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Section 01.  INTRODUCTION

Order of Approach

In thinking about how to teach someone how to play PGA2000 golf, I think it boils down to a series of discussions, examples, and practice sessions.  

In general, there are essentially two primary things to keep in mind at all times:
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1. Considering all factors, what yardage will a given shot play?

2. How do I set up a club to get that exact yardage?
While there are a lot of variables to consider, rarely do all the variables come into play at the same time.  With practice, you can set up a shot with 95% accuracy in a few seconds.  

It is my intent with this documentation to discuss each of the main variables and how you factor them in at shot setup time.

I think the proper order of learning would be as follows:

- Section 02: Set up the mouse, straightedge, pad correctly
- Section 03: Select your club set and establish base yardages for each 

- Section 04: Understand how Loft works
- Section 05: Terrain effects 
- Section 06: Elevation adjustments
- Section 07: Simple headwind or trailing wind
- Section 08: Side wind effects
- Section 09: Sand shots
- Section 10: Chipping techniques
- Section 11: Putting techniques
- Section 12: Specialized shots using previous techniques
- Section 13: Summary comments
Mindset when playing
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Think.  A lot of this game is mental.  I think it was Trevino that said golf is 90% mental and 10% mental.  Or maybe it was Trevino who said it is 10% luck and 90% luck.

Don't ever go into a game thinking you are going to lose.  If you do, you probably will.  If you get behind, never give up.  Just think "Don't relax dude, I'm coming for you".  Even good players self-destruct sometimes and get a snowman (8) on a par 3, especially on dry or very dry conditions.  

Don’t get mad.  Getting mad at yourself for a bad shot can just make the situation worse.  Relax and enjoy the game.  It is, after all, just a game.  Even the very best players lose 25-30% of their games.

There is no reason why you can't be just as good as (or even better than) most who play the game.  Like everything else, the harder you work at it, the better you get and the luckier you get.
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Visualizing
Every time you get ready to hit the ball, visualize your target.  I like to visualize a circle with a 7 foot radius as my target... "THE MAGIC CIRCLE".  

This applies whether you are chipping onto the green, hitting a fairway shot, teeing off, even putting... it doesn't matter.  If you can hit close to that target circle consistently, you are going to be tough to beat.

Recreating your Player each game
If you play in Tru-Swing mode, recreating your player each game will give you a “Superman” effect for somewhere around 30-35 shots.  In reality, what it does is add about 10-15% more yardage to each club for about 8-9 holes, then it starts to die off to standard game yardages.  This is why most people don’t like to play 18 holes.  They would be on reduced power for the second 9 holes.

Some people choose not to recreate because it makes chipping and putting more sensitive to handle.  But with practice you get used to it, and you are far better off in the long run if you recreate every game (just my opinion).

Establishing your “Base” yardages
Whether you recreate or not, you need the “Base” yardages for your clubs from the tee and fairway as a starting point.  You must know exactly what each club does for YOU in a base condition of average/normal/still.  

Some people might get 170 yards out of a 7i from the fairway, while others might get 160 yards.  It doesn’t matter in the least.   The most important thing is that you know what YOUR clubs give YOU.  You are going to be matching and modifying your clubs to a shot distance.  You have to know your starting point for the club.  I simply can’t stress this enough.

Engineering shots
Overall, what you are trying to do is "engineer" a shot to fit a situation.  My approach to shot making is to always set up every shot so that I can take a full swing at the ball.  Trying to control distance by taking half or quarter swings is inconsistent at best.  It may work ok with short chip shots, but in general, it is not consistently effective (in my opinion).

On any given shot, the overall question is "What yardage will this shot play?".   To hit the "magic circle" target, you have to quickly determine the yardage adds/deductions due to:
-Wind
-Elevation change 
-Slope (e.g., downhill lie, uphill lie)
-Conditions (e.g., dry vs moist)
-Type of Terrain (e.g., tee, rough, sand, etc.)

Once you figure "What yardage the shot will play", you can select and modify a club to get that particular yardage.  Then all you have to do is compensate for side wind and/or side hill and smack it as hard and clean as you can.

Remember, it is not always the best strategy to hit the ball as far as you possibly can.  Sometimes it is best to hit a shot that sets you up well for the next shot.  For example, on 350 yd hole, you likely can’t reach the green anyway so you might want to try hitting a 210 yd drive off the tee to leave yourself a nice 9 iron or wedge into the green (strategy shot).  Personally, I feel very comfortable with my PW, so I hit a lot of shots to leave myself in PW range into the green.

