
Tri Golf Virtual Competition 
 
*Complete all 4 stations before submitting your scores. 

 
 
 

 
  

SET UP… 
1. Place half a hoop as the target 
2. Set out tees: 

a. Green: 2 putters length from hoop 
b. Blue: 4 putters length from hoop 
c. Yellow: 6 putters lengths from hoop 

3. Mark safety zone in red markers at least 3 
putters lengths from the yellow tee 

4. Get a stopwatch ready to time each player. 
5. PLAYERS NOT PUTTING NEED TO STAY IN 

SAFETY ZONE 
 1. Each player has 60 seconds to try and putt the ball so that it lands and stays in the hoop 

2. Players choose which colour tee to start from. The further away the tee the more points scored. 
a. Miss = 0 points 
b. Green Tee = 1 point 
c. Blue Tee = 5 points 
d. Yellow Tee = 10 points 

3. The ball should roll from the chosen tee towards the hoop without touching any other cones. 
4. Each player collects their own ball after each attempt as quick as they can and tries again until 

the time runs out. 
 

 

 

SET UP… 
 

1. Red safety line at least 3 putter lengths from 
hitting line of white tee cones 

2. Spread remaining 5 green and 5 blue cones 
on floor at least 3 putter lengths from white 
tee. Cones cannot touch each other 

3. Get a stopwatch ready to time each player 
4. PLAYERS NOT PUTTING NEED TO STAY IN 

SAFETY ZONE 
5.  

 1. Each player has to putt towards the cones from the white tee cones 
2. Any cones that the player strikes are collected and returned to their safe zone  
3. Players only pick up the cones they have hit. 
4. Each cone is worth 3 points. 
5. Players collect their own ball and pick up any cones they have hit after each putt. 
6. The aim of the game is to retrieve as many cones as possible in 60 seconds.  
7. The player is timed from when they hit the first ball to when they hit the last cone. 

Finders Keepers 
 

Tunnel Ball 
 



Tri Golf Virtual Competition 

 
 
 
 
 

SET UP… 
1. Mark a safety zone in red markers at least 3 

putters lengths from the white tee. 
2. Lay the remaining cones out 8 putter lengths 

from the white tee in a straight line with all 
cones touching. 

3. The yellow cone is placed in the middle, two 
blue cones either side and 3 green cones at 
both ends as per picture 

4. Get a stopwatch ready to time each player 
5. PLAYERS NOT PUTTING NEED TO STAY IN 

SAFETY ZONE 
 1. Each player has 60 seconds to try and score as many points as they can. 

a. Miss = 0 points 
b. Green cone = 1 point 
c. Blue Tee = 5 points 
d. Yellow Tee = 10 points 

2. The player needs to retrieve their own ball between each attempt. 
3. Those not taking part can help keep track of scoring. 

 
 

 

SET UP… 
1. Red safety line at least 3 putter lengths from 

hitting line of white tee cones 
2. Place the blue cones 10 putter lengths from 

the tee. 
3. The half hoop is set 2 putter lengths from 

the tee 
4. Get a stopwatch ready to time each player. 
5. PLAYERS NOT PUTTING NEED TO STAY IN 

SAFETY ZONE 
 

 1. Players aim to chip the ball over the blue line of cones 
2. Players collect their own ball and return to the tee as fast as possible. 
3. Scoring: 

a. If the ball doesn’t make it over the blue line  - 0 points 
b. If the ball rolls over the blue line – 1 point but no putt earned 
c. If the ball travels in the air over the blue line – 5 points and chance to putt earned. 
d. If they complete the putt a total of 10 points is earned. 

4. The aim of the game is to score as many points as possible in 60 seconds 
 

Drive for show, putt for dough 
 

ZONE BALL 
 

 


