether a golfer, as stated below, should give strokes. Each individual match is also worth 2 match points for individual low net. If the individual low net scores are a tie, each golfer gets 1 match point.

For scoring stroke play, use the handicaps assigned to each hole on the scorecards.  Each hole is rated as to difficulty from 1 through 18. For example, if there is a difference of three in opposing players' handicaps, then three strokes are given to the player with the higher handicap, but he/she must take these strokes on the three most difficult holes on the nine which are being played even if holes are not played due to darkness or weather.  If the handicap difference is greater than 9, then 1 stroke is given on each hole and 2 strokes on the most difficult holes up to the handicap differential, and so on.

Team Match (2 pts + 18 pts) - The team points are awarded for team low net (2 pts) and cumulative team low net per hole (2 pts per hole, total of 18 pts available).  The team low net is calculated by adding the 4 individual net scores (gross score - handicap = net score).  The lowest possible individual net is 31, REGARDLESS of the actual calculation. The cumulative team low net per hole is determined as follows:

1) Each player’s hole-to-hole score is reduced from gross to net by decrementing handicap strokes based on hole difficulty.  For example, if a player’s handicap is 10, his gross score on the hardest hole is reduced by two strokes, and the gross score on every other hole is reduced by one stroke, thus resulting in his true net score as weighted by hole difficulty.
2) Each player’s net score for a hole is added together to determine the team’s cumulative net score for the hole.  The team is awarded 2 pts for each hole that is low net.  1 pt is awarded when both teams tie in net for a hole.  A total of 18 pts is available to be split between the two teams.
b. Low team net is determined only on the basis of head-to-head matches.

c. Individual opponents will be responsible for keeping their hole-by-hole score. Score cards to be used for official scoring must have a signature from a member of each team.  Teams are responsible for ensuring that the score cards collected at the end of the day's play and are promptly turned in to the League Secretary.  League Secretaries enter the score into the scoring program which determined the match outcome.  Failure of either team to complete and turn in the score cards will result in forfeits for both teams.

3. Pairing for Matches

a. Captains of opposing teams will submit to each other by noon, the day of the match, the players scheduled to play on a given night. Pairings are automatic in that opposing player with the lowest handicaps must be matched and so on down the list.  Substitutions should be made known as soon as possible.  If the pairings get jumbled, cards will be matched after the round assuring that pairings are automatic (lowest handicap against lowest handicap, etc.). Eighty percent (80%) golfers are matched after the players with established handicaps are matched (i.e., last on team's lineup).  NOTE: when using a substitute, Match A, B, C & D player prior to adding in the 80% handicap.---Handicap adjustment will be made by the league Secretaries.
b. Substitutions cannot be made once an individual match (any two opponents) involving the two teams has been started unless agreed upon by the opposing captains.  In case of a no-show, the player who was scheduled to play against the golfer who did not show plays a ghost player- the other three scheduled matches are played as scheduled.

Note:

(1) The "Automatic Pairing" rule applies to matches jumbled as a result of substitutions or honest mistakes.  See Section 4(d) for pairings as a result of no-shows and ghost players.
c. On the first night of play, players will use previous year's handicaps, or handicaps established within the last two years, if available in the secretary's records; or if no handicap is available, it would be calculated following the match by the 80% rule.

d. When possible, golfers with handicaps must be matched and golfers without handicaps must be matched (see 3. a.).

e. If it is necessary to match one golfer with a handicap and one without, the golfer with a handicap will use his/her handicap and the golfer without a handicap will compute his handicap after the round using the 80% handicap rule.

