MENTAL GAME (RED MAN) is ranked 305th of 2423 screenplays on www.Triggerstreet.com (Rankings from April 8, 2006)

Screenplays are reviewed and rated by fellow screenwriters. The TriggerStreet Community Studio Head has given the work a rating of "Consider", meaning that studios should consider the screenplay for production. The original screenplay was completed August 2003.

Agents and other inquiries call: (360) 671-1646 

Production Notes: To help understand the impetus behind this story, the current controversy facing the game of golf should be considered. As is the case with many aspects of our culture, the essential game of golf has changed due to rapid technological advances. Some believe that current equipment is emphasizing the power aspect of the game to the detriment of what the game has been historically. For example, the distances players are hitting the ball has made some classic golf courses obsolete, and no longer capable of hosting championship events.  In addition, great shot making is no longer rewarded as it should be, it is said. For a better understanding, this work should be read in this context. Which direction should the game take in the future?

MENTAL GAME

by Mark R. Grim
PO Box 29076, Bellingham, WA 98228 (360) 201-0756

After having success as a young man on the pro golf tour, a struggling player in his late 40’s resorts to using obsolete golf equipment to try to get back into the winner’s circle.  To meet this end, Donnie Redmond also recruits the services of a caddy he had fired 25 years earlier. 

Redmond, who won six tournaments in his 20’s, now has the golf yips. Whenever he has a legitimate chance to win again, he gets the shakes, and can’t make pars when he needs to the most. 

Redmond is a cynic when it comes to the use positive thinking techniques. However, friends finally convince him to seek help from a mental game coach. 

The coach comes up with a unique idea for a practice drill. In order to trigger his repressed winning state of mind, Redmond is asked to practice with his old equipment, clubs, shoes, balls--even the late 1970’s clothes he wore when he was winning. He soon comes to believe that he can actually control the golf ball better with the old equipment.

Although the now very heavy caddy Holmes Taylor is reluctant to work for Redmond again, he agrees to do so. 

Once Taylor is on board, Redmond decides to take his practice drill a step further than his coach had intended--to the golf course.  He uses obsolete woods and tour blade irons to attempt to win the American Open tournament that Taylor and he won together 25 years before. 

Redmond is frequently antagonized by sportswriter James Greenwood, who continues to make Redmond look as bad as he can in print due to an old rivalry they have. Although Redmond tends open the door for such negative press, Greenwood uses every opportunity to put the worst spin possible on Redmond’s actions. 

Redmond soon remembers that Taylor is a brilliant caddy--still the best green reader around. At the American Open, he regains his nerves with a combination of Taylor’s reads and wise encouragement from an aging former champion. 

Full screenplay registered with the Writer’s Guild of America, August 3, 2003. 

Click to return to site:  http://www.preservegolf.com/
