Part one Section 1

Getting Started.

Welcome.  This is a basic tutorial for the creation of a golf course from start to finish outlining what I consider is the best way of achieving your goal, which for most of us is to release our ideas in the form of a fun and playable golf course. The learning curve with the Course Designer is a very large one and there will be unavoidable pit falls along the way, it’s not perfect but it is the best there is. What I will try to outline here hopefully will assist you along the learning curve, help you to avoid a lot of the pit falls and with a little luck and a lot of hard work get you somewhere near to producing the course you have in your mind…..

This tutorial will follow the progress of a fictional course, simply because a fictional course is a lot easier to produce than a real one.

Setting up The APCD

After firing up the APCD you will be welcomed with an array of tabs, buttons and symbols which are enough to put off the bravest of heart, don’t panic. Before we do anything else let’s set up the Course Designer the way we want it. Click on edit (top left corner) and select preferences, you will get this screen…. For the time being forget how the two views are set.
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Under the General Tab

The first thing to do is uncheck the Enable Auto Backup box marked in red, this will save you a lot of heartache later on with crashes..

Next uncheck the Windows Default box marked in blue and select whether you want Metric (meters and centimetres) or English (yards and Feet) We will be using yards and feet because quite simply it’s the way I work.

The last thing to do here is entirely up to you, if you check the box marked in green, when you lay out the holes under the planting tab the next hole for planting will automatically come up, we will go into this later in the tutorial, it really does not matter if this box is checked or not, personally I leave it unchecked.

Now let’s finish the set up for our new course…. Click on File then new course, you will get this screen appear. 
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First off and most importantly, DO NOT check the ALLOW NON REGULATION FAIRWAYS box marked in red, if you do your course is already finished, it causes all sorts of nasty problems, so leave well alone.
Set the dimensions of the course by altering the numbers marked in green, I usually set them to 2000 X 2000 yds. This will give you plenty of room to work.

Next hit the create button marked in blue.

Before we go too far let us set up the screen to how we want to work and chose the line of sight (or camera angle) for each screen….

Select the Display Tab, you should get this screen; if not here is how to set it up…
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First select the box marked in blue.

Select the hand Icon (top right) marked in red and click on the left hand of the two screens (the active screen will be highlighted by a white box around the view) then select the box labelled top marked in green.

Now select the right hand of the two screens in the same way then select the box labelled perspective marked in black. This is my own personal preference for the set up and for the sake of this tutorial these are the views we will use…….. Stay away from the game cam option; it can cause crashes as the file size gets bigger usually during the planting stage.

Now we can select how we want the screens to look, click on the little eye icon and you will get this…
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Select the left hand side of the two screens as we did previously and check all of the boxes displayed above down the left hand side.

When done select the right hand side of the screen and check the boxes as set out below.
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Your screen should now look exactly as the one above, again this is my personal preference and it can be done many other ways, but as I have said before, for the sake of this tutorial this is the way we will go. You will be pleased to hear that this is the only time you will have to perform these steps. From now on every time you open up the course designer it will be set up this way.

We will now give the course a name, it does not matter what we call it at this moment as long as we call it something recognisable.

Click on edit then select course properties, you will get this screen.
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Enter a name for your course in the box marked in red, I have called this one tutorial but you can name it anything you like, Click OK to close the course properties box and our course now has its’ name. We are now ready for the next step.

Section 2
Basic Terraining and Hole Layout.

OK the APCD is now basically configured and we are ready to start building our course.

There are now two ways to proceed, Personally I like to terrain the plot first and then fit the holes to the lie of the land, in my opinion this way will give a much more natural feel to the course having it roll over hills and cut through vales just as a real course would. The other way is to put in the holes and terrain them individually, much more difficult and much more time consuming, again for the purposes of this tutorial we will go with the first option.