4. No-shows and Ghosts
a. All players should be present at the starting tee before 5:30 p.m. As matched foursomes are formed, they should join the queue waiting to tee-off.    If several players from different teams are detained, any two matched players should pair up with any available twosome and tee-off as soon as possible.      If a detained player appears after the cut-off time but before his or her opponent tees-off, the match will go on as scheduled.  Otherwise, the detained player is a no-show.  (In the case of a no-show, the player present must play the ghost player through all nine holes (except in the case of interrupted matches or rainouts) and turn in a scorecard.) MATCHED FOURSOMES TAKE PRECEDENCE IN THE TEE-OFF LINE OVER OTHER LEAGUE MEMBERS WHO ARE ONLY PRACTICING.
NOTE: Except in the case of a ghost match, players must go off as a foursome.  A matched twosome should wait until another matched twosome exists and should not tee off ahead of the rest of the group.

b. Competitive matches should begin in alignment with the established tee times.  If a foursome of matched players is available shortly before the established tee times, and the course permits, play can begin.  In early season and late season, due to daylight issues, matched foursomes, may begin play on a hole other than the normal hole (1 or 10) as long as the course has no concerns, and all holes on the appropriate side are played. It is the player’s responsibility to clearly communicate to their team / opponents who is out on the course.
c. A team is expected to field four players for each match.  If a team captain realizes that he/she will not be able to field four players from his/her team, he/she may contact other captains in the Merck Golf League - West Point (except their opponents that week) to find substitute player(s). Should a team find out at the golf course that one or more of its scheduled players will not show, substitutes may be enlisted from amongst other league golfers (a sub from the opponent’s team will be allowed if both captains agree) who might be practicing that evening (whether they have started to practice or not).  Substitute golfers will use 80% of their league handicap as of that evening; matches will be subject to the "Automatic Pairings Rule” (Section 3).  Registered golfers who do not have an established handicap are permitted to play.  The handicap used for the purpose of scoring will be 70 % of the actual score.  Team points will be awarded in the usual fashion based on the remaining matches.  

d. Teams not able to find a substitute or have a no-show for a given match will be given an imaginary ghost player for that individual match.  
Ghost pairing

If it is known ahead of time that a ghost is needed, actual players will be slotted ahead of the ghost(s) in the matchup pairings. 
If the ghost is needed as the result of a no-show, the ghost will be placed in the no-show’s position.  
Ghost players cannot play against another ghost player.  If both opposing teams require a ghost and this is known ahead of time, the ghosts must be paired with an actual playing opponent slotted into the 3rd and 4th HCP positions, or in a no-show position if not known in advance.
Ghost handicap

The ghost will be manually assigned the same handicap as the real player.  If the ghost is facing a substitute, the ghost’s handicap will be the same as the substitutes 80%-modified handicap (e.g., sub is 20 handicap, he is scored as a 16 handicap, ghost will be assigned a 16 handicap).  If the ghost is facing an 80%er, the ghost’s handicap will be the same as the 80%er’s assigned handicap for that round.
Ghost scoring

When the ghost faces a player with a handicap, the ghost will score five additional strokes above its handicap.  For example, the score for the ghost player against a player with a 9 hcp would be 9 strokes + 5 strokes (total 14 strokes) over par assigned by hole difficulty.  For this example, the ghost player’s score would be scored as bogey for four easiest holes and double bogey for the five hardest hcp holes based on the men’s tees. 
When the ghost faces an 80%er, the ghost will score 110% of the 80%er’s gross, with strokes assigned by hole difficulty.  For example, if the 80%er grosses +20, their handicap is 16 for the round.  The ghost will also have a 16 handicap, but will gross +22, with the four hardest holes scored at +3, and the other five holes scored at +2.
  The score of substitute players will not count for handicap, but the opposing player's score will count unless he/she is also a substitute.  The score of the player facing the ghost will count towards handicap unless he/she is also a substitute.
In all cases, except where noted below, league standings will be based on the full number of points, i.e., 100 points for a two-team match or 200 points for a three-team match.

f. Should a player decide to leave early (prior to completion of the round for reasons not included in Section 5), holes not completed will be scored at double par + 1 and this player’s final score will be computed towards the handicap
5. Interrupted Matches and Rainouts

a. The President or the next ranking member of the Executive Board will decide all rainouts by 3:30pm the day of the matches in which case all captains will be notified by e-mail. The same decision may be reached at the golf course prior to the start of play, by a consensus decision of team representatives prior to tee-off. After the start of play, the decision to cancel play may be reached and "air horns" would signal cancellation the of evenings' play.  Started matches are not canceled until the air-horn sounds.  If the course being played does not have an air horn policy, it is the responsibility of each team to contact other teams on the course to determine if the match should be cancelled.  Players must report to the pro shop/restaurant before leaving the course during rain events.
b. In order for any scheduled night's play to be considered official, at least five holes must be completed by all matched opponents

c. Handicap differential will be applied as usual as indicated on the scorecard for all holes even though less than 9 holes were completed.

