Putting and Short Game Drills

3 Point Game: Test
· Place two ball markers halfway between starting point and hole a putter length apart.  Place a tee or ball marker approximately 15 feet from a hole as the starting point.
· Place a club or alignment rod approximately 3 feet behind the hole.
· Player putts 5 balls trying to accrue points based on the point system below.  
15 points is a perfect score! 
· 1pt thru gate.
· 1pt between the hole and the barrier behind the hole (Speed Zone).
· 1pt for make
· Very important to hit each putt from same location.
· This test helps determine what to work on line, speed or green reading. 

Line Reinforcement:
· If you determine in the 3 Point Game that you are not rolling putts consistently on your intended line, then you should practice this drill.
· Setup station about 6 feet from hole and use something to give feedback that your putter path is correct like: tees, clubs or alignment rods. 
· Use two ball markers as gates
· Goal is to groove a stroke that will consistently roll putts thru the gate and hole the putt. 

Safety Zone:
· If you determine in the 3 Point Game that your speed was inconsistent, then you should practice this drill.
· Place a coin or ball marker 10 foot from a hole.
· Place a club or alignment stick 3 foot past the back edge of the hole. 
· Place coins or ball markers at additional distances: 15 foot, 20 foot, 25 foot, etc.
· Putt 3 balls, all must finish inside the safety zone (past the front edge but not past the stick) before you can move back to the next distance.

Green Reading:
· If you determine in the 3 Point Game that your green reading was subpar, then you should practice this drill.
· Find the two straight putts approximately 6 feet from a hole and place alignment rods on the ground in the direction of the hole. 
· Place 5 ball markers on each side of the alignment rods equal distance.
· Your starting point is the uphill straight putt. After you make that putt move to right and putt from the next location and so on until you have holed a putt from every location.  
· Be aware of how each putt breaks as you move around the circle and which putts are giving you the most trouble. 

Quad Gate Drill:
· Set up 4 putts from 4ft at the N, S, E, W direction. 
· Use coins or ball markers as a gate (putter head width) at the 2 ft point of the putt.
· Hit 20 total putts one per marker.
· GOAL: You must make 19 out of 20 to advance. 
· NEXT STEP: Move your starting point back to 8ft and move the gate to 4ft.
· Hit 20 total putts one per marker.
· GOAL: You must make 12 out of 20 to advance.
· NEXT STEP: Move your starting point back to 16ft and the gate to 8ft (widen the gate to the outside edges of your putter head). 
· Hit 20 total putts one per marker.
· GOAL: Make 8 out of 20.

10 Foot Around the World Drill: 
· Place coins, ball markers or tees at ten 10 foot locations around a hole. 
· Start with the uphill straight putt and work your way around the hole until you've hit all 10 putts. 
· Use the following scoring system: BIRDIE = make, PAR = past the front of hole but not longer than 2ft past the hole, and BOGEY = putts short of the hole or 2ft past hole.
· GOAL: -4 or better 

Rat Race Drill:
· Place 10 coins or ball markers at one foot intervals from 3 foot to 12 foot at four different locations around a hole at N, S, E, W direction. 
· Players start at the first marker and advance when they make the putt.  Complete this process until you've made all the putts.  
· Three misses in a row from a location requires a player to move one step closer to the hole.  
· The first player to hole the final putt will be the winner!! 





Alternating Speed Hole Drill:
· Setup club or alignment rods 3 feet behind holes in opposite direction.
· Place ball markers about 12 to 15 feet from both holes as starting points. 
· Place another ball marker in the middle of other two ball markers. 
· Your goal is to get putts to stop between hole and club or alignment rod.
· If you get all three in the zone turn and putt the other direction. You can’t move back to next location until you have putted all three balls inside designated area from both directions. 

Leap Frog Drill:
· If you determine in the 3 Point Game that your speed was inconsistent, then you should practice this drill.
· Mark starting point, and designated putting areas with coins or ball markers. 
· Place a coin or ball marker 5 foot from the 5 foot designated putting area.
· The designated putting area should be approximately 5 feet in width.
· Your first putt must get past the first marker of the designated putting area then each subsequent ball has to go past last ball putted.
· GOAL: Get as many balls in the designated 5 foot area as possible.  A reasonable goal would be 6 to 8 putts inside the designated area.  As you move back in distance the goal would decrease.
· After you master the 5 foot distance move back to 10 foot, 15 foot, 20 foot, etc.
· Add error detections for added feel and feedback.  After each putt, hold your finish and without looking guess whether your putt is good or bad.

15-51 Drill:
· Starting at 15 foot, place coins or ball markers every three feet, all the way back to 51 foot in a straight line away from a hole.  
· Place a club or alignment rod 2 foot behind the hole then place a coin or ball marker 1 ft in front of the hole.  
· Hit each putt with the following scoring system in mind:
· Putts from 15 - 29 foot – PAR = past front of the hole but does not hit club or alignment rod behind hole, BIRDIE = Make and BOGEY = putts hit outside safety zone. 
· Putts from 31 - 51 foot – PAR = past coin or ball marker 1foot short of hole but not longer than club or alignment rod 2 foot past hole, BIRDIE = Make, and BOGEY = putts hit outside safety zone.





Scales Chipping Drill:
· Setup cones on the green approximately 6 foot apart. 
· Have players start about five to ten steps off the green. 
· Your goal is to land your balls in each zone and have it roll out to the hole or target (goal 6ft). 
· Players advance to next zone when they get two balls to land in the zone and ball finishes within 6 feet from the hole or target.
· Continue chipping to longer zones focusing on your setup and ball position to control ball flight.
· SCORE: Count the total number of shots to complete the task. Ideally no more than an average of 2 shots per landing window. I.E. with 5 windows 10 total shots to complete.  
· Another option to control ball flight would be to change clubs when hitting to different zones. 

Clusters Chipping Drill:
· Place cones at various locations around the green.  
· Vary the lies and locations so players have to hit different shots.
· You could hit 5 balls from each location with the goal in mind of getting 3 out of 5 balls within a specific distance from the hole (3 to 5 foot).
· Another option would be to play this game as an up and down game.  Choose a location then chip a ball and try to putt it into the hole.  You can’t move to the next location until you get the ball up and down from the previous location.

Sand Game: 
· Get in a good setup position for a bunker shot. 
· A good setup position is a slightly open wide stance, more weight on left side, ball forward in stance and club face slightly open. 
· You should swing slightly outside-in focusing on L to L swing hitting approximately 2 inches behind ball. 
· You should draw a line in sand and make swings trying to hit line before attempting to hit balls. 
· After you master hitting the line multiple times then you may attempt to hit a ball. 
· If you hit a bad shot, you should make three good swings hitting line in sand before attempting another shot. 
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