Click on the Terrain tab then select the surface sub tab. 
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Select the arrow icon marked in red; then select the red circle icon marked in green, click anywhere on the plot, the whole of the plot in both views should turn brown, next select the little yellow bulldozer (earth mover) icon, you should then get this screen
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Now it’s time for a little trial and error, do you see those little sliders marked in blue, they are very similar to a graphic equaliser, the main one for concern is the second from left; this sets how high your hills are going to be, I would suggest setting it as low as is possible without actually having it all the way to the bottom, fiddle with the other three however you want. Here comes the trial and error bit, click add to selection marked in red and your terrain will become bumpy and hilly, you can click continually and the terrain will change with each click, if you don’t like what you have hit the flatten icon marked in green to completely flatten the plot and try again. Keep going until you are happy with the undulations. 

One tip here is the undo button, remember this one we will be using it quite a lot, the simplest way to undo anything is to hit Ctrl z this will undo the previous action.

Another little tip here is to use the eye icon down the right hand side marked in black, click this then left click on the top view holding down the left button then drag in the direction you want to look, you will then see that view in the right hand screen.

Here is how mine looks.
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Ok; we are now happy with our plot and its terrain, it’s now time to find out where all of the holes are going to fit in. First let’s get rid of the brown and red bits that are visible. Click select marked in red then hit de-select this will return the plot to its’ original green colour.

We are now going to navigate around the plot using the eye icon, the zoom function and the hand icon, if you have a wheel mouse zooming is simple. Activate the view you want to zoom in on then just roll the wheel forwards or backwards depending on whether you wish to zoom in or out, use the eye icon as described to look around the plot and the hand icon by clicking the left mouse button holding it down and dragging the plot around, you can also do this by holding down the mouse wheel, this will make the plot disappear and leave only the mesh showing, this will come in handy later on. All of these functions work in both views.

Planning and creating the first hole
Hopefully you have found a likely piece of land for your first hole; you need to now decide whether it will be a par 3, par 4 or par 5. I’m going to start with a par 4. Before actually putting in the hole this is a good time to consider the strategy of the hole design and also how you can use your chosen piece of land to enhance this. We will look at refining the strategy more as the hole takes shape.

We now need to decide where the green and tees will go, the tape measure icon marked in black will be needed here, I will describe how best to use this as we progress. 
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Remember I said I wanted to start off with a par 4 well I have found a nice piece of land and marked the tee the green and the landing area by changing the textures so they are visible. 

First of all I found an elevated position for the tee and changed the texture by selecting the drag select icon marked in red then clicking on the triangle where I wanted my tee to be, this again will be highlighted in brown, I then selected a different texture, in this case fringe marked in blue, I then hit the apply texture icon marked in green. De-select in the same way that we have already discussed.  

I then found a nice spot for the green; I measured the distances by clicking the tape measure icon and by positioning the cursor over the tee holding down the left mouse button and dragging to likely spots for the green, when I found a triangle that I was happy with and at the right distance, I highlighted this triangle in the same way as described above.

I then looked around for a good landing area by doing exactly the same as before and highlighting this in the same way, the result can be seen above.

I have used the fringe texture to highlight my hole path, any texture can be used because it will be removed later on, for the moment they are there only as a guide.

Now to putting in our first hole

Under the plan tab
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Select the triangle and hammer icon marked in red, then hit advanced settings marked in blue, the advanced hole path settings box appears, select the general settings tab and check the third option marked in green, click OK this has now set how we will proceed with the construction of the whole course, personally I think this is the best and only way of doing this.

This little part will have to be done each time you open up the APCD because the APCD always opens up with auto create as default, when all 18 holes have been put in you can forget about it.

We now need to set the par for the hole
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Click on the arrow next to the par marked in red and set it to the desired par for the hole, in this case par 4.  Forget the number of tee boxes because the way we have set up this option it does not apply. We are now ready to create the hole boundary.
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This is done by simply left clicking on the tee area, then left clicking on the landing area, then left clicking on the green area, now you can see why we changed the textures. We can now change the textures back to the default rough by repeating the steps discussed above for changing textures.

Section 3

Drawing in the different shapes for the hole.
We now need to consider the green shape and its’ angle in relation to the approach shot, the approach shot here will be between 180 yds and 160 yds depending on conditions and how well the drive is hit, therefore we are looking at between a 5 and 7 iron into the green so the green should be fairly deep to allow for a bit of roll out but maybe it could be narrow also to add a little difficulty.

