Designer Balance Checklist
The designer balance checklist was put together using our Course Contest Judging Sheets that we used in the past 4 design contests.  These are the items that we as judges look for when determining the quality and design aspects of new courses.  We think that this sheet could be of some help to designers allowing them to check and see if their course have these quality design elements.
You can download a copy of this sheet in .rtf format here:  Designer Balance Checklist
	Design Balance Checklist
Greens:
1. _____ Smooth Free of Spikes?           
2. _____ Can they be played in dry condition with ball consistently stopping near the hole?  
3. _____ Are they interesting?    
4. _____ Do they show variety? 
5. _____ Are they the proper size to hold the shot?       
6. _____ Would the player have the chance to get the ball to the hole in moist conditions?     
7. _____ Is there a good variety of pin locations and are they fair?      
8. _____ Are there some raised and/or lowered green sites?      
9. _____ Do the greens roll consistently?           
10. _____ Are the greens multi-dimensional (i.e. false fronts, holding areas, multi-level)?         
                        

Fairways:   
1. _____ Are they smooth?         
2. _____ Are they interesting?    
3. _____ Do they contain good strategic elements?       
4. _____ Is there more then one option available on some?       
5. _____ Are they wide enough?            
6. _____ Are they close enough to the tee box? 
7. _____ Is there a buffer texture between the fairways and the rough?           
8. _____ Is the surrounding texture fair?           
9. _____ Do they hold the ball in dry conditions?         
10. _____ Do the texture colors match?   
                      

Elevations: 
1. _____ Are they somewhat believable?           
2. _____ Can they be mowed?   
3. _____ Are the playable areas smooth and free of hard spikes?          
4. _____ Are the non-playable areas sufficiently smoothed?     
                    

Bunkers:    
1. _____ Do the bunkers look real?        
2. _____ Are they of varied shapes?      
3. _____ Are they of varied depth?        
4. _____ Are they of varied size?           
5. _____ Are they interesting?    
6. _____ Are they properly sunken?       
7. _____ Are they properly smoothed and set?  
8. _____ If they have lips, is the texture believable?      
9. _____ If they have lips, are the lips sunken?  
                        

Objects:      
1. _____ Are the objects believable?      
2. _____ Are trees and bushes varied in height?            
3. _____ Are they placed in a realistic manner? 
4. _____ Are bushes proper size (scale)?            
5. _____ Are trees and bushes set properly (not floating)?        
6. _____ Are misc. objects proper size (i.e.. Ball washers)?       
7. _____ Are there tee-markers? 
8. _____ Are misc. objects placed properly?      
9. _____ Are misc. objects set properly (i.e. does bridge land on both banks, objects not floating above ground)?          
10. _____ Does it look uncluttered?         
                        

Water:        
1. _____ Is it set well?    
2. _____ Do the objects surrounding the water fit in (No floating rocks, etc)? 
3. _____ Is the water the lowest point around where it sits?     
4. _____ Are they reasonably flat from center to edge with no bumps?            
5. _____ Do streams flow downhill only 1 way?           
                         
Appearance:        
1. _____ Is the course pleasing to view?            
2. _____ Do the textures look natural together?            
3. _____ Is the horizon done well, and does it look natural?     
4. _____ Did the designer take advantage of the full land-plot designer?        
5. _____ Did non-playing areas receive the same attention to detail?   
 
Layout:      
1. _____ Is this an interesting course?    
2. _____ Does it have good strategic elements without to many gimmicks?  (i.e.   forced carries, forced lay-ups, trees blocking shot path)?       
3. _____ Do the holes follow in order?  (2 after 1, 3 after 4?)   
4. _____ Does it have a good mix of par 3's 4's and 5's?  (Not overloaded with one type)?     
                        

Realism:     
1. _____ Could this course be built in real life? 
2. _____ Do the textures match the surroundings?        
3. _____ Does the panorama match the course? 
4. _____ Is there proper access to elevated or sunken areas?     
5. _____ Is the course free from unbelievable objects?  
             
Design Balance:   
1. _____ Does this course have a good variety of length?         
2. _____ Doglegs left & right?   
3. _____ Straight Holes?            
4. _____ Up Hill & Down Hill Holes?   
5. _____ Is it free of holes that penalize drives of 250 - 260 yards?      
6. _____ Are the tee boxes constructed properly (i.e. ample size)?        
7. _____ Are the tee-boxes free of obstructions?           
8. _____ Do the tee-boxes allow the player to point at the target?        
9. _____ Are most par 3's less than 200 yards?  
10. _____ Any Par 5's reachable in two?  
 



	


