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Account & Authentication

Sign-In Options

Users access the sign-in screen — titled "Bad Golf, Better Times" — from the Stats tab (Account section)
or when joining a round.

Sign-in methods:

 Continue with Google — OAuth sign-in via Google account
» Continue with Apple — sign in with your Apple ID (working again as of v939; it had been showing a "not
live yet" message)

* Email & password — standard email/password authentication

Saved passwords work now. The credential fields are a real form with proper autofill hints, so iOS offers
Save Password, Sign in is a submit button (the keyboard's Go key signs you in), and your last successful
email is pre-filled. A password saved inside the iOS app won't be offered on the public website, and vice
versa — they're separate to your phone's password manager.

You can close the sign-in screen. If you opened sign-in yourself from inside the app, it has a X, a backdrop
tap and Escape. Only the two genuine launch gates (first boot, and right after signing out) hold you there.

Account creation:

* Tap Create account on the sign-in modal
 Enter email and password (minimum 6 characters)
 Confirm the name you'll play as (see below)

« Already have an account with that email? Instead of a raw error you get: "An account already exists for
that email. Try Login with Google or Apple, sign in with your password, or use "Forgot password"."

Requirements: iPhone/iPad on iOS 15 or newer. Bad Golf is also live on Google Play — the invite links
include both stores, since the sender can't know which phone you carry.

Sharing a phone. Signing out clears the cached roster, friends and profile data and reloads the app, so the
next person to sign in never sees — or absorbs — the previous account's players and history. If a different
account signs in on the same phone, the previous account's photo, name, home course, rounds, drafts and
badges are wiped from the phone too.

Rounds that haven't synced yet. If a round on this phone hasn't reached the cloud, Sign out asks first —
"Unsaved rounds": signing out now would delete it from this phone. Tap "Stay signed in" and let it sync (a
bar of signal is enough), or "Sign out anyway" if you're sure.



Signed out means nothing loads from the cloud. A device that hasn't signed in reads only what's stored
on that phone. It used to be able to pick up a shared, app-wide list of recent rounds — everybody's rounds —
and even prune its own history against it. Anything you save while signed out is written to your own account
on the first sync after you sign in.

"You'll Play As..." — Confirming Your Name

Signing up with Google or Apple used to silently create your player from the legal name on that account,
which is often not what your crew calls you. Now the app shows that name in an editable prompt:

You'll play as... This is the name your crew sees on scorecards and leaderboards. Change it if
they know you by something else.

Fix it here and you avoid becoming a second, empty duplicate of yourself in everyone's roster.

Claiming the Player Your Crew Already Made for You

If your buddies added you as a guest before you signed up, the app offers to hand you that history on first
sign-in:
* The modal reads "Is one of these you?" — "These are players the crew already added who haven't
joined yet. If one is you, tap it to claim that history."

« Buttons: "I'm not listed — create my player" and "Decide later."

» The match is decided by email first. If the guest entry has no emalil, it's only offered when you've actually
shared a scorecard with it, and the prompt shows the round count so you can confirm. A stranger's entry
with history you never played in is never offered, and if two entries could match, neither is.

Host-initiated claims. A host can hand a guest their history directly: tap the guest anywhere (leaderboard,
Home, Crew) — their profile - "Invite to claim these rounds." It texts them a one-time link if the host has
their number, otherwise it opens the share sheet. When they open it and sign in they see something like
"Brian Myers — 8 rounds, —40 units lifetime. Claiming moves those rounds, that handicap and those unit
totals onto your account.” Units rides along with the rounds. The button only appears for guests with no
email on record, and the app refuses to mint a claim link for a name that already belongs to a registered user.

Joining From an Invite Link (Zero Typing at the Tee Box)

If someone added you at the first tee and sent you the link, signing in gives you one confirmation — e.g.
"You are set up as Brian Myers, handicap 12" — and you're in, using the name and handicap the host
entered. No name prompt, no handicap prompt, no phone prompt.

If the link isn't tied to a specific person, you get a "Which player are you?" picker — and it lists only the
open guest spots: players the host added by name who don't have an account attached yet. The host's own
row, anyone who signed in with an account, and any spot already claimed through a link never appear, so
there's nothing to pick by mistake. Tap your name and you're in — name and handicap come from the spot,
no prompts. There's also "I'm someone else" and "None of these — I'm new" (which runs normal signup);
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if the round has no open spot at all, the picker is skipped and normal signup runs. An account that already
has a linked player is never renamed by a link.

"That's you?" If you join a round where an unlinked player spot matches your name, the app asks once:
"Save the seat "<name>" to your account? Next time this round will recognise you without asking." Tap "Yes,
that's me" and the round, its scores and your stats follow your account; "Not now" leaves it alone. Your
answer sticks — you won't be asked again for that round.

"« Rejoin your round?" is only offered for a round you're actually on — matched by your account (or by
your name when signed out) — and waits until any name or handicap prompt is closed.

If a claim fails, the app now says why — whether the slot is already tied to one of your other logins (naming
the email you're signed in as) or to somebody else's — and opens the event anyway. This is the classic "the
invite just dumps me on the home screen" complaint, and the usual cause is a duplicate account.

"I'm in the tournament but | can't see it" — the fix is the invite link

A player added to an event by name only can be scored normally by whoever holds the card,
but until that spot is tied to an account, the event never appears on their phone and the
round never lands in their own history or stats. They aren't broken and nothing is lost — the
spot simply has no account attached to it yet.

The cure is the invite link, not rebuilding the carts. Open the event - Invite - send that
player their own link. They sign in, tap their name, and the spot, the handicap and every round
already played on it stay attached. A general event link lands everyone on the "tap your name"
claim page and works just as well.

Older advice to "rebuild the groups and they'll link up" is worse: it only works at cart-build time, it
needs the commissioner, and it does nothing at all if the player doesn't have an account yet.

Handicap Ask at Sign-Up (and the "TEMP" Badge)

New players are asked for their handicap the first time they sign in — including Google and Apple sign-
ins. It's optional: tap "Skip™ and you're never nagged again.

» Whatever you type is treated as a placeholder, not a real index, and everywhere it appears it's marked
TEMP.
* Your Handicap Index tile shows the number with a "TEMP" badge instead of a bare "—".

* Round setup shows a small "TEMP" pill beside a player's HCP box whenever that handicap isn't a real
established index.

» The Share handicap text and the Times tee-time player picker append a plain-text "(TEMP)" marker.

* The Crew leaderboard deliberately never shows a TEMP number — it shows a real computed index
or "NJA". That's the anti-sandbagging rule.

* The Info tab has an explainer card: "The "'TEMP' badge".

Your index replaces the placeholder automatically as soon as you have real rounds.
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No Phone Numbers

Bad Golf no longer collects phone nhumbers anywhere. The phone field is gone from sign-up and from
Edit profile, and adding a player to a round, tournament or league asks for First name - Last name - HCP
only. Invites reach people with the app as a notification; everyone else gets the join link — you send it from
your own Messages app, so the app never needs a number. (The Text Final Standings and share buttons
still open Messages with no recipient filled in.)

There is no SMS login. Signing in is email, Google or Apple only.

Profile Editing

Two ways in: Home - Account card - Edit profile, or tap your profile photo / the handicap box on the
Stats tab.

The Account card lists Edit profile — Sign out — Delete account.

If you ever saw "Could not save phone (run Profile_Phone.sql?)", that's fixed — and it
was never about your phone number. For a stretch, every save to your own profile was
failing, for every user, on every platform: your phone number, My clubs, your tracked-shot
log, your avatar, the player you map yourself to, your stats-visibility setting and your home
course. It was fixed on the server, so no app update was needed. The message no longer
names a SQL file either — it shows the real error — clearing the phone field genuinely clears it,
and the app reads your row back after saving, so a write that silently changed nothing is
reported as a failure instead of a green tick.

What you can edit:

* Profile photo — tap "Add I change photo" to upload an image from your device, or "Pick a Bad Golf
avatar" to choose one of 20 built-in avatars (men and women, a range of ages, all wearing the Bad Golf
logo on the hat or polo). Either one shows as your avatar on the roster, in Friends and on every
leaderboard

* Display name — first and last name (32-character limit)

» Email — view the address on the account. If you used Apple's Hide My Email, this reads "Signed in with
Apple" rather than a scrambled relay address

» Password — New password + Update password (email sign-in only; the fields sit below the fold — the
modal scrolls)

* Home course — see Your Home Course below. Choose / Change (the old Clear button is gone —
Change covers it)

» Gender (for handicap rating/slope) — a Male | Female picker. Women golfers are automatically scored
against each tee's women's rating/slope (when the course has them) so net games and handicaps are
fair. Men's numbers are used by default if gender is unset.

Crew photo / avatar visibility:

* Your photo displays as a small circle avatar in crew lists, live leaderboards, and the highlights feed
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« If no photo is set, the system shows a "?" placeholder — and your own row carries a small camera badge
nudging you to add one, which disappears the moment you do

* Names can't contain < or > (a security rule — no real name is affected)

Your profile is private now. Every signed-in account used to be able to read every other account's full
profile row — phone number, clubs, tracked shots, role. That's closed. You see your own row; everyone else
sees only what's needed to show your name, avatar and handicap on a leaderboard, in friend search, or on
a round you're both in. Your phone humber and email are no longer readable by other players. Admin
user-management screens are unchanged.

If names ever come up blank in friend search or on a leaderboard for a non-admin, that's the
symptom of this rule biting — a denied read comes back as an empty list rather than an error.
Four accounts still on builds older than v991 will lose cross-user name lookup until they update
the app.

Forms Remember What You Were Typing

Every editor in the app — round setup, the rating/slope editor, the pars/stroke-index editor, the add-past-
round grid, tournament day config, edit-name — auto-restores what you had typed if you get interrupted.

* Leave a form half-filled, take a call, come back, and reopening that screen refills it with a toast reading
"€ Restored what you were typing."

* Auto-restore only applies within 30 minutes, only to text boxes (not dropdowns), never overwrites a field
the screen already filled in, and never refills search or filter boxes.

 Tapping into an older field still recovers drafts up to 12 hours old.

What is deliberately NOT remembered: the "new tournament” setup fields (name, team names, location
and settings) and your game selections. A brand-new round or tournament always starts clean. Per-game
option values — stakes, formats, allowances — are remembered, so switching a game back on recalls what
you last played it for.

Duplicate Accounts — the #1 Support Cause

If a player has two logins (say Google sign-in and email/password), their tournament slots, rounds and units
can be pointed at one account while they sign in on the other. Symptoms: "my rounds don't show up”, "the
invite dumps me on Home", "my handicap is different on my iPad".

A spelling difference is no longer mistaken for a guest. A player with a real account whose roster name
doesn't match their profile name — "Mike" on the roster, "Michael" on the account — used to wear a GUEST
pill inside the round. Account holders are identified by email now, whatever the name on the card says.

The fix for a genuine duplicate is an admin account merge (see Admin - User Management). Afterwards
the player must sign in with the surviving login only. A merge repoints tournament slots, round players,
invites, push tokens, stats and friendships, unions the score histories, and recomputes the handicap index
off the merged history — which can move it (one merge took an index from 4.6 to 5.2). Rounds already
played are not re-settled at the new index.
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Getting Around the App

The bottom bar has five slots, and two of them change as you play:
Home - Rounds - **Play** - Friends - More

* Home — your dashboard. While a round is live and you're on the scoring screen, this first slot becomes
Score instead.

* Rounds — open rounds, scheduled rounds, your saved round history and round templates. (This tab
used to be called Events.)

» The middle button reads Play normally and Round while a round is live. It used to be the Bad Golf logo
artwork; since v1030 it's the word, because nobody knew what the logo did. Its ring is red while a round
is live and green when nothing is active. On the round-setup screen it hides itself — it sat directly under
"p Start round now" and people were tapping the wrong one.

* Friends — your friends, the roster and the crew message board. (This slot used to be labelled Crew. The
Live now list lives on Home now, directly above Your rounds.)

 More — opens a sheet of solid, colour-coded tiles, alphabetical: BG Badges - Courses - Info - <,
League - Profile - Stats - Times - Tourney, drawn four across in two rows, with Admin for admins
only. The Badges tile carries a pill with the number of badges you haven't looked at yet. The bottom bar
itself uses the same full-colour glyphs — Home, Rounds, Friends, and =Score while a round is live.
League is open to every signed-in user — the BETA pill and the tester-only access list are both gone.
Because there are now six tiles, the sheet draws them as a 3-across, two-row grid; signed-out users still
see a five-across single row without League.

An info dot and a sync dot sit in the bar's lower-right corner. Tap the i for your build number; the dot
beside it colours itself by sync status.

There is no Games tab in the bottom bar. The Games screen still exists and every other route to it works
— the units bubble and match chips on the GPS screen, the Games buttons on the Rounds list, the end-of-
round summary. It was removed because the same numbers now live on the scoring sheets, and a fifth item
appearing and disappearing mid-round made the bar jump under your thumb.

Side wagering is gone. The old Wager tab — game slips, a proposal ledger, incoming and outgoing offers,
an over/under line — has been removed from the app entirely, along with the one-tap payment buttons.
Deleted, not hidden. The last traces went with it: the wager block on the admin dashboard, the wager branch
in the Inbox invite list (every invite is a round invite now) and the wager icon. Side games themselves —
Skins, Nassau, Wolf, Vegas, Banker, Ryder Cup and the rest — are untouched. The Get Started "Side
games" card now carries a trophy icon in place of the old coin.

Smack-talk voice is gone. The spoken roasts and hype, the voice engine, the per-hole trigger, the system-
voice picker, both Round settings rows and Roland's Spanish round-start announcement have all been
removed, and the app clears the old saved settings off your phone by itself. If a guide or a screenshot still
shows a "Smack-talk voice" toggle, it's out of date.

» What stayed: the silent Roland birdie photo pop-up — still gated by Round pop-ups, just with no
audio.
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* What was never part of it: tournament and league chat. Its own description mentions "smack talk +
live updates", but that's typed chat between players and it works exactly as before.

Back always goes back one step now. The Games screen can be reached about fifteen different ways —
the tab strip, the bottom bar, the floating "View board" bar on an active round, the GPS units bubbles, the
end-of-round flow, a Crew row. Back returns you to whichever tab you opened it from, and from a GPS
units bubble it puts you back on the same hole of the map. It used to be hardcoded to the Score tab, so
opening Games from Home and pressing Back dumped you on a scoring screen — sometimes a disabled
one.

Escape | back: on web, Escape closes any overlay. On Android, the hardware back button works inside the
app instead of minimizing it and throwing away what you were typing.

The Welcome Tour — Six Cards

A new account is walked through six cards, each with an illustration, a sentence or two, and a mini-phone
that lights up the tab the card is talking about. The step counter and the dot row size themselves to the cards,
so they always read "Step N of 6".

1. Getting started and your first round

2. Scoring

3. GPS

4. Side games (the card used to be titled "Side games & games"; its icon is now a trophy rather than the old
coin)

5. "Leagues — play a season" — "A league is a season with the same group — 6 to 12 weeks, one round

a week..." It points at the More tab

6. Stats, handicap & help — also pointing at More

The League card sits fifth on purpose: a league is what you graduate to after you understand a round and its
games, so it follows Side games rather than interrupting the play sequence. It points at the same tab as the
card after it, so the two read as one thought — here's the feature, and here's where everything else lives.

NOTE
The Info tab's old "Replay the Get Started guide" card and its embedded how-to video were both removed.

Every Button Looks and Behaves the Same Now

A pass across the whole app put every button on one system. You won't find a new feature here — you'll find
that things stop surprising you.

» One set of button styles — filled, outline, danger, icon and segmented — used consistently, with a
visible focus ring when you navigate by keyboard, and every undersized button brought up to a 44px
touch target. The team chips in round setup were a 29px sliver before; they're full-size now.

* The X close button is the same glyph everywhere, and every one of them carries a proper label for
screen readers.
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* Dismissing a dialog now always means "nothing happened.” Tapping outside a confirmation,
pressing Escape, or using Android's back button could previously fire whatever action sat in the dialog's
other slot — backing out of "Delete event?" could delete the event. That class of bug is closed.

« An apostrophe in a name no longer breaks the button next to it. A player called O'Brien, or a league
called Men's League, could silently make a button permanently unresponsive. Roughly 146 buttons were
exposed to this.

 Confirmation wording was cleaned up so no button lies about what it does — "Leave round?" now
offers "Leave" and "Stay" rather than Yes/No.

» Escape and Android back close the right thing in more places: the More sheet, the GPS map, and
each individual GPS panel now close themselves instead of taking the whole screen down with them.

Update available banner. When a newer build is out, a banner appears above the bottom nav reading
"Update available — you're on «your build> — <new build> is out" with an Update button (App Store on
iPhone, Google Play on Android, page reload on web) and a X that snoozes that one version. The app asks
the App Store what version is actually live, so it can't tell you to update to a build the store doesn't have yet.

The app got materially faster to open. The web app had been downloading its whole 5 MB bundle twice
on every launch, because the version check read the wrong slice of the file and fell through to a full uncached
re-fetch. Launch traffic dropped by about half. Opening the course picker and typing in it are noticeably
quicker too.

Where the App Lives on the Web — officialbadgolf.com/app

officialbadgolf.com is now the Bad Golf App home page — what the app does, every game explained, a
page for every course in the library, and the download buttons with one QR code that sends an iPhone to the
App Store and an Android phone to Google Play. The web app itself lives at officialbadgolf.com/

app/ . Every invite and share link the app sends out (round, league, tournament, tee time, calendar) now
points there, and an older link that still lands on the home page is forwarded to the app automatically with
nothing lost — texts already sitting in someone's Messages keep working. On a phone with the app installed,
tapping any officialbadgolf.com link opens the app.
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Bad Golf Pro (the gold PRO badge)

You'll see a small gold PRO pill next to a lot of games and features. Here's exactly what it means today:

Nothing is locked. Every game with a PRO badge is fully selectable and fully playable right now, for
everyone. The badge is informational — it marks the features that will belong to Bad Golf Pro when paid
plans launch later. There are no in-app purchases and nothing is billable.

Tap any PRO pill and a short explainer opens:

Pro features — free right now Features with this badge will be part of Bad Golf Pro down the
road. Nothing is locked today — and as an early member, you'll keep 90 days of Pro free after
plans launch.

Dismiss it with "Got it" (or tap the backdrop). On a junk-game row, tapping the badge opens the explainer
without switching that game on. The badge renders as the gold pill everywhere now, including inside the Info
tab's game popups (it used to print the letters "PRO" as plain text in those headings).

What's free forever

Four games are permanently free (five tiles, counting the tournament version of Skins):
* Skins
* < Nassau (with Huckle)
» Match Play
* Stroke Play Prize Pool

» Tournament Skins (the event-wide Skins prize pool) — because it is Skins

Free features outside the game list:

» The whole round experience — scorecard, putts/GIR/fairway/penalty/sand tracking, live leaderboard,
the Games screen, final standings

* Basic GPS — satellite map, Front/Mid/Back yardages, target drag

* Final standings and Unit Totals — the whole units surface, never badged, free forever

* Your WHS handicap index, rounds history, and Add past round

» The whole social layer — Crew, friends, invites, the crew message board, Live Now, spectating, and
highlights

» The Times tee-time calendar

* Hydration / drinking games (they're not games)

* The Info tab help topics — handicap rules, "How handicaps work", "Good to know"
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What carries a PRO badge

» Every other game — Vegas (all four rotations), Wolf/Captain, Banker, 6's, Splix 6's, Niners, Stableford,
Bingo Bango Bongo, Quota, Team Quota, Ryder Cup, Scramble, Team Match, Team Low Ball, High &
Low, Hammer, Umbrella, Pot of Gold, and the three round pools (Low Net Pool, GIR Pool, Fewest Putts
Pool)

 Every side game — Par 3 Greenie, Closest to the Pin, Long Putt, Long Drive, Birdie Bump, Animals,
Marks, Hot Potato

« All eight junk games — GIR, Sandy, Rolo, Barkie, Polie, Arnie, Chip-In, Snake

» The tournament Event Prize Pools — Low Net, Most GIRs, Fewest Putts, Long Putt, the Scramble
Prize Pool, and the Tourney-tab Side Prize Pools row

» The GPS intelligence layer — Plays-Like, wind & temperature, the club suggester, and My Clubs
(badged at their settings screens; no pills are ever drawn on the live GPS heads-up display)

» The Apple Watch app

* Shot tracking — drive auto-estimate and the My Shots log
» Advanced stat drill-downs (the basic tiles stay free)

* Events | multi-day tournaments (the "+ New event" button)

* Round templates
NOTE

Admin note: Admin — Users carries a per-account Pro toggle ( Pro: ON / =« Pro: off ). It records who
granted it and when. It changes nothing today — it's the plumbing ahead of a future paywall.
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Home Tab

The Home tab is your dashboard — your handicap, your home course, your crew's chatter, and every round
you're in.

Top to bottom: handicap & stat tiles - Bad Golf Badges card (your earned badges, up to 15 coins plus a
"+N" coin that opens the Badges tab) -~ Home course card — Crew card (message board + highlights,
friends only, five lines then "Show more") - "Your rounds" - Account card. (Find a Course and the Live
Holes cameras moved to the new Courses tab.)

Home paints your saved rounds immediately from what's already on the phone, then fills in invites,
tournament groups and trophies as the network answers arrive. It also redraws the moment fresher data
lands, so your photo, handicap and stats are never stale on a cold open. A card that genuinely fails to load
says so instead of sitting on "Loading..." forever.

Handicap Box (KPI)

Location: top of Home tab, labeled "Hey [name]"
What it shows:

» Handicap index (to one decimal place)

* WHS-style: calculated from your best differentials in the last 20 rounds

* Provisional label appears if you have fewer than 5 rounds

* ATEMP badge instead, if all you have is the handicap you typed at sign-up
e Last round score (gross) if available

 Tap the box to open the Stats tab for full handicap details and round history

Stat tiles: the small tiles under the greeting (Rounds, Avg score, and friends) all tap through to the round-by-
round stat detail popup. A player with no rounds yet sees NI/A in every tile rather than the box vanishing or
reshaping — the putts / GIR / fairway row is always drawn (tiles stay non-clickable until there's data).

Three Icons on the Home Card — Bag - Ball - Envelope

The top line of the Home stats card is your profile photo on the left and three icons right-aligned on the
same line, vertically centred on the photo. They're drawn as small filled, multi-colour illustrations in the same
style as the app's achievement icons — the bag is gold with silver shafts, the ball sits on green turf, the
envelope is blue.
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Icon Opens Getting back

Bag My clubs Close returns you to Home
< Ball Profile, with My shots already expanded and scrolled to Back returns you to Home
=Envelope Messages & requests, with the unread badge Back returns you to Home

All three are full 44 x 44 tap targets.

On phone-width screens the card's three header lines are shortened so the icons and the wording fit on
one card without pushing everything down — "Handicap Index 3.8" reads "Index 3.8", "avg of lowest 8 of
20" reads "lowest 8 of 20", and " A Declining (1.1 worse)" reads " A Declining".

* The short wording is only on the Home handicap card. The Stats tab and the Crew cards keep the
full wording at every width, and the full wording comes back on Home too at tablet width and on a wide
web window.

» Phones narrower than a standard iPhone keep the earlier layout — icons on their own row above the
header, full wording.

Your Home Course

Tell the app where you normally play and two things happen: your rounds get a badge, and new rounds
default to your course.

Setting it — two routes:

« Home tab -, the home-course card. Unset, it reads "Set your home course" with a "Choose my
home course" button. One tap opens the course picker — titled "Pick your home course" — and
that's it.

« Edit profile ~ Home course, with Choose / Change and Clear (Clear asks first).

Once set, the card collapses to a compact "HOME COURSE | <name>" row with a "Change" button. A one-
time, dismissible prompt appears the first time; it's never blocking, and once you've seen it, it shrinks to a
single quiet line. The card stays blank until your account has actually been checked, so it won't pitch at you
when you already set a home course on another device.

The home [ away badge. Every round you play is stamped home or away on the saved rounds list, the
Home rounds card, the Stats round card, the round summary subtitle and the round Games sheet header.

* "Home" means the whole facility — nine combinations, a nine played twice, and every course at a multi-
course club all reduce to the same base course, so every routing at your club reads home
« If you haven't set a home course, no badge is drawn anywhere. That's by design

» The badge is deliberately kept off the scorecard grid itself and out of share text and images
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New rounds default to it. With a home course set, round setup pre-picks it and says so: "Defaulted to your
home course — X. Search above to play somewhere else."”

* A three-nine, reversible or multi-course home club is deliberately not auto-applied — it would pop the
"which nine?" picker every single round. Those get a one-tap chip above the search instead: "Play my
home course — <name»"

* Order of precedence: a tournament or live-round prefill beats a restored setup draft, which beats your
home course, which beats an empty picker

NOTE

Guests can set a home course too — it saves on that phone. Signing in is only what syncs it across
devices.

Account Card

Edit profile - Sign out - Delete account. This is the reliable way into the profile editor — a brand-new user
with no rounds used to have no route to change their own name.

Delete account works properly now. It used to leave your friendships and game invites behind, never
anonymised the rounds you'd shared with other players, and could half-finish — your sign-in gone but your
profile left over, or the other way round. It now completes or it doesn't: a failure leaves the account fully
intact and you can just run it again.

Crew Card — Message Board & Highlights

A single card near the top of Home holds your crew's social feed.
Crew message board - friends only

» Post a message straight from the box in the card; posts and replies from your friends appear below it
» The header literally reads "Crew message board - friends only" — it is not a public wall
» Messages arrive in real time. The old & refresh button on the board is gone because it did nothing

» The board shows 3 top-level messages before collapsing, and replies collapse at 3 per thread with a
"Show N more replies" toggle

« Edit and Delete appear on messages and replies you posted — editing happens inline with Save/Cancel
(Enter saves) and leaves an (edited) tag. Admins can edit or delete anything

 Threads auto-delete 30 days after their last activity, so an active conversation survives. Deleting a
message that has replies removes the whole thread, after a confirmation naming the reply count

« A comment or a fist-bump that doesn't reach the server now says so. Both used to report success
and then quietly disappear — and a failed fist-bump used to add a second bump instead of toggling the
first one off

Crew highlights (below the board)

* Aces, eagles, birdies, and hero moments from the last 24 hours
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» Shows player name, hole, course, and photo (if available)

* Fist-bump — tap the highlight for a quick reaction

« Comment — tap the comment icon and type up to 280 characters

* Previews 7 items, with "Show more (N)" / "Show fewer" to expand up to 40

Everything on Home is friends-only. The old Friends only / Everyone scope dropdown was
removed — crew highlights and the message board are permanently limited to you and your
accepted friends.

Watching Friends Play — "Live now" (Home Tab)

Live now sits on Home, directly above "Your rounds" — "Friends’ rounds in progress — tap Spectate to
watch live." It only shows while something is live. (It used to be on the Crew/Friends tab.)

Your own live round says "P> Join", never Spectate. If you're a player in a round that's in progress, its row
reads "P> Join" and tapping it drops you into the round to score. A Spectate link for your own round (from a
notification or alert) takes you into the round too. Friends' rounds keep Spectate.

* Rounds currently in progress by you and your accepted friends, refreshing in real time

* Player names, course, and status (holes scored so far)

» Tap a row to spectate — watch their GPS live and see scores update

« Live rows carry a red border and tint so an in-progress round can't be confused with a finished one

» Around you deleted disappears immediately, and a finished round can no longer masquerade as LIVE

* A past event with a group that launched but never finished no longer shows a pulsing “live" pill

Crew round-start alerts: when a friend starts a round with "Alert friends" on, you get an in-app pop-up
and a push notification ("Name started a round at Course, City").

