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Section 12.  SPECIALIZED SHOTS

Once you understand all the mechanics discussed in previous sections, you can start developing some clever shots that can help you in certain situations.

Right hander vs Left hander

My comments below are written from the perspective of a right-handed player, since that is how I play.  However, the game mechanics are the same for a left-handed player.  

For example, whether you are right or left handed, when you select “Fade”, the game will set something like +2 on the horseshoe arrow.  Just keep in mind that the ball action is just the opposite for right handed versus left handed players.  For example, a Fade for a right handed player makes the ball go left to right.  A fade for a left handed player goes from right to left.  It doesn’t matter.  Both are fades, and are set up the same way.
Exaggerating Fades

If you go to shot setup and select “fade”, the game will automatically set your horseshoe (HS) arrow on about +2 (on woods anyway).  Take a look
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You can get a bigger fade by taking the horseshoe to a higher + number (e.g., +3).   A +3 would counter about a 20 mph side wind.  A +4 counters 28 mph.  A +5 counters a 35 mph side wind… and so on.  This is very useful to know in heavy wind conditions.

So, each +1 on the horseshoe arrow will counter about 7 mph of side wind.  A standard fade (or draw) will almost exactly counter a 15 mph side wind.

Sometimes, you might use a standard fade/draw to off set wind, but it isn’t quite enough.  Suppose you have a 19 mph wind, right to left.   Here, you might use the standard fade for the first 15 mph of wind plus a couple clicks right to bring it up to 19 mph off set.

Guideline on clicks for exaggerated fades
Rule of thumb, use 3.5 clicks left to offset each +1 on the HS arrow you add to the fade.  So say you want a +6 fade.  You would use 3.5 x 6 = 21 clicks left to offset the fade.

Exaggerating Draws

Same principle with the draw as with the fade, only the game’s automatic HS setting for the draw is on about –2.   




Larger negative settings, like -3, -4, -5, etc, exaggerates the draw.  This feature can be very useful in heavy wind or if you need a big draw for getting around some obstacle.  I really don’t recommend using a draw over about –4 or –5 on the HS scale.  Huge draws are tricky and take a lot of practice to master.

Be aware, that big draws do not behave the same as big fades.  I think it is because on draws, the trajectory is much lower.  The larger the draw, the lower the trajectory of the flight path and the more right to left action on the ball.  Over about –5 on the exaggerated draw, the ball will tend to hit the ground early and kill the draw action.

Guideline on clicks for exaggerated draws
Offsetting clicks are not linear on the draw.  Seven clicks right will almost perfectly offset a standard –2 draw.  However, use seven additional clicks for each additional –1 over the standard draw.  Give it a try.
Example

You want to draw the ball around a stand of trees.  You set the HS arrow on –4.  Use 7+ 14 = 21 clicks right to offset the draw.  This should bring the ball back onto the target line at the end.

Distance impact of draws/fades

With Draws and fades, each +/- 1 on the horseshoe arrow will cost you about 4-5 yards.  Why?  Because the ball is traveling a distance X in an arc as opposed to a straight line.



 



How would you use this?

Sometimes you get in a tough spot behind some trees or a rock wall.  You might be able to use an exaggerated draw or fade to get out of a bind.

Example

You are on the fairway, 200 yards from the pin, behind a tree, seemingly no shot.  Use a 5 wood, set a +8 fade on the HS arrow, go 3.5 x 8 = 28 clicks left and whack it.  Give it a try

Fades/draws on Woods vs irons

The examples given above for exaggerating draws and fades apply mainly to woods where you most commonly use draws and fades.  However, there is occasion to use draws and fades on irons too.

Simply stated, on the same horseshoe setting, woods will draw or fade more than irons.  Why?  I think it is a matter of simple physics.  With woods, the ball is airborne longer and therefore, has more time to draw or fade and more time to be influenced by things like wind and side slope.  Over time, I have arrived at the following:

Rules of thumb:

On woods, each +1 on the horseshoe arrow requires roughly 3.5 clicks to offset.  That is, each +1 of the horseshoe offsets around 7 mph of side wind.