OK the fun bit.

I will outline here how to draw in your green fairway and tees

Under the plan tab
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What I have done here is activate the top view then hit the full screen icon on the right hand side marked in black; I have then zoomed in over where the green is to go. 

I have then selected the draw shapes icon marked in blue, make sure both boxes marked in red are unchecked (in the picture one is checked it shouldn’t be) and click on the arrow next to the texture displayed marked in green, set this from the drop down menu to none.

OK we can now start drawing the shape of the green.

To draw in the shape using this method left click where you wish to start, a white node will appear then continue to click in the rough shape that you want the green to be until you have gone all the way round, to finish the shape you must make your last click on the first node they will then disappear and leave you with a pink shape.
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I have now selected the icon that looks like a see saw marked in red then clicked on the pink shape, this brings the nodes into view, it’s now time to fine tune the shape of the green. 

By left clicking on any one node and holding down the mouse button you can now position it where you would like it to be, by holding shift and clicking on a node you can get a rounder shape and by moving the two little nodes that will appear you can bend the angle of the line between nodes. By holding down Ctrl and clicking a node you can delete it, by holding down Shift and clicking on the pink line between nodes you can add a node. Keep on moving them about until you have the shape that you want

When you are happy with the shape of your green, select the tape measure tool and measure it to make sure it is not too big or too small. If you find that the green shape is not the size you want it then you can use the scale tool to adjust it.
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What I have done above is to scale the green shape to the size I want, I have rotated it slightly and also moved it after rotation to centralise it.

Scale icon is marked in black

Rotate icon is marked in red and

Move icon is marked in green

All of these controls are used by selecting the icon for the function you want then clicking on the shape and moving the mouse whilst holding down the left mouse button. 

One point I will make here; before using the move control make sure that you have the planes set in the XY axis, you can check this by looking at the top left of the screen where the letters XY & Z are displayed, the ones highlighted in yellow are the ones activated, I will go into these controls in depth later on but for now if X & Y are not highlighted press F9 on the keyboard to activate the XY plane, you will then be able to move your shape around as much as you would like. 

Time to draw in the fairway

We now need to consider the basic shape of the fairway, but don’t worry too much we will be using the same method as above and it can be altered, this time though we are actually going to select fairway from the same drop down menu we selected none from as discussed when we started to draw in the green shape earlier, this will help you to distinguish things better later on.
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I have drawn in the fairway and adjusted it in exactly the same way that we did the green shape; I have considered the preliminary strategy and the lie of the land before deciding on the shape and direction. 

I have started the fairway 120 yds from where the back tee will go and as you can see I have cut in contours for the main fairway bunkers, the first is at 240 yds and the second at 295 yds both marked with red dots, there is noting final about any shapes yet we will fine tune them next, we will leave the positioning of the tees for a while, I will explain why when we come to add them.

We now need to click on the toggle full screen icon again remember that one? It is still activated down the right hand side. This will give us our two screens back.

We then need to click on the display tab and the little eye sub icon again, not the one down the right hand side, the one contained within the display options along the top of the screen. Activate the right hand perspective view then check the shapes box in the display menu down the left of your screen.

Go back into the plan tab and select the eye icon from the right hand side of the screen and click and drag it along the shot path (the white line) from the tee to the landing area, you should then see your shapes in the perspective view as they will appear when they are painted in and textured, have a good look around, check out the view from the landing area to the green and also the view back towards the tee from the green, look for any unnatural slopes in the fairway, make sure everything looks natural. Forget the green for the time being it might be on a bad slope but we will sort out the green complex next, and we will discuss how to get rid of any unnatural slopes in the fairway too.

This is what I have so far.

View from the tee…
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View from the landing area
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View back from the green
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OK not that impressive I know but you can see how the work we put into terraining the plot and choosing a good piece of land is starting to pay off, the fairway runs smoothly over the hills and vales very naturally…

Now it’s time to tweak the green complex and remove any steep or unnatural slopes.

I have zoomed in on the green and set up my perspective view so I can see the green from front to back.
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Luckily we have chosen the green position well; there are no steep slopes that need to be remedied. As the course progresses I’m sure we will find a green that will need some serious work but for the time being we will carry on until that problem arises. I am now going to draw in the fairway and green fringes.