"Your rounds" Card

One list for everything you're in — live invites, scheduled rounds, open rounds you joined, tournament group
rounds, and your full completed-round history.

Row layout: title and subtitle on the left, a status chip, and one small action button on the right.

» Status chips: "LIVE" (red), "SCHEDULED", "v COMPLETE", "PAST"

« Action button: "View", "Resume", or "Join now" — and Join now on your own live round works,
taking you straight to the scorecard and opening GPS

* "View" on a completed round opens the Games sheet directly. The separate icon button that used to
sit beside View is gone from Home, Rounds and Crew — one button does the job. (A manually logged
round has no game record, so View on those still opens Stats.)

» home | away marker before the course name
« trophy next to the course name if the round was part of a tournament

e partner scores on completed rounds — a second line reading e.g. Mike 79 : Kevin 82 : Paul 88,
best score first, capped at 5 names with "+N more"
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* Extra actions sit in a compact wrapped row underneath: "Edit details"” / "Edit settings" on scheduled
rounds, and "Leave round" on a round you didn't create

The "Scorecard" and "GPS preview" shortcuts were removed from these Home rows —
from scheduled rows and live tournament rows alike. A scheduled row now carries only Edit/
View details, Edit/View settings and Leave round; a live tournament row carries only its primary
action and Leave round. Both features still exist — the scorecard preview and the GPS
course preview are still reachable from the Rounds tab, from the course detail screen, and
from inside a live round. Only the Home shortcuts went away.

Loading: only the 10 newest completed rounds draw at first. “Show all N rounds" builds the rest; "Show
fewer" drops back to 10.

The Games Sheet

Tap View on any completed round (on Home, Rounds, Crew or the Tourney tab) to open a full units
breakdown for that round. No data loads until you open it.

What's inside, top to bottom:

* A header line — course - date - group, with the home / away badge

» Group games — every units game with each player's green (up) or red (down) amount. Games where
everyone is at 0 units are hidden; a round with no units games says so and shows "All square"

* Final standings — this group — the exact who-trails-who lines

* The full scorecard — with birdie/eagle circles, strokes-given dots, skin circles, and gross and net on
every nine. Blue = your group's own skins; gold = a tournament-wide field skin; a hole that wins both
gets a combined blue+gold ring

* (tournament rounds only — the whole block is left out on a casual round) — Team Quota standings, Final
standings — whole event, Tourney games — who won what, Other groups' games — who won
what (one row per prize pool, each tagged — Group N, your own group left out), the whole-field
scorecard, and Tournament Results

* Every game — who won what and Text Final Standings

* Reopen round on a finished round

Why the event block matters. The sheet's final standings used to be group-only. On an event
where all the units sat in event prize pools, it could cheerfully say "All square — nobody owes
anybody. " while real units were owed across the field. Now the group block is labelled Final
standings — this group and the event block sits right under it, so the two read as group-then-
event. While other groups are still playing, the whole-event final standings carries a
"Provisional — N of M groups finished" note.
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Find a Course — Moved

The Find a Course card moved off Home to the new Courses tab (More - Courses), together with the
Live Holes Across America cameras. See Courses Tab. The "Can't find your course?" request still works
from there — type the name and city and send it; admins add it (usually within 24h).

# Share Feedback

A" # Share feedback" button on Home opens a form for course problems, bugs and ideas. You can attach
screenshots (Add screenshots) and tap Send feedback; it lands in the admin Feedback inbox.

The form behaves itself: it shrinks and scrolls so Send is always reachable above the keyboard, a backdrop
tap keeps your draft (with a toast saying so), Cancel asks before discarding, and only a successful send
clears it.

Beta Invite

The Home Beta Invite, round/game invites and tournament invites all carry both store links, because the
sender can't know what phone the recipient has:

Get the free app first (best experience): iPhone: / Android:

Group invites no longer carry a web link. The two invites you send to a whole group changed:
A tournament invite now reads "Get the free app, sign in, then open Events and tap your name to join",
plus the two store links. No URL to tap.

* A casual round invite now carries the round code in plain text, plus the two store links. The recipient
types the code in rather than following a link.

NOTE

Still link-based, because there is no in-app path to them: the personal tournament slot claim and the
guest-account claim invites both still send their own token links.
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Play | Setup Tab

The Play / Setup tab is where you create and configure a new round.

Starting a Round

"New round" button (top of Play tab) launches the setup flow.
Step 1: Choose a course

« "Search by course name or state..." input field

» Browse nearby courses (auto-populated by your location) or type to search — search is fast and results
can't land out of order

* Results are sorted alphabetically within each state, so every multi-course club pairs up automatically
(Winged Foot East/West, Oak Hill East/West, and so on)

« If you've set a home course, it's already picked — "Defaulted to your home course — X. Search above
to play somewhere else." A three-nine or multi-course home club offers a one-tap chip instead: "Play my
home course — <name»"

* Tap a course card to select it

* "View details" shows par, rating/slope, GPS coverage status

Course status indicators:

» o« complete — full par + rating + GPS mapped

* ¢ mapped (needs targets) — GPS tees & greens mapped, needs fairway centers
* o partial — some holes mapped, needs more GPS data

* o ho GPS — in the library but no GPS yet

* o possible duplicate — admin flagged

Multi-course and multi-nine facilities. A club with several full 18s shows as one search result with a
picker — searching "Bethpage" returns Bethpage State Park and tapping it offers Black | Red | Blue /
Green | Yellow, each playing as its own full 18 with its own rating, card and stats. A 27- or 36-hole club offers
its real combinations (e.g. Woodlands Palmer: King/General, General/Deacon, Deacon/King), each officially
rated, rather than one generic 18.

Can't find your course? Tap "Can't find a course?", enter the course name and city, and tap "Send
request" — admins will add it (usually within 24h).

Step 2: Select your tees

» Each course may have multiple tee boxes (Championship, Blue, White, Red, etc.)

» The picker shows the numbers. The course card lists each tee with a colour dot plus rating/slope and
yardage instead of just a colour name, and every dropdown option reads like Blue - 6,808 yds .
Women-only tees show (W); missing values show — (about 96% of tees have rating and slope, 89% have
yardage)
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» Course Handicap auto-fills based on your Handicap Index x the tee's slope/rating formula
* You can override the handicap if playing a different set

» On a course with per-tee par data, your tee's own par and stroke index are what you're scored
against — see Per-Tee Par

« "Edit tees" button (admin only) — add/update tee ratings and slopes

Every player picks their own tee. The setup screen carries a tee box per player, not one tee for the group
— so the two guys on the blues, the one on the whites and the one on the reds are each scored against their
own tee's rating, slope, par and stroke index, and each see their own tee's yardage on the GPS. Set them in
the player rows during setup; in a tournament they're set in the event's Tees step instead, not on this form.

Step 3: Add players

 "Select a Player" — one full-width button opens the roster picker

* The picker pins your 5 most recently used players at the top and sorts everyone else strictly A-Z.
There's a Done button at the fop of the picker as well as the bottom, so you don't have to scroll a long
roster

» A newly picked player's row stays expanded so you can set their handicap right away
* A"TEMP" pill appears beside any handicap that isn't a real established index

» Manually enter a new player with first name, last name, and optional handicap (32-character limit on
names)

* Tap "Invite — share join link" to send an invite to that player
» Reorder players by dragging the i handle
* Remove player — tap the x button on their row (see the confirmation rule below)

A round can have up to 8 players (it used to cap at 5). Two things to know:

* High & Low needs an even number, so it blocks at 7 (6 and 8 are fine)

* Vegas (any rotation), 6's, Ryder Cup, 2-man Scramble and Umbrella still require exactly 4

Team games balance themselves as you add players. Every team-game picker — Vegas (fixed or switch-
at-the-turn), Team Match, Team Low Ball, Team Quota, Ryder Cup, Scramble, High & Low, Umbrella — puts
each new player on whichever side is currently smaller. A normal foursome now reads "Balanced 2v2"
straight away. It used to assign by row position, so adding players one at a time produced "Unbalanced: 1
vs 3 — tap a player to swap teams" and blocked the round until you fixed it by hand. Any team you set
yourself is never overwritten. The team chips are also full-size tap targets now (44px) instead of the old 29px
sliver.

Removing a player is an explicit, confirmed action. A player is only dropped if you tap % on their row and
confirm a dialog that names them and spells out the cost:

Their scorecard — 14 holes already scored — will be deleted, along with their putts, GIRS,
fairways, sand saves and any game they are in. This cannot be undone.
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Previously, simply saving settings on a 6+ player round could silently delete a player and their scores.
Removing someone and re-adding them in the same session is a true no-op.

Step 4: Choose format & games

NOTE
See Games for complete rules and options.

Main games (choose one or more — exact in-app labels):

« Skins (free) — low score wins the hole; ties carry or split; its own handicap allowance slider
* « Nassau (with Huckle) (free) — front 9 / back 9 / overall; 2-5 players per Nassau; Huckle press
« Stroke play prize pool (free) — lowest total takes the prize pool

e Match play (1v1) (free) — head-to-head by holes won (add multiple matches)

* Banker — rotating or per-hole-picked banker plays everyone 1-on-1 each hole

 Vegas (4 players, 2v2) — paired-digit scoring, birdie flips, capped tie escalation

«(6)'s / Round Robin (4 players) — best-ball, partnerships rotate by segment

* Splix 6's / Split Sixes (3 players) — 6 pts/hole (4-2-0), entry or per-point

* Niners (5-3-1) — 3 players, 9 points a hole, optional Blitz

« Stableford — points-based (Dbl Eagle 5, Eagle 4, Birdie 3, Par 2, Bogey 1)

e Bingo Bango Bongo — 3 pts/hole (first on green, closest, first out)

« Captain (Wolf) — Wolf rotates; pick partner, Lone Wolf (2x), or Blind Lone Wolf (3x)

e Hammer — match play with a doubling cube; Team (2v2) or Individual

 85High & Low (2v2) — a point for the better low ball, a point for the better high ball

e Team match play — any even teams, best-ball per hole

» Team low ball — even teams, sum of best-ball over 18

* Shamble — everyone drives, the team picks the best drive, then each player plays their own ball in; best
1 or 2 net scores per team per hole, lowest 18-hole total wins

. + Combo Score — 2-man or 4-man aggregate: both partners' net scores are added together every
hole, and nothing is dropped. Unlike best ball, a partner's bad hole counts. Requires exactly 4 players.

e Quota (Points) — Albatross 8/Eagle 6/Birdie 4/Par 2/Bogey 1 vs. your quota

e Team Quota — even teams, sum of (points — quota); entry prize pool

* Ryder Cup (2v2, 3 segments) — Best Ball / Scramble / Alternate Shot (your order)
e Scramble (2v2) — both hit, pick best, repeat

e ®“Umbrella (4 players, 2v2) — 5 points a hole, each worth the hole number

 Pot of Gold — a prize pool on every hole, weighted by difficulty

* Closest to the Pin — per-hole awards, or pool mode for one prize pool

e Animals — penalty animals pass around; only the last holder pays

» Marks — most highlight-reel plays wins, not lowest score
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* Hot Potato — one token that doubles every time it changes hands (capped)

» Low Net Pool — everyone pays the entry, lowest net over 18 takes the prize pool; its own handicap
allowance slider

* GIR Pool — everyone pays the entry, most greens in regulation takes the prize pool

» Fewest Putts Pool — everyone pays the entry, fewest total putts takes the prize pool

ATen of these are unavailable inside a tournament. Banker, Splix 6's, Bingo Bango
Bongo, Wolf, Hammer, Umbrella, Pot of Gold, Animals, Marks and Hot Potato can't be set
as a tournament day game or as a foursome’'s own group game inside an event. (Animals,
Marks and Hot Potato used to leak through into group games because their tiles sit in the Side
Games section, so a group could switch on a game the director could never offer.) Normal
rounds are unaffected — all eleven still work there. Junk, Snake, Greenie, Long Putt and
Birdie Bump are untouched.

Side games (enable/disable independently):

* « Par 3 Greenie (with Hero Tax) — closest to pin on par 3s; optional "3-putts still win" mode

e Long Putt — everyone pays the entry; longest putt of the round takes the prize pool

* Long Drive — everyone pays the entry; longest drive on the designated hole takes the prize pool
* Birdie Bump — awards for birdie / eagle / hole-in-one

+ Junk — e GIR, Sandy, Rolo, Barkie, Polie, Snake, <& Arnie, Chip-in (per-game toggle & amount)

Player pickers. Most games let you choose exactly who's in, with a chip per player plus "Select all" / "Clear
all" (minimum 2) — Nassau has one too. The three pools, Long Putt, and Long Drive pre-select everyone

the first time you switch them on. Players added mid-round appear in every game's picker, and the pools

auto-include them unless you explicitly take them out.

Game amounts are capped at 10,000 units per field and open a numeric keypad. Fractional steps (the old
Dynamic Vegas at 0.05 units) and 0 units friendly games still work.

Hydration games (sip trackers — no units): In the drink, Bunker, OB/lost ball, Whiff, Worm burner, Chunk
& skull, Three-putt, Loser drinks, Par or drink, Honors pours, Snake, Wolf, Tee box toast, The Turn, 19th hole
tally — plus a "Sips-of-water mode" to keep it dry.

Step 5: Configure scoring rules
Handicap application: Gross - Net - Gross & Net.

Round Tracking — a settings-style list with a switch on each row:
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Toggle What it adds

Putts A counter under each score. With GIRs also on, GIR computes automatically (score — putts < par
- 2).

GIRs Greens in regulation. With putts off, tap the GIR chip on each score row. Fills the GIR junk game
automatically.

Fairways A hit/miss tap on par 4s and 5s (par 3s have no fairway).

Penalties A +pen tap beside the fairway chip. Auto-fills the Rolo side game.

Sand A sand tap on every hole. Par or better from the sand auto-fills Sandy.
saves

Mulligans A do-over counter beside putts (the toggle is plain "Mulligans”, like the others), with an optional

(new) Mulligans per player cap set at setup. Mulligans never change the score or any game — but any
player who takes one has that round left out of their handicap (the round's "Count toward my
handicap" switch is locked off and says why). Every hole with a mulligan gets a small do-over
mark on the scorecard, the Board standings show "3 mulligans" under the player, the Board's
tracking card and the Games sheet list each player's count with a "Most mulligans"” line, and
Stats shows Mulligans / round. Earns the Do-Over badge (first mulligan) and Breakfast Ball (a
mulligan on hole 1).

Game visibility (who sees what): Everyone - Friends only - Just me. (When two accounts share a name,
the app keeps the more restrictive of the two settings, so a "just me" player can never be exposed by a
same-named stranger's choice. A change that doesn't reach the server now says so rather than confirming a
privacy setting that never saved.)

Other settings: Drive distance estimate - Round pop-ups - Alert friends.
Step 6: Schedule or start

« "p Start round now" — begins play immediately. Double-tapping can no longer create two rounds on
the same code

« "Save for later" — saves the setup; all settings stay editable until you start

Games Are Grouped on Every Setup Screen

Every place you pick games — a normal round, a tournament's Configure games, a cart's group games, a
league's game step, and the Info tab — sorts them into four collapsible groups, each with a "a Collapse" bar
at the foot:
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Single Banker, Match play, Nassau, Pot of Gold, Quota, Skins, Stableford, Stroke play

games

Team Sixes, Split Sixes, Combo Score, Hammer, High & Low, Ryder Cup, Scramble, Shamble, Team

games low ball, Team match play, Team Quota, Umbrella, Vegas, Wolf

Junk Animals, Birdie Bump, Hot Potato, Junk, Marks, Par 3 Greenie, Snake

Extras Bingo Bango Bongo, CTP, Fewest Putts Pool, GIR Pool, Long Drive, Long Putt, Low Net Pool,
Niners

Every group starts collapsed; a group opens itself only if something in it is already ticked. In a normal round
you can stack formats — Skins, Match play and Stroke play can all be on together. Inside a tournament
it's one format at a time (Stroke / Match / Stableford / Quota / Team Match / Team Quota / Team low ball /
Shamble / Combo Score / High & Low): ticking one greys the others with "Already playing <X> — one format
at a time."

Units steppers. Every units box is a big — value + stepper that moves by one whole unit; on an empty box
"+" starts from the placeholder.

Adding people. The player picker shows profile photos (and in a two-team event a team ring); tapping the
search box with the phone keyboard up scrolls the list so about four results stay visible. + Add a player"
(a guest who isn't on the app yet) asks for First name, Last name and HCP — nothing else. The form opens
blank every time — Cancel, Done or tapping away never leaves the last person’'s name in the boxes — and
the moment you tap Save the new player is ticked into the round with their handicap, exactly as if you'd
tapped their row. Removing a player who already has scores warns you first: "X already has N holes scored
in the live round — removing them deletes those scores and re-settles every game without them."

Send the invites? The moment a round, tournament or league is created, the app asks once: "Your round is
set. Send the invites now? Players with the app get a notification; everyone else gets the link by text." -
Send invites / Later. Each person gets one in-app invite per round — "v Invited — tap to resend" forces
another. The text invite says what you're playing: "Today we're playing Birdie Bump and Low Net Pool."

Somebody on the card isn't on Bad Golf yet? \When you start a round (or a league or tournament) with a
guest you added by name, the app asks once more — only for those people, and only once per round: "Deez
Nuts isn't on Bad Golf yet. Send them the link by text? They tap it, sign in, and pick their name — handicap
and games are already set." — Send invite / Later. Send invite opens your own Messages app with any
saved numbers filled in and the text ready: "Tyler added you to a golf round at Buffalo Creek on Bad Golf!",
the join link, "Open it, sign in, and tap your name — your handicap and games are already set up," and the
App Store / Google Play links. If everyone on the card already has an account, this prompt never appears —
the normal in-app invites cover them.
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Your Setup Is Saved While You Poke Around

Backing out of round setup doesn't wipe what you picked.

» Reopen a fresh setup within 30 minutes and the course, players, games and options come back — with
the toast "€>Picked up your round setup."

« Drafts older than 30 minutes are thrown away so you always start clean.

 The draft is cleared the moment you actually create something — starting a round, saving a scheduled
round, or saving a template.

* Your game selections are deliberately not part of the draft. A brand-new round always starts with
nothing ticked, even if you played Skins + Nassau + Junk yesterday. The per-game values are
remembered, so ticking Skins again recalls your stake.

Invite players (any time during setup or scoring)

* "Invite players — share the join link" creates a shareable URL
« Already-added players show their status (Joined / Not yet joined)

* Invites of every type expire after 14 days, and finishing or deleting a round retires its invites for everyone
at once — no more Join buttons that lead nowhere

Templates

e Save any round setup as a reusable template: in the schedule flow tick "Save as reusable template"

e Templates keep your format, games, and default course; "Use" spins up a fresh copy

* Round templates are private to you. They used to be a shared list where everyone saw everyone
else’s; they're now filtered to their creator, and deleting one can't remove someone else’s. (Very old
untagged templates whose owner can't be determined stay visible to all.)

* The templates card on the Rounds tab no longer sits on "Loading..." forever on a slow connection — it
resolves immediately, and when you're signed out it reads "Sign in to save and use round templates."
Its description line reads "course, players, games & side games"”

Tournament templates have been removed. The Tourney tab's template card, "Save as
template" and "Use template" are gone. Round templates, described above, are a different
feature and are untouched.
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The Score tab is live during a round — enter scores hole-by-hole and track side games.

Scorecard Entry

Layout:

* Hole number (1-18) with par in parentheses, e.g. "Hole 1 (Par 4)"
* Player rows — one per player with score entry field
e Handicap strokes shown as small dots under player name (if net game)

* Tap the score field to open the score entry stepper (£1 buttons or type directly)

Scoring rules:

e Scores range 0-15

* GIR chip — if GIR tracking is on and putts off, tap to toggle. On an unplayed hole it reads "GIR —"
e Fairway chip — HIT/MISS for par 4s and 5s

* +pen tap — beside the fairway chip when penalties tracking is on

* tap — sand saves, available on every hole

* Putts counter — under the score (tap to edit). Chip in or hole out from off the green? Tap — on an
empty putts box and it logs 0 (tap + and it starts at 2)

Starting Somewhere Other Than Hole 1

"Start on the Back 9 (holes 10-18 first)" is set in round setup, and it now sticks when you save it from the
live round-edit screen too — it used to silently fail to apply from there.

AlIf your group starts on the back nine, update the app. Match Play could declare the match
over and settle early on any round that didn't start at hole 1 — it miscounted the holes
remaining. The same fault hit cross-group 1-v-1 matchups inside a tournament. Fixed, but a
phone on an older build still has it.

The next-hole buttons are always visible. "Next hole - GPS" and "Next hole - Scorecard" stay on
screen, greyed until every player's score for the hole is in. They used to disappear entirely on a round that
started on the back nine.

Auto-Advance After the Last Score (new)
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Once the last score on a hole goes in, the app can move to the next hole for you. A small pill appears at the
bottom — "Next hole — GPS in 3..." with a Stay button — and counts down three seconds. Any tap on the
hole (a putt, a chip, a junk pick) restarts the clock, so you're never pulled away while you finish the hole's
extras; Stay keeps you on the hole; the two next-hole buttons still work exactly as before.

* Setting: More > £¥Additional settings > "Auto-advance after the last score” — GPS (the default: the next
hole opens on the GPS map), Scorecard (the next hole's scoring screen), or Off; the chosen one is
highlighted with a v. The same choice sits as a small chip right under the next-hole buttons; tap it to
switch mid-round.

« It only fires when the hole is fully entered. Every player's score; putts for everyone when putts are
tracked; a fairway hit or miss for everyone on a par 4/5 when fairways are tracked; the Greenie winner on
a par 3; the CTP winner on a CTP hole; the Long Drive winner on its hole; and no missing Wolf pick. If
anything is still blank, nothing happens and you advance with the buttons as usual. Things that are simply
"none" when blank — penailties, sand, mulligans, junk chips, sips — never hold it up.

« It never fires while you're scrolled back looking at an earlier hole, while spectating, or on the round's last
hole (Finish takes over there).

Editing a Score Without Leaving the Card

Tap any score on the scorecard and a small + / = editor opens for that player and hole, with a "Go to hole
N" shortcut beside it. The big number moves the instant you tap + or — — the cloud save happens behind it,
So on weak course signal you'll never see the popup sit on 4 while your taps quietly count to 7. Read-only
surfaces — the recap, the final-standings scorecard — are unaffected; tapping there still does nothing.

The Last-Hole Recap Covers Every Game

The live banner under the scorecard used to show only per-hole games, so roughly a third of the app's
games were invisible for all 17 holes before the last — Combo Score, Team Low Ball, Team Match, Stroke
and several pools simply didn't appear. Every game now prints a line for each hole, and pool-style games
show a running standings line.

e Combo Score shows the previous hole's team result, e.g. "Hole 1 net: Tyler & Desmond 7 - Dana & lvy 5"

* The finished-round summary states the result, not just the number — each game gets a plain-
English line like "Bo & Di win by 9" or "Cy & Di win 65" alongside its units

Posting to GHIN

"Post this round to GHIN" sits on the finished-round summary. It copies the numbers GHIN needs so you
can paste them in. There's no automatic posting — the USGA offers no public interface for it.

Score-tab controls: End early - Leave round - Delete round - Edit settings - Invite - Return home. "End
early" becomes "Finish round" once every hole is scored, and is a permanent Finish shortcut on
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tournament rounds. (Finish and the round's other close-out actions also appear on the Games screen — the
duplicate is deliberate.)

There is no "Abandon round" any more. It was added briefly and then removed from the
whole app. A finished round opened read-only carries a "Delete™ button instead — that
removes the round from your list only and recalculates your handicap. It never appears on a
live round, and it never deletes the round for anyone else.

Say the Scores (Voice Entry)
A "Say the scores" button sits at the top of the score entry. Tap it and a sheet opens:

Voice scores — Hole 7 Say a name, the score, then putts. Like: "Kevin 5 with 2 putts". Players:
Kevin, Tyler, Mike...

e The box shows "Listening... or type here" and a live "Heard:" preview, so you can see what it caught
before committing

« If your device has no speech recognition, the placeholder reads "Tap the mic on your keyboard, then
talk" — the keyboard's own dictation works fine

* Buttons: Cancel and Add scores

* Nothing is written until you tap Add scores

 The button is hidden in view-only mode, on a finished round, and on a scramble (team scores only)

Two Phones Scoring the Same Round

Scoring from more than one phone is safe. Before saving, the app re-reads the shared card, queues the save
rather than blindly overwriting when it can't read, and re-sends any of your own entries that got wiped on
another device (within about 15 seconds). Solo rounds behave exactly as before, and tapping Finish still
saves immediately.

Scores you type with no signal survive an app restart — the record of which cells you edited is written to
the phone, not just held in memory. Opening a round can no longer overwrite your phone's scores with
a staler cloud copy: if the local card has more scores, it wins and gets pushed up.

— The amber "waiting to sync" bar. If a round has been waiting to reach the cloud for more than 90
seconds, a persistent amber bar appears at the top of the Score and Games panels — it says how long it's
been waiting, confirms the scores are safe on your phone, and offers Retry now. It clears itself the moment
the sync lands. Before this, the only signal was a six-pixel dot turning amber, which nobody could see on a
phone in sunlight.

Opening a tournament round with no signal now warns you rather than silently making you the
scorekeeper — two phones could both end up thinking they held the card. You can still score; you're just told.
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Per-Tee Par and Stroke Index

Ladies' and senior tees are now scored against their own par. On a course where the tees genuinely
publish different pars, each player is scored against the par printed on their tee — and against that tee's own
stroke index where the club publishes a separate women's index.

e The hole header shows 4 / 5 when the tees on the card disagree about that hole

 There's nothing to switch on. It activates automatically on courses that carry per-tee data, and a course
without it behaves exactly as before

« It flows all the way through: net scoring, course handicap, Stableford, Quota, Skins (both the par-or-better
gate and the natural-birdie trump), Banker, Vegas, Birdie Bump, Animals, Marks, High & Low, Umbrella,
Pot of Gold, Hammer and GIR

Three rules worth knowing:

* A scramble is scored against the card par — one ball, one team score
 Best ball uses the par of the player whose ball counted

* Closest to the Pin, Greenies and the Long Drive par-3 gate are deliberately NOT per-player. They're
one shared contest, so the card's par-3 list is what counts

NOTE

Per-tee data exists on a few hundred courses so far and is added by admins through the course importer
— there's no in-app per-tee editor.

Pars & Stroke Index

 Par column — fixed for each hole (set during admin course setup)

« Stroke Index (Sl) row — 1-18 handicap strokes, shown at the bottom of the scorecard

Handicap strokes on a nine. A 9-hole round allocates strokes over the holes you're actually playing. A 12-
handicap on a nine gets 12 strokes (2 on S| 1-3, 1 on Sl 4-9) — it used to give 9. 18-hole rounds are
unchanged.

Gross and Net on Every Nine

Every scorecard in the app — the round scorecard, the one on the Games screen, the GPS mini card, the
score edit grid, the tournament field card, the event scorecard and the shared images — shows Out/ In / Tot
with the gross score large and the net score small beneath it, under a small net sublabel in the header.