d. In order to have all individual matches total 18 points for individual stroke play, the following multipliers should be used:

(1) Completion of 5 holes                    10 points *9/5 = 18 points

(2) Completion of 6 holes                    12 points *9/6 = 18 points

(3) Completion of 7 holes                    14 points *9/7 = 18 points

(4) Completion of 8 holes                    16 points *9/8 = 18 points

Note:  When multiplying by the above fractions, round off to the nearest 1/2 or whole number

.3 rounds to .5 and .8 rounds to 1.

e. Team low net will be calculated by adding the net scores for holes played (five or more holes).  The handicap used for the calculation should be factored based on the number of holes played as indicated below:

Handicap (for calculation) = (Actual Handicap.) times (# of holes played) divided by 9.
Results are truncated not rounded

(example: a 15-handicap golfer completes 7 holes.  For the low net determination, handicap should be  

 15 * 7 / 9 = 11.66 truncated to 11.)

f. When inclement weather causes the interruption of matches, that night's scores will not be used to calculate and/or adjust handicaps.  However, if all matches complete at least 5 holes, matches that complete less than 9 holes will not count towards future handicap calculations.  Matches that do complete 9 holes will count towards future handicap calculations.
g. Good sportsmanship and common sense should prevail when there is a decision to be made in the foursome as to when darkness or storm conditions make further play unsafe.
h. Concerning inclement weather:  all scheduled players should show-up at the course unless a rain-out is called prior to start of play. If the round is interrupted due to inclement weather---All players are to return to clubhouse before leaving.  As best as possible, a review of weather conditions should be made by the group to determine if play might continue once the weather passes.
6. Calculation of Team Standings

a. Team standings will be based solely on percentage of points won.

b. The team with the highest won-lost percentage is ranked in first place. The team with the next highest percentage is ranked in second place, etc. In case of a tie, the team with the lowest average team net will be awarded the higher standing.

7. Team Awards

a. Team awards will be given only to those teams competing for the league championship (see Rule 10).  First, second, third and fourth place awards will be given.

8. Individual Awards

a. Best golfer awards will be made to the first-place winners among the men in each division and first and second place winners among the women in the combined divisions.

b. The best golfer award is based on the lowest cumulative numbers of strokes over par from the player's best four competitive rounds.  The best four rounds must include rounds from 2 of the 3 courses.

c. A special award will be given for a hole-in-one scored in competitive play.

d. A “low-net” award will be made to the golfer among men in each division with the lowest average net score based on 4 competitive rounds.  A low-net award will be made to the woman with the lowest average net (combined divisions).  The 4 competitive rounds must include rounds from 2 of the 3 courses.

e. All team members, who have paid dues, will receive a team award.

f. A golfer is eligible for only 1 individual award.  If he/she qualifies for two such awards, then he/she may choose the award he/she wishes to receive.

9. Weekly and Knockdown Pairings

a. Weekly team pairings for the entire season, except for knockdowns and rainouts, will be determined and published before the first night of competitive play.  If there are an odd number of teams in a division, the odd team each week will be given a BYE.  If more than one division has an uneven number, there may be interdivisional play of the BYE teams.  Results of these matches will be used for the team standings and individual handicaps.

b. The pairings for knockdown matches will be:  The number one team in each league will play the number two team; the number three team will play the number four team, etc.  In case of ties, positions will be decided on the basis of low team cumulative average net score.  If there are an odd number of teams in a division the last place team will receive a BYE.
c. During the season, specific weeks are scheduled as knockdown/rainouts.  If no Rainouts have occurred since the last scheduled knockdown/rainout week, the matched will be scheduled as a knockdown.  If a rainout, or multiple rainouts have occurred since the last knockdown/rainout the match will be scheduled to replace the first rainout that occurred.  The last week of the season will be a knockdown regardless of whether any rainouts occurred during this period.

