	Green Sites and Bunkers Tutorial
By Steve Day  
There as many methods for doing greens and bunkers as there are designers.  I can’t even say that I do it the same way all the time.  This tutorial outlines the basics of how I approach the process.  You can vary to suit the course style and your preferences.  
1. Lay down basic shapes and textures.


2. Raise green area 6 feet.  Center the raised area behind the green
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3. Use fringe/green shape enlarged by 8 feet and flatten at average height

.[image: image2.jpg]“[ale] Bo _elelels]





4. Create a shape around the entire green site and smooth at about 50%
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 5. Add raised and lowered areas around green to add interest and to "present" the bunkers.  By raising and lowering areas where bunkers will go you can make them more visible from the fairway or green as you wish
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  6.Create a shape around the entire green site and smooth at about 50%. 
7.Create shapes and place bunkers.  Select the sand texture and lay them down
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 8. Use as a shape each bunker and use the bunker tool to lower from 2.5-5.0 feet. 
9. On larger bunkers the bunker lower tool will lower it enough in the center, but leave it too shallow on the ends.  Create shapes and lower other sections of the bunkers as desired
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 10. Select each bunker and use as a shape, enlarge 2-3 feet and smooth at about 1/3. On smaller or complex shape bunkers you may need to manipulate the line to prevent crossovers
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 11. Draw a shape around each bunker about 6 feet out and smooth again about 1/3.  If necessary, make another shape further out and smooth again.  You want a smooth roll from the land into the bunker.
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 12. Select each bunker and use as a shape, enlarge 3-4 inches, select the texture for your bunker lip and drop it.
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13. Select the sand shape and use as a shape, do the same for the lip.  You should now have both shapes selected.  Use the slope tool to drop from 0.3-0.5 feet.
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 14. Optimize the lip and sand at maximum. Failure to optimize will cause your course to have way too many points. 
15. Add what ever other slope and feature you want to the green area.  (Here I added a hump in the middle, a dip in the front and sloped the entire green area a little to the right.
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 16. Identify where you want to place your pin positions.  Draw a circle about 9 feet wide and drop a different green texture. Then place your pin positions in the circles. 
17. Select each of the pin placement circles and use as a shape, then flatten each at average height.  This will ensure that there is not too much slope right at the pin placement.  This will allow you to have greens with a lot of slope without "'unfair" pin placements.
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 18. Delete the pin texture circles. 
19. Draw a shape around the green area, but inside the bunkers and smooth at about 1/3.
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 20. Select the fringe shape and optimize at the minimum setting including children.  This will spread out the points on the green to eliminate spikes and ensure a smooth roll.
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 21. Use the  "render 3d mesh, tin" feature. (ctrl/alt/T) to be sure there is not a build up of points on the green near your pin positions.  A lot of dark lines indicate a lot of points. (around the bunker lips for instance.)  If there are lots of dark lines near the pin positions, optimize again one step higher.
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22. Add vegetation, cart paths etc. and your done.
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