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Section 06.  ELEVATION ADJUSTMENTS

On most shots, you have to add or deduct yards to/from the "what will it play" distance, due to elevation changes between your ball and the hole.

In reality, calculating the drop/rise on a projectile (like a golf ball) involves a physics formula for ballistics (don't panic).  The Physics of a Golf Ball's Flight look something like this:
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                                        Distance X

Compensating for drop/rise

Ok, so who has time to calculate that stuff during a game? … Not me.  So there has to be a simple way to approximate the effective drop/rise adjustments.

Through many hours of practice and testing, I have determined that a fairly simple way to adjust for the effective distance impact of drops and rises is about as follows: 


1. For drops/rises less than 25 yards, deduct/add 70% of the given drop or rise yards.
2. For drops/rises over 25 yards, deduct/add 60% of the given drop or rise yardage


Again, some examples should help clarify the concepts.
Example 1 (Drop, deduct yards)
You are teeing off on a 175 yard hole and there is a 22 yard drop to the hole.  The elevation adjustment would be 70% x 22 = 15.4 yards.  

All other factors being neutral, I would play this shot (175-15) = 160 yards.


Example 2 (Drop, deduct yards)
You are teeing off on #11 at Rock of America.  The pin placement makes it a 164 yard hole and there is a 48 yard drop to the hole.  The elevation adjustment would be 60% x 48 = 29 yards.  

All other factors being neutral, I would play this shot (164-29) = 135 yards.


Example 3 (Rise, add yards)
You are on the fairway, 150 yards from the pin.  There is a 33 foot (11 yard) rise to the flag.  The elevation adjustment would be 70% x 11 = 7.7 yards.

All other factors being neutral, I would play this shot (150+8) = 158 yards.

Once again once you figure out “what the shot will play”, just select the best club to fit the distance and modify it to the exact yardage.... then smack it.

Quick Reference Chart
The "Wind Calculations" chart has a quick reference table titled "Drop/Rise Adjustment" (right side) showing the most common elevation changes you will run into and the 70% and 60%  factors shown beside the full yardage so you don’t have to figure it out in your head every time.

In reality, it is fairly rare to get drops or rises over 25 yards, so most of the time, you will only be using the top part of the table involving the 70% factor.










Shot on level terrain











Shot compensating for DROP (Deduct Yards)





Shot compensating for RISE (Add Yards)





Shot compensating for DROP (Deduct Yards)





< Ground Level with Rise
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< Ground Level with Drop





Without other influences like wind or elevation changes, the ball follows a perfectly symmetrical, parabolic path from the time it is struck to the time it lands.





-Distance X level terrain: 


Gravity dictates that the ball will land at distance X





-Distance X with a DROP:  


With exactly the same "level terrain" shot as above, you will fly long.  Why? Because of the drop, the ground isn’t where gravity expects it to be at distance X.  Because the hole is lower, the ball would continue dropping and flying forward.  The ball has a longer time to drop from the peak so you have to play the hole "as if" the hole was shorter to end up at distance X.  





In other words, you have to deduct yards from your shot.





-Distance X with a RISE:  


With exactly the same "level terrain" shot as above, you will come up short.  Why? Because of the rise, the ground level isn’t where gravity expects it to be at distance X.  Because the hole is higher, the ball will encounter ground level early.  Therefore, the ball has less time to drop from the peak.  So you have to play the hole "as if" the hole was longer to end up at distance X.  





In other words, you have to add yards to your shot.
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