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Just about every shot involves thinking about what terrain you are hitting from.... like tee, rough, fairway, sand, etc..  You run into all kinds of things on courses:  Weeds, heather, pine needles, underbrush, mulch, dirt, etc.  Knowing what your clubs do in these conditions is important to making good shots.

Simulating the real game

Intuitively, you know it is harder to hit 130 yards out of rough than it is from the fairway.  The question is, how many yards do you add for the rough?


The way PGA2000 simulates terrain conditions is by reducing the power on a club due to some condition like medium rough.  For example, medium rough has the effect of reducing the power on a club by about 8%. Deep rough reduces power by 15%.  Deep weeds reduces power by 35%… etc.

The thing most players don’t understand is that you can’t just add a fixed number of yards for a given condition (like medium weeds).  It is entirely dependent on how long the shot is.  Medium weeds will have more of a yardage impact at 150 yards than it does at 100 yards.  

The "Club Distance" chart has a "Terrain" section (right side) for various kinds of course conditions and the effective Club Power percentages.  

If a condition like medium rough reduces the club power by 8%, then the club's effective power is 92%.  So, to get 130 yards out of medium rough, you have to play the ball about 8% longer.  That is, to get 130 yards, you would play the shot like it was 130/92% = 130/.92 = 141 yards.  Similarly, to get 200 yards out of medium rough, you would play the shot like it was 200/.92 = 217 yards.
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So you can see that dividing the yardage by the effective club power automatically takes distance and terrain type into consideration.

Conditions and effective club power

Over time, I have developed a table for effective club power in various conditions (also on the Club Distances chart) as follows:
	 
	TERRAIN
	 

	 
	 
	Club

	Type
	Depth
	Power

	Tee
	 
	100%

	Fairway
	 
	97%

	Fringe
	 
	97%

	Rough
	Light
	95%

	 
	Med
	92%

	 
	Deep
	85%

	 
	Heavy
	75%

	 
	Thick
	65%

	 
	Buried
	60%

	Weeds
	Light
	85%

	 
	Med
	80%

	 
	Deep
	65%

	Sand
	Light
	95%

	 
	Med
	80%

	 
	Deep
	50%

	 
	Plugged
	40%

	Bunker Lip
	 
	30%

	Desert
	 
	65%

	Dirt
	 
	90%

	First Cut
	 
	97%

	Grass
	Med
	75%

	 
	Deep
	65%

	Heather
	 
	88%

	Mulch
	 
	50%

	Pine Needles
	 
	60%

	Pine Straw
	 
	75%

	Sand Edge
	 
	90%

	Sandy Dirt
	 
	97%

	Scruff
	 
	90%

	Semi Rough
	 
	97%

	Semi Wild
	 
	65%

	Top Soil
	 
	75%

	Underbrush
	 
	75%

	Waste
	 
	70%

	 
	 
	 

	 
	 
	 

	 
	 
	 

	 
	 
	 

	 
	 
	 


So how is this applied?  I think it is best shown by way of example (reference the chart).


Example 1 (approach shot)
Suppose you are 120 yards from the pin in medium rough.  What will this shot play in distance?

The answer is 120/92% = 120/.92 = 130.4 yards.  Makes sense.  The shot will play longer because of the medium rough.  In this case, you would add 10.4 yards.

Now suppose you are 175 yards from the pin in the same type of medium Rough.  The shot would play 175/.92% = 190.2 yards.  In this case, you would add 15.2 yards.  

So how much you add for a given terrain condition is distance dependent.


Example 2 (approach shot)
You are 85 yards from the pin in Deep Weeds.  
In this case the shot would play 85/65% =  85/.65 = 130.8 yards.


Example 3 (around the green)
You are 27 yards from the pin in light rough.  
In this case, the shot would play 27/95% = 28.4 yards (i.e., you can see that light rough has little effect at this distance).

Now suppose you are that same 27 yards from the pin in medium weeds.  The shot would play 27/80% = 33.8 yards.

Example 4 (sand)
You are 20 yards from the pin in medium sand.  
The shot would play 20/80% = 25 yards.

That same 20 yards in deep sand would play 20/50% = 40 yards.

So, once you determine "What the shot will play in distance", just select the right club and modify it to the exact distance using the loft features (Section 04).

No doubt, you will run across some terrain conditions that aren't in the chart yet.  New ones are being added all the time.  However, I have played over 1,500 different courses and this covers 95% of what you will run into.  It is a good idea to have a calculator handy during games.

Unusual Conditions

Sometimes, you will run into a course where the designer uses specialized libraries.  You will run into things like “Flier Rough”.  In this case, the effective club power might be 110%.  In other words, the ball will fly longer than if you were on fairway, even though you are in rough.  You do the calculations the same.
Example:

You are 100 yards from the pin in 110% flier rough.  The shot would play 100/110% = 91 yards.

In other cases, a designer might indicate rough as 2.5” rough or 6” rough.  Here, you might not have a table entry to tell you how to play it.  My best advice here is to just look at the ball indicator in the lower right corner of the game screen and see how much it is covered.  Just guess as to whether it is medium rough, heavy, deep, etc., and then use the table.

Uphill and Downhill Lies

Still another thing that will affect your distance is uphill and downhill lies.  A graphical representation of this is as follows:







Normally, you don't have to worry much about the yardage impact of uphill/downhill.  But if the slope is severe, you might want to take it into consideration at shot setup time.
Side Hill Lies

In ideal conditions, your ball would come to rest on a perfectly flat surface.  However, this is usually not the case.  You will almost always have some kind of side hill slope to contend with.




Side hill slope rising from left to right like this           

will cause the ball to go left when you hit it. 


Side hill slope dropping from left to right like this         
will cause the ball to go right when you hit it.

How much the ball goes left or right, due to side hill slope, will depend on the severity of the side hill slope.

As a guideline, try this.   Use one click left or right for each two “breaks” in the horizontal line nearest your ball (breaks are discussed in section 11- Putting).

Sometimes, the side hill slope is so severe you cannot even count the breaks.  Here you just have to take your best, experience-based guess at the number of breaks and make the adjustment from there.  You will develop a “feel” for this as you play more.

Side Hill together with side wind
Also, keep in mind that side hill slope will counter (or add to) adjustments for side wind (discussed in section 08).  

Example 1 (Net):  Suppose you have 4 clicks left for side hill slope and 8 clicks right for side wind.  Then you have a net 8 – 4 = 4 clicks right to hit your target.





Example 2 (Additive):  You have 3 clicks left for side hill and 6 clicks left for side wind.  Then you have a total of 3 + 6 = 9 clicks left to hit your target.
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Uphill lies will cause a higher trajectory and will land shorter.  Add a couple yards





Downhill lies will cause a lower trajectory and will land long.  Deduct a couple yards





Uphill Lie





Downhill Lie





Flat Lie





Clicks:


4L for side slope


8R for wind


Net: 4R








Clicks:


3L for side slope


6L for wind


Net: 9L