 Net is allocated by stroke index on each nine, not by halving your handicap, so front net + back net
always equals the round net
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* The tournament/event scorecard previously had no Out/in split at all — it has Out, In and Tot now

* Net is left off entirely when it equals gross — a scratch player, a "plays gross” player, or a no-handicap
round renders exactly as it always did, and the net sublabel only appears when somebody on that card
is getting a stroke

e Scramble and Ryder Cup team rows keep the plain header — a team row has no single handicap

* On a genuine 9-hole round the "In" column is empty by construction

GIR / Fairways / Putts / Penalties / Sand Saves / Mulligans

Set these six toggles under Round Tracking during setup. On the scorecard:

 Putts — tap the number under each score to edit

* GIRs — tap the chip on each hole if putts is off

 Fairways — tap HIT or MISS on par 4s/5s

 Penalties — tap +pen each time a player takes a penalty stroke
» Sand saves — tap sand when a player was in a bunker

* Mulligans — tap + in the "Mull" stepper beside putts each time a player takes a do-over (- backs it out;
the + greys out at the cap). A small do-over mark shows on that hole of the scorecard. Stats shows
Mulligans / round on the Player stats card and in Compare. A round with a mulligan does not post to that
player's handicap.

All of it syncs to your Stats tab and lifetime statistics.

Junk Games That Fill Themselves

Four junk games mark themselves off data you're already entering. A hand-tapped chip always sticks — a
manual add or remove is never overwritten by a later resync.

Game Auto-fills when Needs

e GIR The tracked GIR is hit GIR tracking on
Sandy A hole marked "in the sand" is scored par or better Sand-save tracking on
Rolo A penalty stroke and a par-or-better score are both in Penalties tracking on
Chip-In Putts for the hole are exactly 0 and the score is par or better Putts tracking on

Notes worth knowing:

 Chip-In excludes a score of 1 — a hole-in-one is an ace, not a chip-in.
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* < Arnie requires knowing you missed the green, which only exists when putts are tracked. If a round
tracks Fairways and GIRs but not Putts, Arnie will never award — turn Putts on if you're playing
Arnie.

» Each of these only appears if the round was set up with that game ticked.

Side Game Entry

Per-hole rows below player scores:
Par 3 Greenie (on par 3s only, if enabled):

* Tap chips for each player to mark the closest to pin

e If Hero Tax is on and a winner is marked, a sub-row asks "Did the greenie winner 3-putt?" — tap to mark,
and the greenie chip crosses out (forfeit) with the Hero Tax penalty applied

« If the "3-putts still win" option is on, none of that appears — the greenie pays regardless and the header
says so

Closest to the Pin: tap the winner's name, punch in feet + inches. A CTP winner logged with no distance
still wins the hole — a player from another group who does log a measured distance beats them.

Long Putt / Long Drive: tap who holds the longest putt and log the distance — update it any time someone
drains a longer one. Long Drive is marked by the organizer on the designated hole (there's no auto-
measure).

Junk: a row of toggles for GIR, Sandy, Rolo, Barkie, Polie, Snake, Arnie, Chip-In. Tap player names to
toggle; multiple players can score the same junk.

Hammer: Team (2v2) mode shows the two side-fold buttons; Individual mode shows one "{Name} declined"
toggle per player.

Banker: the banker row for the hole. Every player's game box is prefilled from your Default game per
player; the banker enters min/max range and players pick their game. In Pick each hole mode the banker
picker appears from hole 1 (tap a player to "Take bank", listed worst-to-best, with a Change pick button) and
the banner header reads "Pick the banker."

Match play: shows current match status (e.g. "You are 2 up”).
Animals / Marks / Hot Potato / Bingo Bango Bongo: each has its own per-hole tap row.

Birdie Bump: automatic from the scorecard — no manual entry.

In a tournament: your foursome's own group games show their per-hole entry rows too — Par
3 Greenie, Junk, CTP, Long Putt, Long Drive and Birdie Bump.

ARe-saving a live round's games can wipe per-hole data. Editing and re-saving the games
on a round in progress has been seen to erase already-logged Greenie winners (and the same
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risk applies to junk, CTP and long putt). If you edit a live round's games, re-check your per-hole
winners afterwards.

Celebrations During a Round

Birdie and eagle pop-ups now identify you by account, not by matching your name — so you no longer see
every player in the field's celebration on your own phone. In a tournament, an identity the app can't resolve
shows nothing rather than showing everything; a plain single-phone round still shows all of them.

In a live tournament round, birdies, eagles, long putt, long drive and lead changes surface as toasts on
screen. They used to be posted only into tournament chat with nothing listening, so you'd only see them if the
chat panel happened to be open. Only events that arrive after you open the round are shown, each once,
and never your own.

"SNOWMAN ALERT" only fires on an 8. Other blow-up holes get one of the other lines. The Snowman
Season badge is unchanged (an 8 on one hole).

A Player Leaves Mid-Round

Every player's row carries "- left the round?" on its HCP line. Tap it, confirm the last hole they played, and
the button reads "Steve is out". Through that hole every game settles with them in; from the next hole they
get no scores, are out of every per-hole game (banker, skins and carries, junk, greenie, birdie bump, CTP,
BBB, wolf, pot of gold, hammer), out of the banker rotation, and don't hold the hole open. The row then
shows "left after hole 12 - bring back" — bring back undoes it. Anyone in the round can marKk it.

Match View on Every Scorecard

Match play, Team match play and Scramble-as-match rounds show a Match | Strokes tab pair on every card
— Games screen, Score tab, the GPS mini-card, results and the share image. Cells read 1t / AS / 21,
totalsread W 3&2, L 1 up, Halved, 2t thru 11 . Match opens first; a round that also has a stroke
format opens on Strokes.

Editing Scores

 Tap any score to open the stepper and adjust
 Putts, GIR, fairways, penalties, and sand saves update live
* Final standings update if units games are active

* Pop-ups open in front of the GPS map. 37 of the app's 41 modals used to open behind the live-round
map, which is why tapping a button mid-round looked like nothing happened
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Finishing — and Reopening — a Round

» Tap "Save & return home" on the round recap to finish. (That's the only button on the recap now — the
old "Back to board" is gone.) Saving is bounded at ~6 seconds, then the modal closes and you land Home
while the bookkeeping finishes in the background — it can't hang on course wifi. If a save genuinely fails,
the app tells you instead of sending you home believing it worked

 You always land on Home. Finishing a round that had been reopened used to strand you on a disabled
Score tab, and finishing from the GPS view left the full-screen map covering the app

 The button can't be double-tapped into a duplicate archive or a doubled "completed a round" push

« Everyone else sees the award too. When the scorer finishes, every other phone opens the same award
summary rather than just getting a toast and being dropped home

« "Share results" on the recap sends both images — the scorecard and the every-game card. It used to
send only the scorecard

» The round summary appears once. Finishing a tournament round used to be able to pop a second
identical summary a moment after you closed the first. (If a second screen does appear after "Save &
return home" on a tournament round, that's the event leaderboard, and it's meant to.)

* Finishing a tournament round lands you on the event leaderboard and the tournament results —
not back in the setup wizard. Commissioners were being dumped on wizard step "players”, or on
"$xConfigure games - Step 6 of 6", after every single group finished. The wizard now only reopens if
you explicitly tap Edit

 "Finish round” on a round that's already closed says so — "That round is already closed — open
it from Rounds to reopen or review it" — and switches you to the Rounds tab. It used to do nothing
whatsoever

Reopening. A finished round opens read-only with "Round complete... Read-only view — tap Reopen to
make edits" and a gold "Reopen round" button (also on the Games sheet).

» Tap Reopen round, fix the score or log the missed greenie, then tap Finish round again — every award
recalculates automatically, and the corrected card is what reaches your stats and handicap. (The
archive is written first, while the round is still fully loaded, so a bad connection can't leave the old scores
behind.)

* Only one person should edit at a time. Everyone else should back out and back in to see the corrected
numbers

Three banner states, and they now say the right thing:

Banner Means

Round complete finished, read-only
=Reopened for edits reopened; only the scorer can change scores
Spectating somebody else's round, read-only
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Tapping a score as a viewer gives the matching toast — "Round is finished — reopen to edit",
"Reopened for edits — only the scorer can change scores"”, or "Spectating — read-only. If this is
YOUR round, open it from the Rounds tab." A round you reopened days later used to say "Spectating"
on every surface, which read as though it were someone else's. Opening a reopened round from the
spectate path now takes you to the units screen rather than the live map — nobody's out there walking it.
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This is the tab that used to be called Board. Same place in the bottom bar, now labelled Games, and the
whole screen was rebuilt: it no longer draws its own hand-made units list, it renders the same layout as the
round Games sheet. One units surface, one set of numbers, everywhere in the app.

It still appears only when the round actually has games on it, and every old way in still works — the tab
button, View leaderboard on the Score tab, the GPS units bubbles, the Event Leaderboard award buttons,
and the spectator landing.

Whole Numbers Everywhere
Every printed units figure is a whole number: fractions of .50 and under round down, over .50 round up (2.33

- 2,875 -9, 25 - 2 251 - 3). That is display only — the settle math underneath stays exact. It applies
to the boards, Unit Totals, share images, leaderboards, league money, lifetime games and Stats.

What's On It, Top to Bottom

~

. A view-only / spectating banner, if you're not the scorer

N

. A one-line round header — course - date - group (e.g. "Team Quota Test - Buffalo Creek Golf Club -
8/19/2026 - Group 2")

3. Scope chips — Tournament total / Group total (tournament rounds only; a casual round shows no
chips)

. Unit Totals — who trails who, with Every game — who won what and Text Final Standings

. Event prize pools (tournament rounds under Tournament total only)

. Units standings

. Per-game breakdown (its own card)

. Scorecard

© G N O O A

. Game results — the per-hole detail ( H16: Marcus Reed +15.00 units , carries, "Show all 18 holes")

10. Actions — Back - Home - Finish round - Invite friends - Edit round settings - Edit scorecard

Unit Totals is deliberately first. The invite and edit buttons used to sit above the units; they're below Game
results now.

Group and Tournament Tabs

On a tournament round the Games sheet opens on the scope you came from — open it from your own
group's results and your group's numbers come first; open it from the tournament screen and the whole field
comes first.
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The screen was reshaped so it can't read as two separate awards. It now shows, in order: the whole-
event total for every player, then each group's own games (only when a group actually ran games of its own),
then exactly one final Unit Totals covering everything above it.

» A whole-field Net column was added to the standings table, sorted by gross — a genuine gap

» Every tournament game is one row in a single "Tournament games — who won what" table. Long
Putt and Long Drive used to get their own separate boxes and Birdie Bump was missing from the table
altogether

 Three buttons were retired because this screen now shows everything they did: the old "Every game —
who won what" button, the separate "Tournament Results" button, and the leaderboard's "Group
total" button

* Reopen round is limited to the scorekeeper, an assigned admin or the tournament director. It used to be
offered to any spectator

* On the event leaderboard, tapping a group tab switches the view in place, showing that cart's units
and scorecard, and the tab you picked survives the 15-second live refresh. Every tap used to stack a
whole new full-screen panel on top, leaving the previous groups' panels sitting behind it

Finishing a round gives you a X at the top right and a Close at the bottom — both do the same thing
and return you wherever you came from, whether that's Home, a tournament or a league. The old "Save &
finish" wording is gone.

The Two Scopes

e Tournament total (default) — everything combined: every group's games plus every event-wide prize
pool

» Group total — just your own group's games

Your choice is remembered per round. The chips now govern everything below them — final standings,
the prize pool lists, the scorecard and the greenie card, not just the units rows. Under Tournament total, the
Putts & GIR block and the Scorecard show every player in the event, once each.

Previously the standings table and the Unit Totals card underneath could show two different answers on one
screen. They're built from the same numbers now, with a header line saying what the scope covers and a
note when groups are still out.

On a multi-day event, "Group total" now means the round you're actually looking at. It
used to re-derive "your group" as day one's round, so a round you weren't in on day one
reported 0 units in group totals while Group games showed 40 units.

"Running totals — not final"
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While a round is unfinished, the Unit Totals heading carries a "Running totals — not final" stamp. It
disappears the moment the round is finished. Units and final standings are visible from hole 1 as always, and
nothing appears or vanishes mid-round — this just fills the gap where a fully-scored-but-unfinished round
gave you no signal that the numbers could still move.

Live Leaderboard

Columns (left-aligned, scrollable):

* Player name (with crew photo if available — rows fall back to the account profile photo when the roster
entry has none)

* Score vs. par (+0 notation)

e Units — green chip = up, red = down, gray = even

* A thin sub-row under each player shows live running tracking totals, e.g. < 24 putts - <span
class="dot" style="color:#1f8a3b">&#9679;</span> GIR 4/9

Sorting: tap column headers to sort by name, score, or units. Default is units, highest win first.

Scorecard Circles

* Blue circle — your group's own skin

» Gold circle — a tournament-wide field skin

 Blue + gold ring — a hole that won both

» On the Tournament Results full scorecard only, birdies circle blue and eagles-or-better get a blue
double circle

Games & Units Chips

Per-game breakdown table:

« Games that actually paid units sort to the front of the horizontally-scrolling table; configured-but-empty
prize pools move to the end. Nothing is dropped — "the table is missing games we played" was almost
always games scrolled off to the right

e Each group side game gets its own named column (Nassau, Birdie Bump, Stroke play...). The old
catch-all "Group games" column only appears if there's group units that can't be attributed to a named
game — so if you see it, it means something

 "Skins won" shows your net (unit totals minus entry) with the skin count in parentheses, e.g. +13.33
units (2)

* A prize pool that's configured but hasn't paid anyone yet shows as 0.00 units instead of
disappearing
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* Prize Pools that can't settle until everyone finishes say so. Skins, Closest to the Pin, Long Putt and
tournament Nassau show a still live sub-label under the header and not settled in the cells, instead of a
bare — that looked identical to "nobody won it"

* 0 units friendly games still show who won — a green W, red L, or AS in each player's cell

Junk games: a collapsed section — tap to expand and see every greenie, sandie, Rolo, etc. with amount
and winner.

Settled vs. unsettled: during the round, provisional units (marked in yellow); after the round, final settled
amounts.

Every Game — Who Won What

On the final standings card, "Every game — who won what" opens a read-only, document-style page listing
every prize pool, every winner and every payment on one screen with no horizontal scrolling. A line
underneath reads "This is exactly what goes out with the texted final standings."

It respects the scope chip. Opened under Tournament total it shows the event prize pools plus every
group's side games. Opened under Group total it shows this group only, titled <course> — Group N —
this group's games with the subtitle "This group only - switch to Tournament total for the whole event." It
used to always show the whole event no matter which chip was lit.

NOTE

The round Games sheet opened from the Rounds list is deliberately pinned to the full view — it always
shows group games and then tournament games.

"Share this as an image" hands the same page to your phone's share sheet as a PNG.

The images are zoomable. Tap the games card or the scorecard image and it opens full-screen with explicit
-, + and Fit buttons, a scrollable pane, double-tap to toggle and Esc to close. Two-finger pinch works where
the platform allows it — but the app ships with page zoom disabled, so the buttons are the zoom.

Reading an Award Screen: PRIZE POOL / WINNER / WINS

Every award screen lists one row per prize pool:
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Column What it means

PRIZE POOL the game
WINNER who took it
WINS what the winner collects from that prize pool — not the prize pool size

Under each row is a grey detail line with the specifics — a CTP distance, the skin count, the winning net, the
prize pool size. For Skins, WINS shows the per-skin value (e.g. 4.44 units ) with 9 skins - prize pool
40 units and the winning holes underneath.

Detail lines are written for all 35 games. Examples:

e Nassau — front: .. - back: Tie — carries - overall: ..

* Banker / Wolf / Vegas / Hammer / BBB / Pot of Gold — Tyler 2 holes - Steve 1 hole
eBestBall — Tyler & Steve 71 — 74 Kevin & Chris

* Hot Potato — ends with Chris - 16 units - doubled x3

e Junk — birdie x2, sandie x1

* Greenies — holes #4, #12

NOTE

On the less common games the detail line is best-effort — if the app can't summarise a game confidently it
prints nothing rather than risk a wrong line. The PRIZE POOL / WINNER / WINS row is always correct.

On mobile, each prize pool is now its own block — prize pool name and amount on the top line, winner
full-width beneath. Five prize pools fit in roughly the space one used to take. Team standings rows are two
stacked lines per team for the same reason: a paired team name like "Corey Whitfield & Ines Marchetti" used
to break mid-word and render fourteen lines tall.

Detailed Final Standings

After round completion, the round summary is a full-page mobile screen that scrolls as one — buttons
included. There's a single "Final award" board plus the per-game breakdown table.

* All units games count toward the group figure rolled into the total — Wolf, Vegas, Hammer, Stableford,
Umbrella, Pot of Gold and the rest no longer drop out

* A day game that settles inside each group (Stroke is the common case) is recovered automatically, so
it can't appear in the breakdown table but vanish from the prize pool tables and the shared image
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Texting the Final Standings — One Button

There is now one share button, with one label, in all three places it appears — the Games screen's final
standings card, the round-complete summary, and the round Games sheet:

Text Final Standings

It always attaches the images — the scorecard image and the games card — on every game type. (The
Games sheet's version used to send bare text with no images and, on a tournament, none of the event units.)

The message body is deliberately short: a title line, the APROVISIONAL banner when it applies, the
Final standings: who-trails-who lines, and the payment links. The old Standings: list and per-game
Breakdown: text were dropped from the message — that detail is on the attached image, and long texts
were being split in ways that broke a URL in half.

Retired labels — if you see these in an old screenshot or an old support note, they no longer exist: Text
Final Standings — with images , Text everyone — with images , Text this breakdown ,

Text the numbers — auto-fill my crew, and Brag to crew . (System-generated brag posts to the
crew feed are a separate feature and still happen.)

Other final standings behaviour:

* Payment links are tappable. Each pay line starts at the left margin with the URL last, and carries one
link — the payee's preferred method only

* The Mark paid checkbox was removed. Rounds still carrying that old flag simply don't display it any
more

* Sending before everyone has finished warns you first — the app confirms, naming the count ("1 of 2
groups have finished... send anyway?"), and the message carries a APROVISIONAL banner

* On a tournament round the text always sends the combined event total, no matter which scope is on
screen

* Final standings scales to any group size — the old 100-transfer ceiling that silently left debts unassigned
is gone, and anything still outstanding is called out on screen

Squaring Up

No units ever move through Bad Golf. The app works out who trails who and prints the arithmetic — it
never takes, holds, tracks or forwards a payment of any kind. Square up between yourselves however you
already do.

e The Unit Totals card gives you the exact who-trails-who lines

* Text Final Standings sends those lines, with the scorecard image and the every-game card attached, so
everybody has the same numbers

 Aline reads like "You trail Mike by 12.50 units" — what you do about it is between you and Mike
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NOTE

The one-tap payment buttons that used to sit on each line, and the "Payment handles" setting that fed
them, have both been removed from the app.

NOTE

The three-line store footer that used to be appended to every settle-up text — "Scored & settled free with
the Bad Golf app <" and the two store links — is gone. A settle-up message is now just the numbers.
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The GPS is the marquee feature — satellite view of every hole with live distances and course overlay.

Launching GPS

From Score tab:

« "Score" button (blue pill below the scorecard) — opens the full GPS view of the hole
e "Track Shot" pill — manually log a drive distance

Spectate mode: from the Live now card on Home, tap Spectate on a friend's live round to open GPS read-
only, following that player. (Your own live round shows P> Join instead.)

It works offline on iPhone. The map library is bundled on the device, so a course with no signal still draws
the map.

NOTE

Two cosmetic changes to the GPS screen worth recognising in a screenshot: the club name in the caddie
pill is now yellow in both light and dark mode (it used to be dark navy on black, and unreadable at night),
and the bottom row — HOLE / Score / PAR, the Track Shot button, the units chips and the Est. Drive /
Long Putt stack — sits slightly higher, opening a gap above the gear / clubs / hazard / satellite chips.
Nothing moved tabs and nothing was renamed.

Distances to Green

Main readout (center-top): FRONT / MID / BACK in yards, updating as you move the map pin. Hole
number and par flank the Score button; the Strokes field sits upper-right.

The map auto-fits the whole hole — the green is always in frame, sized to the real yardage bar and score
button, and it adapts to any device or notch.

The Right-Hand Bubble Stack

Small heads-up bubbles ride down the right side of the GPS screen. Tap one to jump straight to logging that
game. The units and tracking stacks don't overlap, and long text truncates instead of spilling.

 Pot of Gold — this hole's prize pool, with a sub-line reading "SI n" or "+X units carried”. Computed live:
base x (19 - stroke index) + carry, so the prize pool escalates by hole difficulty

e Long Putt — jumps you to logging the longest putt
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e Long Drive — the tournament's longest drive

* LEADER / net +X — the Low Net Pool leader only. It ranks pool players by running net-to-par using the
pool's own handicap allowance, and its tooltip reads "Low Net Pool — current net leader."

* Team Quota — in a tournament this reads the whole field, not just your cart. It names the leading team

and the gap to second — e.g. SHANK +3 - 8 teams — with long-press listing every team, and tapping

it opens the Event Leaderboard scrolled to the Team Quota block (closing returns you where you
were). Dead level reads TIED. Outside a tournament it falls back to your round's own teams. If the
tournament can't be read, the bubble stays put and says the standings couldn't load rather than silently
rerouting you.

» Match play status chips — e.g. "vs SJ 3 UP", including day-level, group-level and cross-group matches

inside a tournament. Status only — no units on these chips

e NET bubble and game chips — tap either to jump to the Games screen

The board bubble recognises you on every device — it's resolved from your account rather than a name
saved on that phone. Back from a units bubble returns you to the same hole of the map.

The On-Course Scoreboard

Tapping the scorecard overlay in a tournament shows the whole field, not just your own cart.

Plays-Like vs. Plays-As (PRO)
"Plays-Like" mode shows your custom club distances (from My Clubs) and recommends a club from

distance to flag plus wind and temperature. "Plays-As" mode (default) shows amateur yardage averages.
Toggle between them with the Mode button on the GPS overlay.

Target Drag & Layup

« Drag the target marker (yellow flag) anywhere on the map, distance updates in real time
« The map re-frames as you drag so your ball and the target both stay on screen (zoom is capped)

« Tap a distance pill to snap to front, middle, or back of green

Fairway Center
The fairway target (light green dot, if mapped) shows the ideal landing area for par 4s and 5s — the aim

point an admin set as the wizard's "target” tap. The rangefinder uses it to suggest the layup yardage. Par 3s
don't display one.

Distance Arcs & Miss Zone
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Yardage arcs drawn on the hole map from where you stand, like a yardage book for every shot, plus a miss
zone around your target. It's off until you turn it on, and it's all drawing — nothing is saved or sent while
you use it.

Turn it on: More > #xAdditional settings > "Distance arcs & miss zone". A new ARCS button then appears
on the right side of the GPS map, under the Strokes box.

The ARCS button — tap to step through:

* Arcs (off) - Yards - Clubs - back to off. The button turns green while arcs are showing, and its label
tells you which view you're in
« It stays on from hole to hole and resets to off when a new round starts

» Not shown while spectating or during a course-mapping session

Yards — yardage arcs:

» Up to five curved lines centred on you (on the tee until your GPS takes over): your target distance in the
middle, with arcs before and beyond it

 The target arc is the bold one, with its yardage on a dark label

» Spacing follows your zoom — about 50 yards apart when you can see the whole hole, tightening to 20
and then 10 yards as you pinch in

* Wind, slope, temperature and altitude: the arcs stay at the real ground yardage, and a second line
reads "plays 238" whenever conditions move a number by 2 yards or more. It's the same math as the
Plays like pills, so the target arc always matches the pill

* Drag the target and the arcs follow it

Clubs — one arc per club:

e Each club in your bag gets an arc at the spot it lands today — your club's number, adjusted for today's
wind, slope and temperature. For example, a 150-yard 7-iron into the wind might sit at "7i 142y" with
"plays 150" underneath

 Up to five clubs near your target show; the one closest to your target is the bold arc

* A club with 5 or more saved shots uses what you really hit it (the label adds "measured”); otherwise it
uses the middle of the range you typed in My clubs, and with no bag set up it uses a standard bag

* The putter never gets an arc, and neither does the driver when you're previewing a shot off the fairway

To green — preview your next shot:

» While arcs are on, a TO GREEN button appears under ARCS on par 4s and 5s (when your target is 40+
yards short of the green)

 Tap it and the arcs redraw from your target spot toward the green — "if my drive lands here, what's
left?" The button changes to FROM ME; tap it to go back

« It turns itself off when you move to the next hole
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The miss zone — the gold band under the target:

* Shows how wide your miss might be, labelled under the crosshair (e.g. "miss *15y")

« To start with it's a width you choose: under the setting, pick #10y, *15y (the default), ¥20y or +30y —
how far either side of the target you tend to miss

* Then it becomes your real miss. Once the club you'd hit has 5 tracked shots saved with an aim (see
Shot Tracking), the band becomes a gold oval built from those shots — shifted toward the way you
actually miss and sized to your typical miss. The caption reads like "7i miss *12y - tends 4y right, 6y
short - 8 shots"

* Before that, the caption counts you in: "7i: 3 of 5 shots"
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NOTE

Example: on a 410-yard par 4 you drag the target to 245 yards. Yards shows arcs at 195/ 220/ 245/ 270 /
295 with "plays 252" on the target arc (it's into the wind). Tap again for Clubs: "Dr 248y" sits right on the
target, "3W 226y" short of it. Tap TO GREEN and the arcs jump to your target spot, aimed at the green
165 yards away — in Clubs view "6i 163y" is the bold arc.

Wind & Temperature (PRO)

Wind panel (left side): direction dial (where the wind is blowing to), speed & colour (0-5 green, 5-15
yellow, 15+ red), and light streaks drifting across the map. Temperature panel shows current temp and a
"feels like" carry adjustment. Toggle with the ® and **** icons.

Hole Map

Full-colour aerial photo of the hole with tee marker, green outline, fairway and visible hazards. Pinch to
zoom works everywhere in the app — it used to be disabled app-wide, which was miserable on 9—11px
outdoor text.

Find an address: the search sheet lifts above the phone keyboard instead of hiding behind it, the
keyboard closes after a successful search so you can see the dropped pin, and touching the map
dismisses the keyboard.

Minimize the options panel (phone): tap v to collapse the panel and see the whole map; "2 Show
options" brings it back.

Closing a GPS Panel

Escape, or Android's back button, now closes the panel you're looking at — Plays, Scorecard,
Weather, Find, Shot or Wind — instead of closing the entire map out from under you and losing your place.
The hole-mapping wizard is the one exception, because it has no natural "leave this panel" state.

Course Preview

Previewing a course always shows each hole from the mapped tee, even if you're standing on the
property. Live rounds, spectate and mapping are unchanged. Preview also doesn't raise an iPhone lock-
screen Live Activity as if a round had started.

Spectate /| Watch Another Player

From Home - the Live now card, tap Spectate on a friend's round. GPS opens in spectator mode
(read-only), showing their live location if they've shared it, with scores and shots updating in real time. A
dropdown at the top — "Spectating: [Player Name]" — switches between players in the same round.

Spectating somebody else's group no longer costs you your own round. The app remembers your
round, your hole and your tab, and the X puts you back there. Before, opening Awards — Group award
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forced your own live round into spectator mode and the X discarded it outright — you could lose your
round by looking at your own award.

Drive Distance Estimate (PRO)

Automatic: GPS logs your location at address and compares to the ball location after the shot. The Est.
Drive bubble is controlled by Profile — Additional settings — Est. drive distance (on by default) —
switch it off and the bubble never shows.

