PAGE  
1

Section 11.  PUTTING      
Putting is tough, but it can make the difference between being a “good” player and being a “great” player.  As you progress, you will find that a high percentage of games between better players are decided by putting.  This is true in real golf too.

Remember, a missed 3’ putt counts the same as a 320 yd drive (don’t seem fair).  This is another reason why it is so important to get it close to the pin on the approach shot.  One-putts win matches.


Good putters have a good sense for the “feel” of the putt, regardless of the condition of the green (e.g., normal vs very dry).  It is all about speed and this “feel” is developed with practice.  

Unfortunately, putting is more of an art than a science.  A big part of putting skill is “feel” developed through a lot of practice.  However, there are some "science" techniques that can dramatically increase your success rate on putts.  There are also guidelines for handling the difference between wet, moist, normal, dry and very dry green conditions.  There is no magic formula, but guidelines can help.  
Learning to count breaks

On any putt, you will have some number of horizontal lines between the ball and the hole (exclude the line at the ball and the line at the hole).  There are also grid lines running parallel to your ball path to the hole.  So, you will see squares on either side of the putting line, as shown below.  The horizontal lines forming the upper and lower edges of the squares next to the putting line are the important ones to determine how much the ball will break on the way to the hole.

Here is an example of what you might see in a game
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In the above example, you have the following conditions:
· 13 foot putt

· No rise or drop to the hole (flat putt)

· Seven horizontal lines between the ball and the hole

· 20 total breaks

· The putt is breaking from right to left
What we mean by "Breaks"

Take a look at the horizontal lines in the above example.  Observe how many breaks are shown in the grids left and right of the balls path.

A horizontal line that looks like this is showing TWO breaks, breaking left to right:
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A horizontal line that looks like this is showing THREE breaks, breaking left to right:
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A horizontal line that looks like this is showing TWO breaks, breaking right to left: 

                                                              


                                                                  2

                                     1

On some courses with dark or grainy green textures, the breaks might be really hard to see.  In other cases, there may be too many breaks to count in a reasonable amount of time.  If so, you just have to take your best guess at the number of breaks to use in your calculation.
Add them up

A putt will usually have a "dominant" side to it.  That is, the side of the putting line that really determines the right or left break to the hole.  Sometimes, it isn't totally clear which side is dominant, but it is normally very obvious.  In our example above, the dominant side is on the right side of the putting line.
Total the breaks on all the horizontal lines on the dominant side, between you and the hole.    Count only the breaks on the dominant side of the putting line as long as the other side is breaking the same way.  If there are opposing breaks on the alternate side of the putting line (double breaker), count them as an offset to the dominant break.  For example, you could have 8 breaks right to left and 4 breaks left to right.  The net would be 8-4 = 4 breaks right to left.
Divide the net break count by 2 and that will give you the approximate number of clicks left or right to set up the putt.
I find counting the breaks very useful for getting an approximation on the number of clicks to use for the putt, but it is by no means an answer for every situation.  This guideline is pretty much for greens on Normal.  
Early versus late breaks

Normally, a putt will have the most speed early in the putt.  As a general rule, the ball will be more influenced by late breaks as the ball slows down.   Just keep that in mind.

Odd number of breaks

If your break count gives you an odd number of breaks, it is a judgment call on how many clicks to use.  For example, if you get a count of 11 breaks, do you use 5 or 6 clicks (on normal)?  

What I do is use the lower number of breaks and just try to put a tiny bit more speed on the putt to compensate for the extra break.  Again, it is a matter of feel and experience.  It also depends on whether the putt is uphill or downhill and the wetness of the green.  This takes practice to get a good “feel” for what to do.
Rules of thumb guidelines

-For greens on Wet, use about half the clicks you would use on normal.

-For greens on Moist, use about 2/3 the clicks you would use on normal.

-For greens on Dry or Very Dry, you may have to use 1-2 more clicks more than you would on normal, depending on whether the putt is flat, uphill, or downhill.

-On uphill putts, the ball tends to break slightly LESS (because of speed early in the putt).  Try using a click or two LESS than you would normally use.

-On downhill putts, the ball tends to break slightly MORE (because you are hitting it softer).  Try using a click or two MORE than you would normally use.