10. Play-Off Pairings

(4) The league wild-card and championship play-off pairings will be as follows:  
1) The wild-card playoffs will be as follows:  Four players from the 3 three second-place teams in each Division and the team with the highest point percentage among the 3rd place teams for each Division will have a one- match four-way play-off to earn a spot in the Championship round.  Scoring will be the same as all other matches. Each team member will play three opponents at once, teeing off as foursomes. Each team will play for 300 points. The total number of points won during the four-way play-off will determine who will advance to the Championship round as the Wildcard team.

2) The league championship play-off pairings will be as follows: Four players from each of the first-place finishers in each division and the 2nd place Wildcard team will have a one-match four-way play-off to determine first, second, third, and fourth places. Scoring will be the same as all other matches. Each team member will play three opponents at once, teeing off as foursomes. Each team will play for 300 points.  The total number of points won during the four-way play-off will determine final results. 

b. In case of a tie, the playoff match will be decided by a rematch within one week, to be played on an evening that is suitable to the teams involved.

c. In order for players to be eligible for playoff competition, he or she must have played at least two competitive rounds (with scores counted for handicap purposes) during the regular league playing season.

d. Teams using more than 5 ghosts/forfeits per season are ineligible to play in the play-offs.  The League Officers will discuss the situation with the Team Captains to determine if extenuating circumstances existed.  If extenuating circumstances were deemed to exist, the Team may be allowed to play in the play-offs.  Substitute players from other teams and ghosts are not allowed in the playoffs.  Substitutes from the same team are allowed until the first matched group has teed off.  After that point, substitutes are not allowed, and the missing player(s) will receive a forfeit.
SECTION C

The golf course scorecard bears the notation "U.S.G.A. rules govern all play except where modified by local rules".  A complete set of the USGA Rules of golf may be found at: http://www.usga.org/content/usga/home-page/rules/rules-2019/rules-of-golf/rules-and-interpretations.html#!ruletype=pe&section=rule&rulenum=1.  For purposes of league play, local rules shall include the following:

1. Improve lies in your own fairway only - by moving the ball not nearer the hole with the club head, or by picking up the ball and placing it not nearer the hole.

2. When playing a temporary green circumscribed by a chalk circle or other recognizable means, a player is allowed one putt and the next putt is conceded.  If the green area is not clearly defined, two flag lengths will determine the green area and the above rules will apply.

3. Continuous putting, except when in another player's line, is encouraged.

4. Hole out all putts unless conceded by opponent.

5. Scheduled matches will take priority over all other play.

6. If a ball is hit out of bounds:

a. Drop a ball (stand erect and face the hole, hold the ball at knee height and arm's length and drop the ball) in bounds within two club lengths of the spot where the original ball left bounds with one stroke penalty.

b. If a ball is hit out of bounds from tee, golfer may elect to re-tee with one stroke penalty (i.e. playing third shot from the tee).  Once the player leaves the tee, he/she no longer has the option to re-tee.

7. If a ball is declared lost, the golfer may:

a. Play a provisional ball if the shot was from the tee.  Once he/she leaves the tee, he/she no longer has this option.  If the first ball is not found, the provisional ball must be played with a one-stroke penalty (i.e., lying 3).

b. After consultation with the opposing player, drop a ball in the vicinity where the original ball was assumed lost with a one-stroke penalty; or

c. Drop a ball in the fairway of the hole being played (within 2 club lengths of the nearest edge of the fairway) with a two-stroke penalty.

8. If a ball is not playable, in addition to the U.S.G.A. rules, the player may, under penalty of two strokes, drop a ball in the fairway of the hole being played (within 2 club lengths of the nearest edge of the fairway).