Two accuracy fixes worth knowing:
* The start point can no longer be set more than 15 yards behind the mapped tee, and it falls back to the
mapped tee if a bad fix slips through. A 168-yard approach used to read 365 y on a 462-yard par 4

» The app doesn't lock a reading while you're still rolling up to the tee — the start point follows you inside
the tee area, and only a genuinely parked position locks a drive. It used to show a ~84-yard drive
before you'd hit

» The reading is scaled to your own tee's yardage rather than the tips, so a player on the blues sees
~260 y instead of 294 y

Manual (Track Shot button): tap "Track Shot" below the Score button, confirm the estimate or type a
custom yardage, then "Share it" to post the drive to your crew. Don't use it? Profile — Additional
settings - <, Track Shot button hides the button from the GPS map (on by default).

Shot Tracking & My Shots Log (PRO)

Tracked shots are saved in Stats tab . My Shots — a searchable log with date, course, hole, distance,
wind, temp and club. Tap x to delete any shot.
Track Shot now remembers where you were aiming. When you tap "Track Shot", the app notes where
the target crosshair is. When you finish and save the shot with a club, it also records how far the ball
finished left or right of that line and long or short of the target. The save dialog shows it — e.g. "vs aim:
4y right, 6y short".
« Aim first, then track: drag the target to the spot you're actually aiming at before you tap Track Shot
* Pick the right club in the save dialog — that's how the miss is filed
« Five of these per club turn that club's miss zone on the map into your real miss (see Distance Arcs &
Miss Zone)
» Obvious junk is left out automatically — a target under 30 yards away, a shot under 20 yards, or a finish
nowhere near the line

* No shot is ever saved under 5 or over 500 yards. Anything outside that range is a GPS glitch, and
the app says so: "That read as 640 yards — a GPS glitch, so the shot wasn't saved.”

Club Suggester & My Clubs | Bag (PRO)

"My clubs" (Stats tab): one input per club with a distance range in yards, renameable labels, drag-to-
reorder, blanks to skip clubs you don't carry, and a "Reset to standard bag" button. On GPS, the club
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recommendation appears on the Plays-Like sheet and updates as you drag the target; "Pick from My
Clubs" overrides the auto-pick.

Opening My clubs from Home and pressing Back (or Save) returns you to Home — it used to dump you
wherever you last switched tabs, sometimes a round's units screen.

The yardage boxes take whole numbers only, up to three digits. A fourth digit, a decimal point, a minus
sign and letters are all refused — including on paste and autofill — and the numeric keypad still comes up on
iPhone and Android. The boxes used to swallow 1234, 12.5, -45 and le4 and then quietly poison
every club recommendation built from them.

Measured Distances — What You Actually Hit

Under each club's entered range, My clubs shows what your tracked shots say you really hit that club:

7 Iron 150-160
measured 253-265 - 11 shots

* You need 5 tracked shots with a club before numbers appear. Below that the line reads 3 shots —
need 5 . A club with no tracked shots shows nothing at all, and its row looks exactly as it always did.

» The range is the median and the 25th-75th percentile, not the average and not min-to-max. One
shank, or one bad GPS read, can't blow the range out.

* The line is tinted in the accent colour when the midpoint you typed and the measured median are more
than 10% apart. That's the whole signal — no badge, no toast, no nagging.

e It is display-only. There's no "update to this" button, nothing is written back to your entered range, and
your GPS club recommendations are unchanged by it. It tells you,; you decide.

 Club arcs do use it. With 5+ shots, a club's arc on the GPS map (Distance arcs — Clubs) is drawn at the
measured number.

* Your miss, too. Once a club has 5 tracked shots saved with an aim, the line adds its miss pattern — e.qg.
measured 148-156 - 9 shots - miss *12y, tends 4y right .

Brand, Model and Type

One toggle above the club list — "Add brand / model / type" — reveals three optional fields on every club
row: Brand, Model, and Type (a picker: Driver - Wood - Hybrid - Iron - Wedge - Putter). It's one switch for
the whole bag, not a disclosure per club, and it opens itself automatically if you already have details saved.

» With the drawer closed, a one-line recap sits under each club name — e.g. TaylorMade - Qil@ -
Driver .

* The club’'s name is still what drives everything. Recommendations and shot history key off the label,
never the brand or model, so renaming a club immediately re-targets which tracked shots it shows. Brand/
model/type are yours to keep track of and nothing more.
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The Apple Watch companion is live and working. Sign in on your iPhone and the watch picks up the round
automatically — it shows live rangefinder distances, the wind/slope-adjusted plays-as number, and a
suggested club from your bag. No separate watch sign-in.

NOTE

Watch changes ship through the App Store / TestFlight build, not the web build, so the watch app can be a
release behind the phone.

What It Shows

* Hole number & par (e.g. "7  Par 4")
* Distance to green — FRONT / MID / BACK in yards, from the watch's own GPS

* Plays-as number — wind/slope-adjusted yardage when the " > Plays-as distance on Apple Watch"
toggle (Stats — Round settings) is ON; turn it OFF for plain GPS yardage

» Suggested club — pulled from your My Clubs bag

* Your score — swipe to navigate holes

Scoring From Your Wrist

Score a hole on the watch and it writes straight through to the phone's active round.

« The phone shows a toast reading " = Score from your watch saved" and the score lands on the
scorecard

« |t goes through the same protected save path as a tap on the phone, so it only fills your own cells and
correctly updates GIR / sandy / junk tracking

» Out of range? The score queues on the watch and flushes automatically the moment it reconnects

* Scores are ignored if there's no live round, the round is finished, you're in view-only mode, or the round
doesn't match

e Wrist-entered scores stay put — the phone's sync merges instead of overwriting

e Browsing to a different hole on the watch doesn't snap you back to the phone's hole

GPS Stays Warm (Workout Session)

The watch starts a golf workout session when a round goes live and ends it when the round clears, so
watchOS keeps the app alive with your wrist down.
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» Drop your wrist mid-fairway, raise it, and the yardage is there in about a second instead of "acquiring..."
e Because it's a real workout, the round also shows up in Apple Fitness

« First run after installing, the watch asks for Health permission when a round starts — tap Allow. If
Health access is declined, everything still works; GPS just cold-starts on each raise

"Close on Watch" — Getting Out of the App

The watch app used to open by itself with no way to exit. The Scoring page (swipe down from Distance) has
a dim "Close on watch" button with a confirmation dialog.

« It clears the round from the watch and ends the workout, so the app stops appearing on every wrist raise
« It never ends or edits the round on your phone
e The watch stays closed until a new round starts or you tap "Check again"

The watch also cleans up after itself: a round cached with no activity for 12 hours is dropped at launch rather
than booting into a workout, and simply opening the phone app with no live round clears the watch.

Sign-In & Sync

« Sign in on the iPhone and start (or open) a round — the watch signs in automatically

e Syncs on launch, on every wrist-raise, and whenever it reconnects

e The phone answers even when it's locked in your pocket

* Yardages re-hand every 8 seconds during a live round

* Finishing the round on the phone clears the watch — no more staring at yesterday's round
* "Continue on iPhone" hands off to the full scorecard
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This section details every game with rules, setup, and award logic. Four games are free forever — SKins,
Nassau, Match Play, and Stroke Play Prize Pool — everything else carries a gold PRO badge and is still
completely unlocked.

A general rule that changed: several games used to hand the current leader the whole prize
pool from hole 1, or pay nothing at all if you stopped early. Both are fixed. Pool-style games
show points (or a "still live" marker) during play and settle at the end, and games that used to
require a full 18 settle correctly on a nine or an early finish.

ATen games are unavailable in tournament mode: Banker, Splix 6's, Bingo Bango Bongo,
Wolf, Hammer, Umbrella, Pot of Gold, Animals, Marks and Hot Potato. That applies to both the
director's Configure Day list and a foursome's own group games. Normal rounds are
unaffected.

Main Games

Skins (free)

* Players: 2+

e How it works: The lowest score on a hole wins the "skin". If two or more players tie for low, no one wins
— the skin either carries over or is split, depending on your tie rule.

« Par-or-better requirement (optional): the low score must also be at par or better — net par or gross
par, your choice. (On a course with per-tee pars, this is measured against each player's own tee par.)

» Two formats, one switch — "Play a pool": off, each skin has a fixed unit value (default 5); on,
everyone pays the entry and the prize pool divides by skins won.

 With the pool on, the tie rule is locked to "No skin" and the control greys out with a note explaining
why — a tied hole simply dies and the prize pool splits only among skins actually won. Switch the pool off
and your tie rule returns.

* In Pool mode, no unit figures show mid-round (a pool skin is worth prize pool + total skins won, which isn't

knowable until the last hole). The breakdown reads a muted count like "2 skins" and the units shows at
the end. Per-skin mode shows units live as always.

« Its own handicap allowance. A slider (0-100%, steps of 5, default 100%) labelled "Handicap for skins"
sets how much handicap counts in Skins. 0% = skins played gross. It replaces the round's handicap
percentage rather than stacking on it — a round at 90% with Skins at 80% means 80% of full course
handicap, not 72%. Rounds set to "No handicaps", and players marked "plays gross", still get zero
strokes.

 Support note: the stroke dots on the scorecard show the round-level pops. If Skins is running at a different
allowance, the dots and the Skins result can legitimately differ on a hole. That's expected, not a bug.
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» Skins use your COURSE handicap (index adjusted for the tee), not the raw index. Before v1043
tournament Skins used the raw index and handed every player about two strokes too many — results
settled before that build may have gone to the wrong players (the prize pool total was always right).

» Award math: prize pool ~ number of skins won = per-skin value; each player nets unit totals minus their
entry share, shown as +13.33 units (2) .

* A carry left at the end of a finished round goes to the player with the lowest net total — among the
players who played the most holes. Tied on total, it's void. The Games screen header reads e.g. "5 won -
1 void" (or "carrying” while the round is live), and the row reads "Carry-over — <name> on low total" or
"Carry-over of N void — tied on total". It doesn't count as a skin for badges or scorecard circles.

e The saved round card prints the setup, e.g. Pool — split by skins won - 80% hcp - All
players .

« In tournaments: the tie setting is exactly "No carry overs" [/ "Carry overs". With only one group on the
course, Skins settle live on the leaderboard as you play — a hole pays as soon as every player in the
field has posted a score for it, so a late-entered score can't take a skin back.

< Nassau (with Huckle) (free)

e Players: 2-5 per Nassau. With 2 it's head-to-head, with 3+ it's group stroke. Add as many Nassaus as
you want, each with its own pair/group and game value. There's a Select all on the Nassau card, like
every other picker.

» Three separate games in one: front 9, back 9, and overall 18 — each worth the same unit value.

* Two scoring formats: Stroke play (lowest total wins each segment) or Match play (holes won, e.qg.
"3&2").

» ATies CARRY, in every format. There is one Nassau rule: lowest net wins each segment, and if a
segment ties, nothing settles and the units rolls onto the next segment. Any carry left over after the
Overall is forfeited. Exception: in a field of more than 10 players where the prize pool pays 2-3 places,
ties still split.

 Special-score bonuses: every birdie, eagle, and hole-in-one pays a bonus from each other player
(Albatross pays at the eagle rate).

* Huckle (the press): if you're down 2+ in any segment — strokes in stroke play, holes in match play —
you can call a Huckle: a fresh side game for the same amount, between you and the current leader, from
that hole to the end of the segment. The original segment game plays out separately.

* How you call one: nothing pops up on its own. When someone is eligible, the Score screen shows a
highlighted "Huckle available" banner ("N player(s) down 2+ — tap to see the options") with a "Call
Huckle" button that opens the options. No Huckle is offered on a finished round, or on the last hole once
its scores are in.

* A cart's own Nassau in a tournament gets the same banner.

* Huckles are available on stroke-play Nassau again (they'd been restricted to match play since v683).
Cross-group Nassau still shows the "Huckles off" note.

 Quit-early rules: a stroke segment only settles when both players completed it — a player who walks
off after 12 holes can no longer win the back or the overall. A fully played front still pays normally; an
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unfinished segment is void. Group Nassau (3-5 players) pays out on an early finish too; it used to pay
nobodly.

Stroke Play Prize Pool (free)

* Players: 2+

* How it works: everyone puts a fixed amount in the prize pool; lowest 18-hole total takes it all (gross or
net).

« Example: 4 players, 20 units entry = 80 units prize pool; low score wins the whole 80 units.

* Handicap allowance: the stroke prize pool has its own Handicap allowance % field. AUnlike Skins
and Low Net Pool, the stroke prize pool's allowance still stacks on top of the round allowance
rather than replacing it. If your group expects 80% to mean 80%, set the round to 100%.

* It respects "Plays gross" and "No handicaps" like every other net game.

* Quit-early rule: settles among everyone who played the round'’s full (shortened) length.

Match Play (1v1) (free)

* Players: pair players head-to-head; add as many matches as you want.
* How it works: count holes won, not strokes. The match closes when one player can't catch up ("3&2").

 Setup options: Units per match, net or gross.

Banker

* Players: 3+ (one banker vs. everyone). Not available in tournaments.

* How it works: one player is the banker each hole; every other player plays a 1-on-1 match against the
banker, each picking their own game. Low score wins each match.

* "How is the banker chosen?" — two modes:

* Rotation (default) — rotates through the order on holes 1-15 (configurable cutoff); on the last few holes
the biggest loser picks who's banker next

* Pick each hole — from hole 1, every hole shows the banker picker (tap a player to "Take bank", listed
worst-to-best, with Change pick). If nobody picks, the rotation order fills in silently. The in-round header
reads "Pick the banker."

« In pick mode, "Loser-picks rule starts on hole" and "Banker rotation order" grey out with a tooltip —
the rotation order is still saved and still acts as the fallback

 "Default game per player (fills in every hole)" — prefills every player's game box on every hole, so
after hole 1 it's one tap. You can still type over any individual box.

* Pressing: any player can press (double their own game value). The banker gets ONE move per hole
— press back (doubles every game on the hole) or the blind press before the hole plays out (triples
every game), not both. Taking one hides the other; Undo lets you switch. Press buttons respond on the
first tap.
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* Birdie rule (house default): "Net birdies do not double. Only gross birdies. A birdie doubles only that
player's own match with the banker — unless the BANKER made it, in which case every match on the
board doubles.” Counts on defaults to gross. The auto-double setting offers: Off - Birdie 2x / eagle 3x
on that match — banker's hits every match (default) - Anyone's birdie or eagle doubles EVERY match
(2x) - Anyone's birdie doubles every match (2x), eagle triples (3%). The live banner and the board say
which one fired ("banker birdie — every match" vs "birdie — that match only").

A banker pick that no longer matches anyone settles nothing — the banner says so and nothing
moves on that hole until someone takes the bank again. To change a past hole's banker, scroll back to
that hole and use Change pick.

 The value box clears when you tap it (old value as placeholder), saves as you type, and flashes a green
"v saved" on the player's status line.

« "Par 3 presses” (toggle, default OFF) — on a par 3, the first press on a given banker-vs-player pairing
triples the game value and every press after that doubles it. The banker's press-back counts as a press
on each pairing independently: against a player who never pressed it's the first press (5 units — 15 units);
against one who already pressed it doubles again (15 units — 30 units). Nobody else's math changes,
and the setting is stored on the round so every phone settles the same.

Vegas (4 players, 2v2)

e Players: exactly 4

e How it works: each team's scores combine into a two-digit number, lower digit first — a 4 and a 5 =
45. The difference between the two teams' numbers = points won by the lower team.

» Team rotation — four options:
* 6-6-6 rotation (default)
* Fixed teams all 18

e Dynamic — partners reshuffle every hole (high + low pair up). Hole 1 is random (the same on every
phone); from hole 2 the highest scorer on the previous hole partners with the lowest. (This replaces the
old standalone "Dynamic Vegas" tile — old rounds still load.)

» Switch teams at the turn (9 & 9) — you pick the front-nine 2v2 (the picker relabels to "Teams — front
nine") and partners auto-swap on hole 10, so nobody plays with the same partner twice. A live preview
under the picker shows both nines and refuses to guess a back nine if the front isn't a clean 2v2. It settles
as one running total across all 18 (one Vegas line in final standings), and the tie multiplier resets at
the turn — a tie on hole 9 does not double hole 10. The on-course banner reads "Front nine - Holes 1-9 -
teams switch at the turn" then "Back nine - Holes 10-18 - teams switched", with a "Show both nines"
table.

* Boosts: a birdie flips the opponent's number (5+4 becomes 54) — and it genuinely flips against a 10 or
higher, which it silently failed to do before. Two birdies, or any eagle, also doubles the hole; two eagles
x4. If both teams boost they cancel, but the next hole still doubles.

- Tie escalation: a tied hole doubles the next hole's game — and the doubling is capped. It used to be
unbounded: six ordinary tied holes made hole 7 worth x64, turning a 1 units-a-point game into a 352 units
hole. The first hole someone wins clears the streak.
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» Setup options: Units per point, team rotation, and Net or gross — three choices (v1814):

» Net — only natural birdies/eagles flip or double (default) — handicap strokes count toward every
score and can win the hole, but only a real (gross) birdie or eagle flips the other team's number or
doubles. A 4 on a par 4 with a stroke is a net 3 that can win, but it does not flip.

* Net — handicap-stroke birdies/eagles flip & double too — the old net behaviour.
e Gross.

* Rounds played before v1814 settle exactly as they did. Starting a new round from an old setup picks the
new default.

(65's / Round Robin (4 players)

* Players: exactly 4 (2v2 teams)

* How it works: partnerships rotate by segment so everyone partners with everyone. Best ball per team
wins or loses each hole's game.

* Segments follow the round length — three 6-hole segments on an 18, three 3-hole segments on a
nine.

Splix 6's / Split Sixes (3 players)

* Players: exactly 3. Not available in tournaments.

* How it works: 6 points per hole — 4 best, 2 middle, 0 worst. Ties split evenly (two tie for best = 3-3-0;
two tie for second = 4-1-1; all tie = 2-2-2).

* Game mode 1 — Per-point value: settled per hole against the field; the average is always 2 points.

*« Game mode 2 — Entry pool: everyone pays the entry; most points after 18 wins. Winner takes all (split
on tie) or 80/20. The pool doesn't pay out mid-round — it shows points while you play and settles when
the round ends.

» The banner shows a per-hole line, e.g. H15: Tyler 4 +2.00 units - Kevin 2 - Matt 0.

Niners (5-3-1) — the 9-Point Game

* Players: exactly 3 (enforced)
* How it works: 9 points per hole by finish order — low 5, middle 3, high 1. Most points over 18 wins.
« Ties split the 9 points: two tie for low - 4-4-1; two tie in the middle/high - 5-2-2; all three tie - 3-3-3.

» - Blitz (optional, off by default): win a hole outright by 2 or more strokes and you sweep all 9
points (9-0-0). A tie for low, or a win by one, splits normally. Tap the "?" beside the toggle for the full
explanation.

» Two award modes: Pool (entry) — winner takes all or 80/20, settling at the end of the round — or Per-
point (average is 3 a hole).

Stableford
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Points against par — Double Eagle 5, Eagle 4, Birdie 3, Par 2, Bogey 1, Double or worse 0. High score
wins. Entry pool (winner takes all / 80/20) or per-point. Net recommended.

Bingo Bango Bongo

Three points per hole: Bingo (first on the green), Bango (closest once all balls are on), Bongo (first to hole
out). Each point earns the winner X units from every other player. Tap the winners on the score screen
each hole. Not available in tournaments.

Captain (Wolf)

* Players: exactly 4. Not available in tournaments.

e The Wolf rotates each hole. After watching the others tee off, the Wolf either picks a partner (1v1
against the other two) or goes Lone Wolf against all three (2x). Blind Lone Wolf, called before anyone
tees off, is 3x.

« Example: 2 units Wolf game, you go Lone Wolf (4 units). Win - each opponent owes you 4 units (12
units for the hole). Lose — you owe 4 units to each.

 The captain rotation order has been reviewed and is deliberately as written.

Hammer

 Players: 2+ (any number in Individual; exactly 4 for Team). Not available in tournaments.

* How it works: match play with a doubling cube. At any time a player can throw the hammer to double
the stake; the opponent accepts (game doubles, they get the hammer next) or declines and concedes
the hole at the current game. Low score wins the hole and the prize pool; halved holes can carry
(optional).

* Format: Team (2v2) (default) — two fixed sides, best ball, winners split the prize pool, declining
concedes for both partners — or Individual, where every player declines for themselves and pays the
current stake, split among whoever is still in.

* Team 2v2 pays the same as 1v1 at the same setting. It used to pay half.

» Watch how it works: the Info tab's Hammer card leads with a P> Watch how it works" button that
plays a short vertical how-to video in the app.

« ASetup gotcha: the net-match checkbox defaults to checked (net scoring ON). Tapping it turns net
off.

8sHigh & Low (2v2)

An even number of players, 4+. Two points per hole: one to the team with the better LOW ball, one to the
team with the better HIGH ball. A tied ball halves that point. Optional birdie-double with a "Counts on: Gross
only (a natural birdie/eagle) / Net" setting, default gross. Settle on the point difference x Units per point.
With the 8-player cap, this game blocks at 7 players — it needs an even field.

Bad Golf - Player Guide v2026.11.1871 Page 58 of 126



Team Match Play

Any even-sized teams. Each hole the better ball on each team competes; the match closes when a team
can't catch up. If your partner picks up, your ball still counts — a single missing partner score used to
void the whole hole.

NOTE

In a tournament with 3 or more teams, Team Match settles per cart — each cart is a genuine two-team
match — and the units is routed into the group pool so nothing goes missing. With two teams it still merges
field-wide exactly as before.

Team Low Ball

Same teams, but sum each team's best ball over all 18 holes; lowest total wins. Same per-cart rule as
Team Match in a 3+ team event.

Shamble

A scramble off the tee, then real golf. Everyone on the team tees off, the team picks the best drive, and
every player plays their own ball from that spot into the hole. Two even teams, 4+ players.

e Scoring: on each hole a team counts its best 1 or 2 net scores (you choose at setup) and adds them
together. The lowest 18-hole team total wins the Units per player; a tie is a push.

» Shamble handicap allowance: because everyone plays from the best drive, handicaps are cut — 50%
by default (50% is common for pairs, 30-35% for foursomes). It replaces the round'’s handicap
percentage for this game only, and still respects no-strokes-on-par-3s and gross players.

« Tracking drives: the Score screen shows a Shamble row with a chip for each player on each team. Tap
whose drive the team used on the hole (tap again to clear). The scorecard keeps a running count per
player and shows n/min on anyone short of the Minimum drives per player (3 by default; 0 turns the
check off). The Game results card lists Drives used with a Anext to anyone under the minimum. Drives
never move any units.

* A partner who has to leave: mark them with "- left the round?" and from the next hole the team counts
the balls it has. A blank score from a player who is still playing leaves the hole incomplete — it isn't
treated as a walk-in.

* Ending early: settles on the holes played.

Example: 5 units per player, best 1 net ball, 50% allowance. Team A's best net balls add up to
71, Team B's to 74. Team A wins by 3 — each Team A player +5, each Team B player -5.

In a tournament: on Configure games, Shamble plays as each cart is a team against the whole field. The
A/B team picker is hidden and a note explains the rules: every player puts in the amount set, the winning
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cart splits it, and a tie for first is a push. Carts are ranked on the Event Leaderboard, and the payout waits
until every cart is in. Each cart taps its own drives on its score screen.

Setup options: Units per player - Balls that count per hole (1 or 2) - Net or gross - Shamble handicap
allowance (%) - Minimum drives per player - team picker.

Quota (Points)

e Each hole earns Albatross 8, Eagle 6, Birdie 4, Par 2, Bogey 1, Double or worse 0. Quota target: Auto
= 36 — handicap, or Manual. Your result = points earned — quota; furthest over wins.

* On a nine, both halves scale — it used to use the 18-hole target of 36 while still subtracting your full 18-
hole handicap.

» Game value: entry pool (winner takes all / 80/20) or per-point.

* In a tournament: a group's own Quota game settles when your round finishes.

Team Quota

Even teams; team total = sum of each member's (points — quota). Higher total wins.

It's a prize pool game now — there is no settlement dropdown. You type an entry and the winning team
splits the prize pool. The screen does the maths for you:

NOTE

"Prize Pool: 80 units (4 x 20 units). Winning team splits it — about 40 units each, so roughly
20 units up on your entry."

* A 0 units entry shows an amber box saying no units will settle

» There's no Net/Gross dropdown either — quota is always scored gross, because the handicap is
already inside the 36 — handicap target. The old control had one option and the engine ignored it

e Blank manual quotas are named out loud: "Team Quota: no manual quota set for Tyler, Chris, Frank +5
more — they default to 36."

* Rounds already set up per-point keep settling on their original terms; reopening one shows an amber note
plus the per-point field so it can still be edited

» A withdrawal is expensive — unplayed holes score 0 against that player's full quota

« Individual Quota is untouched and still offers both pool and per-point

In a tournament, Team Quota is a field-wide prize pool with three award shapes — winner takes all, top 2
at 70/30, or top 3 at 50/30/20 — and the maths shows live. 16 players at 20 units = a 320 units prize pool;
winner-takes-all pays the winning pair 160 units each; 50/30/20 pays 160 units / 96 units / 64 units. See

Tourney Tab.

Three honest messages replace the old blanket "teams are uneven":
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Message What it means

Team Quota — Normal on a tournament round. It pays out once across the whole field; the units shows
settles event-wide on Tournament Results, not your group's board

Team Quota — not The teams genuinely are uneven, and it names the counts (e.g. 9 v 7). The "even the
settling teams up in round settings" advice only appears on a live, editable round. Nothing has
been charged

Team Quota — "The teams look even (2 v 2), so this needs a look." No invented reason
didn't settle

Ryder Cup (2v2, 3 segments)

* Players: exactly 4

 The round splits into three segments, each a different format — Best Ball, Scramble, or Alternate
Shot — in the order you choose. Segments follow the round length (3/3/3 on a nine).

» Scoring: 1 point for a hole win, 0.5 each for a halve. After the round the winning team collects point
differential x Units per point per player.

e Scramble and Alternate Shot holes show a team score entry panel.

* A 9-hole cup match becomes final — it used to show a projection forever while the official total stayed
0-0.

* Team handicap allowance is settable (see Scramble below).

« In a multi-team event: Ryder Cup settles correctly per cart and feeds the per-team cup table, so it's
usable — but there is no event-wide N-team format. There's no bracket, no round-robin and no fixture
list; the matchups are whoever the commissioner seated together. Ryder Cup remains three six-hole
segments inside one foursome, not field-wide sessions.

Scramble

* How it works: both (or all) players hit, the team picks the best shot, and everyone plays from that spot.
One team score per hole. A scramble is scored against the card par, not per-tee par.

* Game value: match play (most holes won) or stroke play (lowest total). Match-play scrambles closed
out early pay — a match won 6&5 used to settle O units — and 9-hole scrambles pay too.

» APicking Scramble switches off the games that can't work. A scramble team plays one ball, so
there's no individual score for Skins, Low Net, Most GIRs, Fewest Putts, Nassau, Stroke, Banker and the
rest to settle on. Ticking Scramble disables and dims 30 game toggles, unchecks them, shows a tooltip
explaining why, and toasts once saying how many were switched off.

« Survivors that still work with a scramble: Scramble, Closest to the Pin, Long Putt, Long Drive and
Greenies (a team birdie still counts for the birdie pool).
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e Team handicap allowance: a checkbox (plus an optional custom percentage) on both the Scramble and
Ryder Cup option panels, off by default. Defaults are the USGA standards — 2-man scramble 35% of
the lower handicap + 15% of the higher; alternate shot 50/50. "No handicaps" still overrides it.

» The 4-man (one-team) scramble allowance is not implemented — the checkbox is hidden in 4-man mode
and that format plays straight gross.

