
 
 
 

 
 

 
1. DEFINITION 
 

a. Hit and Run Golf is a golf game where the object is to finish a 
round of golf on foot with the lowest score, which is a 
combination of the time to complete the round and the number 
of strokes taken.  

 
b. There are three different formats to use: 

 
Lone Runner involves playing the round alone. A player can carry 
a maximum of five clubs plus a putter.   

 
Tandem   involves playing the round alternating shots with a 
running partner.  A maximum of five clubs plus putter per player 
may be used. However, the partners may share one set of clubs.  

 
Best Ball involves teams of two to four players who all hit a ball 
and then hit again from the best shot. All players must be 
present at the best shot before the first player can start hitting 
the next shot. 

 
Caddied version can be added to any of the above three formats. 
These versions are often used in tournament play. The CPGA 
club limit applies to these versions.    

 
c. Hit and Run Golf generally follows the CPGA rules of golf, except 

where safety may be compromised or the need to maintain 
speed requires accommodations.  Exceptions will be listed below. 

 



 
d. All rules of Hit and Run Golf are to be interpreted in light of 

safety, fairness of competition and fun. 
 
2. SCORING 
 

a. The final score for Hit and Run Golf is calculated by adding the 
time it takes to complete a round of golf in minutes and seconds 
and add it to the number of strokes taken during that 
round. (i.e.)  time to finish the 18 holes is 60 minutes  and 20 
seconds and the total number of shoots is 100 then your score is 
60.20 + 100 =  160.20 

        
b. The clock starts when the player hits his/her first tee shot and 

stops when the player putts the ball in the hole on the 18th 
green.  

 
c. The honour system is used so that the player keeps his/her own 

time and score. 
 

d. During tournament or league play, the times and scores are 
handed in to the game official after the round at which time any 
penalties will be added if necessary. You must turn in a score 
card and show your time on your watch. 

 
e. You are not allowed to stop your watch for any reason during the 

golf game. 
 

f. Record keeping will be at the discretion of the tournament 
organizers. 

 
3. EQUIPMENT: 
 

a. For any playing format that is not caddied the player may carry 
any five clubs and a putter. 

 



 
b. During caddied events the number of clubs a player may use is 

govern by the CPGA rules. 
 

c. During not caddied tournament events a player can carry a 
maximum of six balls. Additional balls will be available to 
purchase at the tee boxes. If a player purchases an additional 
ball, he/she will receive a penalty stroke for every ball 
purchased. At no time can a player carry more than six balls. If a 
player runs out of balls on the course then that player must 
leave a marker on the ground and purchase up to six balls at the 
closest tee box before returning to the marker and resuming 
play. The maximum ball rule can be altered by the tournament 
director prior to the start of the tournament. 

 
d. During caddied tournament events there are no limits to the 

number of balls a player can carry. 
     
4. TEEING-OFF: 
 

a. Hit and Run golfers must be separated by time at the first tee at 
an interval established by the course or tournament director. If a 
shot gun format is used, golfers will wait at the designated tee 
boxes for the official starting signal before teeing off. 

 
b. If during the course of the game, two Hit and Run golfers arrive 

at a tee box at the same time, they must allow four paces 
between them in order to be able to tee off together (see SIDE 
BY SIDE HITTING RULE). If either player fails to do so, a one 
stroke penalty will be assessed. 

 
5. SIDE BY SIDE HITTING RULE 
 

a. If a ball on the fairway is closer than 4 paces to another ball and 
the Hit and Run golfers arrive at their balls at the same time, the 
players may move their ball in order to ensure that four paces 



 
between balls exist. No player can be forced into a hazard or into 
the rough in order to create the this required space. As well, no 
one can deliberately use this rule to eliminate a hazard from 
his/her shot. One shot penalty will be assessed if  this rule is not 
followed. 

 
b. If a ball on the fairway is closer than four paces to another ball 

and one ball is clearly ahead of the other when the golfers arrive 
at the same time then the golfer further back may move his/her 
ball toward the green  parallel to other ball while creating four 
paces between balls to reduce the chance of either golfer being 
struck by the ball. A one-shot penalty will be assessed if this rule 
is not followed. 

 
c. If a ball on the fairway is further than four paces from one 

another but still within a golfer’s hitting reach and the golfers 
arrive at the same time then the golfer closer to the hole is 
allowed to go first and the further back golfer must wait ten 
seconds and then warn the front golfer of his intention to hit. 
He/she cannot hit until the front golfer acknowledges this 
warning. 