Don’t worry about it if someone thinks you are a wimp hitting only 210 off the tee.  They will change their tune when you drop it by the flag on the next shot.

The Information Box
The overhead information box is a valuable tool in your play.  When you right click on ANY spot on the overhead view (or on the course itself for that matter), a box pops up, giving you valuable information on distance, elevation and terrain for use in setting up your next shot.


For the discussion, let's call the position of your cursor the "SPOT".  In the information box then gives you the following data about that particular location you have clicked on:

 

Under Distance 

"Distance golfer".  

That is the distance from your current position to THE SPOT you have clicked on.  This is true no matter where you are on the course, tee or otherwise.  In the above example, the "Spot" is 254 yards from your current position.
 

"Distance Pin".  

That is the distance from THE SPOT to the pin.  In the above example, the "Spot" is 217 yards from the pin.
 

From the tee on a dead straight hole, the sum of those two distances should be fairly close to the total yardage of the hole.  However, on dog legs for example, a 350 yard hole could actually play 475 yards, so the total of the two yardages won’t even be close to the yardage given for the hole.  No problem.  With the above distances, you have a very close approximation of what yardage any hole will play in total.

 
Under Elevation

"Elevation Golfer".  

That is the rise or drop from your current location to THE SPOT you have clicked on.  In the above example, there is an 18 foot (6 yard) rise from your current position to the "Spot".
 

"Elevation Pin"  

That is the rise or drop from THE SPOT to the pin.  In the above example, there is an additional 19 foot (6 1/3 yard) rise from the "Spot" to the pin.  
 

Under Terrain
"Terrain".  That simply tells you what kind of terrain condition exists at THE SPOT you have clicked on (fairway, rough, weeds, etc.).  In the above example, the "Spot" is on the fairway.
 
So how do you use this stuff?  
 Using the distance information
Well, lets suppose you have a tee shot of 373 yards to the pin and you want to know the exact SPOT to land in order to leave yourself say 130 yards to the pin.  You can find that exact SPOT by right-clicking on the overhead view and checking the “distance pin” value.  
In this case, rather than just blasting away off the tee, you might want to hit a 4W or a 5W in order to leave 130 yards to the pin (depending on wind and other factors like drop/rise).

 

Using the elevation information
Suppose you want to know if your landing area is sloping down or up or to the side.  You can check a few spots around the landing area and find that out.  Most of the time, this is not all that important, but on those holes where you have to lay up in front of a water hazard, it can make the difference between staying dry or getting wet.  If you hit a slope at the landing area, it could kick you forward into the water.

 

Also, you might want to know how much rise or drop there is from THE SPOT to the pin so you can factor that in your setup for the current shot.  If there is a 10 yard rise from THE SPOT to the pin, you might want to hit it another 7-8 yards from your current location to leave an "effective 130 yards" into the pin on the next shot.

 

Overall, the information box can really help you play to your strongest clubs.  If you are most comfortable with the 9i on approach shots, you can play to that distance.  Personally, I prefer a PW on approach shots, so I try to leave myself approach shots in my PW range.  

The button bar
If you click on options in the lower left hand corner of the play screen, a "button bar" will pop up which has some useful commands you will use frequently during games.

You have the option of hiding the button bar or showing it all the time.  Personally, I leave it showing at all times because it is so frequently used.  To have the button bar show permanently, just go to "window" in the menu bar at the top of the play screen and make sure the "Hide button bar" item is UNCHECKED.

Go look at your landing area
Sometimes, it is a good idea to go take a look at your landing area.  It might be seriously side sloped, or forward sloping, or backward sloping.  You might want to take a look at the green to see where you should try to land the ball.  This can help you in determining what kind of shot to hit next.
You can "go take a look" simply by 
· holding down the shift key, 
· left click on the spot you want to check, then 
· left click on "move camera" on the button bar.  
The game will take your player to that spot and provide a view.  You then just click on "go to ball" on the button bar to return to your current shot position.