* Field scramble (tournament): see Scramble Prize Pool under Tourney - Event Prize Pools. In a multi-
team event a scramble day settles per cart, same as Ryder Cup.

“Umbrella (4 players, 2v2)

Five points a hole, each worth the hole number — 1 apiece on hole 1, 18 apiece on hole 18. The five
points: Low ball, Low total, GIR (partner 1), GIR (partner 2), and Birdie. Win a point outright to take it; a tie
awards it to nobody. 4 The umbrella: sweep all five while the other team scores zero and that hole's points
double. Not available in tournaments.

Example: on hole 8 you win low ball, low total, one GIR and the birdie — 4 x 8 = 32 — but they grab the
other GIR, so no umbrella. On hole 12 you sweep all five: 5 x 12 = 60, doubled to 120.

NOTE
The two GIR points need GIR tracking turned on for the round.

Pot of Gold

* A separate prize pool rides on every hole, and the low score wins that hole's pot. You decide the 18
values before the round: bulk-set one flat amount, hand-edit any hole, or tap Auto-weight to size each
pot by difficulty — the hardest hole (stroke index 1) is worth 18, down to 1 on the easiest. On a nine the
weights scale to the nine.

* One pot per hole. Each hole's value is one pot that everyone chips into equally — an 8 pot in a four-ball
is 2 from each of the other three, so the winner nets +6. \Want bigger stakes? Raise the base value.
(The old "per player" option was removed; rounds saved before v1605 still settle the old way.)

* Birdie bonus (optional): winning a hole with a gross birdie pays 2% that hole's pot (carry included); an
eagle or better pays 3x. A net birdie doesn't count. The GPS bubble shows " x2 x3" when it's on.

e Carryover (optional): a tied hole's pot rolls onto the next hole until someone wins it outright. Off, a tie
splits that hole's pot. A carry left at the end settles on low total, and voids if the total is still tied.

* Play it gross or net, any number of players (2+). Pot of Gold sits under Single games.

Animals

A running side game of penalty animals: Gorilla (OB) - Snake (3-putt) - Shark (water) - Camel (bunker) -
Jackal (shank) - Dolphin (two waters) - Crab (two bunkers). Each animal passes to the last player who
did it, so only the final holder pays. Birdies, eagles and albatrosses cancel penalties out. Animals and Long
Putt can't run at the same time. Not available in tournaments.
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Marks

A highlight-reel game — most marks wins, not lowest score. Earn a mark for GIRs - sandies - chip-ins -
fishies (par after a penalty) - darts (closest on a par 3) - muscles (longest drive) — plus birdies, eagles and
albatrosses off the card. Not available in tournaments.

Hot Potato

One token nobody wants. Pick a trigger at setup — 3-putt, double bogey, OB, or water — and tap who just
did it; the potato moves to them and doubles every time it changes hands. \Whoever holds it after the 18th
pays the current value, split among everyone else. Not available in tournaments.

AThe doubling is capped — at 64x (six doubles), with one move per hole (last tap wins). It used to be
uncapped: 12 passes on a 1 units game reached 2,048 units, and a single hole could double the prize pool
twice.

Round Pools (whole-group prize pools)

Three pools where everyone pays the same entry and the single best result takes the whole prize pool; ties
split it evenly.

How all three behave:

» Nothing pays out until every player in the pool has all their holes entered (9-hole rounds work too), so
no units shows mid-round. They do settle on a round you finish early — they used to return nothing at
all and the units just disappeared with no row and no message

« If nobody qualifies, the prize pool is void and no units moves

* Player picker: each pool pre-selects everyone the first time you switch it on — you only tap to take
someone out, and players added mid-round are auto-included. A deliberate "Clear all" stays cleared. A
player left out neither pays nor can win, and his unfinished card doesn't hold up the award

« In a tournament: these three are hidden from the director's Configure Day screen (the Event Prize Pools
cover that), but each foursome can run them as their own group game

Low Net Pool

e The lowest NET score over 18 takes the prize pool.

« Its own handicap allowance slider (0-100%, default 100%), labelled "Handicap for Low Net Pool".
0% = the prize pool plays straight gross. Like Skins, the allowance replaces the round percentage
rather than compounding with it — an 80% prize pool inside a 50% round used to actually play at 40%.

« It measures off your tee-adjusted course handicap, and respects "Plays gross" and "No handicaps".

» Worked example: 4 players at 5 units each (20 units prize pool). Player A has the best net — A +15
units, the other three =5 units each. If A and B tie - +5 units / +5 units / =5 units / =5 units.
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GIR Pool

The most greens in regulation over 18 takes the prize pool. Turning this on switches GIR tracking on
automatically, and a toast tells you it did. If nobody makes a single GIR, the prize pool is void.

Fewest Putts Pool

The fewest total putts over 18 takes the prize pool. Turning this on switches putt tracking on
automatically. Blank putts count as 0 once the round is finished. On any hole you scored with the putts
box left empty, the app treats it as 0 putts (a chip-in or hole-out) — as long as you logged putts at least once
that round. There are no mid-round warnings. A player who logged no putts at all can't win it but still pays
his entry.

Side Games

< Par 3 Greenie (with optional Hero Tax)

» Applies to: par 3 holes only. The par-3 list comes from the course card, not from each player's tee — it's
one shared contest.

e Mark the player closest to the pin on the green. Default 5 units per other player.

e Must make par or better to win — unless you turn on the option below.

* Hero Tax (optional penalty): if the Greenie winner 3-putts, they forfeit the award and pay each other
player a fixed Hero Tax (default 5 units). A sub-row on the scorecard asks "Did the greenie winner 3-
putt?” and the chip crosses out.

« "3-putts still win" (default OFF): turn it on and you no longer need par or better to collect, a 3-putt
doesn't forfeit, and Hero Tax is switched off entirely — its row disappears from the score screen and
the game header reads "pays no matter what."

* Birdie Override — somebody has to tap it. If the option is on, a birdie can take the greenie away from
the closest-to-the-pin player, but only when a person taps the birdie chip. Nothing changes hands on
its own any more.

 The score screen walks it in two labelled steps: "Step 1 — was the birdie on the green?", shown only
for the players the app can't call on its own, then "Step 2 — tap the birdie that takes the greenie."” The
chip that wins reads "Name — takes it".

* A player the app reads as a chip-in is drawn struck through, and is still tappable if you disagree.

* Leave the hole alone and the greenie stays with closest-to-the-pin — the same result as having
Birdie Override switched off.

» Marking somebody back off the green clears them as the birdie winner too.

e Why it changed: the app used to reassign the greenie by itself whenever exactly one other player birdied
and its derived GIR read them as on the green — with nobody tapping anything, and settling that way
even if the score screen was never opened. A chip-in logged as one putt looks identical to a putt holed
from the green, so chip-ins were stealing greenies. The trade-off is one extra tap on a legitimate steal,
which is the price of never having one happen behind your back.
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* GIR itself is untouched — Junk GIR, Arnie, the GIR Pool, your stats and the board all behave exactly as
before.

* In a tournament: under the tournament scope, the Greenie card merges every group's greenie events
into one hole-sorted list.

Closest to the Pin

» Applies to: any holes you choose (usually the par 3s)

 Per-hole mode (default): every player pays the entry; the group marks who stuck it closest (ball must be
on the green) and logs the distance in feet and inches. Closest takes that hole's prize pool. A winner
logged with no distance still wins the hole — someone from another group with a measured distance
beats them.

* Pool mode (toggle in the CTP options panel): CTP becomes one single prize pool — everyone pays
the entry once, the player with the most CTPs takes the prize pool, ties split, settling at the end.

» Units example: 4 players at 5 units, Awins 2 CTPs to B's 1. Pool mode: A +15 units, everyone else -5
units. Per-hole: A +25 units, B +5 units, C =15 units.

* CTP sits in the main games list, not buried in Side Games, with its hole picker, pool-mode toggle and
participant picker.

» With one group on the course, CTP settles live as you play, recomputing if someone logs a closer shot
later.

e Tournament rounds: entries combine across groups. A CTP added after a day has launched reaches the
groups — each group's round heals itself when opened.

Long Putt

Everyone pays the entry; the longest putt of the round wins the prize pool. Tap who holds it and log the
distance; update any time someone drains a longer one. The bubble on GPS jumps you straight there. With
one group on the course it settles live. In tournaments, the longest putt across the entire field wins one
prize pool — and every group is included.
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NOTE

Switching Long Putt on mid-round now reaches every phone. The repair check used to run once per
session and treat a failed read as "the prize pool is off", so a device that looked at the wrong moment
never looked again; it re-checks every couple of minutes now.

Long Drive

Everyone pays the entry; the longest drive on the designated hole wins the prize pool. The organizer
marks the winner and an optional yardage — there's no auto-measure. Available in normal rounds, not
just tournaments.

Birdie Bump

 Pays per great shot with no tracking required — it reads straight off your scorecard. Configure three
unit values: birdie, eagle, and hole-in-one. Any participant who makes one collects that amount
from every other participant.

« Example: 10 units birdie, 4 players — a birdie collects 10 units x 3 = +30 units.

» An eagle can never pay less than a birdie. If you left Eagle blank an eagle used to pay 0 units — the
player who made it actually /ost units to the birdie makers. Same for an ace with no hole-in-one
amount, which falls back to the eagle rate.

« Birdie Bump pays during play, like every other group game — it used to sit at O units in running
totals, the GPS units bubble and the group board all day and only appear at the end.

* In a tournament, it now actually pays. Birdie Bump on a tournament group round used to appear on
the games list and then settle 0 units for everyone — the prize pool never reached group totals, group
games or who-trails-who. On a tournament group round, a missing participant list is read as "this
group”, and the units lands where it should. There is no field-wide Birdie Bump — it's a group-level
game only.

* On a casual round, Birdie Bump still refuses to settle with no participant list. That's deliberate:
there, an empty list means the setup was never finished.

* (This is the game formerly called "Birdie Pool" — only the display hame changed; old rounds still
resolve correctly.)

Junk Games (toggle each independently)

Each junk game pays X units from every other player to whoever earns it. Multiple players can earn the
same junk on a hole, and one player can earn several junks on one hole.
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Game Trigger Auto-fill

e GIR Ball on the putting surface in par — 2 shots with GIRs tracking on
Sandy Par or better after being in a bunker with Sand saves tracking on
Rolo Par or better after taking a penalty stroke with Penalties tracking on
Barkie Par or better after hitting a tree manual

Polie Make a long putt — typically 10+ feet (group sets  manual

the standard)

Snake Whoever 3-putts gets the snake; holder at the manual
end pays out (defaults to 0.50 units)

- Par without hitting the fairway or the green in manual — needs Putts tracking on to
Arnie regulation award at all
Chip-In  Hole out from off the green for par or better with Putts tracking on (putts = 0, par

or better; an ace is excluded)

* A hand-tapped chip always sticks.

* Known limitation: when junk is configured as a tournament group game, the chips render and are
tappable but GIR | Arnie | Sandy auto-fill doesn't fire — tap them by hand in that case.

Hydration Games (sip trackers — no units)

Just-for-fun sip trackers that ride along with any round — no units change hands, nothing touches your
games or lifetime stats, and they're never Pro features. Turn on "Sips-of-water mode™ in Setup to keep
it dry. Auto games read the scorecard; manual ones use the chip on the score row. At round end the Sip
totals card colour-codes everyone green (dry) to red, and the player with the most sips wins "Do the
Dance" — a tap-to-dismiss dancing-chicken send-off.
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Game

Trigger

Sips / Logging

In the drink
Bunker | Sand trap
OB / lost ball
Whiff

Worm burner

< Chunk & skull

Three-putt

Loser drinks
Par or drink
Honors pours

Snake (hydration)

Wolf
Tee box toast
The Turn

19th hole tally

Sip totals & "Do the

Dance"

Find a water hazard

End up in a bunker

Out of bounds or lost ball

A full air-swing

Top it off the tee

Fat or thin chip that never reaches the green

3+ putts on a hole

Highest score on the hole (ties — all tied drink)
Anyone over par — bogey 1 sip, double+ 2
Winner of the last hole hands out the sips

3-putt holds the snake; holder at 18 finishes their
drink

Rides along with the Wolf game

Everyone sips on every tee box

Finish your drink after hole 9

Bank every offense and settle at the clubhouse

End-of-round summary

Changing a Game Mid-Round

1 - manual chip
1 - manual chip
2 - manual chip
1 - manual chip
1 - manual chip
1 - manual chip

1 - auto (needs Putts
on)

1 - auto
1-2 - auto
1 - auto

auto

1 - auto
1 each - auto
auto

running total

« Unit-value changes apply retroactively to all 18 holes — including holes already scored.

« Editing a game after a round has started actually updates that live round. A toast reports what
happened, e.g. "Saved — updated 2 already-started rounds with these games" or "Saved for future
rounds — 1 group already finished, so it wasn't changed."

« Already-finished rounds are never retroactively changed.

« ARe-check your per-hole winners after editing a live round's games — re-saving the games has
been seen to clear already-logged Greenie (and potentially junk / CTP / long-putt) entries.
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Changing the Course Mid-Round

Started on the East course when you meant the West? Edit settings on a live round now has Change

course.

* Who: the person who started the round (or an admin), on regular rounds — not tournament or league
rounds.

» Tees carry over by name. A player whose tee doesn't exist on the new course shows "— pick tee —"
and the app asks you to pick one for everyone before it switches.

* You confirm first: "Switch this round from A to B? The 6 holes already scored stay on the same hole
numbers. Pars, stroke holes, tees, handicaps, the GPS and every game result will use B from here on."
- Switch course / Keep current course.

» Scores stay where they are; handicaps recompute from the new tee. The new course must have a
scorecard and the same number of holes — otherwise start a new round there.

Removing a Player Mid-Round

Ten team games (Team match, Team low ball, High & Low, Umbrella, Ryder Cup, Scramble, Vegas, 6's,
Team Quota, Hammer) correctly refuse to settle when the teams no longer match the player list. They used
to do it silently at 0 units; the round flags the calculation error so you know why.
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Info Tab (Rules & Help)

The Info tab (More - Info) is the app's built-in rulebook and help center — the authoritative source for
every game's scoring, settlement and setup. It opens straight onto Games explained; every section below it
is a collapsible row (all start collapsed) that opens into a grid of tiles, and each tile opens a rules window.

What's inside, top to bottom:

* Single games - Team games - Junk - Extras — one tile per game with How it works - Example -
Setup options, the same four groups and the same icons as the round-setup screen. Vegas lists its four
rotations (Dynamic included); Skins covers the Play a pool switch; Banker carries the one-move-per-hole
and gross-birdie rules; Pot of Gold covers the one-pot-per-hole and birdie-bonus rules.

 Side games — Par 3 Greenie (with Hero Tax), Closest to the Pin, Low Net / GIR / Fewest Putts pools,

Birdie Bump, GIR, Sandy, Rolo, Barkie, Polie, Snake, Arnie, Chip-In, Long Putt, Long Drive. Rolo and
Chip-In carry an " -~ Auto-fill" note explaining which tracking toggle powers them.

* Handicap rules and How handicaps work — basis, percentage, no strokes on par 3s, what gets stored,
the math, tee selection per player, the weather adjustment and "The 'TEMP' badge".

» Tournaments — new in this edition. Six tiles: What a tournament is (Team / Individual / Bracket Play,
the commissioner and the "Commissioner is a player" switch) - Setting one up (every wizard step in
order, from Team names & logos to Review & start, and the automatic pairing for a 2-v-2) - Tournament
games vs. group games (field formats and pools vs. each cart's own action, one format at a time, what
pays when both are on) - Inviting the field (the send-invites prompt, Personal invites, the "Is this you?"
card, the Times calendar) - Playing a day (P> Start Day N, scorekeepers, the Event Leaderboard tabs,
Awards, Text Final Standings, where finished events file) - Deleting one (commissioner only; removes the
event and every round it launched — scores, units, stats and badges — for everyone).

» Leagues — seven tiles: what a league is (6—12 weeks, the two formats, playoff weeks are extra) - joining
one - weeks and missing one (the daily 9 am reminder, auto-close, no excused week, subs) - scoring and
handicaps - side games in a league (the seven pools) - League fees and prize pools (units, the held-
back share) - running one (+ Create a League, the non-playing commissioner, ##Edit settings, Configure
carts, Update players, Text everyone the link).

* Good to know — per-game participants, A player leaves mid-round, Deleting a round, tournament or
league (remove from my list vs. delete for everyone), and ending a round early.

* Documentation & legal — links to this Player Guide PDF, the Admin Guide (admins only), the Privacy

Policy and the Terms of Service. All four are served from officialbadgolf.com and open in a new page
(on the phone, an in-app browser sheet with Done).

Support and legal details, as they read everywhere in the app:

* Support address: support@officialbadgolf.com . This is the address on the About card's Support
row and behind both in-app feedback links.

* The About card's copyright line reads "© 2026 Bad Golf".
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» The Terms of Service and the Privacy Policy hame the party as "Kevin Wells, an individual doing
business as Bad Golf." Same wording on the public terms, privacy, support and delete-account pages,
and in the ToS and Privacy PDFs.

» The company line is "Bad Golf, Better Times", on the splash, the sign-in screen, the public site, the
footer and the share card.

Games and side games carry the gold PRO pill here too. The handicap, tournament, league and help topics
are never badged — they're not games.
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Bad Golf Badges

More — BG Badges. Seventy-five achievements, earned automatically from the rounds you post — a mix
of bad golf and good play, in six categories: Bad Golf (19) - The Card (24) - Games & Units (13) - Crew (8)
- League & Tourney (7) - Tee Times (4). Most are one-and-done; a few have levels, and a couple repeat
every time you beat yourself. Badges that depend on a tracked stat (putts, GIRs, fairways, bunkers,
penalties) stay silent unless that stat was switched on for the round — nobody gets Forty Putts from a round
that never counted putts.

Where They Show

» Home and Stats each carry a Bad Golf Badges card under the handicap card (the header reads e.g. "29
of 75") — your earned coins, up to 15 plus a "+N" coin that opens the Badges tab.

* The Badges tab lists every badge with its icon and how to earn it; locked ones are greyed. Tap any
badge for a sheet with the coin, category, how it's earned, the date and the round it came from (course -
date). New badges carry a red dot and a NEW pill until you've looked.

* Friends — pick a player under Player stats and their badges row appears; tap one for "<name>'s badge".
Someone with no account yet reads "hasn't signed up yet".

» A badge earned more than once shows a bold xN pip tucked into the bottom corner of its coin, readable
in light mode and dark. Levelled badges show roman numerals in the same spot.

The Levelled Badges

Badge Levels

Regulars I/11/ 11— 10/ 25 / 50 rounds with one friend

Home Game I/11/ 11— 10/ 25 / 50 rounds posted at your home course
Weekend Warrior I/11/ 11— 10/ 25/ 50 rounds posted on a Saturday or Sunday
Tee Times I-IV —5/25/75 /200 rounds posted

Course Collector |-V — 3/10/ 25/ 50 different courses

Road Trip /11— 3/6 states

New Low and Career Nine repeat: every time you beat your own best 18 (or best nine) the xN ticks up.

All Seventy-Five

Bad Golf (19) — Snowman Season (an 8 on one hole) - Full Send (double digits on one hole) - Bounce Back
(birdie right after a double or worse) - The Comeback (down 5+ units at the turn, finish positive) - Sunrise
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Service (tee off before 7 am) - Double Par - Back-Nine Collapse (back nine six shots worse than the front) -
Century Club (100 or more for 18) - Par-Free Round - Beach Day (in the sand on four holes, bunkers
tracked) - Forty Putts (putts tracked) - Hero Tax (win the Par-3 Greenie, then three-putt it) - Wooden Spoon
(last in units with three or more on the card) - Triple Threat (three triples or worse in one round) - Water
Hazard (three or more penalty strokes, penalties tracked) - Front-Nine Faceplant (front nine six shots worse
than the back) - The Slide (bogey or worse on each of the last three holes) - Four-Jack (four putts on one
hole, putts tracked) - Nobody's Home (zero GIRs for 18, GIRs tracked).

The Card (24) — First Tee (post your first round) - Clean Card (18 holes with no double or worse) - Circle
Squad (three birdies in a round) - Big Bird (an eagle) - One and Done (a hole in one) - New Low (beat your
best 18, repeats) - Rolo (take a penalty and still make par or better) - Par Train (five pars or better in a row) -
Two Birds (back-to-back birdies) - Breaking 90 - Breaking 80 - Sandy (up and down from a bunker for par) -
Chip-In - Greenie Bandit (steal the Par-3 Greenie with a birdie) - Dart Board (10+ GIRs, tracked) - Fairway
Finder (10+ fairways, tracked) - Level Par (even par or better on a nine) - Clean Nine (par or better on every
hole of a nine) - The Turnaround (over par at the turn, back nine at par or better) - Steady Eddie (every hole
within one of par for 18) - Career Nine (a new personal-best nine, repeats) - Streak Bird (birdies on three
holes in a row) - Twenty-Something (29 or fewer putts, tracked) - Breaking 100 (an 18-hole round in the
90s or better).

Games & Units (13) — On the Board (first round finished with a game running) - Snake Charmer (18 with
the Snake running and never three-putt) - Greenie Machine (three greenies in a round) - Hammer Time
(accept a hammer and win the hole) - Lone Wolf (go lone wolf and win the hole) - Payday (finish up 10 units
or more) - Bomb Squad (win the Long Putt on a round) - Arnie (par without ever touching the fairway) - Skins
Bandit (three or more skins in a round) - Rob the Bank (as the banker, beat every player in the group on
one hole) - Nassau Sweep (front, back and overall in one Nassau) - Hot Streak (finish up in units five
rounds in a row) - Grinder (win a skin with a bogey).

Crew (8) — Foursome (three others on the card) - Regulars (levelled) - Couch Caddie (spectate a friend's
live round) - Night Owl (finish after 8 pm) - Six Pack (six or more players on one card) - Home Game
(levelled) - Full Cart (eight players on one card) - Weekend Warrior (levelled).

League & Tourney (7) — Week Winner (win a league week) - Season Champ (win the league) - Commish
(run a league or tournament as commissioner) - Podium (top three in a finished league) - Field Day (play
your first tournament round) - Money List (finish a tournament round up in units) - Iron Man (play every
week of a league season without missing one).

Tee Times (4) — Tee Times (levelled) - Course Collector (levelled) - Road Trip (levelled) - Double Header
(two real 18-hole rounds scored on one calendar day — imports, manual rounds and nines don't count).

Mid-Round Pop-Ups

A badge earned during a round pops a sheet — coin, name, xN, how — with See badges I Nice! and a light
vibration. One notification per hole: if the hole already fired a birdie or snowman celebration, the badge is
awarded silently (red dot + NEW pill instead). Switch the pop-ups off under Profile » Push notifications » "I
earn a badge".
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Deleted Rounds and Events Take Their Badges With Them

Delete a round and any badge it earned goes too — per-round badges drop, an xN falls by one, and history
badges recompute — on every player's phone, not just yours. League and tournament badges follow the
event the same way: delete a league or tournament and Week Winner, Season Champ, Podium and Iron
Man from it come off, and Commish comes off if that was the last event you ran. Opening the Badges tab re-
checks your league and tournament badges against what still exists every time, so a badge from a test
league you deleted can't linger. A weak connection never strips a real badge — the re-check only removes
something when it got a complete answer from the server.
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Sending Feedback

" # Share feedback" (Home) opens a short form for course problems, bugs and ideas.

 Type your message and optionally tap "Add screenshots"
» Tap Send feedback — it lands in the admin Feedback inbox
» The sheet shrinks and scrolls so Send is always reachable above the keyboard

* Tapping the backdrop closes and keeps your draft (with a toast saying so); Cancel asks before
discarding; only a successful send clears the form

There's also a separate Contact us form for course problems and general questions.

We can write back. When the Bad Golf team replies to a message you sent through Contact us or Help us

improve, you get a push ("Bad Golf team replied ") and a Xitem in your inbox: "The Bad Golf team replied to
your message." Tap it to read your message and every reply in full; ®Write back opens Contact us with the
topic already filled in. Replies stay in the inbox for 60 days.
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Profile Tab

More - Profile. Everything about you — as opposed to a round — moved off the Home screen into a tab of
its own, with its own identity header: your photo, your name, and Edit profile.

What lives here:

* Appearance — see below

» Account — your email, sign-in method, and the Edit profile / Sign out /| Delete account actions
* Push notifications — see below

» Additional settings

* My clubs and My shots

« Home course

Appearance — System [/ Light | Dark

A plain card at the top of the Profile tab with three buttons: System - Light - Dark. The one you're on is
highlighted.

» The default is System, which follows your phone's own light/dark switch — including flipping itself over at
sunset if your phone is set to do that.

» The choice is per-device, saved on that phone rather than on your account. Setting your iPhone to Dark
doesn't darken the web app, and vice versa.

« It works from a cold open — you don't have to visit any other tab first.

Dark mode reaches everywhere it should now: the stats KPI tiles (Rounds, Avg Score, Best, Putts/Rd, GIR
%, Fairway %), the Lifetime games bar, the leaderboard's #1 row, the "Update required"” screen, the splash
wordmark, the GPS caddie pill's club name (now yellow in both themes), the "How it works" and "View real
scorecard" buttons, and the three admin panels for GPS import, course removal and rating import. The live
and final status pills are the known holdout — their text is still low-contrast in dark mode.

My Clubs gained two things: A VY reorder arrows, and an in-the-bag checkbox per club — so a
recommendation only ever draws from clubs you're actually carrying today.

The day-one handicap card is a real card now. A brand-new account with no rounds used to collapse it to

a line of help text with no way forward; it shows the full layout with an explicit Edit profile button.

NOTE

The Edit profile and Settings buttons were removed from the Home handicap card — both are one tap
away here instead.
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Language

Profile —. Language switches the whole app between English, Espafiol, St=0{ (Korean), HZA:E
(Japanese) and 3 (Chinese), or Automatic (phone) to follow your phone's language.

 The switch is instant — no restart. Pick Espafiol and every screen changes right there, on iPhone,
Android and the web.

* New players are asked which language they want the first time they open the app.

* Game names stay in English (Skins, Nassau, Wolf, Low Net...) so everyone in a group calls them the
same thing. Names you type — players, courses, events — are never translated.

Push Notifications

Event pushes (new) switches off every tournament reminder — tee time tomorrow, sign-ups closing, join
requests and approvals. Show me on public event pages (Profile) keeps your name and scores off any
tournament's shareable event page.

One card covers everything Bad Golf pushes, split into what goes out and what comes in. Turn any of them
on or off at any time. (On iPhone you also need to allow notifications for Bad Golf in your phone's Settings —
see below. In-app alerts always show while the app is open.)

Turning notifications on (phone app). The app no longer asks for permission the moment it opens. After
you sign in — and never while you're scoring a live round — a card appears:

 "Turn on notifications" — "You'll hear when you're invited to a round or a tee time, when your group
starts, and when a course you asked for is ready." Tap "Turn on notifications" to bring up your phone's
permission prompt, or "Not now".

« "Notifications are off" — if you said no before. On iPhone, "Open Settings" takes you there (turn on

Notifications — Allow Notifications). On Android the card shows the path: Settings » Apps > Bad Golf
> Notifications.

e The card comes back once every 30 days until notifications are on, and never shows once they are.