Under the plan tab
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I have selected the copy shape icon marked in red, checked the Inflate / Deflate box marked in blue and set the amount value to 4 ft, we then need to click on the fairway shape in the top view and you will get a second shape appear around the fairway, we then need to change the amount value to 3ft and do the same with the green, you should now have something like this.
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Section 4

Terrain Painting

Using the same view, zoom in very close to the green so the shape fills the screen; select the Terrain tab and then the surface sub tab.

[image: image24.jpg]Bl Links tutorial.CRZ - Arnold Palmer Course Designer =

o Q
«

Center of Green
Hole 1





Select the spray can icon marked in red

Move the radius slider marked in green all the way to the left so the value is set at one

Move the Height slider marked in blue to the centre so that the value is set at zero

Then make sure both boxes marked in black, (smooth fall off and add density) are checked.

If you move your cursor over the plot you will see a little spray can, if you zoom in close enough you will also see a little red circle next to the spray can this is the bit we are interested in.

We are going to paint in the fringe perimeter first
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Position the little red circle where the outer green shape intersects the outer fringe shape marked in red in the picture, now left click, a vert will appear, continue all the way around the green until you get to the opposite side where the green and fairway shapes intersect, this is where we need to remember the undo control, Ctrl z because sometimes the terrain painter will stick in more than one vertex, if it does hit Ctrl z to undo and carry on, sometimes you will need to try a slightly different area if the painter continues to put in 2 or more verts. Here is a picture of what you should have now, notice I have clicked inside the green shape a number of times to tidy the mesh.
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If you look closely you will see 2 edges that are turned the wrong way, you won’t have the red dots to point them out so look carefully, these are one of the things that can cause bad shadows or sharp edges we need to fix them…. So click the edge sub tab still in the terrain screen and select turn marked in red in the picture below, position your cursor over one of the offending edges it will be highlighted in yellow when you have it, left click and the edge will turn into place and turn red, repeat this on all the other offending edges until you have a nice clean mesh with all edges running away from each other again in the bottom picture.
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Now you have seen how to “paint” in the verts continue around the outer edge of the fairway until the shape is complete, remember to paint verts along the middle of the fairway also to keep the mesh clean and look out for the badly turned edges (don’t turn these yet, the next step will show you another way of dealing with those awkward edges) and double verts that might appear whilst you are painting, fix the double verts as you go along.

We should now have something like this.
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Quite a mess, there are bad edges all over the place, now rather than turning every one if we terrain paint somewhere near the areas marked in red we should lose at least 95% of the bad edges, the rest will have to be turned by hand, Ok give it a go, as you terrain paint around the fairway you will understand better what I mean, if you have been diligent and got all of those bad edges you should now have this…
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Looks a lot tidier doesn’t it.

Now we are going to add a preliminary texture to all of those new faces we have created. We have painted in where the fringe will go, so we will add a fringe texture, I’m going to use the stock textures for now; they are easily accessible and will help to keep the file size down.
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In the same screen select the arrow (select) icon marked in red, then select the drag select icon marked in blue, you can zoom in to make sure you get all of the faces in the fringe area you have just painted in. 

Hold down shift and position the cursor somewhere within the boundary of the fringe, hold down the left mouse button and drag the cursor over all of the faces you have just created, you know how to navigate around by now so as long as you hold down the shift key before starting on another piece of the fringe you will keep adding to the faces you have already selected, don’t worry if you select a face you don’t want, all you need to do is hold down the Ctrl key and left click on the faces that are not required.

When you have all of the faces selected you require click on Fringe marked in green above, then click on the apply texture icon marked in black, (you will notice in the picture that there is a red box around the rough texture, just above the fringe texture, this tells you which texture you have selected in the top view, if you select more than one texture then this will display the none texture.) De-select the texture as you have done before by clicking the select tab and clicking de-select, you should now have a new texture applied to your hole.
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You will notice in the picture above there is a lot of texture bleeding, that is; the new fringe texture is creeping out from the edges of the fringe area, forget about this for now it is usual and will be addressed shortly.

