Green-site Primer for PGA 2000 and Tiger Woods Design Programs 
Part 1
 Pinehurst Style with Primer 
By D.L. (DanO) Bunch  
In my reviews and in my humble opinion I see to many of what could be great courses ruined by mediocre, improperly designed greens. They are either too flat or ridiculously sloped. Pins are placed right on the side of big mounds, or in the center of large elevation changes, etc. Trust me I could go on and on here. I've have been wanting to write this tutorial for along time. Im glad I waited this long 'cause I've figured out a few tricks. I talk about pre-slope a lot in my reviews. Let's explore this confusing statement. Ill make it easy, by using simple screen shots from the architect program.  

I use the two-shape tool for this procedure. I first gave the smaller shape a slight hill-up so we don’t have a little mesa out in the playing field. Now using the two-shape tool (highlight both shapes please) raise this up about 2-4 ft. To determine just how high to raise them is kind of a science on to itself. I run my cursor around the future green-site to check the slope. For the average sized green I would recommend probably no more that 2 feet change in elevation from the high spot to the lowest elevation. This is of course subject to taste, degree of difficulty wanted, etc. A few compiles and plays would be a good idea at this stage. You might also keep in mind the green speed you like to play. There is too much of a difference between moist to very dry to be able to design for all conditions. Either design for the 3 driest or the three slowest. Playtest your greens at the fastest speed. Ill talk more about this later. Once your happy delete these two shapes. Now I've drawn the shape for my green, laid out the bunkers and dropped them into the plot. Next thing I'll do here is to make a shape around the outside of the green. On the inside of the green you can see Ive drawn a square. The areas outside this square will be false green areas. This is an old technique that has been used for centuries to add interest and difficulty too a green-site. A really good example of that are the greens on Pinehurst #2 by Donald Ross. Select both shapes now and raise the inside about 3 ft (experiment).  
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After this elevation change has been made delete your shapes. You will see the hard edges where you made this change. Here is a technique for smoothing this out with out effecting the green inside. I will refer to it as the rubber band technique. Use a setting three clicks from the left on the smooth tool and keep smoothing until the crease has been eliminated.  
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Now lets talk about the fringe. Normally I use the green as a shape and expand it by 18 inches. In real life this is usually the width of their special mowers. (Probably around 2'.) 18 inches seems to my eye to look the best for this sim. For the style of greens I wanted for Up-State however I made the fringe a putt-able texture and have expanded it even more in special areas. You can see this in the included image. After I dropped the fringe I made a new shape so I could smooth the fringe and green together into a cohesive unit. I will then smooth this shape One click to the right from the far left.   
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On this next image there are several shapes. The four small circles are where I want my flags to be. Always make sure your pins are set no closer than 12 feet from the edge of a green and Id say no closer than 8 ft from a major green elevation feature (such as a mound or false area). Do not flatten these green site markers to avg. or any other setting. The pre-slope if conservative enough will give you a fairly level putt with enough slope for interest if you have set your pre-slope right. I want you to mark them so you don't disturb these areas too much and there are more good uses I'll explain at a later stage. Next just NW of the green I made a shape kind of like a cucumber. This comes in handy when you get hungry later. Foods like cucumbers are good because you don't burn very many calories designing golf courses. My fingers however are in excellent condition. Hill up your cucumber (stop that DanO) say 3-4 ft. Go ahead and smooth it a little. Then draw a shape around that letting it come out onto the green. Use the two-shape tool and raise them about a ft. This gives that section of green a bit of a backstop. Expand the outer shape 2 ft and smooth one click right of the far left. Let's call that setting two. Expand it 2 ft. again and smooth on the same setting. This gently allows any elevation on the green to smoothly blend in without leaving a hard spiked edge. Now go ahead and delete those two shapes. Inside the green you see I have made a shallow hollow. This is a feature that can help or hurt the player. If they catch the down-slope of the hollow it will kick the ball towards the back of the green. If they hit the up-slope it will help stop the ball. Make a small shape for the low part of your hollow the make a shape around that one as big as you want it to be. For this course I lowered them with the two-shape tool about 9". Now select the outer shape, expand it 2' and smooth one click right of the far left. Expand 2' again and repeat the smooth then delete it. Select the inside shape, repeat the same procedure you just did with the outer shape and then delete that.
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Now comes the interesting part that will really polish your greens to a very smooth rolling and playing, pieces of art. Zoom in on your green and turn on the mesh tool. You can see all the complicated and condensed detail points. Those points are what's causing your greens to be bumpy and in worse case scenario's, spikes. Let's polish them as smooth as a baby's bottom.  
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Select the green as a shape. Now smooth on minimum setting (far left) and delete. For complicated multi-faceted green smooth one click to the right. Now right click and optimize on the minimum setting. Note how high the percentage saved here at this time. This is your key to how smooth and spike free your greens are going to be. At this stage the minimum will be probably 45 or as high as 80. Optimize it on the far left now. Any more than that will begin to reduce the details on your greens too much. Now bring up the optimization tool again and see how much detail is left to remove at that first setting. If you have 3% or more left to remove, once again select the green as a shape and give it another minimum smooth. Re-optimize one more time at the minimum setting. This should put it under 3%. If you are close to this number after that second smoothing or under the target do another minimum optimization. You should now have 0% left to optimize. If it's higher than that your green needs another minimum smooth and re-optimization. Once it comes up 0 you have a perfect green.  
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And the finished product! Number 1 at Up State CC.  
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Now some for some further thoughts from the mind of the DanO. (I hope that didn't scare you) Pre-sloping greens is a real art form. If you use two shapes for setting the slope that are too small (sometimes working around water they have to be) your greens could become very convexed or concaved. If this occurs select the green as a shape (before adding other features) and flatten to contour. Sometime this works well, sometimes it don't. As with learning any new technique, apply your new ideas and experiment on a practice plot until your technique is down to a science. Using these techniques will make the art of green creation much more enjoyable. And for a really great benefit, the time it takes you to make a great green will be drastically reduced. I make most of mine in less than 30 minute's. The next benefit, if you closely adhere to my principals, you only have to make the green once. It will be perfectly playable saving you a ton of time! You can even go back later and add more features painlessly. Just remember to expand your shapes by 2 ft twice and two smoothes. Re-optimize using the same techniques as discussed earlier. It will not effect the work you have already done unless major smoothing is needed. (That should remain localized for the new elevational feature).  
In the next segment I will discuss other types of features such as making Redan holes, tiered designs, etc. as well as answer any questions you may have. 
Contact me at danielbunch@charter.net you may have some ideas I could use for other segments or questions I can turn into future tutorials. 
 Be good to each other! DanO 
  