What I send
Toggle What it does
Alert friends when | start a Posts a heads-up to your friends: you're playing a course, with the city and
round state
Alert friends when I finish a Posts your finished round to your friends, with the course and your score
round

Show my highlights to friends On by default; off keeps your rounds out of the Friends highlights feed
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What I get told about

Toggle What it does

< A friend starts a round  You're told when a friend tees off

A friend completes a You're told when a friend finishes

round

I earn a badge On by default; off = no mid-round badge pop-up and no toast (the badge is still
awarded)

Course re-map requests Admins only

The finish toggle only silences the broadcast to your friends. The final-summary card that
goes to the players who were actually in the round with you is a different notification and is not
affected — that one is the result everybody in the group needs. Turning the finish alert off
changes nothing about your round, your stats or your handicap.

Tournament notifications live in their own card beside this one, with the same shape.
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The Stats tab (More - Stats) is your personal dashboard — handicap, round history, club setup, tracking
history, and account management.

Bad Golf Badges Card

Directly under the handicap card (only when you're viewing yourself): your earned badges, up to 15 coins
plus a "+N" coin that opens the Badges tab. See Bad Golf Badges.

Compare to a Friend — Picker

The "Compare to a friend" dropdown on Stats (and its twin on Friends) is a picker showing each friend's
profile circle and full name, with a "— none —" row at the top,; both tabs stay in sync. The GHIN button
reads "Copy to GHIN".

Handicap Index (WHS)

Display:

e Large handicap number (to one decimal)

e Status label: "Established" (5+ rounds), "Provisional - best round avg" (under 5), or a TEMP badge
 "Share handicap" — export your index + recent rounds (a placeholder number is marked "(TEMP)")
« "&Recalculate handicap" — re-rates your saved history with the current math

How it's calculated — matched to GHIN/WHS:

« Differential = (Score — Course Rating) x (113 + Slope) — using the women's rating/slope for players
whose profile gender is Female (when the tee has them)

e The number of differentials that count follows the official USGA bands. The "counting rounds" labels
on screen now match the engine — the v marks on the trend chart and the "Lowest X of Y rounds
count" subtitle were still printing the old pre-v924 table, so at 11 rounds and again at 13-19 rounds they
contradicted the index the app was actually showing (15 rounds read "Lowest 6 of 15" while the engine
used the lowest 5). All three surfaces agree now

* Hole scores are capped at net double bogey before the differential is calculated — par + 2 + your
strokes on that hole (par + 5 if you have no course handicap yet). Your real gross score is untouched
everywhere else.

* 9-hole rounds are not simply doubled — they use the WHS 2024 expected-differential formula

» Weather-adjusted scores don't feed the index (the display per round stays)

* Rounds without a complete round or a rating/slope are skipped
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* Rounds from a tournament that has since been deleted no longer count — see below

» Fewer than 5 rounds = provisional

Support script for a wrong-looking index: update the app, then Stats — <:Recalculate
handicap. (For old rounds the recalculation approximates using the player's current roster
handicap and default stroke index, since those weren't archived at the time.)

Not implemented: soft/hard caps against the 365-day Low Handicap Index (Rule 5.8),
exceptional score reduction (Rule 5.9), and official PCC. Bad Golf matches GHIN's everyday
math, not the full rulebook.

One handicap everywhere. Each qualifying account publishes its index (plus round count, holes basis and
timestamp), and every other device reads that number — so the same golfer can't show 3.1 on one login and
2.6 on another. Guests, and anyone who has never published, fall back to the locally calculated index. To
correct someone's index everywhere, correct it on the account that owns the name.

Automatic recalculation: your handicap recalculates every time you finish a round or add a past round. The
differential for each saved round is re-derived from that course's current tee rating/slope, so correcting a
course's rating updates your index next time a round is saved.

Handicap History

A chart on Stats showing how your index has moved round by round — every round counts, nine-hole
rounds included, all from Bad Golf's own handicap math (no GHIN needed).

* Range chips: 20 rounds, 1 year or All time.

e The line is labelled with your First index, Lowest and Current, so you can see at a glance where you
Started and your best.

« It redraws whenever your index changes — finish a round or enter a past one and the new point is there.

Missing Rounds Fix Themselves — and "Resync my stats"

The symptom this cures: a round shows up in your Rounds list but is missing from your handicap box,
your Lifetime Games and your game history — because stats are only written by the phone that taps Finish
round. If somebody else kept the card and closed it out, your phone could sit for hours with the round
missing from every tile.

Now it heals itself. A finished round in your Rounds list that's missing from your stats is pulled in
automatically the next time the Rounds tab or the Stats page loads, and the page redraws straight away.

* Deliberately limited to finished rounds (live rounds stay out of stats), rounds you're actually a player in,
and never a round you deleted — local deletes and shared tombstones are both honoured

» Up to 10 recovered per pass
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Rounds someone else put you on show up by themselves. Once per session after you sign in, finished
rounds where your account is on the card are added to your Rounds list and Stats — even if you never
opened them. Same limits: finished rounds only, up to 10 per pass, never a round you hid or deleted.

Partial rounds that carried real units now count toward Lifetime Games. A round used to need to be
complete or carry a gross score, so walking in after 14 holes down 42.50 units silently vanished from game
history. Genuine ghost rows (0 units, no gross, no holes) are still excluded.

Manual escape hatch: Stats — tools - "Resync my stats", beside Recompute fairways. It rebuilds your
stats from every finished round in your Rounds list and reports what it found — e.g. "Recovered 2 missing
rounds v (37 refreshed)". It's safe to press twice.

Differentials & Round History

"Differentials" section lists recent rounds with date, course, gross score, differential, and tee played.
Tap any round to view the full scorecard. Tournament rounds carry a trophy.

n >

< Enter a Past Round" — log a round from before you used Bad Golf: date, course, gross score, tee,
holes played. It counts toward your handicap if it has a complete round + full rating/slope data.

 The date defaults correctly (it used to pre-fill tomorrow when you logged a round in the evening)
e Double-tapping Save can't create two handicap rounds
e Cancel doesn't silently wipe an 18-hole entry you just typed

"Remove this round from my stats" on a round card works on iPhone (it used to silently do nothing).

6 Enter a Past Round — Entering Rounds You Already Played

Two ways in: the <, Enter a Past Round button on Stats, and the same button on the Rounds tab, under
Scheduled Rounds. From the Rounds tab it always enters the round for you.

n >

The Stats tab's old single-round "Add a past round" button is now "<, Enter a Past Round"”, and it opens
a bulk entry tool. The point is a golfer arriving from another app: post several rounds at once and get a real
Handicap Index straight away instead of waiting out the 54-hole minimum.

Two modes:

* One course — pick a course once and every row inherits its tee, rating and slope

* Many courses — a course picker on each row, with "tap to reuse" chips for ones you've already picked
Filling it in:

« Single game / Many games tabs across the top: one round, or a batch of rows. A batch fills in dates a
week apart to start with — change any of them. Dates only affect sort order
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e Score entry uses quick-tap chips centred on your average, plus your device's number keypad

e The link at the bottom — "Enter one round in full detail" — opens the old hole-by-hole screen for
anyone who wants full stat tracking on a past round

What you get:

* Rounds entered this way carry an 1 IMPORTED tag on the Rounds list, so you can tell them apart later
e They are deliberately excluded from tracked-stat averages (Putts/Rd, GIR%, and so on) because no
hole-by-hole detail was entered. Only your Handicap Index uses them

» The "Recent" course list shows courses you recently played. It used to show courses recently edited —
which meant an admin fixing ratings put strange courses at the top of your list

Two Statistics That Were Quietly Wrong

Worth knowing, because a tile you used to see may now read N/A — that's the fix, not a regression.

* Putts/Round and GIR% were being extrapolated from partial data. A round where a single hole of
putts was tracked was stretched across all 18, producing impossible numbers like 18.0 Putts/Rd or 5%
GIR. Both stats now require the full round to have been tracked, and show N/A otherwise

* Some rounds recorded "0 greens hit in 18 fully tracked holes" — often physically impossible, and it
was dragging real GIR averages down. A manually tracked round where the green chip was never tapped
now reads as untracked rather than as a hard zero

NOTE

A player's stat sheets (Rounds, Avg Score, Putts/Rd, GIR%, Fairway%, Best Round) used to be able to
show fewer rounds than the tile above them claimed — the sheets read only the local device's copy while
the tile read the merged history. They agree now.

A round marked unranked stays out of your handicap index — but it still counts in your
stat tiles. Rounds, Avg Score, GIR % and Fairway % all include it. If your average score looks
worse than your index suggests it should, an unranked round is the usual reason. This is a
known gap, not a setting you can change.

Scoring Trend Chart — Removed
The Scoring Trend chart is gone. Everything it showed — the last-20-rounds trend, the best-8 differentials,

and whether you're improving or declining — is already on the same tab, in the Handicap card, the arrow on
the KPI header, and the Rounds tab.
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Detailed Statistics

Stat tiles (tap any to drill down): GIR %, Fairways %, Putts / round, Penalties, Sand saves, Avg score,
Rounds played. A player with no data yet sees N/A rather than a missing box.

NOTE

The Hole-by-Hole breakdown used to print nonsense like "(+-0.4 over par on average)" for a player who
was under par on a hole. Fixed.

Filters: player select (view another player in the roster), date range.

NOTE
Basic tiles are free; the deeper drill-downs carry a PRO badge.

Lifetime Games — and Why It Can Disagree With Final Standings

A round only counts toward Lifetime Games if it was scored to completion or carried real units. Final
standings settles whatever units exist right now. Play nine holes for 20 units and never finish the card and
final standings shows 20 units while Lifetime Games shows 0 units — unless units actually changed hands,
which now does count.

Two more things worth knowing:

» Tournament prize pool unit totals count. Event prize pools (Skins, Nassau, Long Putt, CTP, GIR pool,
Fewest Putts, Stroke prize pool) were never included in lifetime units — only your group's own side
games were. Every event prize pool in the app's history was missing before this, so older lifetime totals
were understated

* Multi-day event units are counted once. A two-day event used to record your unit totals on both days
and show double; the full event net now lands on one round and the others read 0 units, and older entries
repair themselves

* A round deleted on one phone drops out of that phone's Lifetime Games immediately, while a second
phone keeps counting it until the deletion syncs

Rounds From a Deleted Tournament

When a commissioner deletes a tournament, the rounds played in it used to keep the trophy forever, pointing
at a screen that could never load — and they kept counting in everybody's numbers.

What happens now:
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* No round is ever deleted. Every score, every card and every unit stays exactly where it is

* The trophy stops being drawn, and the summary's Tournament results button hides

 Those rounds drop off the Rounds tab, Home - your rounds, and friends’ stats round lists

» They stop counting in the numbers — handicap index, Lifetime Games, average score, best round,
round count, hole-by-hole, the differential chart, the you-vs-friend comparison and crew board totals. (A
measured example: 20 rounds became 10 counted, index moved 10.9 - 10.3, lifetime units 200 units —
100 units — with all 20 rounds still stored.)

» The deletion syncs to the other players' phones now — on launch, and at most every 10 minutes while
the app is open. Before, only the phone that pressed Delete knew

e The old ambiguous "Tournament not found" message is now two distinct ones: "That tournament was
deleted" vs "Couldn't reach the tournament — try again."

One known limitation. Deleting a tournament reliably removes its rounds from your view and
from every other player's view — every device drops its copy. But a round owned by another
player still has its row on the server behind that. It's hidden everywhere and it counts for
nothing; it just isn't erased. (Deleting a league is different — it genuinely voids the rounds it
launched. See the Leagues section.)

Round Settings Card

" Settings" (collapsible):
Round pop-ups — birdies & eagles - sips - blowups, on this phone.

Auto-advance after the last score — GPS - Scorecard - Off (see Auto-Advance After the Last Score under
Scoring).

Stats visibility — Everyone - Friends only - Just me. (When two accounts share a name the app keeps
the more restrictive setting of the two. A change that doesn't reach the server now says so — this is a privacy
setting and it used to confirm silently either way.)

Est. drive distance — shows the Est. Drive bubble on the GPS map after your tee shot on par 4s and 5s.
On by default.

< Track Shot button — shows the Track Shot button on the GPS map. On by default; switch it off if you
never track shots and want a cleaner map.

Distance units — Yards or Meters for what the GPS map shows: Front/Mid/Back, plays-like, arcs and
tracked shots. Your bag and saved shots stay in yards.

Distance arcs & miss zone — off by default. Turn it on to get the ARCS button on the GPS map (yardage
arcs, club arcs, To green preview and the miss zone — see the GPS section). Underneath, pick the miss
zone width you start with: 10y - 15y - ¥20y - +30y. It's a setting on this phone.
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Alert friends — notify friends when you start a round.

=) Plays-as distance on Apple Watch — wind/slope-adjusted yardage on the wrist, or plain GPS yardage
when off.

Push notifications card — round start, round added, friend requests, and tournament group launches.

Cloud Backup

If a restore can't reach the cloud, the app says so. It used to report "No cloud backup found for your
account." on a failed read, which invited people to re-enter rounds that were sitting safely in the cloud the
whole time.

My Clubs (PRO)

Define your real bag's distance ranges so GPS recommends from your clubs instead of amateur averages:
one input per club with a distance range in yards, custom labels (e.g. "PW 45°"), blanks to skip clubs you
don't carry, drag-to-reorder by the : handle, and a "Reset to standard bag" button.

My Shots (PRO)

"My shots" logs drive estimates and tracked shots with date, hole, course, distance, wind, temp and club.
Searchable and filterable; tap x to delete a shot.
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The Rounds tab holds open rounds, scheduled rounds, your saved round history and round templates. (This

is the tab formerly called Events. Tournaments live on Tourney.)

Your rounds are yours. Every account used to read and write one shared list, so everyone saw everyone
else's rounds. Rounds are stored per account.

The Three Sections

The tab is laid out top to bottom as:

1. Scheduled Rounds card — tee times and scheduled rounds you're in (unchanged), then the <& Enter a
Past Round button — the same one Stats has, here so it's easy to find

2. Saved rounds heading + card — a "Search course or player..." box, then Live & Unfinished (only
when there is one) and Completed Rounds

3. Completed Tournament Rounds heading + card — every cart round you played inside a tournament

4. Completed League Rounds heading + card — every week you played in a league

Each card shows five rows and has its own "Show all N rounds / Show fewer"; the one search box filters
all three. The tournament and league sections hide themselves when empty.

Every row shows date - course - players - final score - status, and the home / away badge. View on a
completed round opens the Games sheet. The list paints from cache immediately and quietly refreshes a
moment later.

Tournament and league cards on this tab carry an icon strip — Details - Board - Chat - =Edit - Delete.
On a league, Edit is for everyone (players get read-only settings) and Delete is creator-only; on a tournament,
Edit and Delete show only for a commissioner. The lists show the latest five with "v Show N more" [ "a
Show only the latest 5". A finished league card reads complete and opens to just League Standings.

A live round's card has the red border all the way round. A scheduled round's card has a **** trash button
for whoever created it (or an admin).

View Round

Tap any past round card to open the Games sheet — final scores, units settled, the full scorecard with gross
and net, the whole-event block on a tournament round, and Reopen round.

Deleting a Round — Who It Affects
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Delete lives on the round’'s Games sheet.

e Any player: "Remove from my list." The round leaves your own Rounds and Stats and comes out of
your handicap history (your handicap recalculates). Other players keep it. A personal removal can never
become a global delete.

» The host or an admin: "Delete for all." The round is removed completely, for everyone — the round
itself, its units, every player's score history and stats backup, the shared Rounds and crew feeds, its
invites, and any badges it earned. It happens in one server-side step, so it no longer depends on your
phone finishing a chain of writes, and it reaches rounds other players own. Everyone else's phone closes
the round in real time with "This round was deleted by the host."”

* Deleted rounds stay deleted. Deletions are recorded permanently and merged rather than overwritten,
so a friend's stale copy can't revive one — and a deleted round drops off Live now immediately.

 Deleting a tournament or a league does the same for every round it launched — see Tourney and

Leagues.

A stranger's round in your list? If someone in the library shares your name, their round can land in your
list. Remove it with "Just my list" — never "Delete for all."

Manual / Past Round Entries

"< Enter a Past Round": date picker - course search - gross score - tee - holes played (9 or 18) -
Save.

Hole-by-hole goes fast. In the 18-box grid the number pad opens, and after you type a score the cursor
Jjumps to the next hole by itself (a "1" waits a moment in case a 10-19 is coming,; Enter or the keyboard'’s
Next also moves on; Backspace on an empty box goes back one). Type eighteen numbers and you're done
— no tapping between boxes.

Scheduled Rounds

e The list is personalized to you — only scheduled rounds you're actually in, plus templates you created

 Tapping a scheduled round opens the same screen from Home and from Rounds, and nothing
starts until you tap Start. A tee time opens its details on Times; a tournament opens the event (the event
hub for the commissioner). Tap a template to load the whole setup into Play

« "Start round now" on a scheduled round with a saved setup goes straight into the round on the Score
tab — no setup screen. The Times card's "p> Start round” does the same. A round with only the basics
filled in still opens the setup form

e Phantom "SCHEDULED" rows left behind by a duplicate launch clear themselves on the next load
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Invites

 Every invite type — round, tournament, open round — expires after 14 days

* Finishing a round, deleting it for everyone, an admin ending it, or deleting a tournament all retire that
round's invites for everyone at once. No more Join buttons that lead nowhere

« "Grab a spot" can't be double-tapped into two seats

* An invite you accept now tells you if it didn't go through — accepting used to report success either
way
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The Times tab (More - Times) is a shared tee-time calendar for you and your crew. It opens on today,
shows the next ~30 days at a glance, and pages a full 12 months ahead. It's free, not a Pro feature.

The Calendar

» Opens on the current month with today highlighted
* ¢ > arrows page months; the "Today" button jumps home
* Each day cell shows a compact count ("3 "), days with open public slots get a subtle accent dot

» Tap a day for that day's tee times in time order — time, course, spots open ("2 open / 4"), who's in, and a
Public / Private pill

« Tap a tee time for the full roster and the actions you're allowed to use (Join, Invite, Add player, Edit,
Cancel)

* Finished rounds don't advertise seats — a closed row reads "Played" or "Closed"
* Past days are read-only — visible but dimmed, with no "+ Add"

* Duplicate rows collapse — a round restarted under a second code shows once

Adding a Tee Time

Tap the sticky "+ Add tee time" button:

e Course — pick from the library; you can add several courses in one batch
» Day(s) — one date, several dates, or a range
» Time(s) — one time, or several on the same day (7:40, 7:50, 8:00), with an "& Auto-fill times" helper

» Group size — how many spots the tee time holds (default 4). Open slots = group size — players
already in

* Players (optional) — pre-seat anyone you know is coming

* Public or Private — Public = all your friends/crew can see and join; Private = only people you invite

Pick 3 courses across 4 Saturdays and Bad Golf creates all 12 tee times together. A fast double-tap on Save
can't create two tee times and two rounds of invite pushes.

Filling the Spots — Invites & Auto-Add

« Invite: "Invite to this tee time" sends an in-app invite (with a notification) or opens the share sheet with
a join link

* Add player (auto-add): as the creator, add a crew-mate straight into a spot — they still get a notification
("Tyler added you to a tee time at Cedar Crest, Sat 8:20am") and can drop out
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* Move players around: drag anyone between tee times with their dropdown

» When every spot fills, the tee time closes and rolls into your Scheduled Rounds

Telling Players Apart

« Full names on the top line, with a second line showing up to two of crew - home course - handicap (a
placeholder handicap is marked (TEMP))

 Colour-coded avatars — each player gets a consistent colour when they have no photo

« The list is ranked crew first, then whoever you've played with most recently, then alphabetical

Tournaments and League Weeks on the Calendar

Any tournament day or league week that you run or play in appears on the calendar alongside your tee
times — upcoming days only (finished, final and cancelled ones are left off). The row shows your group's
tee time, the event name, a Tournament or <, League pill, the course, the names in your group and "Group
N" (a league reads "Week N - Group 1"). The month cell shows the event name as a chip. Tap the row to
open the event.

Sharing the Calendar

"Share calendar" opens the share sheet with a link. Whoever opens it lands on the Times tab and sees your
public tee times. Private slots never show through a shared link unless that person was individually invited.
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More - Tourney. A tournament is a group event for more than one cart — one field, several groups, one
leaderboard — over one or several days. Everything about it lives here: building it, starting each day, the
Event Leaderboard, awards and standings. Its cart rounds also show under Completed Tournament
Rounds on the Rounds tab, and its days appear on the Times calendar with your group's tee time.

Creating a Tournament — Five Quick Questions

Tap "+ New tournament". Setup is five simple questions, one per screen, with a progress bar and « Back on
every step:

1. What kind of tournament? — Everyone for themselves (one leaderboard for the whole field), Two
teams (Ryder Cup style), 2-man teams or Teams of 4 (scramble by default). Bracket or another format?
Use the full setup opens the full create screen (see below).

2. What's it called? — the name players see on the leaderboard and their invite. Add a logo later.
3. How many days? — tap 1 to 5, then the date. On a multi-day event the other days follow on, one a day.

4. Where are you playing? — search the course list; Same course every day on a multi-day event. You
can skip this and pick it later.

5. How will players get in? — Select the players (pick from your friends and roster, or add guests) or
Send a join link, plus about how many players (4, 8, 12, 16, 20+) and I'm playing too (on by default —
off runs the event without you in the field).

Create tournament builds it and takes you straight to the setup checklist. Whoever creates the tournament
is its commissioner.

The Setup Checklist

After the questions you land on one list of settings — tap a row to set it, and it gets a green v when it's done.

* A progress bar at the top counts what's needed: "5 of 8 needed".

» Needed (yellow tag): the name, players (at least 2), each day's date and course, and Day 1's groups
and games. That's all Start tournament needs.

 Everything else is optional — flights, handicap rules, tees, tee times, shotgun, scorekeepers, who's
paid, trip, admins, printables. Side games and prize pools are set on each day's Games row. Tees default
to the course's tee until you set them.

* Players: with fewer than 2 players, tapping Players goes straight to the picker. Every tick saves on the
spot — tick to add, untick to take someone off. Players already in the event show ticked, a N players
count sits top right, and the only buttons are + Guest and Done.

Bad Golf - Player Guide v2026.11.1871 Page 91 of 126



e Groups: each group is a card with its time. Tap a player to make them the scorekeeper (green check
and a SCOREKEEPER label). Fill the groups By handicap, Random or One group.

* Tee times gets its green check once every group has a time, and the row shows when the first group
goes off.

« Team names only appear on team events. A one-group event doesn't ask — it plays as "Bad Golfers".
* Flights only appears once the field is more than 8 players.

» One section per day on a multi-day event. Later days' groups and games show "Before Day 2" — they
don't block Start.

« Start tournament stays dimmed until everything needed is done, and says exactly what's left: "Still
needed: Players, Groups (Day 1), Games (Day 1)".

 The join link opens after you Save. Until you tap Save (or Start) the Join link row reads After Save and
invites stay closed. If you picked Send a join link, the first Save asks "Send the join link now?"

« Finish a screen (course, groups, games) and you're back on the list with the checks updated.

NOTE
Tournaments created before this keep the older step-by-step setup below.

The Full Setup (Brackets and Older Events)

Brackets, and tournaments created before the quick setup, use the full create screen and the step-by-step
setup. The create screen asks for a name, the tournament type (above Days / Players), the number of days
and players, and the start date, which fills Day 1.

Type What it is

Team Two or more sides (up to 8) scoring cup points against each other, with an optional tournament
pot

Individual Everybody on one combined leaderboard

Bracket A knockout — pick an Elimination style; the Days box becomes a line such as "8 players - 3

Play rounds, one per day..."

"Commissioner is a player" is on by default. Switch it off to run the event without being in the field — you
keep every control and never appear in a pool or the standings. Every on/off switch in the app is iPhone-
style: white knob, green when on.

The form starts empty every time, the create button disables itself while it works, and two commissioners
tapping Start Day 1 at once can't produce two sets of rounds.
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The step-by-step setup

Setup runs one step at a time and saves as it goes — a green "v Everything is saved" line sits on the
Review step, and the Close button reads Save tournament (it returns you to the Tourney tab with "<name>"
saved v). Every step has a working Back.

1. Team names & logos (team events) — name each side, add a logo, and change the team count with the
"N teams ... Change" card. A X removes a team when there are more than two.

2. Add players — pick Bad Golf users (with a Friends filter) or "Add a player (guest)": First name, Last
name, HCP. Adding sixteen players takes about three seconds.

3. Pick the teams (team events) — one column per side; tap a name to move it (with three or more teams:
tap a name, then a team). stBalance by handicap or Shuffle does it for you, the status line reads "v 2 v
2 —tap Next...".

4. Handicap rules — set once for the whole event: handicap basis, percentage, strokes on par 3s, max
score (defaults: own handicap, 100%, strokes on par 3s, no max). The step auto-saves ("Saving... /
Saved v"). Handicaps are entered as xx.x (=9 to 54).

5. Tournament pot (team events) — a checkbox and a buy-in per player, with a live sum ("8 players x 20
= 160 in the pot"). The side with the most cup points across every day takes the pot, split among its
players; a tie splits it. A fee reserve — a percent or a flat amount per player, with a label — can be held
back off the top, and the summary then reads "... held back for X - N to the winners".

6. Then, for each day: Pick the course (titled "Pick the course — Day 2" on later days) — Set the date
(Day 2+ defaults to the day after Day 1) — Configure games — Assign tees - Carts & teams - Add
scorekeepers - Review & start.

Carts & teams builds the carts from the matchups you made on Configure games — two matches per cart,
unmatched pairs seated team-vs-team as four-man carts — and each group header carries a Time field (AM/
PM shown in full on the phone). Groups hold up to 5 ("Cart is full (5 max)"); "One group" seats a field of up
to 5 together. Older events with bigger carts are rebuilt when you open them. The add-player picker opens
one at a time, shows "Loading players..." on a slow connection, and the button reads "Adding..." while it
saves. A blocked step tells you why — Next stays greyed but names what's missing: "2 groups still need a
scorekeeper: Group 2 and Group 4."

Exactly four players, two a side? The Configure Day match pairing is made automatically and shown as
"Tyler O. + Tar B. vs Gregory J. + Steve M." with a Change teams button.

Configure Games — Tournament Games vs. Group Games

Two clearly separate ideas:

e Tournament games are set by the commissioner on Configure games and settle across the whole
field. The main format — Stroke play, Stableford, Quota, Match play, Team match play (2v2), Team
Quota, Team low ball, Shamble, Scramble or Ryder Cup — is one at a time: ticking one greys the
others with "Already playing <X> — one format at a time." Team formats offer 2-man teams (2 v 2 in each
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cart) or 4-man teams (each cart is a team). Individual and Bracket events hide the team formats. A
bracket sets the format for you: whatever you picked for Matches are (Match play or Stroke play) is
ticked on Configure games, and the other formats are greyed out with "Set by the bracket — Match play."

* The field prize pools — Tournament Skins, Low Net, Most GIRs, Fewest Putts, Long Putt, Closest
to the Pin, Long Drive — sit under Extras. With Ryder Cup or Scramble on, the individual pools grey
out: "Ryder Cup plays a shared ball — no individual scores or stats to pay this on." Stroke play and the
Low Net pool grey each other out — "Stroke play already runs the Low Net prize pool."”

e Main formats carry no units of their own — they're paid from the tournament fee; the pools and extras
keep units.

» Group games are each cart's own action — Nassau, Banker, Wolf, junk and the rest — set on the cart's
round exactly like an ordinary round and settled inside that cart. A pool switched on for the whole event is
what pays; the same game inside a cart is suppressed so nothing settles twice. A cart's group games
never pre-tick Long Putt when the event runs the Long Putt pool.