 
6. THE HITTING PASS RULE 
 

a. A Hit and Run golfer may pass any other player on the course at 
any time, as long as the Side By Side Rule and the Greens Rule 
are observed. 

 
b. When a Hit and Run golfer is about to hit and another golfer is 

outside of the four pace zone but within the reach of the hitting 
golfer, the hitting golfer must warn the other golfer prior to 
hitting by blowing the Hit and Run Whistle. This is especially 
important when hitting to an occupied green. The hitting golfer 
can only hit once the other golfer gives him/her the Okay to Hit 
Sign by raising his/her arm. The other golfer may choose to stay 



 
where he/she is or move to the side and should only give the 
Okay Sign once the player feels safe. To be fair to the hitting 
player, the Okay sign should be given as quickly as possible. If 
the hitting golfer fails to blow the whistle, he/she will be 
penalized two strokes. If the hitting golfer fails to blow his/her 
whistle and hits another player without giving proper notice then 
a 7 shot penalty will be assessed. 

 
7. GOLF ETIQUETTE 
  

a. Repair all damage to the course such as replacing divots and 
raking all traps.  Failure to do so will result in a 2 stroke penalty. 

         
b. Golfer must wear proper golfing attire except for the wearing of 

running shoes. 
  

c. You can only carry your putter onto the putting green.  Failing to 
do so will result in a two stroke penalty. 

 
8. GREENS PLAY 
 

a. Running is not allowed on the greens but you may walk fast. 
 

b. You can not putt a moving ball.  A one stroke penalty is assessed 
for doing so. 

 
c. No gimmes are allowed.  You must putt out every ball. 

 
d. Hit and Run golfers may play their putts simultaneously. 

 
e. The first person to reach his/her ball on the green is entitled to 

putt first.   
                                                                                                                                                          

f. If one golfer's ball is in the path of a second golfer the person 
who gets to his/her ball on the green first gets to put first and 



 
has the option on moving their ball one club length but no closer 
to the hole to avoid hitting the other ball. 

 
g. After the first putt the ball lying closest to the pin should be 

putted next. 
. 

h. If a golfer putts after another golfer and his ball strikes the first 
golfer’s moving ball, the first player whose ball is hit may pick up 
his/her ball and count the shot as if it was made and continue to 
the next hole.  The second player playing the further out ball 
must continue to play the ball where it stops and hole the putt. 

 
i. i. If a ball lying further away is putted into a ball lying closer to 

the pin and the closer ball is stationary, the player playing the 
closer ball will be returned to its original position and the further 
ball will be played from where it stops rolling. 

 
j. If a player is putting fairly according to the rules he/she must 

alert the other golfer that he/she is in the ball path by yelling 
"PUTTING OUT" and give the other golfer time to move out of 
the way.  If the player gives the warning and the other golfer 
fails to move and is hit by the ball then the putting golfer can 
pick up his/her ball and continue to the next hole and consider 
the putt holed. 

 
k. If the putting golfer fails to yell "PUTTING OUT" and the ball 

strikes the other golfer then the putting golfer must play the ball 
where it stops. 

 
l. If the other golfer is struck while not standing in the ball path 

whether the putting golfer yelled "PUTTING OUT" or not, the ball 
is played where it stops and no penalties are assessed. 

 
m. Golfers ready to hit onto the green must wait for putters who are 

ready to hit first before chipping onto the green. 



 
 

n. In all cases, players must exercise due courtesy to other Hit and 
Run golfers on the greens.  This does not necessarily extend to 
avoiding comments on style, dress, probable outcome or 
parentage. 

 
o. You don't have to pull the flag when putting out. 

 
9. LOST BALLS 
 

a. When the player hits his/her ball out of bounds, lost in the 
woods or in a lateral water hazard, the player can drop another 
ball within 2 club lengths of where the shot is perceived to have 
been lost or at a point on the path of the ball prior to it going 
into water or into a forest.  A one stroke penalty is assessed.  

 
10. STRATEGIES 
 

a. Lighten your load.  Carry only as many clubs and balls as you 
think you will need. 

  
b. You don't have to tee up the ball but it helps to get more 

distance.  You may find broken tees in the tee box. 
 

c. Keep the ball on the fairway. 
 

d. Watch where your ball lands and stops and mark the location 
mentally before you head out. 

 
e. Make sure you know where each tee box and green is located. 

 
f. Since each shot is equivalent to one minute of running, make 

sure that you take time to line up your shots, especially your 
putts. 

 



 
g. If you sweat profusely then either wear a sweat band on you 

head or your wrists or wear a hat or carry a towel. 
 

h. Don't kill yourself on the run, make sure you have enough 
energy and composure to finish your shot. 

 
i. Don't spend a lot of time looking for lost balls. 

 
j. Keep your scorecard in an easy to reach location and don't lose 

your pencil. 
 

k. It is highly recommended that you purchase rain gloves since 
the grass is wet in the morning and you have to put your clubs 
on the grass and your grips will get wet. 

 