9. If a ball goes into a water hazard (defined by yellow stakes or boundary marking) the player must drop a ball under penalty of one stroke, either behind the water hazard (i.e., the hazard must be between the player and the hole) or at the spot where the original ball was played.  If the ball goes into a lateral water hazard (defined by red stakes or boundary marking), the player may drop a ball where the original shot was played or may drop a ball outside the lateral hazard proceeding back along the line of entry into the hazard (as far as desired) to drop the ball no closer to the hole than the point of entry.  (Penalty 1 stroke)

10.  Hitting into any area marked as an Environmental area---No free drop (Even if the sign says free drop), treat as lost ball, drop at point of entry, and take a penalty stroke.  Note: This predominantly an issue at the Skippack course.
11. A ball may be changed for the purpose of putting.
12.  Players can use the drop zone if it is clearly marked by the course.  Per communications with the courses, drop zones exist and may be used in the following cases:
Lederach: Has no Drop Zones.
Reminder: You will tee off from the normal tee box.  If you hit your ball in the water hazard, you can choose to use the drop zone and would be hitting your third shot.  You can still choose to re-tee such that you are hitting 3rd from tee box.  If you hit two in the water, then 5th would be from drop zone.  Drop zone use only applies if ball is in the hazard.
13. Use of equipment such as yardage books, range finders, computerized yardage devices is permitted.

14. U.S.G.A. rules governing play will apply in all other situations.

15. Rules and Protests

The following procedures are to be followed regarding requests for rulings and protests:

a. Protests

The player observing an infraction of the rules must inform his/her opponent at the time of the incident.  If the opponents do not agree, the individual lodging the protest must inform all other members of the foursome of his/her intent to file a protest at this time.  Upon completion of the round, the scorecard must be signed.  The score card must be marked to clearly indicate the matches that are under protest and clearly indicate the issue.  The Rules Chairperson of the Rules Committee, along with the division secretary, must be notified of protests within 24 hours of completion of the match.

b. Requests for Rulings

If the opponents do not understand or agree on a specific rule, the above procedure should be followed, noting on the score card that a ruling is required to complete the scoring for the teams.  The chairperson of the Rules Committee and the division secretary must be notified within 24 hours of the completion of the match.

c. The Rules Chairperson in consultation with the league President and Rules Committee (secretaries) will resolve all protests before the next league night for that division, for reasons of team and individual scoring and individual handicaps.

MERCK GOLF LEAGUE TIPS for QUICKER PLAY

Play Ready Golf – what does that mean?

Ready golf allows the golfers within a group to take their swings when each member of the group is ready to play. If you reach your ball and are ready to hit, while other members of your group are not yet prepared, then go ahead and hit.

For some good specific examples, check out the attached link: 

http://www.thegranlunds.com/SDRCGOlf/other/readygolf.html
OTHER Tips for Fast Play:

1. Each member of a foursome (or any group) should proceed directly to his or her ball. The group should not travel as a pack, going to first to one ball, then the next, and so on. 

2. While walking (or riding) to your ball, use the travel time to begin thinking over your next shot - the yardage, which club you'll use, and so on. Begin preparing before you get to your ball.

3. If sharing a cart, don't drive to the first ball, wait for the first player to hit, then head to the second ball. Drop the first player off at his ball, drive on ahead to the second ball. The first player should walk over to the cart as the second player is playing his shot. 

4. When using a cart on a cart-path-only day, be sure to take a couple of clubs with you when you walk from the cart to the ball. This way, you won't have to return to the cart if you discover you didn't bring the appropriate club. 

5. Carry a few extra tees, ball marks and a spare ball in your pockets so you don't have to return to your golf bag to retrieve them, should you find yourself in need of one. 

6. Limit your search for lost balls.  Unless there is a compelling reason don't spend more than a minute or so searching. 

7. Never hold up play because you're in the middle of a conversation. Put the conversation on hold, take your stroke, then continue the conversation. 

8. On the green, begin lining up your putt and reading the break as soon as you reach the green. When it's your turn to putt, be prepared to step right up and take the stroke. Whenever possible, putt until you are completed.

9. Leave your bags or golf carts to the side of the green, and in the direction of the next tee, never in front of the green. 

10. Never stand on or next to the green after holing out to write down your score. Write it down when you reach the next tee. 

Note:  Use the groups ahead of you and behind you to gauge your pace. If the group that teed off directly in front of you is pulling away - putting a full hole's distance between them and your group - you need to speed up. If there's no one in front of you holding you up, but you are holding up those behind you, either speed up or allow the trailing group to play through