Longer Putts

If you are consistently missing longer putts by a click or two, try this:

-For putts over 10 feet, ignore the breaks on the first horizontal line closest to your ball
-For putts over 20 feet, ignore the breaks on the first two horizontal lines closest to your ball

-For putts over 30 feet, ignore the breaks on the first three horizontal lines closest to your ball

- and so on

This is because on longer putts, you are hitting the ball harder and putting through and nullifying the early breaks.
Double Breakers or worse
Be sure to look on both sides of the putting line.  Sometimes, the breaks cancel each other out.  This is especially true if you have the dreaded “double or triple breaker”.  
In the example here, there is no clear dominant side to the putt.  There are breaks on both sides of the line.

I see 5 breaks on the right side and 5 breaks on the left side.  Net, this should a dead straight putt.
 

Note however, that four of the right to left breaks are near the ball.  Because of the early speed in the putt, these four breaks may not have the same effect as the later breaks near the hole.
Correctional click

For reasons unknown, PGA2000 seems to automatically set you up for a putt with one click left.  One click right puts you dead on the line.  Do this before even applying your break count.

Wind Impact on putting

None.  Unlike real golf, wind does not affect putting in the PGA2000 game

Speed

By far and away, the most important thing on putts is speed.  Hit it too hard, you can hit through the breaks and miss, or you might hop the hole (lovingly referred to as a “frog”), or you might "rim out".  Hit it too easy, you don’t get to the hole, or the ball gets overly influenced by the breaks (especially on dry or very dry).  It isn’t easy to get exactly the right speed.  
You might visualize putting the ball to a point one to two feet past the hole.  Balls that don’t get to the hole, rarely go in... lol.

Try this.  Set up a putt.  Hit it too hard, you miss right.  With the same number of clicks, hit it too easy, you miss left.  So the key is speed.
Visualizing

Sometimes, there are just too many breaks to count in a reasonable amount of time.  If you practice with the ball tracer turned on, you can develop skill in visualizing the path of the ball.  Visualize the path and set up the putt with the direction arrow at the bottom (by your feet) or by simply applying “clicks” using the right and left arrows on the keyboard.  
Holding the mouse on putts
There is no right or wrong way to hold the mouse when putting.  However, I have found it more accurate on putts to rest the back of the mouse on the heel of my palm.  The fingers are very lightly touching the side of the mouse and I actually push the mouse with the heel of the palm.  For me anyway, I seem to get more consistent speed.  You just have to work out what is best for you.
Strategy

Sometimes you end up with a putt you really have very little chance of making (e.g., 30 footer, downhill, right to left breaker on dry).  Of course, you are always trying to make the putt, but at least try to get it close (in the 7 foot “magic circle” around the cup).  It is painful to 3 or 4 putt.

8th and 9th hole effect

If you are a Tru-Swing player and you are recreating your player every game, you have the have the “superman” effect for about 30 shots or so in the round.  Then, the artificial intelligence in the game software begins to return you to “standard” game distances.  This applies to the putter as well.  

On about the 8th hole, the putter can start to feel “spongy” or weak, and you may have to hit the ball a little firmer to get the same putting results you had earlier in the game.  Just keep that in mind as you play.

Practice

Above all, practice, practice, practice.   Just go to a practice game and putt from everywhere, including the fringe.  Be sure to practice putting with the ball tracer on (under the action button at the top of the play screen).  This shows you the path of the putt and will help you develop the ability to visualize the path of a putt.  In time, you will get to the point where you can actually “see” or “visualize” the line the ball will follow.

Practice Courses
Of course, you can go to any course in practice mode and practice putting.  However, there are a number of specialized courses designed specifically for putting practice.  You can find these on the mygolfer.net site at this link:  http://www.mygolfer.net/courses/default.asp
To name a few:

· Smaks Fun World Putt Putt by Smak2000

· El Putt by Diguelo

· Emerald Greens by Robert@

· Putters Park by Southern Republic

· Micro Putt V2 by Ryder
You will know you have mastered the art of putting when the hole starts looking like this:
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7 horizontal lines


20 Total Breaks, 


Breaking Right to Left, 


10 clicks right





# Breaks





Ignore the line at the hole





Ignore the line at the ball





In a game, you see this as a two-break line


(Ball will roll Left to Right)
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