	MARTIJN’S TUTORIALS 

CHAPTER THREE
Bunker Building and Finishing Touches  
Before I continue with the elevation and smoothing that still needs to be done when building the bunkers, I have to optimize.  First I optimize the basic plot texture at maximum setting, which at this stage gives me an optimization percentage of 3%. 
Next I optimize the rough texture that forms the basic hole texture. Maximum optimization would give me 79%, which is a bit much and would surely lead to all sorts of wrinkles that have to be smoothed out later. So I move the slider to the left to about setting 2, which gives me a percentage of 55%. I can probably live with the result of that, but it remains a bit of a gamble. Turned out O.K. this time. 
Next I optimize the fairway texture (max: 15%) and the fringe (max:10%). The point total for the green is only 195 at this stage, so I leave that alone. Next I run ‘repair course’ and save to be on the safe side.  
Next it’s on to the bunker shapes that have just been laying there until now. There are only three of them, and as it is they wouldn’t scare anybody, so I’ll have to change that. I’ll begin with the one that awaits the intrepid long driver. 
I select ‘use as a shape’, enlarge by 3 yards, until the area just reaches the edge of the fairway texture, and flatten to minimum height. Decision time yet again: how deep do I want my bunker to be. As it is it is already quite a bit lower than the fairway, so it does already constitute a challenge. So no further elevation is needed. See the pic: 

Next I smooth in a similar way as I did on the green in the second chapter. The end result looks like this: 
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I could leave it like that, but I do like adding a bunker lip. So I select the bunker shape, enlarge by 1’, select ‘bunker lip’ for properties and drop. Then I select both shapes and lower by 2’. (As a rule I lower by 1’ more than the area I’m lowering. Makes for a nice steep lip.) 
I optimize the lip at max (89%), the rough texture at setting 3 (30%) and the bunker sand at minimum setting (30%). 
The end result doesn’t look spectacularly different than the last pic, so I’ll move on to the next bunker, which is the one guarding the front of the green. 
I start out this time by selecting the bunker shape, enlarging by 1’ and lowering by 6’. Then I flatten to minimum height. Next I enlarge the shape by 9 yds. and start smoothing at minimum setting. (The reason I smooth at minimum from the start here is because I want the walls of the bunker to remain steep, so they will gather any ball that comes near. The heavier you smooth, the more gradual the slope is going to be.) 
I want this to be a terrifying bunker, so I drop a 6’ lip around it, select both bunker and lip shapes, and lower by 7’. Next I optimize as before. The result looks like this: 
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As you can see, it’s going to be nearly impossible to get on the green from that bunker. You’ll have to escape to the fairway on the right. The third bunker I did in a similar way, only this time I made a bunker lip 3’ wide and 4’ deep. Then I ran repair course and saved again. In the end the almost finished hole looked like this: 
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 Now all that needs to be done is leveling the tee boxes (enlarge  both by 6 yds., flatten to maximum height, draw shape around both tee boxes and smooth at minimum till satisfaction –I won’t go into that any further) and then, the real finishing touch: object placement. As we can see from the topview of the hole the fairway curves to the left to avoid the fairway bunker: 
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So long hitters could easily drive the ball to the left of same bunker and land it pretty close to the green. I don’t want that, so I’ll have to protect that part of the fairway with objects. Trees come to mind. So here goes: 
First I draw an area from just beyond the edge of the green to just about he edge of the rough texture. Next I select the ‘forest’ tool and start filling this shape with trees and bushes to my heart’s desire. 
I’ll try and indicate which objects I use and how I set the forest tool. 
First: 
In the Monterey Shores library, at the second row of objects I select the second, third and fifth bush from the right respectively.  As you can see when you select them, you can set the size and also the variance in size. I always use the default height of an object as the maximum height. Then if I use relatively small objects (like these bushes) I set the size variance (the ‘plus/minus’ slider)  in such a way that it sits midway between this maximum height and the minimum allowed for that variance. Let me explain: 
The second bush from the right f.i. has a default height of 15’. Now if I set the +/- slider to 6 feet, I can lower the object height slider to 9’. If I get below that, the +/- slider won’t go any further than 5’. So if the height is set to 8’, you can’t add more than 5’, giving you 13’ , which is 2’ below the default maximum height. I do hope this is somewhat clear. 
