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Basic Information

Game title
Links 2001 Championship Edition
Company
Microsoft Corporation

Author 
Microsoft does not acknowledge individual game designers.  Microsoft bought the game from Access Software in 1999.
Type of game 
Golf Simulation 

Price 
$29.99
Minimum stated hardware requirements
Processor: Pentium II 266Mhz; Hard drive: 250MB; Video Card: 4MB, 3D; RAM: 64MB running under Windows 2000/XP; 48MB running Windows ME/98/95 

Actual hardware required
Pentium III with 384MB running Windows 2000 Professional, 40GB hard drive, 32MB Video Card with 3D acceleration
Game Summary

Quick Overview 

Links Championship Edition is the most comprehensive edition of the PC's most realistic golf simulator.  You will experience the unmatched realism of the award-winning Links 2001 as you tee off on 13 of the world's finest championship courses, including four completely new courses: Oakmont Country Club, the Royal Melbourne Golf Club, the Frankfurter Golf Club, and the Robert Trent Jones Trail - The Judge Course at Capitol Hill. The Arnold Palmer Course Designer allows for building of courses. Internet play allows joining up with friends. Microsoft provides a community at Links Country Club for online competition, course downloads, message boards, and more. You choose between tour pros such as Sergio Garcia, Annika Sorenstam, Mike Weir, Hidemichi Tanaka, Keith Clearwater and nine other amateurs. 

Story line  
You are the main character in a golf simulation.  On the Championship Edition, you select from thirteen different courses.  The game also features the Arnold Palmer Course Designer that allows you to create your own courses.  Microsoft provides a web site called Links Clubhouse that provides a number of additional courses and free downloads. Your attributes are determined by the player you determine to be.  You may choose to play against human or computer opponents.  See player’s role for a more in depth description of how the player relates to the story line.  Having earned its humble beginnings back in 1457, the game of golf has a long and venerable history. Throughout the ages, its calm focus and timeless play have generated millions upon millions of followers, legends, and heroes, moving forward from its Scottish origins to become an international sensation. The digital incarnation of the sport has had a similar past, with certain attempts rising above all others to claim universal recognition within the virtual golf community. One series in particular has captured that level of attention, having been the dominant genre force for more than a decade: the beloved Links series, whose torch was once borne solely by Access Software. 
Player's role
When it's time to hit the course in Links Championship Edition, you can choose between 15 completely different golfers, each with their own unique swings and mannerisms. Included in this lineup are six tour pros, featuring such young stars as Sergio Garcia, Annika Sorenstam, and Hidemichi Tanaka.   A brief list of the most popular players has been provided below:
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	Joining the best-selling Links series in Links 2001, Sergio Garcia is one of the hottest young stars in golf. At only 21 years of age, Garcia has accomplished so much in so little time. Since he first started playing at age three, his illustrious amateur and early professional career includes: winning his club championship at age 12; being the youngest Ryder Cup player ever (19 years, 8 months, 15 days); the youngest ever to lead the PGA Championship; and winning 19 events as an amateur, including one professional event on the European Tour - as an amateur. In 2001, he has two victories (at the MasterCard Colonial and Buick Classic), six Top 10 finishes and is ranked #6 in the world. When he's not on the links, Sergio enjoys spending time with his family in Spain, playing computer games, and honing his game with his coach and father, Victor. 
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	Perhaps no other player has impacted women's golf like Annika Sorenstam in recent memory. Sorenstam won more times in the 1990s than any other tour player, and in 21 starts in 2001, she has won six times and placed in the top ten fifteen times. Annika set an 18-hole record at the Standard Register PING by shooting a 59 and setting a four-round scoring record of -27. She is only the third player to win four consecutive tournaments, and came from ten strokes back to win The Office Depot Hosted by Amy Alcott, the largest come-from-behind victory in LPGA history. In her spare time, the self-described "techie" enjoys surfing the Internet, sports, cooking, music, and spending time with husband, David Esch.
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	Born in Sarnia, Ontario, Canada, Mike Weir is one of today's best-known Canadian golfers and a solid performer on tour. After winning the 1999 Air Canada Championship and the 2000 American Express World Golf Championship, Weir has placed in the top ten four times in 2001. Mike is the first Canadian to win on native soil since 1954 and is one of only six left-handers to have won on the professional tour. 
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	After a successful collegiate career at Brigham Young University, Keith joined the tour in 1987. He was a member of the NCAA National Championship team in 1981 and after two wins in his rookie season, was named the 1987 Rookie of the Year by the PGA TOUR. Born in Long Beach, California, Keith now resides in Provo, Utah, where he attended college at Brigham Young University. His hobbies include home building, playing and watching sports, and spending time with his family.
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	Few golfers have the charisma and charm of Japanese golf sensation Hidemichi Tanaka. From his fun and entertaining shot reactions to long drives off the tee, Tanaka packs plenty of power and wit in his 5-foot, 4-inch frame. A member of the Japanese Tour, Hidemichi has won 12 times in the past six years, including this year's Mizuno Open and Tsuruya Open. When he's not crushing balls on the golf course, Tanaka enjoys karaoke and shopping.