OK we now need to repeat the process by terrain painting the Inner shapes, the green and fairway. Repeat the steps we took to make the fringe only this time when you come to add the texture add a green texture to the green and a fairway texture to the fairway, when done you should be seeing something like this. Make sure you continue the fringe between the green and fairway.
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It’s now time to get rid of the shapes we drew in at the start, we don’t need them anymore.

This is my way of doing it, there are other ways but this works fine for me.

Under the plan tab select the see saw like icon again, now we need to click somewhere just outside of the fringe texture on the rough, hold down the left mouse button and drag the mouse over the join in the four lines, make sure you do not get the red hole boundary line, if you have done this correctly you will see all of the nodes appear on all of the four shapes, all you need to do now is hit the red X at the end of the icon tool bar, if you do select the red hole boundary line just go back to our old friend Ctrl z and try again. You can also click on each shape in turn and delete them one by one if you are not confident of getting them all in one go.

We now have a fringe a fairway and a green.

We are now going to tidy up the bleeding a little, this is done by selecting the terrain painter again and painting in verts about 10 to 15 feet from the outer edge of the fairway fringe all the way round in the rough texture, this does not have to be that accurate, just go round and make sure you keep everything fairly tidy, this technique is referred to as creating guard rings, whilst some go over the top with them it is a good idea to add them around the outside of the fringe

Now things should look similar to this
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You will see that I have not added any verts where the two bits of rough cut into the fairway, we decided at the start this is where the bunkers are going and we will need to be a lot more accurate with the painting of verts in these areas.

For the time being we will put in the fairway bunkers very roughly, we will go into bunker construction in depth later on. 

We have already learned how to draw in shapes, so for ease when drawing in the bunkers we will use the none texture selection again because it leaves a nice bright pink line that is very visible and easy to follow. 

Zoom in on the area that we want to place the bunker in and draw in a shape you like, the rounder you make the bunker the easier it will be, but you must consider how you want the bunker to look, and how it will fit into the surrounding terrain. There are very few round bunkers out there in real life (unless of course you are making a Links style course) so be as adventurous as you can be happy with.
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This is the shape I have chosen for the bunker at the top of the fairway, you will see that I have already painted in the guard ring and painted in three verts  along the centre of the bunker, we now need to select the faces inside the guard ring and change the texture to anything, I’m going to use fringe because when I have painted in the actual bunker it will be easy to find the rough texture and change it back…… the reason we do this is because, when you terrain paint in close proximity to other verts they have a habit of disappearing and changing shape, by changing the texture around the bunker this prevents that happening and keeps the mesh intact…..

Again it is imperative that you keep an eye out for bad edges and double verts, you must fix these before progressing to the next step. 

Ok terrain paint along the pink line to create the actual bunker shape. This is the last time I will say this, watch out for bad edges and double verts, it is really important that these are noticed and remedied.

Hopefully you have fixed all of the bad edges and are happy with your new shape; you should have something similar to this.  
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We now need to change the fringe texture back to rough, the quick way of doing this is…
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Under the face tab select the red circle icon marked in black click on the fringe texture in the bunker and it will automatically select all of it, you already know how to change the texture back to rough so go ahead and do it, we then need to select the drag select icon (to the left of the red circle,) then select all of the faces within the pink shape (the actual bunker) then we add a sand texture, de-select when complete and you should be left with this.
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So let’s re-cap we have a fairway, a green, a bunker, and a nice fringe.

You now need to repeat this process on any other fairway bunkers you have planned, leave the green complex alone, more thought has to go into this and also more accuracy.

Here is how things look at the moment with my fairway bunkers in, you might notice that I have painted a few more verts around the right hand bunker; this should be done only if necessary to keep the mesh tidy. 
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Here is a view of what we have done so far from the perspective camera angle
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It’s not a masterpiece yet but it’s coming along nicely.