Note: If you are in a game, in practice mode, if you move your player, the move is permanent.  That is, you cannot return to your original spot.  No big deal, just keep that in mind.
Aligning your player for a shot

There are three ways to aim your player during shot setup:

1. Keyboard Arrows. You can use the right and left keyboard arrows.  Each click is ½ degree.  You will probably use this method more than any other to align your player.
2. Alignment Arrow. You can use the large green arrow at the bottom of the play screen.  Simply left click on the arrow, hold the button down and drag right or left.  This method is not very accurate but is handy for making large moves left or right.  If you use this arrow, you will probably need to do some fine tuning using the keyboard arrows.
3. Arc Arrow. You can use the Arc Arrow in shot setup (discussed in Section 04 Loft).  It is the least used method and you don't even need it really.
Checking the Ball Path
To see the path your ball will follow, right click and hold the mouse button.  A white pole will appear on your overhead view.  Holding the button down, slide your mouse along the straight edge.  The white pole will move along the path in the overhead view box.

If you play with the grid lines "always" on (found in player settings), the gridlines can give you an idea of the recommended path for the shot…. But not always.  Use grid lines with caution.  Sometimes the grid lines aren't even close to the path you want.

I recommend you select your best landing spot using the information box discussed above.  Align to some object on line with that spot.  It can be anything, a mountain, a house, a distant tree, a bunker, a bridge, even a cloud… whatever.  Then align your player using that object.  After you get aligned to your target, then make your adjustments for wind and side hill. 

Rotating to the flag

The game will attempt to align you to the hole on approach shots.  Unfortunately, the alignment might not be precisely to the hole in use.  Turns out, during a course’s design, each green can have several hole locations specified.  This is to provide variability to the course with each time you play it.   The designer can specify an alignment point that does not correspond with any specific hole.  It might be a point at the center of the green, or to a point central to the various hole locations.  Therefore, the game might line you up to a location on the green that does not correspond to the hole in use.  Usually, you can tell just by looking carefully, but sometimes you can’t.
If there is the slightest doubt whether you are aligned to the hole properly, just use the “rotate to flag” feature to be sure before you even start applying correctional clicks for things like wind and side hill.  This “rotate-to-flag” feature is found in the top menu titled “Action”.  Another way to accomplish the same thing is to depress Shift-R.  Whether you used the Action menu or the Shift-R function, always hit the space bar immediately after to get the realigned view.

Yardage and Wind Charts
I recommend you make up some yardage and wind effects charts for reference during games. During a game, things are happening fast and it is almost impossible to remember the details on every club and setup parameter.

Through a lot of practice, I have made up two key charts, which I can make available to you as a starting point:

1. The Club Distance Chart (which includes a table for terrain effects)
2. The Wind Calculations Chart (which includes a table for rise/drop)

Both charts are available in Microsoft Excel Format.  .
Note:  If you haven’t got Microsoft Office or components installed you can download an Excel viewer and a Word viewer from here:
http://office.microsoft.com/en-us/results.aspx?Scope=DC&Query=Excel+Viewer
The Excel viewer allows you to open and print the charts even if you don’t have Excel installed.

You should play test these yardages to see if they are right for YOUR particular clubs.  They might not be.  Everyone can be a little different due to the physical differences in the system, mouse, settings, etc.  

Using standard monitor clips, I have these two charts hanging on either side of my monitor at all times during games.  That makes for easy reference when setting up shots.

TruSwing vs Triclick
This documentation was written with Tru-Swing Vertical in mind, since that is what I use personally.  However, most of the theory applies even if you are using Tri-Click or Tru-Swing Horizontal.    

Regardless of the playing technique you use, you still have to deal with loft, terrain effects, elevation rise/drop, wind, etc.  Obviously, there are some differences in technique between Tru-Swing and Tri-Click (like how you get a draw/fade) but most of the stuff still applies.

Summary Comment
Most people I coach are not raw rookies at this game and sometimes it may sound like I am assuming that.  I'm not.  My way of teaching someone is to build up the game from basics to the more complicated.  So if I come across as treating anyone like a rookie, sorry.  

I know it sounds like a lot to digest now that I put it down on paper.  But really, it’s not as bad as it sounds, if taken in bite-sized chunks.  So that is the way I have put it together… bite sized chunks.  There is one section dealing with each major topic.  For the most part, each section stands alone but there are section references where needed.


There is work involved to learn all this stuff, but I can almost guarantee you, if you master these things, you will be a very competitive player.  Of course, as always, it does depend on how hard you work at it.
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