
 
 

Technical Committee on Rules 

 

TREATY: AVOIDING THE SLOW PLAY 

 

Slow play has been an endemic evil for many years, which 

unfortunately has been increasing at an alarming rate in recent years, 

contrary to what appears to be normal, that is, to gradually reduced 

for the sake of the players, competitions, clubs and definitely for the 

Golf sport itself. 

Without claiming to be the universal panacea, attitudes which are 

described below, can help prevent the "slow juice" that we so 

worried. 

Introduction 

The most important factor to save time is: be prepared to make the 

blow when the game turn. This means that the player must be at his 

ball, have decided to hit play and have selected the stick to make that 

adjustment before the fellow competitor has hit his ball. 

This applies across the field: Tees, fairways and greens. 

In Tee 

We have often heard that the player be prepared in the Tee to hit the 

ball, you could go first. This simply is not true. The player who has the 

honor should be prepared to hit the first. In the event that this is not, 

you can leave the first and another player was ready. 



 
 

In the Tour 

The players, after giving their tee shots off the tee, usually start doing 

it wrong, that is, watching the other players while giving his punches, 

thinking his next stroke is precisely when their turn. 

Quite often players / drivers car waiting for his teammates hit before 

heading to his ball looks; too often, four players head to the ball is 

farther from the hole and wait for a player to hit the ball, then run to 

another ball and so on, as if they were a "Caravan". 

Avoid slow play, it means that all players must go to their balls as 

soon as possible and be prepared to play their strokes. 

While waiting for the stroke, the players should determine the effect 

blow to select the stick, place their bags and stay with their balls and 

stand prepared to hit the ball when it is your turn. This leads to avoid 

slow play! 

In particular, the Player / car drivers, should fall to their peers, with 

bats have chosen (and inclusive), drive to each of the balls and be 

ready to play. 

Drivers should rarely wait for their comrades executed the coup and 

then head to his balls to play them. 

All players should go his balls as possible. 

The only time that players should wait for other players, is whether 

the first ball which is responsible for this effect the coup against 

another player so you have to be lifted so that the former can hit. In 

particular, a caravan of players never should converge, except when 

all the balls are in the same place. The only time that players should 



 
 

stop the group and wait for a player to make his stroke, is whether 

the flight line affects other players to reach his ball. 

Tip: Walk down the sides of the street to reach the ball, select the 

stick to use while waiting and then head to the ball. 

You can usually get close to the ball and be prepared for the coup, 

while other players from a backwater, are performing their hits. 

Dead Ball search assistance 

It is very important that everyone try to look for a lost ball to keep 

order in the field. But they must do so after hitting his punches, not 

before. 

Often it is seen four players looking for a lost ball, while none of them 

are ready to play. 

You have to use common sense. The player whose ball is closest to 

the flag, which will play the last, will be the first to help the player 

who has lost the ball while, players who are further away from the 

flag, should play their FIRST BLOWS After joining the search of the 

ball. Meanwhile, players who are closer should be prepared to 

perform their hits. 

Here, slow play not occurs because of loss of a ball. 

Far Hole 

There is no reason to "Avoid Slow Play" so that it can play in a 

different order that you do which is farthest from the hole. The 

player who is farthest from the hole should be prepared to play the 

first. However, there are some exceptions that are given by common 

sense: 



 
 

• In a "Foursome" in which one or two players will walk and one or 

more other used car, car players could strike first if they reach his ball 

before and are ready to play. 

• When a player makes a stroke, but remains far from the hole, 

players could knock before that player if they are ready. For example, 

if a player hits a tree or an obstruction in a second stroke and his ball 

is in the position farthest from the hole, closest to the hole could play 

first players to speed up play. 

• If a player's ball is out of Green in a bunker and take a position 

farther from the hole than the other, the other players could not wait 

for this player if you have to walk around the green to make his next 

stroke . The game could continue until said player is prepared to 

make the hit. NOTHING IS indeed puzzling that three players on the 

green, watching and waiting while the fourth player clean the "Sand", 

addresses the ball, look at the line of putt and kicks. 

Entering and exiting the Greens. 

How many times have we seen leaving the poles or / and bags 

against the Green? 

When the players end up have to go pick your sticks. Always, I repeat 

ALWAYS, leave the sticks to the bottom or side of the Green, near the 

proximal TEE. If the stroke is made against Green, first the player 

must move their sticks back or side of the Green and after his stroke 

play. Nothing is more annoying than watching players walking 

through the front of the green to retrieve his clubs after everyone 

has kicked. 

NOT stay talking and recording results. After all the group has kicked: 

go to the next T, so the next group can play. 



 
 

Fast game on the greens. 

Copying professional players in the Green has been slower game than 

any other cause. Often you can see players waiting until it are their 

turn to play, then walk around Green as if this depended on winning 

putt the "Master's". Play PREPARATION around the hole means 

getting to be ready to kick before you is the turn. Players should read 

his line of putt, while others are kicking players, so he'll be ready to 

kick when the turn. 

Overcome Slow Play, it means kicking continuously, if the ball is not 

in the line of play of another player and if the player has not lost too 

much time examining the putting stroke. 

If someone do not pocket for thirty or forty centimeters, for example, 

and has a close blow hole should instead of marking the ball and wait 

another turn, unless it is a tricky putt and needed additional time to 

examine it carefully. In this case, mark the ball and examines the putt 

to make another player kicks lie. When it is your turn, you will walk 

towards the ball will be placed and made the putt. 

While there are no rules that address associated times to putt, a 

widely used rule of thumb is to have 20 seconds since it is the turn to 

play. This means, take the "Stance" and kick in 20 seconds. Obviously, 

this can be done only if the line of putt is examined while another 

player is kicking. 

When a player kicks, you should always take your time, so you can 

kick quietly. 

Avoid Slow Play MEANS rush. If making the putt previously, the 

player can take his time and avoid slow play. 



 
 

SUMMARY 

"Avoid Slow Play" means being ready to play, not playing when you 

are not prepared. Here are some simple notations: 

1. Walk towards the ball as soon as possible, so you can choose to 

use the stick and think the blow to make in advance. Not when it is 

your turn. 

2. When playing with a car, down to the first mate, or let you choose 

the clubs and then head up his own ball, to be ready to play. 

3. If lost ball, hit and run FIRST then help in the search. 

4. Walk down the sides of the "street" to reach the ball and then 

approach it by the center. NEVER caravan play, moving the ball in ball 

group. 

5. On the Green, aligned with the line of putt before it's game turn 

and kick immediately instead of mark if no one is on the line of play. 