As you can see from the picture above, a good drive would be somewhere on the plateau at the top of the hill, but as the tee shot is pretty much down hill, the far right side bunker comes into play because of the slight dog leg. Conversely not hitting the drive hard enough could leave you with a blind shot into the green. Tee up and take your choice, this is a very good if simple example of how strategy comes into play when designing your layout. Every hole should have a choice of some description and most should have a risk reward factor taken into account, never force the player to take a certain type of shot, and the worst thing you can do in my opinion is put a bunker bang in the middle of the fairway right in the middle of the landing area leaving the player no choice at all. We will go into strategy a lot more later on, but for the time being this is food for thought.

Section5

The Green complex
Hopefully you now have all of your fairway bunkers in, but do you? We will look at that as the hole takes shape. I know things are still pretty rough, but we will get to serious bunker construction a little later on.

Let’s look at the green complex now, this is one of the more important parts of your hole design, we need to punish the poor shot and reward the good, there are a multitude of ways we can achieve this so let’s get on with it.

As you can see from the picture below the green is facing down hill, I want to raise the green complex up to give me areas for bunkers and also put it on a bit of a plateau with roll offs on either side, it gets a bit complicated now but if you follow the steps you will be able to achieve the same results.
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If you look at the picture below you will see that I have outlined in red the part of the terrain I want to raise, the blue dots indicate where the hill up to the green will start. We need to delete some of the verts in the fringe texture to get a smooth hill.
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First of all we will paint in a line of verts and edges virtually along where the top of the red circle is, you can use a bit of artistic license for this and we will adjust things more accurately after the elevation. See picture below to see how the new verts have been added, they are highlighted by yellow dots.
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You can see that the edges are almost in a straight line, Ok let’s delete the verts we no longer require, they are the ones in the fringe between the top of the red dots and the blue dots in the first picture, we may also need to move a few verts around, if we do I’ll explain how.

Under the terrain tab select the Vertex sub tab; now select the box select icon marked in blue.
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Click on the verts you want to delete by holding down the shift key and clicking on them one by one, the ones I am going to delete are highlighted in red, I will delete them and I will explain why I chose them after the next picture.
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I have deleted the selected verts by clicking on the non destructive delete icon (the white cross) marked in blue, you can see now that I have a stretched part of the fringe in between the two red dots, this will give a nice smooth hill up towards the green when we eventually raise it, if you leave the verts in you will get sharp edges and a very unnatural elevation. 

Hopefully you are still in the box select mode; if not re select it, we now need to select all of the verts within the red dotted circle in the first picture exactly in the same way we did when selecting them for deletion. Check out the picture below to see which verts I have selected.
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We now need to get our two screens back, you know how to do that, at this point make a note of the number in the far bottom right of the screen, in this case 118.65, this tells you how high in feet the verts are. 

Please bear in mind that the plot is dead flat and is set at 100.00 ft in height as default when we first created the plot. Whenever you start a new course the plot is by default set at 100.00 ft.

Activate the right hand screen (perspective view) select the move icon (if you have forgotten it’s the one that looks like a cross with points on it; (it’s to the right of the arrow)) make sure the z axis only is activated by checking which letters are highlighted in yellow in the top left of the active view, if it isn’t hit F8. Now we need to raise the verts, this is done by clicking on any of the highlighted verts in the perspective view by holding your left mouse button down and lifting up the cursor (pushing the mouse away from you)

Here is what we have now.

[image: image46.jpg]B Links tutorial.CRZ - Atnold Palmer Course Designer
Fle Edt Select Render Help -

Pl Tevai | Pt D]
B[ BT A % B XX

atce| Face | Ede Vet | 7

#Varts Selected: 108

HEQG (s OPE

)

Ready. [ e07at ewsmn 2%





The green complex has now been raised, you can see that the number in the bottom right has changed to 123.58, this means we have lifted the green and its nearby surroundings by almost 5 feet from its’ original position, this will give us plenty of slopes to put green side bunkers into and plenty of trouble for a badly hit approach shot. 

Now we have gotten this far lets give the player a few headaches, we will have a good look around the green, we will also consider the lie of the land and how it could affect play. We can also alter things to suit.  

For the moment, let’s look for likely spots that might give cause for a dropped shot. You already know how to look around so lets do it. 

