Part 2 Section 1
Designing a short par 3
We are going to approach the design of this hole in the same way we did with the par 4 in the previous section, this time we need to find a likely tee area near to the green on hole 1 this will keep the continuity of the design intact, it does not really matter in which direction we go at the moment but the direction will become more critical as we progress and more holes go in, this time we need to consider the type of hole we are going to design, I would like a lake or pond in front of or surrounding the green this time, so I will need to look for areas of the terrain that a lake could fit into as if nature had put it there, so let’s have a look and see what we can come up with.
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You already know how to plan out a hole so there is no need to go into detail again. I have chosen an area above where the terrain drops away by almost 30 feet, the length of the hole is only 149 yds, I am now going to draw and paint the green into the terrain, I have decided that this time the green will be fairly wide but quite shallow in depth from front to back, you’ll probably only need a 9 iron for this shot so we can afford to tighten the greens depth to add a bit of difficulty to the tee shot, let’s get on with it.
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I have added the green and fringe, then drawn in where I want my lake to be, notice I have found a fairly flat piece of land for the location of the pond / lake, I have then painted in the lake and a set of guard rings about 10 feet from and around the edge of where the lake will be, I’m going to add a water texture next to the lake and then flatten the surface, you know how to add textures so we’ll do that then look at how to flatten the surface of the lake.
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 Ok the water texture has been added, under the terrain tab I have selected the vertex sub tab, I have then hit the select icon marked in green, then the region select icon marked in blue and clicked on the surface of the lake, we then need to hit the flatten icon marked in red to flatten the surface of the lake in the same way we did with the interior of the bunkers on the last hole; we now have something like this.
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If you look closely you will see that there are areas of the lake that are above ground, very unnatural, so we need to lower the selected verts to give a nice rounded roll off into the lake like this.
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We are now going to add a small extrusion to the lake and add a dirt texture to the extrusion, first of all we need to face select the water texture, after we have done this we will then need to select the extrude icon highlighted in blue. 
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By positioning the cursor over the lake in the perspective view we need to hold down the left mouse button and drag the mouse towards you to lower the lake slightly, you should now have something like this….
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We will need to add the dirt texture to the new face that has been created; it’s that horrible looking red area in the picture above. Select the new face and you should see in the drop down texture menu to the left that none is highlighted, scroll down to a dirt texture and apply it to the face; you’ve got this now hopefully.
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 We are now going to sharpen the edge of the lake where it meets the dirt texture, so select the edge sub tab, hit the select icon marked in blue then hit the perimeter select icon marked in yellow, left click on any edge within the lake and you should get a red ring appear around the perimeter of the lake.
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Let’s sharpen this edge up, select the edge sharpness icon highlighted in blue in the picture below then by clicking on the down arrow highlighted in red set the value to -1 you should now have a nice sharp edge to the lake.
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OK let’s have a look at the green, in nature the land around a lake usually slopes toward it so we are going to tilt the green slightly so it slopes from back to front down towards the lake, we will need to select all of the verts of the green and the surrounding fringe, we have already discussed tilting verts when we created our first basic bunker, the principle is exactly the same so let’s get on with it.
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What I have done here in the picture above is to tilt the green so that the front is just over a foot lower than the back, don’t make the slope too severe, if you do then you may find that some putts across the green will be unfair to the player. We are now going to look at the green in a little more depth, I have noticed that the vert highlighted in the picture below is too high and is giving the green an unrealistic hump so I will lower this vert to make things a little more natural, you will need to check out your green for areas like this and rectify them as you go along.
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The green is a lot better now and I have decided that a bunker at the back of the green might cause problems, so I’m going to sculpt the land towards the back of the green to receive the bunker, in the picture below you will see that I have selected 4 verts and raised them by about 5 feet to give us a bank at the back of the green, I’m now going to draw in the shape of the bunker, we will make this one a little more complex.
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I have decided on this shape, I have turned on the shapes in the perspective view so I can see how the shape fits into the lie of the land, you will notice that I have not gone out beyond the verts I raised earlier, if I had the bunker would have rolled over the top of the bank and would look unnatural. 
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OK let’s paint in those verts to make the shape of the bunker, again we have covered basic bunker construction but with this one we will need to make sure that the mesh is very tidy and all edges are turned into their correct positions, see picture below, your mesh should look something like this. It might not look that tidy but it is tidy enough for the time being.
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 We are going to lower this bunker in exactly the same way we did with the others on hole one, this time however we are not going to flatten the bottom of the bunker, we will let it flow along the curves of the bank, you will need to tweak a few verts here and there to get a natural look though, I’m now going to paint in the inner ring of verts before lowering the bunker. Below is the basic bunker after lowering, tilting and tweaking, you already know how to do that, it’s just a matter of playing around with the bunker until you are happy with it, you might also notice that I have sharpened the perimeter edges of the bunker so we can see the actual shape, we’ll have to change the sharpness when we come to add lips and blends but for now this will give you a good idea as to how the finished bunker will look.
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  Below is a picture of the mesh in the bunker we have just constructed, you should have something very similar.
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OK as before we are going to make a temporary tee area plant a tee and a flag then validate and save the course, we’ll then have a look at it in game and see where we can alter, add, or tinker with things to make the hole a little nicer or trickier.