Tap-to-pair matchups. For team games, tap a player, then a teammate — a pair; tap a pair, then a pair on
the other side — a match. ssAuto-pair by handicap / Shuffle do it for you. Ryder Cup uses the same
builder. Match play in an event has one "Units per match — every match" and one "Net or gross —
every match" header instead of per-match fields.

Configure Day starts clean for every new event and every new day — no carried-over ticks, hole chips or
units — and keeps your work until you tap Save Day. The CTP hole picker shows par 3s only.

Flights

Settings — Flights splits the field by handicap so each flight plays for its own prizes. One flight (everyone
together) is the default, and the row only appears once the field is more than 8 players. It gets a green
check once flights are saved.

 Pick how many flights, then 55Split by handicap (even groups) — Flight 1 is the lowest handicaps. Tap
a number beside anyone to move them.

* One switch for every prize pool: Per flight or Whole field. It covers Skins, Low Net, Most GIRS,
Fewest Putts, Long Putt, Closest to the Pin, the Birdie pool, Nassau and the points pools.

* Long Drive gets a winner per flight when flights are on.

e The Event Leaderboard gets a Standings by flight button, and pool rows name the flight ("Skins — Flight
2").

Shotgun Starts

Settings - Shotgun start (per day) sends every group off at once, each from its own hole. Auto-assign
spreads the groups around the course, or tap to set each group's hole.

e Each group's scorecard and GPS open on its starting hole, and the card wraps from 18 back to 1.
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e Games score as normal; the final settle waits until every hole is in.

* A player joining a shotgun round is told which hole they start on.

Join Requests and Who's Paid

« Join link — one link anyone can open to ask to join: no account needed, just first name, last name and
handicap. You approve or decline each request. Approved players are asked to sign in so their spot ties
to their account. If someone asks under a name you already typed onto the roster, approving links them
to that spot ("v Already on your roster — approving links them") — no duplicates to clean up.

* Who's paid — a tick per player ("6 of 10 paid"). It's a reminder only: it never blocks starting a day or a
pool, and nothing moves money.

Trip — Lodging, Rooms & Itinerary

Settings — Trip turns a multi-day event into a trip: where you're staying (name, address, check-in/out),
rooms — each room number and who's in it — the itinerary (date, time, what) and notes (gate codes and
the like). Players get a Trip button on the event, with Your room shown at the top.

Photos

Every tournament has a shared Photos album (leagues too — see Leagues).

» Add photos from the album (pick several at once) or tap **** beside GPS on the scorecard — that photo
is tagged with the hole.

e Everyone in the event sees photos as they come in. Tap one to view it full screen, swipe between them,
and <: Share it.

* Up to 100 photos per tournament. Photos are shrunk on your phone before upload.

« Delete (two taps) — the person who added it or the commissioner.

» Multi-day events filter by Day.

TV Leaderboard

Event Leaderboard - TV board fills the screen with a big, auto-updating leaderboard for a TV in the
clubhouse: place (T for ties), name, total net to par, today on multi-day events, and thru (holes or F).
Flights get a column each; a big field splits into two columns and long lists scroll themselves. It refreshes
every 30 seconds and keeps the screen awake.

* TV link (commissioner) makes a private link — open it in any TV or smart-display browser and the board
shows with no login. It shows scores and names only.
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e Turn off TV link (two taps) kills that link; any TV using it stops within 30 seconds. Tap TV link again for a
fresh one.

Printables

Settings — Printables makes letter-size PDFs with the Bad Golf logo that you save, share or print from
your phone. Pick the day on a multi-day event.

» Scorecards — one page per group: par, stroke index, each player's playing handicap and dots on the
holes where they get strokes, boxes to write scores, Out/ In / Total / Net. When the day has Closest to
the Pin, Long Drive or Long Putt, the card adds write-in boxes for each one — the hole, who has it
and how far.

« Cart signs — two per page: Group N, the tee time (or starting hole on a shotgun day) and every name,
big.

* Pairings & tee times — the day's tee sheet: every group, its time or hole, players with handicaps (and
team and tee).

* Results — the event leaderboard.: net to par, gross and thru, by flight when flights are on.

NOTE
Names in Korean, Japanese or Chinese characters don't print yet — the PDF font covers Western
European letters.

Event Page

Settings — Event page makes an unlisted web page for the tournament that anyone with the link can open
— no account, no app. Great for family, sponsors and the group chat.

e Leaderboard (net to par, today, thru — by flight when flights are on; refreshes every minute), Tee times
for every day (or each group’s starting hole on a shotgun day) and Photos from the album.

* Full names. A player who switches off Profile . Show me on public event pages doesn't appear
anywhere on it — not in the tee times, not on the leaderboard, not in photos they added.

 Share the page link, Open the page (preview it yourself), Turn off the link (two taps — the old link
stops working, make a new one any time).

» On a quick-setup event the page link opens after your first Save, like the join link.

* Right on the event card: every event card shows Event web page - No app needed with two buttons —
Open (opens the page in your browser) and Share. A commissioner whose event has no page yet gets
Make the web link there instead. Players only see it once a link exists.

* Trip also has a Event page button, so the trip and the event page are one tap apart.
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Sponsors

Settings - Sponsors — the commissioner adds each sponsor's name, logo (pick a picture; it's resized on
your phone) and an optional website, and can give a sponsor holes. Deals and payments happen outside
the app.

e Logos show on the event page, along the bottom of the TV board, and on every printable ("Thank you to
our sponsors”).

» A sponsored hole shows "Sponsored by Acme Golf" under the hole number on every scorecard in the
event, and the printed scorecard lists the hole sponsors.

* A hole belongs to one sponsor — picking a hole another sponsor has moves it.

 Your work is safe while you type. Tapping outside the Sponsors window no longer closes it — only
Done, Cancel or Save do. Cancel with unsaved changes asks "Discard this sponsor?" (Discard / Keep
editing). And if you do get kicked out, reopening Sponsors brings back the sponsor you were working on:
"Restored your unsaved sponsor — tap Save to keep it."

Event Reminders

Pushes that go to everyone in the event (commissioner included):

« Tee time tomorrow — about 6 pm the evening before each day: "Day 2 is tomorrow at Waterview Golf
Club — your group tees off at 8:10 AM." (or your starting hole on a shotgun day).

* Sign-ups close tomorrow — set an optional Sign-ups close date on the Join requests sheet. The day
before, players get a nudge to pass the link on and the commissioner hears how many requests are
waiting. After that date the link stops taking requests.

 Join requests and approvals — the commissioner hears when someone asks to join; the player hears
when they're approved.

» Tapping a tournament push opens that event (a join request opens the Join requests sheet).
e Turn them all off with Profile — Push notifications - Event pushes.

Ask the Commissioner (trial)

Settings - Ask the commissioner (top row, commissioners only) lets you make changes by typing — or
saying — them in plain English.

» Examples: "swap Mike and Steve on day 2" - "Dave subs for Tom (12)" - "Kevin's handicap is 12.4" -
"move group 3 to 8:40" - "group 2 starts on hole 10" - "add Jane Smith 14" - "Tom paid" - "skins 5 units" -
"2 flights" - "Kevin keeps score for group 1" - "90% handicaps". Several at once on separate lines.

» Questions work too: "who hasn't paid?", "who isn't in a group?", "show day 1 groups".

* Nothing changes until you confirm. You see a preview — Will change v ... and any problems — then
Confirm N changes.
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e Guard rails: a group whose round has started is never changed; prize pools, flights and the handicap
allowance lock once the event starts; groups max out at 5; a name that matches two players asks for the
full name.

* Talk works in a web browser. In the iPhone and Android apps, use the microphone on your keyboard.

« This is a trial — it may change or go away.

Ties — the Card-Off

When players tie for Low Net in a tournament, the prize goes to a USGA card-off: lowest back 9, then back
6, then back 3, then the 18th hole — handicap-adjusted for net. Nine-hole events use the last 6, last 3 and
last hole. Only a tie that survives all of that splits. Rounds played before this change keep their old result.

Invites

Quick-setup events: invites and the join link open after your first Save (see the checklist above). Full-setup
events: invites are sent from the Review & start step. The first time you reach it with every step done, the
app asks once: "Your event is set. Send the invites now? Players with the app get a notification; everyone
else gets the link by text." — Send invites / Later. ®Personal invites on the Review step resends any single
one; the invite icon is everywhere. There are no phone numbers to type — the text invite opens your own
Messages app, and it says what you're playing ("We're playing Skins and Low Net Pool").

Invite all players on the event card (commissioner) sends one message with two clear ways in:

» To PLAY — tap to join the game in the app (iPhone and Android links).

* To FOLLOW ALONG — tap the event web page link, no app needed. If the event has no web page yet,
one is made for you.

A guest added by name sees an "Is this you?" card the moment they sign in and takes their own spot.
Invites for a finished event retire themselves.

The Event Card

Each event on the Tourney tab is one card: the name, date and tee time, then a strip of Details - Board -
Chat (plus Edit - Delete for the commissioner). Edit opens the event's settings — the old full-width Edit
settings button is gone to save space. Below that: Invite all players (commissioner), the Event web page
box with Open and Share, and the groups.
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Starting and Playing a Day

B Start Day N sits on the event card, one per day, grouped as Day N - date - status - N groups. A live
event opens on the Review step with the next day's Start button and "- scheduled / in play / finished" per
day.

» Each cart has to fit the day's games — Vegas and Ryder Cup need exactly 4, a 2-man scramble needs
4. If some carts don't fit, you're asked "Launch the others anyway?" and those carts stay unstarted until
they're re-paired. If none fit, "Nothing launched" tells you which to fix. Moving a player into a cart whose
round has already opened is blocked — swap instead.

» Games a cart set up for itself (its own Nassau, Skins, Greenie, Birdie Bump...) get their own cards on
the Games screen, tagged (your group), alongside the field games.

« Starting a day lands the commissioner in their own group's round. Each group is its own round; its
scorekeeper keeps the card the way any round is scored. The Score tab's "- left the round?" works
here too.

e The Event Leaderboard — the icon on the card — tabs by Day N - Group M (a sideways-scrolling pill
strip on phones) with a Strokes | X Matches (N) pair on match days, cross-group matches included. The
Long Drive pot row names the winner and the day.

* Cup standings (team events) are kept per real side; at three or more teams the cup card becomes a
ranked table.

e Awards on the leaderboard shows what every pool paid. Text Final Standings and the summary share
attach the whole field's scorecard, not just your cart's. All units figures print as whole numbers.

* Closing a finished tournament round lands you on the Tourney tab (no leaderboard pop-up); "Full
standings & awards" on the summary opens it on demand.

e Every tournament card has a "a Collapse" bar; your own group's fold opens by default. The Review
step shows the real game count — "Prize pools: Skins 5 - Long Putt 1 - Low Net 1 - Most GIRs 1 - Fewest
Putts 1" and per day "Games: CTP 1 (hole 17)".

Brackets
A Bracket Play event has a real Carts screen — rows labelled Group N, two matches per tee time. Day 1's

carts build themselves from the bracket; Build next day unlocks only when the previous day is complete,
and bye players ride along in a match cart. The prize split drops the ".00".

Officials, Opt-Outs and Guests
« Official (not playing) — a co-commissioner who tracks the games but isn't in the field: full manage rights,

never in a pool or the standings. Everyone sees a "Officials (not playing): [name]" line on the event home
screen.
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« Sitting a player out of one game — per-player opt-outs, set by the commissioner under "Who's in each
prize pool"; an opted-out player isn't charged and doesn't grow the pool. Closest to the Pin and Long Putt
never charge a no-show.

* Removing a player who already has scores clears them from every launched card and money pool, after
a warning.

Finished Events

A finished event collapses to a single Finished row on the Tourney tab with results & details; its rounds file
under Completed Tournament Rounds on the Rounds tab and count toward Stats and Badges like any
other round. Lists show the latest five, with v Show N more and v Show N past events.

Deleting a Tournament

Only the commissioner (or an admin) can delete a tournament — Delete on the event card or in Tournament
Settings. The confirmation reads "This removes the tournament AND the rounds it launched (scores and
games) for everyone." and it means it: the event, its days, groups and roster, every cart round it launched
(whoever owns it), those rounds’ units, every player's score history and stats backup, the shared Rounds
and crew feeds, its invites and chat, and any badges those rounds earned are removed in one server-side
step. Everyone else's app drops it the next time it syncs. It cannot be undone.
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More - League. A league is a season-long competition — a group of golfers who play a scheduled series of
weeks against each other or against the field, with running standings, league handicaps and units tracked
automatically. Leagues live in their own tab, separate from casual rounds and tournaments.

Leagues are out of beta and open to every signed-in user. There is no invite list, no access request and
no BETA pill — sign in and the League tile is in the More sheet. It is the one thing on the More sheet that
needs an account: a league seat is tied to a user, so a guest has nothing to attach to. Sign in and it appears.

Two places explain leagues without leaving the app:

* More - Info has its own Leagues section — seven drop-down explainers covering what a league is,
joining one, weeks and missed weeks, scoring and handicaps, side games, how the money works, and

running one. It sits right after the two handicap explainers on purpose, because a league week is scored
net and the handicap sections come first.

» The welcome tour has a "Leagues — play a season" card, fifth of six, after Side games and before the

closing help card. It points at the More tab, the same place the card after it points, so the two read as one
thought: here's the feature, and here's where it lives.

What a League Is

* A league runs one season at a time, made of weekly fixtures. The season is 6-12 weeks, set with a
slider at creation.

 Every league is one of two formats, picked by the commissioner (the wording is "format" everywhere —
League format, Pick the format, Save the format):

« Individual — against the field (default) — no opponents; everyone posts a score each week and the
standings rank the whole roster. A field league has no schedule to build, and with "Accept rounds from

any course" switched on it needs no course or tees either — rounds score net-to-par against whatever
course they were played on.

« Team league — "Two man teams paired against another team each week." A new team league lands on
Scramble; team match play is one tap away.

« (The old "Individual — head to head" format is retired for new leagues; a season already built on it keeps
working.)

e The commissioner also picks "This Week's Game": Stroke play or Stableford for a field league,
Scramble or Team match play for a team league. In a scramble league the handicap is set per team —
one HCP box and one tee for the pair.

 Every league has a logo — a monogram by default, or a badge or photo the commissioner picks.

Joining a League

Bad Golf - Player Guide v2026.11.1871 Page 101 of 126



Leagues are invite only. There is no join code to type.

e The commissioner adds you to the roster using the same player picker as tournaments and rounds —
search Bad Golf users, filter to Friends, or "=f= Add a player" for someone who isn't on the app yet.

* One link, texted to the group. \Whoever taps it signs in, sees "Which one are you?" — a list of roster
names nobody has claimed — and taps their own name to claim their seat.

* "Is this you?" — if your account name matches an unclaimed seat, the League tab offers it to you
directly, no link needed. "That's me" claims it; "Not me" dismisses the card and it won't ask again on that
device.

* A name that doesn't quite match the account claiming it — a nickname, a shortened name — is still
allowed. The commissioner sees a flag on the roster rather than the claim being refused.

* Once every seat is claimed the shared link stops offering anything.

Tapping the link while signed out works. The app holds on to the invite, opens the sign-in box and tells
you why — "Sign in to accept your league invite" — then finishes claiming your seat for you once you're in
and your name is set. You don't have to find the text again.

The Week Screen

* Your current fixture sits at the top, with a Standings button — the one solid-colour button on the screen
— and administrative actions like Update players as outlined buttons.

* Each fixture card shows its own status — not started / in progress / complete — and a Start button
marked "- yours" on the fixture you're actually in. Other people's fixtures are still open to view, and to join
if their round has already begun. Looking isn't starting.

* Rules — a member-facing "How this league works" screen listing the game, the points system, the
handicap method and the distribution structure, and which week's settings each came from.

League Night

* A week auto-opens about 48 hours before its date, the first time any member opens the app after that
point. The commissioner can open a week early.

* No tee times are collected. Setup and the week screen ask only for the day — the card reads "Tue, Sep
1", not a time. Tee times are between you and the pro shop.

* Nine-hole leagues rotate front and back nine automatically, and a week card shows a front/back
picker. Eighteen-hole leagues don't show that picker at all.

* Rainouts use "Change the day" on the Schedule screen, which moves a week's date without touching its
pairings or numbering.

Entering Your Card
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Two ways a week's score reaches your league card:

« "Start this week's round" — launches the round from inside the league, so your card posts itself when
the round finishes. In a field league you're placed in a foursome for the week; in a head-to-head or team
league each fixture is its own round.

* "Pick a round I already played" — attach a casual round from this week as your league card. Only
offered if the commissioner turned on self-scheduled rounds.

The witness rule. A card settles the moment at least one other active league member was in the round with
you — normally your opponent, but a groupmate counts. If nobody else from the league was there, your card
takes the solo path: it sits pending approval until an opponent or the commissioner approves it, or auto-
approves after a set number of hours if nobody objects.

« In a head-to-head league, if your opponent has an account, you both need to have been in the round
together — or they approve your card — for it to settle. If your opponent has no account, that match has
to run from "Start this week's round" so one phone can score both sides.

« If the league requires rounds be played in the app, the commissioner cannot hand-key a missing score;
the week screen simply reads "not played”. Turning self-scheduled rounds on for that week restores the

manual Enter card option.

League Photos

Every league has a Photos button on its card — one album for the season, filtered by week, with up to
100 photos per week. Add from the album or with **** on the scorecard during a league round (tagged with
the week and the hole). The uploader or the commissioner can delete.

Self-Scheduled Rounds

A league setting, off by default, that lets a round you played on your own count as that week's card.

« It must be the week's course — net scoring compares everyone against that course's rating and slope.

* You pick which round, from your qualifying rounds (right course, right hole count, played within the
week's window — 6 days by default), and can change your pick until the week finalizes.

* Finish any round that fits an open week and the app asks right there: "Post this round to <League> —
week 42"

Handicaps in a League
A league handicap is the exact number of strokes the commissioner gives a player — not an index

converted per tee, rating or slope. Type 12 and that player gets 12 strokes, every week, on any course the
league plays.
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« Set once for the season, not weekly. The handicaps screen has an "Apply from" week selector: save

a number and it applies to that week and every later week that hasn't opened. Weeks already played keep
the number they were played under.

»
o

< Use Bad Golf handicaps" fills every player's number from their own index, behind a confirmation
showing exactly what will change. Players with no index are named and left blank.

* On the roster screen, each player's row carries its own HCP box the commissioner can edit directly.
* Handicaps lock the moment a week opens.

Match Play and Head to Head

e Match play — 1 point per hole won, ¥ for a halve, plus a 3-point bonus for winning the match. A 9-hole
week is worth 12 points; an 18-hole week is worth 21 points.

« Stroke play head to head and Stableford head to head — the low net total (or higher Stableford total)
takes the match outright, worth 1 point, ¥ for a tie.

e The week screen and the standings show the running match state — score, holes remaining, and which
side is up.

Team Leagues and Team Scoring

Teams are 2-man. The commissioner picks one team scoring rule for the whole league:

Rule How a team's score is built
Best ball

Each hole, the lower of the two partners' net scores

Aggregate Each hole, the sum of both partners' net scores

Scramble One ball, one card — a single shared score, nothing to combine

If only one partner posts a card, the team plays that one card under either rule, so nobody is penalized for
a missing partner.

Worked example — two holes:
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Hole 1 Hole 2

Team A, Player 1 3 5
Team A, Player 2 7 5
Team A — best ball 3 5
Team A — aggregate 10 10
Team B, both players 4/4 4/4
Team B — best ball / aggregate 4/8 4/8

Under best ball the match is halved — each side takes a hole. Under aggregate, Team B wins both. Same
two scorecards, opposite results, which is exactly why the commissioner picks the rule rather than the app
guessing.

Substitutes

If a player can't make a week, the seat is filled directly — there's no invite-and-wait queue.

- "of= Add a sub" opens the standard player picker: pick an existing user or add a guest (First name, Last
name, HCP), done.

 "Update players" sits on the Schedule screen next to "Change the day", on any unplayed week. Sit out
on a player opens the sub picker immediately, and the seat then reads "Out - <sub> is in". Back in
reverses it.

 The scoring rules for a sub are fixed, and worth knowing before an argument starts:

* League points go to the side being subbed for — the match and the standings credit the absent
player's seat, not the sub

* Weekly pools charge the sub — whoever actually posted the card pays into, and can win, that week's
skins, low net and the rest

« Stats save under the sub — their own handicap and round history record the round, because they
played it

* A designated sub never counts toward the pairing math, never appears in the standings or field weeks,
and never pays the season entry — but does pay into the weekly pools on nights they play.

« In a team league a missing player's seat is settled by a sub or a forfeit only — the "Out this week" card
doesn't offer a blind draw or "play the course" for teams.

* A member removed mid-season: their remaining one-on-one matches become byes for their opponents
instead of forfeits.

Side Games and Season Pools
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Two separate systems, and they are easy to mix up.

Side games (Settings — Side games) — the ordinary round side games (skins, closest to the pin, fewest
putts, GIR, low net, longest putt) stamped onto the round when the night is played. These settle inside the
group, player to player, exactly like a casual round. Set once at league level; every week inherits it unless a
week is overridden.

Dues and pools (Dues and pools) — the league's own units ledger. It holds the season entry (in units), the
distribution structure, and the weekly pools, tracked across the whole season. There are seven of them:

Weekly pool Where the winner comes from

Skins worked out from the posted cards

Low Net worked out from the posted cards

Most GIRs worked out from the posted cards

Fewest Putts worked out from the posted cards

Closest to the Pin claimed on the round card, one row per hole
Longest Putt claimed on the round card

Longest Drive the commissioner picks the winner by hand

Ties for the week's lowest net go to a card-off (back 9, back 6, back 3, then the 18th hole, handicap-
adjusted) — only a tie that survives all of that splits. Weeks finalized before this change keep their old result.

Most GIRs and Fewest Putts are the two newest. Like the other computed pools they tie-split evenly, and
only players whose card can actually be ranked are charged into them — if your card has no putts
recorded, you're not in the putts pool and you don't pay for it.

NOTE
Wolf, Banker and Nassau are deliberately not offered as league pools — they're built around a group of
four negotiating hole by hole, which doesn't survive being scored across a whole league night.

This is the one to check when weekly pools don't show up in the season ledger. Pools set
up under Side games settle inside the group's round and never reach the league'’s units screen.
Only pools set under Dues and pools appear in the season totals.

 Claimed pools are asserted by someone tapping "I've got it"; a later claim on the same hole displaces an

earlier one, and any member can challenge before the week finalizes. Computed pools come straight
from the cards.
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* Everyone on the roster is in every pool that's switched on by default. The commissioner can uncheck
players for a specific week; an opted-out player isn't charged and the pool shrinks by exactly their share.

* A pool with no winner recorded charges nobody. A closest-to-the-pin nobody claimed, a longest drive
the commissioner never picked, a skins week where every hole tied, a low net where no card qualified —
all of those used to collect everyone's buy-in and pay nothing out, permanently. Record the winner later
and the charge and the payout appear together.

* A manual pool splits across the winners actually recorded, not across the number of holes it was set
up for. Four CTP holes with two winners recorded pays those two half each, instead of paying a quarter
twice and stranding the rest.

How the pools read on the awards and units screens:

non

* Closest to the pin gets one row per hole, each with its own winner — "Closest to the pin - hole 5",
hole 12" — rather than four holes merged into a single row carrying three names and one arbitrary hole
number.

» Skins shows each winner's own skin count and the week's true total — "12 skins - 2.50 a skin" —
instead of borrowing the first winner's "1 skin" as everybody's label.

What an ordinary member sees vs. what the commissioner sees. On the standings and
money screens a non-commissioner's prize-pool cards are titled "...what you won" and carry
the line "Only your own winnings are shown here — the commissioner sees the whole field."
The card only ever listed the viewer's own ledger lines; without that title it read like the whole
field's results, so a member who won one pool looked to himself like he'd won every pool.
Commissioners see the wording unchanged.

Worked example — a scramble team's weekly pool. A 5-unit skins pool, 8 players, 4 scramble teams. A
scramble side plays one ball, so it enters once: the pool collects 4 x 5 = 20 units that week, not 40. The
units screen says so out loud — "5 units each team, each week - 4 teams — a scramble side plays one ball,
so it enters once."

Season Standings

* Head-to-head and team leagues rank on points: weeks played, wins/losses/ties, with a countback
tiebreak (back 9, then 6, then 3, then 1).

« Playoff weeks don't count toward the regular-season table or the season pot, and the season pot pays
out only once every regular-season week is final.

« Individual field leagues run a to-par season race: every posted card's net score, converted to strokes
against the par of the holes actually played, adds to a running total. Lowest total wins.

A field league is strict about attendance. Miss a week with no card posted and you're marked
OUT for the season. There is no "best N of M" cushion. The only way back in is the
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commissioner entering your card by hand — which brings its own real strokes with it, not a free

pass.
Worked example:
Player Rounds To par Status
Alpha 2 +2 —
Bravo 2 +10 —
Charlie 1 +8 OUT — no card week 2

After the commissioner enters Charlie's missing card — a real +9 round — Charlie sits at +17 over 2 rounds
and re-enters the race below Bravo, not above him.

Foursomes

Field leagues don't pair one-on-one. The week is split into balanced foursomes automatically.

e Groups of up to 4 (adjustable, default 4), drawn in balanced sizes — 9 players become 3/3/3, never 4/4/1.

e Any active league member can start any group's round, not just players inside that group. Most
leagues have members with no Bad Golf account, and a foursome made entirely of those players would
otherwise have nobody able to tap Start.

e Each card shows its player count, the names, "- yours" on your own group, and a status.

» Head-to-head and team leagues don't use foursomes — each pairing is its own round.

League Dues, in Units

Bad Golf tracks and reports league units. It does not collect or hold anything.

* One season entry, in units, paid into the season pool and distributed at the end. Set on the create
screen.

« Distribution structures: All to first, 80/20, or 70/30 — all three save correctly now. A tie for a paid place
splits that place evenly — never a coin flip.

* Weekly pools settle every week; the season pool settles at the end of the season.

 The units screen shows a card per week naming that week's pools, a season card, and a running season
total, with Unit Totals as the live who-trails-who summary.

Worked example. 8 paying players (of 9 on the roster — one is a designated sub) x 75 units = a 600-unit
season pool. Two teams tie for first under All to first: the 600 units split evenly across those 4 players —
150 units each.
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Running a League (Commissioner)

Tap "+ Create a League" under More - 6 League. The create screen asks for: league name - start date
(with a start week field) - league fee (the season entry, in units) - "What do you play?" (the format) - holes
each week - "How many weeks?" (the 6-12 slider) - "Playoffs at the end?" - "Commissioner is a player"
(on by default — off, you run the league without playing; you still get p> Start Week N on the league card
each week, and tapping your own row in Add players reminds you to flip the switch) - "Let players post
rounds they played on their own" with a nested "Accept rounds from any course" switch - and the fee
reserve — a percent or flat amount per player with a label, held back off the top of the fees. Tapping Next
replaces the form with "League created — opening the setup...".

« Playoffs size themselves once the roster is real — top 2 for 8 or fewer players, top 4 for 9 or more. Off,
the line reads "Whoever tops the season table at the end of week N wins the league.”

« Creating a league takes you straight into setup, never back to a list.

* Split seasons and flights were both removed from setup deliberately, to keep the create screen simple.

The setup wizard, in order: Game - Players — Teams* —. Course — Schedule - Handicaps -
Handicap rules - Dues and prize pools — Side games (last). (*Teams only appears for a team league. A
field league skips Schedule; an any-course league also skips Course and tees.) Every Back is red and
retraces the screen you were actually on, and a red "Cancel setup” sits under it on every step. The last
button reads Create League.