Remember at this stage nothing is set in stone, and everything we have done so far can be altered, if we need to move a vert here and there we can, if we need to change the shape of 100 feet of fairway we can, if we need move the whole green we can, even though that is a little more complicated, it can still be done, so if you are unhappy with anything, don’t worry; it can be changed.

In the picture below I have opened up the perspective view then clicked and held down the mouse wheel, as you can see this gives us a view of the mesh. I have identified two verts that need to be lowered they are marked in red, if we lower these two then we will have a nice slope to cut a bunker into.

We will also need to paint a vert where the blue dot is to give us a smooth fall off; if you were to lower the verts without painting in this one you would have a sharp fall off directly from the fringe that would look really odd.
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You know how to paint in and select verts, also how to raise and lower them so let’s paint in that extra one and bring the two highlighted down so we can have that nice slope.

Here is what it should look like.
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We are now ready to cut in that bunker, we will draw in our shape the same way we did with the fairway bunker, remember to think about it’s shape as you draw it in. you can see in the next picture I have turned on the display shapes option in the perspective view to see where the bunker will be in relation to the terrain and also if it’s in the right place, what I have done this time is to draw the bunker shape a little too big because this is where I want the guard ring to go, the bunker will fit inside the pink lines.
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We now need to paint in the guard ring, you will also see in the bottom picture I have painted another ring around the outside of the guard ring to keep the mesh tidy, you may need to do this, you also may not.
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We now need to use the shape inflate / deflate tool again, it’s under the plan tab and was used when we increased the size of the fairway and green to give us the fringe near to the beginning of this tutorial. This time we need to set the value to minus 2 and click on the pink outline of the bunker, we also need to change the texture inside the pink line ready for painting in the next ring, when you have painted in the next ring change the texture back to rough as we did with the fairway bunker.

You should now have something like this.
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I have gone one step further here by adding the sand texture and a couple more verts along the centre of the bunker so you might as well do this as well. We are now going to look a little further into bunker construction, what we will do next applies to most bunkers to differing degrees, first of all we will paint another ring of verts inside the bunker, we will then open up both views to have a look at what we have got, next will come some serious earth moving.

Here is the view I have

You will notice that I have turned off shapes in the perspective view and deleted the shapes as before from the top view, they are no longer needed.
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Under the terrain tab select the vertex sub tab, then click on the select icon marked in red and click the region select icon marked in blue, click anywhere in the sand texture and this will select all of the verts in the bunker as in the picture below, we are now going to lower these verts slightly to give a nice roll off into the bunker.
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The sand has been lowered and I have also selected the verts inside the bunker by selecting the interior region select icon marked in blue and by clicking on the sand texture within the bunker again, the picture below shows the rounded roll off into the bunker we have achieved. 
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We now need to flatten these interior verts by clicking on the flatten icon highlighted in red, it looks like an anvil and hammer. Below is what we have now. What a mess, don’t start to panic it’s supposed to look like that.
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With a bit of lowering and tilting of these verts we will have a nice looking, quite deep and very tricky sand trap, here’s how we will do it.

First off we will lower these verts until they are all below the perimeter of the bunker edge, we will then select the eye icon down the right hand side of the screen and run it in the direction of the yellow arrow
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We now need to select the tilt tool marked in blue above and navigate our view so we are looking at the plot like in the picture below, we then need to position our cursor over the back of the tilt rectangle and tilt the verts up, this can be a little trial and error so remember Ctrl z if things don’t work out right first time.
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When you are happy with the slope of your bunker, de-select the verts and you should have a bunker that looks like this.
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Now that looks more like a bunker, we will deal with lips and mappings later on, these are really aesthetics and don’t need to go in yet, now we need to have another look around the green and decide if we need any more bunkers, if you decide that you do need or would like another one or two then put them in using exactly the same method.

This is how mine looks now up close to the green.
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And the work we have done so far in the top view. It’s starting to look like something recognisable now isn’t it?
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We now need to look for likely areas for the subtle undulations and banks that are found around many greens, just by looking at the split screen picture above we can see that some elevation work along the right hand side and to the back of the green is in order, we will also terrain the bunkers a little more to give them a better realism, even though the course is quite hilly it still looks a little manufactured and flat in places. 