Selecting these three bushes and setting their height sliders thus, I click once for each at an object distance of 50’. 
These bushes are there just to give the trees some visual background, so that it doesn’t look like they were just painted there. 
Next come the trees, which I will select from the Canaveral Dunes library. I’ll take the oak trees, which are among my favorites. I’ll set the object distance to 100’ this time and select an object height 10’ below the default height, with the +/- slider at 10’. After finishing my tree planting duties the hole looks like this: 
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Now all that’s left to do is test it. I’ll probably have to add some very slight elevations to the green, which is still a bit flat, and of course add the fairway, fringe and green edges, and lots of grass and flowers in places, but that is more like cosmetic touch ups (maybe I’ll put in a dinosaur.) The basic hole however is done now.  
And that’s how I do a hole. Or rather: That’s how I did this hole. You have to keep in mind that none of this is written in stone. As I said at the beginning of this tutorial, I like to improvise. So when I started out doing this hole and writing this tutorial, I had no idea what the end result would look like. 
The basic principles always remain the same, though.  
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EPILOGUE
DanO’s Point of View  
Nothing is ever so perfect that it cannot be made more perfect. So I put this hole to design genius Daniel L. Bunch (Dan). This is his answer and the ensuing dialogue:  
Typically on a real course about the narrowest the fairway would get in a chock down area would be maybe 20 yards. Once you ring your fairway with a mow cut and light rough. I would pull those trees back slightly so they don’t over hang the fairway. You may need to expand the fairway to the right across from the tree grouping. 
Also what is the reward for turning the ball into the gap successfully? I don't see a better angle to the green offered. The shot into the green is best directly behind the first fairway bunker. That’s where the green opens. In a risk reward situation the risk play should get the best angle to attack most pins. Unless of course the risk is an offered sucker play where it really doesn’t pay off. 
I think one or two of those type of shots on a given course is good but no more than that. (Sometimes on shorter holes hitting the full drive is foolish because it leaves the player with less than a full club into the green. That's part of subtle strategy. This aspect comes into play far more often on long par 5's and short par 4's..see Riviera's 10th hole for a prime example of this.  Seth Thomas at his finest.) 
The bunker is about 270 yds from the championship tee. So if you want to drive it to the left side of the fairway across the trees you'd have to hit at least 300 yds, I guess. I don't know, I can't drive that far. The reward is that you get closer to the green, which slopes severely at the front and has a very deep bunker right in front of it. If you hit it about 250 yds, you'll land safely in front of the fairway bunker and be left with a shot of about 150 yds to the pin. You're probably right, though, the difference with the risk shot would gain you 50 yds at the most. The green is not that difficult once you get past the slope at the front.  
An opening to a green in the example of your hole is the gap between the bunkers. If you laid up short of that bunker on the right you have a straight line to the middle of the green with nothing to cross over. Here's my question to you on this hole: How can you expand viable playing options into this green? As it sits now there is only one real correct shot off of the tee. What can be done to expand that? At minimum you of course would want to favor one side of this fairway or another. Right now you have a one dimensional tee shot. Yes you can play a tight draw trying to get it left of the bunker but there’s no reward for doing that. Id like to hear what you think here.
Yes, I guess you're right, it is probably a bit of a one dimensional hole. This where my total lack of playing experience takes its toll, I guess. One can only learn so much from looking at cyber golf courses. I have been reading up a bit on (real) golf course design, but literature is hard to come by over here. So how would you improve a hole like that? Or how would you have designed it otherwise to begin with?  
This was a bit of a tough hole to work on but I think I found you something. 
The yellow dot represent a slight risk about 260ish from the tee. You can get a good angle at several pins here. 
The real safe shot or blue dot is for the safe player. Figure about 245-50 here. He has the widest part of the fairway to negotiate but has the physiological barrier of the bunker to cross. Make the bunker nasty looking. It may force him to make a bad swing.. 
The red or high risk reward play will give you angles to most pins without any risk and having the shortest route to take for the green. If you’re real clever with your pin placements you can hide some pins from the red dot making them more available to the yellow placer. The blue player gets no more consideration than the easiest tee shot. 
Hope this helps..DanO  
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Curious to see how the final hole turned out? You’ll have to wait until the course comes out. 
Have fun in the meantime 
Martijn 
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