* Add players — the pill reads "N players" and updates on every tap, a non-playing commissioner isn't
ticked or counted.

» Teams — fun default names (Shank Redemption, Bogey Nights, Fairway to Heaven, Putt Pirates, Bunker
Mentality, Mulligan Militia, Grip It & Rip It, Turf Surfers, Sultans of Slice, Divot Dynasty, Driving Ambition,
Par Bandits); pick both players without the list closing; a full team folds to a green v Ready row.

* Handicaps — a scramble league allows blank = 0.0; the "Apply from - Week N" picker is hidden until the
season has started.

» Side games — a scramble league shows only Long Putt, Long Drive and CTP. The note reads: "Side
games are settled on the night between the players in the round. The league fee and prize pools are set
separately on Dues and prize pools."

* Game — changing to a game with a different fixture shape clears any pairings already generated.
You're warned first, then routed into rebuilding the schedule.

» Course — required before the schedule can be built; picking one stamps every week that hasn't opened.

* Handicaps is the last required step before a league is playable, and finishing it routes into Side games,
then Dues and pools — both used to be easy to skip.

 Every step is reachable later from $Edit settings, which carries full-width buttons for Schedule, Course
details, <, The game, League format, Side games, League Fees, Update players (with a Done
button), Configure carts (tee times and a scorekeeper dot per group), Text everyone the link and a
"Players submit their own card each week" switch (on, the week screen shows only Your card — Pick
a round), plus Teams on a team league. "Local rules" and "How rounds get posted" fold closed on entry.
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Schedule actions:

* Rebuild the schedule regenerates the whole round-robin pairing set. There is no "reshuffle just this
week."

e Change the day moves one week's date without touching pairings or numbering.

e The Schedule screen prints a round-robin fit verdict computed off the actual roster — e.g. "8 players
need 7 weeks to play everyone once. Over 6 you play 6 of the 7 rounds, so each player misses 1
opponent.”

* Update players and a sub flag (name in for name / A name is out, no sub yet) appear on each week's
card.

Entering somebody's card by hand. The commissioner's "Save their card" screen carries an optional per-
hole putts box, shown whenever a putts or GIR pool is switched on. League cards now record per-hole
putts, GIRs and fairways, so a hand-entered league round produces real statistics for that player instead of
a bare score.

The week, for the commissioner. Start Week / Open the week on the week card; [Pick a round] [Enter
card] beside every "No card yet" row (you can pick a round for any member); Finalize names anyone still
missing a score — "Dana Giriffin and Marcus Deleon are missing a score for week 3. Finalize anyway?" —
Finalize without them / Wait. A finalized week reads "This week is finished..." with Week N results.
Leagues where players post their own rounds get a daily 9 am reminder until the card is in and close the
week automatically once every card is posted, everyone gets "Week N is final. Tap to see the standings."
The last week flips the season to complete: the league card collapses to League Standings, and Full
schedule shows the read-only season.

The standings screen shows Final standings with a green "final - N weeks" pill on a complete season; a
Playoffs card with three states (not built / built with "P> Open week N — start it there" / Champions) and the
prize pool as fee x payers — reserve; the money card as League fees — Held back — <label> — Season prize
pool (net); the Matches card with team names, net, and a hole-by-hole Scorecard; and Scorecards by
week — a team picker for team leagues, or per-week leaderboards with a player picker, "T5" ties, Card and
View all N cards — Week N for field leagues.

Deleting a league voids every round it launched — completely. Those rounds come out of everyone's
Rounds list, out of the shared recent-games and crew feed, out of every player's Stats and score history,
and any badges they earned go with them. The confirmation says so: "The rounds it launched are voided
too, so nothing from this league is left in anyone's Rounds or Stats."

This is a change from how it used to behave. Deleting a league previously left every round it
launched in place, and the old confirmation promised exactly that — "The rounds people played
stay in their own Rounds and Stats." If you deleted a league expecting the rounds to survive,
they no longer do.
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Known Limitations — Leagues

« "Start next season" is not reachable from the app. The rollover exists on the back end but nothing in
the current interface calls it, so a commissioner cannot start next season today.

* Side games vs. Dues and pools is the most common source of confusion — see the box above.

« Self-scheduled rounds are off by default on every new league.

» Longest drive can never be measured automatically — the commissioner always picks that winner by
hand.

* No flights and no split season. Standings run as one undivided table for the whole roster.

* Playoff bracket size is automatic and can't be set by hand.

* There is no ringer card and no printable standings sheet. The "The season so far" card that carried
both — a "Ringer card" button and a "Print a sheet" button — was removed from the standings screen,
and the ringer view itself has since been deleted.

* There is no in-app switch for the public standings board. The "Share the table" card and its "Send
the link" button were removed, so a season can no longer be published to a link anyone can open — and
a season that was already switched on before the card went away stays readable at its link. League
members always see the standings inside the app either way; that was never what this switch controlled.
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The Friends tab is your player roster and your friend network. It's free — the whole social layer is. (The Live
now list is on Home.)

Order on the tab: Friend requests — Bad Golf Users — Player stats (with the picked player's badges row)
- Compare to a friend. The Player stats picker shows each player's profile circle and full name, with you
pinned first as "(me)".

Friends List

» Shows all accepted friends

« Tap a friend's photo for their profile card: handicap index & status, recent rounds & scores, "View all
rounds", "Invite to next round", and (for guests with no email) "Invite <name> to claim these rounds"

* Add a friend: the "+ Add" button opens "Add a friend" with a searchable crew list. Tap a player to send
a request

e Search is smooth — debounced, no strobing, results only repaint when they change, and the box has
autocorrect/autocapitalise off with a search key on the keyboard

» Where two accounts share an identical name, an unused duplicate (no rounds played and no sign-in for
60+ days) is hidden, so you only see the real person. A unique name is never hidden

 The button disables on tap so you can't send two requests and two pushes

» Accepting and removing a friend now tell you the truth. Accepting used to say "Friend added" even
when the write failed, and removing a friend could silently fail and the person would reappear on the next
load

Friend Requests

* "Friend requests" shows pending requests from other players

* A red pill on the Friends header reads "1 request v" / "N requests v" when you have pending
requests. Tap the header to expand to Accept / X

* An in-app friend-request pop-up appears when someone sends one, and a badge appears on the
Friends tab

* Accept and they appear in your Friends list; you can then invite each other to rounds, see each other on
Home's Live now card, and read each other's posts on the crew message board

Live Now
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The Live now card on Home (directly above Your rounds) is where you watch a friend play — one row per
live round, with a Spectate button. A round you're playing in shows P> Join instead. (It moved from this tab to
Home. The old Wager button is gone with the rest of the wagering feature.)

Player Stats — All Eight Tiles Tap Through

Open a player's card - Player stats (this also works from the leaderboard player popup). All 8 tiles are
tappable, including Rounds (their rounds list) and Lifetime Games (their game history), plus GIR %,
Fairways %, Putts, Avg score and the rest. A player with no data shows N/A.

Game history is complete for friends. Tapping a friend's units on the leaderboard, or Lifetime Games on
their card, now lists every round they've played with games — including rounds you weren't in. It used to
show only the rounds your own phone had seen, so a friend's Sunday round with another group was missing
and the total under it disagreed with the leaderboard row. Both now read the same place.

Crew Management

e The "Crew" section lists all players ever in a round with you (your shared roster), sorted A-Z
 Tap a player's row for their profile card

* The Crew leaderboard never shows a self-reported handicap — a player with no computed index
reads "N/A", not their TEMP number

 Leaderboard rows fall back to the person’s account profile photo when their roster entry has no avatar
* Removing a player from the roster is an admin function — see Admin —. User Management
« View on a completed round in a player's rounds list opens the Games sheet

* Merged players show as one person. When two spellings of the same player are merged, every phone
shows one row with combined totals — in Friends, Bad Golf Users, Friends & Foes and every round,
tournament, league and tee-time picker — on the next refresh, no force-close needed
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More - Courses. Two things that used to live elsewhere:

Find a Course
Search any course in the library (this moved here from Play) and open its Course Preview: GPS Preview

(every hole's map and yardages), Scorecard, and Start / Schedule Round. A course's website and maps
links open in a new page rather than replacing the app — on the phone, an in-app browser sheet with Done.

Canada
Ontario is in the course library — over 600 courses, most with full GPS, scorecards, tees and ratings,

shown with the province name (Ontario) in the pickers. More provinces are coming. A handful of Ontario
courses near the Quebec border are listed under Quebec.

Live Holes Across America

Fifty live course cameras — 45 across the lower 48 plus 5 in Hawaii behind "Show Hawaii" — each with a
weather chip. The section starts collapsed and remembers whether you opened it. A cam's **** button opens
the real Course Preview when the cam matches a library course. Cams open in a new page.
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Starting Your First Round

n >

. Home tab - "<, Play now" (or the middle Play button in the bottom bar)

. Search and select a course — or accept the home course it already picked for you

. Pick your tees — the dropdown shows rating/slope and yardage, and your handicap auto-sets

. "Select a Player" to add your crew (up to 8) — team games balance themselves as you go

. Toggle the games you want

. Configure rules: Gross/Net, and Round Tracking (Putts, GIRs, Fairways, Penalties, Sand saves)
"p Start round now"

. Score tab appears — enter scores hole-by-hole, or tap "Say the scores"

© O N O AN W N K

. GPS opens when you tap the "Score" button

~
.}

. Games shows the live leaderboard, the units and the final standings

~
~

. "Save & return home" when you're done — tap "Reopen round" later if something needs fixing

Watching a Friend's Round

1. Home - the Live now card (above Your rounds)

2. Tap Spectate on a friend's live round (your own round shows P> Join)
3. GPS opens in spectator mode (read-only)

4. See their live location if they've shared it; scores update in real time
5. Tap the player dropdown to switch between players

6. The X puts you back on your own round, on the hole and tab you left

Checking What a Round Cost You

1. Home tab, Rounds tab, Friends tab or Tourney tab - find the completed round
2. Tap View — the Games sheet opens
3. Read the group units, then Final standings — this group

4. Scroll for the full scorecard — gross with net underneath, blue circles are your group's skins, gold are
tournament field skins

5. On a tournament round keep scrolling to the event block — the whole-event final standings, the other
groups' games and Tournament Results
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Reading an Award Screen

1. Open the Games screen, or Awards on an event
2. Pick a scope: Tournament total or Group total — the chip governs everything below it

3. Each row is PRIZE POOL / WINNER / WINS — WINS is what the winner collects, not the prize pool size;
the prize pool size is in the grey detail line

4. A column reading still live / not settled means that prize pool can't decide until every group finishes — it
does not mean nobody won it

5. "Running totals — not final" over the final standings means the round isn't finished yet

6. Tap "Every game — who won what" for the one-screen document version, or "Share this as an
image" (tap the image to zoom with the — + Fit buttons)

Settling Up

1. On the Games screen, the final standings card is the first thing you see

2. Tap Text Final Standings — it always attaches the scorecard image and the games card, and the
message carries the who-trails-who lines and everyone's payment links

3. Each pay line carries one tappable link — the payee's preferred method
4. If groups are still out, the app warns you and the message carries a APROVISIONAL banner

5. On a tournament round the text sends the combined event total no matter which scope is on screen

Adding Friends & Inviting to Rounds

1. Friends tab - "+ Add"

2. Search for a player

3. Tap their name - friend request sent

4. They see the request (and the red "N requests v" pill on their Friends header) and tap Accept
5. Once accepted, "Invite to next round" appears on their profile

6. When creating a round, tap their name in the player picker

Inviting to a live round: from the invite list, tap a friend to send a game invite. The button changes to "v
Invited — tap to resend."” \When you start a round, anyone already added whose account is linked is auto-
invited. The invited player sees an "<&, Game invite" pop-up with "Join now" / "Ignore." Inviting from
inside a tournament sends an event link — the joiner lands on the claim page and picks their own group.

Getting a Name-Only Player Into Their Own Tournament

1. Open the event — Invite

2. Send that player their own link (not a general share)
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3. They sign in and tap their name

4. The spot, the handicap and every round already played on it stay attached — and the event now shows
up on their phone and in their stats

5. Don't rebuild the carts — that only works at cart-build time, it needs you, and it does nothing if they have
no account yet

Tracking Your Handicap

1. Stats tab - your handicap section

2. View your index, status (Established / Provisional / TEMP) and recent differentials
3. Tap "<& Enter a Past Round" to log rounds you played before using the app

4. Tap "Share handicap" to export your index + recent rounds

5. It updates automatically each time you finish or add a round

6. Round missing? Open the Rounds tab or Stats and it usually heals itself. If not, tap "Resync my stats".
If the number still looks wrong after an app update, tap "<Recalculate handicap"

Using the GPS Rangefinder

. During a round, tap the "Score" button on the Score tab
. GPS opens with a satellite view, auto-fit so the green is always in frame
. FRONT / MID / BACK distances show center-top

. Drag the target marker to your intended target — the map re-frames to keep both your ball and the
target on screen

A W N R

5. Wind panel (© icon) shows direction and speed
6. Club suggestion (Plays-Like mode) — tap to switch from Plays-As

7. Check the right-hand bubbles for this hole's Pot of Gold value, Long Putt, the LEADER net bubble, the
Team Quota standing and your match status

8. Tap "Track Shot" to log a drive distance — aim the target first, and save it with a club to build your miss
zone

9. Optional — Distance arcs: tap ARCS for yardage arcs, again for club arcs; on par 4s and 5s tap TO
GREEN to preview your next shot (turn it on first in More > #Additional settings)

10. Tap "Score" to close GPS and enter the score

Marking Junk Games on Scorecard

1. On the scorecard, scroll to the Junk row
2. Toggles for GIR, Sandy, Rolo, Barkie, Polie, Snake, Arnie, Chip-In
3. Tap a player's name to toggle them for that junk on that hole
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4. Multiple players can score the same junk

5. GIR, Sandy, Rolo and Chip-In fill themselves in when the round tracks GIRs, Sand saves, Penalties
and Putts — and a manual tap always overrides

6. At round end it auto-settles

Running a Multi-Team Event

1. Tourney tab - "+ New event" - pick a type. For pairs, pick Small Teams (2-man) and set how many
teams

2. Add players — one flat roster; they auto-balance onto the smallest team
3. Team names & logos — set "How many teams?" (2—12), then name them or keep the defaults

4. Carts & teams — one card per team, auto-assign deals a serpentine draft, and the cart builder pairs
teams (A,B) (C,D) so every cart is a real head-to-head

. ®Tee times — set the first group and tap Stagger

. Configure Day —~ Games — set the day's games; a greyed game tells you why it can't run

. Configure Day - Team Quota — set the entry and the award shape (winner takes all / 70-30 / 50-30-20)
. Event Prize pools for anything field-wide

. Start Event

© 0 N O O

10. Watch Team Quota standings on the Event Leaderboard, and Awards - Tournament total for the
units

Managing Your Club Distances

1. Stats tab — "My clubs"

2. One input per club — enter a distance range in yards, customize the label, leave blanks for clubs you
don't carry

3. Drag : to reorder
4. "Reset to standard bag" restores defaults

5. Next round, GPS club recommendations use your distances
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NOTE

New since the last edition: Distance arcs & miss zone on the GPS map (yardage arcs with plays-like
labels, club arcs, the TO GREEN preview, and a miss zone that learns from your tracked shots), Track
Shot remembering your aim; Auto-advance after the last score (the next hole opens by itself once every
field on the hole is in — a setting: - GPS, - Scorecard or Off); the Mulligans tracker (do-over counter,
per-player cap, scorecard marks, "Most mulligans”, Do-Over and Breakfast Ball badges — and a mulligan
round doesn't post to your handicap); "<& Enter a Past Round" (the Stats button and form were called "Add
a Round"); a friend's Game history showing every round they played, not just the ones you were in;
spectating a group keeps every player on the same hole; the Bad Golf team can reply to your Contact us
messages in the app; Vegas's "Net — only natural birdies/eagles flip or double" (the previous edition's new
default); the Huckle available banner; the Skins leftover carry going to low total; blank putts counting as 0
after Finish; tournament carts of up to 5 and the launch fit check; "(your group)" game cards; Live nhow on

Home with B> Join for your own round; the notifications card; and "That's you?" seat claims.
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Term Definition

Handicap Index Your WHS rating (one decimal); based on the official USGA count of your best
differentials from the last 20 rounds, capped at net double bogey

Differential (Score — Course Rating) x (113 + Slope); measures difficulty of a specific round

Course Handicap Index x (Slope + 113) + (Rating — Par); your handicap adjusted to a specific tee. Skins
and the prize pools measure off this, not the raw index

Published handicap The index your account publishes so every device shows the same number for you
Provisional Status when < 5 rounds played; the calculation is valid but temporary
TEMP A handicap you typed at sign-up rather than one the app computed. Marked

everywhere — and never shown on the Crew leaderboard

Distance arcs Optional GPS lines showing yardages from where you stand (Yards) or where each of
your clubs lands today (Clubs). Turned on in Additional settings

Miss zone The gold band or oval at your target showing how far you typically miss — a width you
choose until a club has 5 aimed shots, then built from them

To green preview Redraws the distance arcs from your target spot toward the green, so you can plan the
next shot before you hit

PRO badge A gold pill marking a future Bad Golf Pro feature. Nothing is locked today, and early
members keep 90 days of Pro free after plans launch

Handicap allowance A per-game percentage of your course handicap. On Skins and Low Net Pool it
replaces the round's percentage; on the stroke prize pool it still stacks

Per-tee par Where a club publishes different pars for different tees, each player is scored against
their own tee's par and stroke index. The hole header shows e.g. 4 / 5

Home course The course you normally play. New rounds default to it, and every round is stamped
home or away

GIR Greens in Regulation; ball on the putting surface in par — 2 shots

Stroke Index (Sl) 1-18 ranking of holes by difficulty (1-9 on a nine); used to allocate handicap strokes

Net / Gross Score with / without handicap strokes. Every scorecard shows both on Out, In and
Total

Natural birdie A birdie on your real (gross) score, with no handicap stroke. In Vegas's default net

mode — and in Banker, High & Low, Birdie Pool, Animals and Marks by default — only
a natural birdie or eagle triggers a flip or double
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Term Definition

Pop

Mulligan

Breakfast ball

Games screen ()

Games sheet ()

Running totals — not

final
Best Ball

Scramble

Shamble

Scramble Prize Pool

Nassau

Huckle

Skins

Badges

Commissioner

Fee reserve

Field league

Bad Golf - Player Guide

Slang for a handicap stroke on a hole — a 4 with a pop on a par 4 is a net 3

A do-over off the tee that your group lets slide. Track it with the Mulligans toggle: it
never changes the score, but a round with one doesn't post to that player's handicap

A mulligan on the first hole — and the name of the badge you get for it

The units surface — final standings, standings, per-game breakdown, scorecard,

game results. This is the tab that used to be called Board

The same layout opened from a finished round via View

The stamp on final standings while a round is unfinished; the numbers can still move

Team format; each player plays their own ball, the team takes the lower score per hole

Team format; everyone hits, the team picks the best, repeat (one team score per hole).

Scored against the card par

Team format; everyone drives, the team picks the best drive, then each player plays
their own ball in. The team counts its best 1 or 2 net scores per hole, with a reduced

Shamble allowance on handicaps

The field-wide scramble prize pool, set under Event Prize pools — every player pays

the entry and cart groups are the teams

Three separate games (front, back, overall). Ties carry to the next segment

The Nassau press — available when you're down 2+ in a segment, in stroke play or

match play

Lowest score on each hole wins that hole's prize pool. A fixed value per skin, or the

Play a pool switch

The 50 Bad Golf Badges, earned automatically from posted rounds; xN for repeats,

levels on a few. Deleted rounds take theirs with them

Whoever created a tournament or league; can run it without playing ("Commissioner is

a player" off)

A share of a tournament pot or league fee held back off the top, with a label, before the

prize pool pays out

An "Individual — against the field" league: everyone posts a score, no schedule,

optionally any course

v2026.11.1871
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Term Definition

Delete for all The host / commissioner / admin delete: removes a round (or every round an event
launched) from everyone — units, stats, badges and feeds included

Field skin A tournament-wide skin — circled gold on the scorecard (a group's own skin circles
blue)
Vegas 2v2 format; scores paired (low digit first) not added; tie-doubling is capped. Teams can

rotate every 6, stay fixed, or switch at the turn

Hammer Match play with a doubling cube — throw the hammer to double; accept or fold. Team
(2v2) or Individual

High & Low 2v2; a point for the better low ball and a point for the better high ball each hole. Needs
an even field

Animals Penalty animals (Gorilla, Snake, Shark, Camel, Jackal, Dolphin, Crab) pass to the last
offender; only the final holder pays

Marks Highlight-reel game — most marks wins (GIRs, sandies, chip-ins, fishies, darts,
muscles, birdies)

Hot Potato One token that doubles each time it changes hands, capped at 64x; whoever holds it
after 18 pays
Umbrella 2v2 points game; five points a hole, each worth the hole number; sweeping all five

doubles the hole

Pot of Gold A prize pool on every hole, base x (19 - stroke index) . A 1-unit base totals
171 units per opponent over 18

Team Quota Teams play (points — quota); an entry prize pool, not a per-point game. In a
tournament it settles once across the whole field

Round pool A whole-group prize pool — Low Net Pool, GIR Pool, or Fewest Putts Pool.
Everyone pays the entry; best result takes it; ties split

Junk Side games triggered by specific outcomes (GIR, Sandy, Rolo, Barkie, Polie, Snake,
Arnie, Chip-In)

Rolo Par or better after taking a penalty stroke. Auto-fills when the round tracks Penalties

Chip-In Holing out from off the green for par or better. Auto-fills when putts = 0 and the score is
par or better (an ace doesn't count)

Par 3 Greenie Closest to pin on par 3s; optional Hero Tax, or the "3-putts still win" mode that
removes both
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Term Definition

Hero Tax Penalty: if the Greenie winner 3-putts, they forfeit the award AND pay each player

Birdie Bump Automatic award for birdie/eagle/ace from each player. A group-level game only —
there's no field-wide version

Closest to the Pin Mark the winner on qualifying holes; log distance in feet & inches. Optional pool mode
Long Putt / Long Everyone pays the entry; the longest putt of the round / longest drive on the

Drive designated hole takes the prize pool

PRIZE POOL / The award row format. WINS is what the winner collects, not the prize pool size
WINNER / WINS

Still live / not settled A prize pool that can't decide until every group in the event finishes — not "nobody
won it"

Provisional (awards) An event total shown before every group has finished; Skins, CTP and Long Putt are
withheld, so it won't sum to zero

Fairway Center Ideal landing zone (green dot on GPS) for par 4s/5s

Complete (course) Pars set, tee ratings/slopes filled, GPS mapped, par-4/5 targets placed, passing the
duplicate-pin, misplaced-mapping and scorecard-trust gates, and carrying no live
code-review rejection

Code Review / Code Kevin submitted a fix for us to review / we sent it back for more work. A course's

Review Reject bucket follows its latest entry

State Lock An admin freeze on a completed state — blocks all admin data writes, never affects
play

Guest claim A host-initiated link that moves a guest player's rounds, handicap and units onto that

person's new account

Bound invite A join link tied to a specific player slot — the joiner confirms once and is in, with no
typing

Tee time A calendar reservation on the Times tab: a course + date + time + a group size

Niners The 9-point game for exactly 3 players — 9 points per hole (low 5, mid 3, high 1)

Blitz Niners option: win a hole outright by 2+ strokes and sweep all 9 points
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Make the Most of GPS

* Before your round: set up My Clubs with your real distances

* On each hole: drag the target marker to your intended shot to see club recommendations — the map re-
frames so you never lose it off-screen

* Wind mode: turn on wind visualization to see how direction and speed affect the ball

» Watch the bubbles: the Pot of Gold bubble tells you what this hole is worth before you tee off — the No.
1 handicap hole is the big one. In a tournament, long-press the Team Quota bubble to see every team

e Track drives: tap "Track Shot" after big drives to refine your club setup over time

« Distance arcs: turn on Distance arcs & miss zone in Additional settings. Use Clubs on the tee to see
which club reaches the fat part of the fairway, and TO GREEN to check what's left before you commit

* Build a real miss zone: drag the target to your real aim, then Track Shot and save it with the club. Five
saves per club and the gold oval shows how you miss — plan around it

 Pinch to zoom works everywhere, which helps a lot in bright sun

Turn On the Right Tracking

e Putts unlocks Chip-In auto-fill — and Arnie won't award at all without it
* Penalties unlocks Rolo auto-fill

» Sand saves unlocks Sandy auto-fill

* GIRs unlocks the GIR junk game and the two Umbrella GIR points

» Adding the GIR Pool or Fewest Putts Pool switches the matching tracker on for you — you'll see a toast
saying so

Set the Handicap You Actually Meant

» Skins and Low Net Pool each have their own allowance slider, and it replaces the round percentage.
90% round + 80% skins = 80% skins, not 72%

* 0% on either slider means that game plays straight gross
 The stroke prize pool is the exception — its allowance still stacks on the round percentage

 The stroke dots on the scorecard show the round-level pops, so they can legitimately disagree with a
Skins result. That's expected

« Set your gender in Edit profile if you play the women's tees — it's what makes the rating/slope and per-
tee par work in your favour
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Run Smooth Rounds

» Set your home course — every new round starts on the right course and every round gets stamped
home or away

* Your setup is saved for 30 minutes — back out to check something and your course, players and
options are still there. Your game selections deliberately aren't, so a new round always starts clean

mn,on

» Save your setup as a template — tick "Save as reusable template"; "Use" spins up a fresh copy.
Templates are private to you

* Create a friends list (Friends tab) so invites are one-tap and your Home feed is just your crew

* Removing a player is a confirmed action — the dialog names them and tells you exactly what gets
deleted. Read it

» Watch for the amber sync bar. If it appears, your scores are safe on the phone and the round just hasn't
reached the cloud yet — tap Retry now when you have signal

* Made a mistake? Tap "Reopen round”, fix it, and finish again — every award recalculates and the
corrected card reaches your stats. Just make sure only one person edits at a time

* Re-check per-hole winners (greenies, junk, CTP, long putt) if you edited a live round's games

Settle Units Fairly

* The Games screen leads with final standings — it's the first thing on the page now
» The scope chips drive the whole screen (Tournament total / Group total), not just the unit rows

e Tap "Every game — who won what" when someone disputes a number — it's exactly what the texted
final standings sends, and it respects the chip you're on

* One share button. Text Final Standings always attaches the scorecard and the games card, and
includes everyone's payment links

» Tap an image to zoom it — use the — + Fit buttons; a normal pinch won't work

« Don't compare a PROVISIONAL total to a final one — Skins, CTP and Long Putt are deliberately
withheld until every group finishes

» Junk auto-settles — don't calculate greenies, sandies and Rolos by hand

Run a Big Event

* Pick the right event type first — Small Teams (2-man) sets up a pairs field in one step

* Let the app balance the teams — auto-assign deals a serpentine draft so the sides are level, and the
cart builder pairs teams so every cart is a real head-to-head

* Name your teams under Team names & logos — and if your event predates 18 August 2026, check
them, because team names used to overwrite each other

* A greyed-out game tells you why — read the line underneath rather than assuming it's broken

* Team Quota needs an even field (8 v 8, not 9 v 7), and the standings are on the Event Leaderboard
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* Send name-only players their own invite link so the event shows up on their phone

» The event prize pool is what pays when a prize pool is on as both a day game and an event prize pool
— the day game is suppressed so it can't settle twice
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