Here are a couple of pictures from in game, very basic but I like the look of this hole.
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We are now going to add a fairway to the hole to give it a little bit more for the eye to see, it’s very plain at the moment. You might notice that I have come inside the verts that are highlighted, this is to keep the roll off into the lake intact and also it will help avoid a sharp edge from fringe to rough, another bonus for the player is that he has narrow strip of rough that is fairly level before the steep drop into the lake to keep him from dropping a shot that is not too badly played. This does not really apply to this hole but it’s worth remembering if you are creating a par four with a lake running alongside the fairway.
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I have added a fringe texture to the new area I have painted in as we did before with hole one, I am now going to reduce the pink line I drew in by 4 feet and then paint in the fairway, again as we did with hole one. You will see in the picture below that I have not painted in any verts between the green fringe and the fairway, the fringe is already there so there is no need to add them, you might need to move a couple of verts a little to get the desired effect but when you are done you should have a fairway / fringe /green join like this. It will make things much easier when we come to add the blends if you go in this direction.
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In the picture below I can see that the fairway is on too steep of a tilt to look realistic so we are going to select all of the verts in the fairway and all of the verts in the fringe around the fairway only (not the green) and tilt them slightly to make things more realistic.
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Here are the verts I have selected to tilt.

[image: image23.png]Tutorial.CRZ - Arnold Palmer Course Designer

Q
aQ
s
&
[
C)
&
r





And here is the finished result after tilting, a lot better I think you will agree.
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I’m thinking now that a wooden bulkhead around the green might look nice, so let’s have a look at creating one.

Part 2 Section 2

Basic 3D work and mapping.

First of all we need to have a good look at the part of the green and rough near to it that enters the water and decide how we will go about making a realistic looking bulkhead.

This is the area that the bulkhead should go, I have drag selected the area I want to change to a wooden texture.
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I have added the texture to the area, (this texture will come with the course upon release, you may be able to find one for yourself though)
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Looks great doesn’t it? We will deal with the look of the texture in a while first of all we need to construct the bulkhead. In the picture below you will see that I have painted in a new set of verts.
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We are now going to drag select the faces we have just created and change them to the rough texture like so.
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We are now going to select each vert on the edge of the rough and move them one by one until they are directly over the verts at the bottom of the wood texture like this. I have also selected the perimeter edges of the wood texture and sharpened them to -1 as we did when sharpening the edges of the lake. 
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We now need to paint in a ring of verts close to the edge of the bulkhead in the rough texture like this.
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We are now going to select the faces of the wooden texture and map it so it actually looks like a bulkhead, first of all select all of the wooden faces. We now need to select the mapping icon marked in blue then select new mapping marked in red.
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You will then get the box below appear in the middle of your screen, planar is already selected by default click ok then click add to from the choices down the left hand side, you won’t notice anything different, don’t worry now for the clever bit.
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Select the gizmo transform icon marked in red then place your cursor over where the blue dot is, left click and hold and you will see a little hand appear scroll down to the very bottom of this pane and you will see “move to centre” click this and you should get something like what we have in the picture below.
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Now we need to select rotate as in the picture below and change the value in the box marked with an X to 90 then hit add to, you should now have this.
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We now need to select uniform scale and by holding the cursor over the selected face and left clicking and holding down the mouse button we move the mouse to the left, this will reduce the scale of the texture like in the picture below. You might notice that the texture looks a little stretched to the left of the red and green square, we will put that right now.
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Select rotate make sure that the z axis is selected by checking which letter in the top left of your screen is highlighted in yellow, if Z is not in yellow hit F8 to activate it, we now do the same as before by holding the cursor over the wooden texture, left clicking and holding down the button we will move the mouse left or right to rotate the mapping and reduce the stretching, experiment until you are happy, you should now have something like this. I have de selected the faces so you can see the effect, you can also this part of the bulkhead mapping is done.
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Now can you remember the line of verts we painted in earlier, it’s time to select the faces we created and change these to a wood texture. I have also flattened the top of the bulkhead by using the flatten icon as we did much earlier, I have also individually selected the verts along the top of the bulkhead and raised them or lowered them to fit into the lie of the land like in the picture below. I have sharpened the perimeter edges too in the same way we did before.
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We are now going to add a mapping to the top of the wall, hit the mapping icon again, and select new mapping but this time select path. Enter 10 as the value for V. wrap and hit add to. Next hit re calculate UVs, you should now have this, it is very important at this stage that you have the ends of the bulkhead completely square, if not you might find that the path map refuses to go in. 
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What I have done here is to select the faces on top of the bulkhead and extruded them upwards a little I have then sharpened the edges of the new faces to -1 after you have done this you will need to select the mapping icon again hit select from face and your path map should be displayed, hit re calculate UVs to correct the mapping.  
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All we need to do now is select the new faces and add the wooden texture, go back to the mapping icon and hit select mapping this time select the planar map you used for the bulkhead sides (in this case planar 1) and hit add to.
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Congratulations you have just completed your first 3D structure. We will look at adding wooden supports to this structure further on in the tutorial.

Now it’s time to hit Validate and save and check out your new bulkhead in game, it might need a bit of tweaking but it shouldn’t really if you have followed the steps correctly. So let’s have a look.
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This is what we have so far in game, not too shabby really, There is still plenty more to do to this hole but for now we will carry on with another hole on the course, I like how this one has come together so far, with a bit of spit and polish this could be the signature hole, we’ll just have to wait and see.