However, before we do this we are going to contour the green using the info we have gained from checking out the surrounding terrain. If you look towards the area at the back right hand side of the green you will notice it is higher than the left hand side and runs away uphill; we will use this terrain feature to put a natural looking tier into the green. 

Always remember that when we add anything to the course it ought to look natural and like it really should be there, there is nothing worse than a piece of land somewhere in view that looks odd and out of place. Use the terrain to give you your ideas, never work against it to add something that should not be there. You will find as you work around the course the idea you had for one hole that just won’t fit in might already be there screaming out at you on another hole, I can guarantee even if it does not occur anywhere naturally you will be able to fit it in somewhere better and it will look great. 

Let the terrain guide your decisions and you will not make a bad one.

Section 6

Sculpting the green and the immediate area around it

You can see in the picture below that I have painted in two almost parallel lines highlighted with blue and red dots, I have also moved a few verts to get this effect, the area between the two lines will be the hill of the tier.
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We now need to select a few verts and lift them realistically I have selected the verts shown below.
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Now we will lift these and alter a few other verts afterwards to get a nice effect. Using the perspective view we will higher the selected verts as in the picture below.
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I have raised this portion of the green by about two feet. We now need to look for areas that look a little unnatural and move those verts to give a smoother look to the elevation, by looking at the picture above I can see I need to lift the verts on both sides of the bottom of the tier where the fringe meets the rough, when I have done this I might also need to raise the verts adjacent to these where the green meets the fringe, we will do that now.
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As you can see in the top picture, things are a little smoother now. We might need to tinker with this again in a little while but for now we will get on with adding a little bit of finesse to the area surrounding the green.
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You will see above that I have added more rings of verts around the area of the green; these will help when elevating the humps and bumps we want. In the picture below you might notice that I have altered the settings of the terrain painter, I have set the radius to 26 ft the height to 3 ft both marked with red dots, I have also unchecked the add density box marked in blue
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Now it’s time for a little trial and error again, you will notice in the top picture that there is a red circle, this is the area that the terrain painter covers, have both views open and navigate the perspective view to show where you will be adding the hills, left click over the area you want to raise in the top view and a hill will go in, if you don’t like what you have Ctrl z will undo the action, you can also alter the values in the radius and height boxes to suit. Have a little play and see what you can come up with, mine is below, I have tweaked a few verts here and there in the same way we did when adding the tier to the green to give a nice smooth look to the terrain.
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OK we are now going to add a preliminary tee area, plant a tee and also plant a pin and have a look at what we have got so far in game, this is the first of many many visits into Links 2003 practice mode and will give us a better idea of what looks good and what does not, have a pen and paper ready to jot down anything you notice that you might want to change.
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You will now see that I have painted in a rough shape for the back tee and added a tee area texture to it, the tee area is positioned around the start of the shot path, that you can view under the plan tab. I have selected the planting tab and then selected the plant tee sub tab marked in blue, from the options available I have then selected the plant tee icon marked in red, all we need to do now is left click somewhere inside the tee area, preferably near the centre for this exercise. You now have a tee in place, let’s go and plant a pin.
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Still under the planting tab I have selected the pin sub tab marked in blue and then selected the plant pin icon marked in red, we then need to left click somewhere on the green, somewhere we know is fairly flat. Ok it’s now time to transfer this file into the Links 2003 game. Click on file then save as, navigate to Microsoft games / Links 2003 / courses, type in the name of your course then hit save. We now need to click file one more time, hit validate and save from the drop down menu, hit validate and save in the box that pops up and when done you should get this in the middle of your screen. 
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Hit OK then Close APCD. Open Links 2003 and have a play in practice mode, remember your pen and paper and make some notes, I’m going to do that now. 

Here are three views in game of what we have so far.

From the tee

[image: image71.png]Tutorial

ww.Hole 1, Par4





The landing area
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The Green
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Not too bad really, I haven’t spotted any major errors but there really shouldn’t be any if we carefully plan out the hole like we have, I do think that the greenside bunker to the right on the approach might need some work to make it look a little more natural, but we’ll handle that one when we come to add the lips and blends, for now we will leave this hole alone and get on with the next one.