On irons, each +1 on the horseshoe arrow requires about 2 clicks to offset.  That is, each +1 of the horseshoe offsets around 4 mph of side wind.

Examples:

Suppose you are hitting a driver off the tee and have a 15 mph side wind, right to left.  Your choices are

1. Go 7-8 clicks right to counter the wind

2. Use a standard fade to counter the wind (roughly +2 on the horseshoe)

Now, suppose you are hitting a 7 iron off the tee and have a 15 mph side wind, right to left.  Your choices are:

1. Take 60% (midrange iron) of the wind velocity or 9 clicks right to offset the wind

2. Use a fade with 15/4 = +3.75 on the horseshoe

Fades/draws out of rough, weeds, etc.

If you hit a draw or a fade from some kind of terrain other than the fairway, the magnitude of the draw/fade will be less than from the fairway or tee.  Roughly, the draw/fade will be half of “normal” (fairway/tee).

Cool use of Fades/draws

Sometimes your target landing area is blocked by something like trees or a rock wall.  One clever way to handle this is to rotate to your landing area first.  Go some number of clicks right or left, then put on the appropriate draw or fade (using the HS arrow) to bring you in line with your landing area.  Using this approach, you can sometimes curl a ball right around say a stand of trees and end up where you want to be for the next shot.

Combination flops

In these goofy tourneys where you only have a limited number of clubs, sometimes you have to make one club "act" like some other club.  For example, I am in a tournament where I only have a PW and no LW.   With a full swing, how can I make a PW “act” like a LW?

My PW off the fairway is about 131 and my LW is 81 yards.  So I have to take 50 yards off the PW to make it “perform” like a LW.  I can do this by setting +3.5 (takes off about 35) on the straight arrow and further adding on +7 on the horseshoe arrow (takes off about 14).  Go about 2x7 = 14 clicks left and smack it.

The Punch





If you go to shot setup and select “Punch”, the game will automatically set the straight arrow to about –7.0.  This has the effect of adding distance to the club and keeps the shot on a low trajectory.  
The punch is useful if you are hitting into heavy wind.  It is also useful for keeping the ball low if you have, say, a tree in front of you and have to stay under the branches.  You might even have occasion to hit something like a half-punch.  That is you would set the straight arrow on around -3.5.
You can even use the “punch” in combination with chipping clubs like the LWC.  If the base distance on the LWC is 54 yards, then a LWC “punch” will give you around 75 yards and will keep the ball lower.  

I show the standard "Punch" yardages for each club on the Club Distance Chart.  Again, yours could be slightly different.  You just have to test your clubs to see what yours do.
Strange “chips”
There are times when you might be behind a tree and seemingly have no shot.  I have had occasion to use a driver as a “chipper” to get under the lowest branches of say, a pine tree.  Just set the driver on “punch” and take about a one eighth swing.  This should give you around 60-70 yards (off the fairway) and the shot will just scoot along the ground.  This can come in handy sometimes.


Using extended versus chopped clubs (yards off via loft)
Rule of thumb, the moister the green, the more backspin you will get on an approach shot.  With dry and very dry, there is normally very little backspin unless you have a back-sloping green.

So, suppose you have a 110 yard approach shot from the fairway to a wet green.  You could use a chopped PW (roughly +2 on the straight arrow taking 20 yards off) or you could use an "extended" SW (roughly -1 on the straight arrow adding 10 yards).   
Extending a club tends to impart forward spin on the ball, thereby killing backspin.  So in this case, I would probably use an extended SW.  At the same 110 yards into a dry green, I would probably use the chopped PW.  It is a judgment call, depending on the slope of the landing area on the green.  If the green is sloping away from you, it might be wise to use the chopped club so that you use normal backspin to help counter the slope.

No Pat Answers
So you can see, there is no pat answer for any given shot.  As in real golf, in many, many situations, you will have more than one option for a shot.  This is especially true on approach shots and chips.  You just have to make a judgment call on what is the best technique and club to use and go with it.  
The key to shot selection is to understand the mechanics of what your clubs do with loft settings and that takes some practice.
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Both the straight line and the curved line are distance X.  You will lose forward distance with a draw or a fade.
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