Installation
1. If you have the Auto-install feature, insert the CD in your CD-ROM drive and follow the instructions on the screen or:

2. Insert the Links CD 1 in your CD-ROM drive.

3. Click START.

4. Click Run.

5. Type D:\SETUP and then press ENTER.
6. Click OK. The setup window appears and will guide you through the installation process.
User Interface 
Links provides a very nice and easy to use interface. The user interface allows the selection of clubs, aiming of the shot, choosing of the shot type (e.g. draw, fade, etc.) and swinging control.  Choosing of the club is done through the Clubs Menu.  The Clubs Menu displays all available clubs in your bag.  Before each shot, the golfer is positioned to face the center of the green.  To change the direction of the golfer, click Rotate the click the flag icon on the green, and click the Aiming Marker icon to reposition the golfer toward wherever the Aiming Marker has been positioned.  To select the shot option, move the pointer to the bottom of the Main Cam, and click Shot Options.  Links allows three swing options.  The swing option used for the review was Classic Swing.  The user interface is shown below:
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Game Play 
Game play is controlled through the user interface (see User Interface).  The game offers a number of playing modes.  The modes of play include Stroke Play, Match Play, Skins, and Best ball. The game includes player information, elevation information, a slope indicator, a wind indicator, a lie indicator, and a swing gauge.  Internet play features asynchronous play that speeds up online golfing as people play simultaneously while watching their competitors' ball flight in an overhead view.
Scoring 
Scoring is based on the number of shots required to put the golf ball in the hole.  The round score is a tally of the number of shots per hole.  In addition, there are a number of hazards that the player may encounter.  Refer to the appendix section on Rules for further discussion on hazards and how the hazards apply to the player’s score.
Artwork 

Links 2001 features an entirely new rendering engine that delivers unprecedented ball physics and graphics.  The graphics are simply spectacular.  The artwork brings the game alive.  All of the courses that come with Links 2001 Championship are real courses.   The animation manager is a nice feature.  It provides the user with a way of associating an animation with the player’s golf swing.  Eighteen amazing new golfer animations are captured at the highest resolution possible. The championship edition offers new tour players and a variety of other golfers built with lifelike, pre-shot motions including waggle, aiming and pre-shot fidgeting. Each new golfer has a unique personality and will comment on players' games as if you were out golfing with buddies.
Sound and Music 
Besides the usual “crack” of the golf ball, birds, and the sounds of the ball going into the cup, the game offers a sound script engine.  The package comes with eighteen different player “personalities” that comment on shots, provide pointers, and encouragement throughout the game.  The user is also able to record personal sound scripts.
Special features 
Link 2001 is packaged with the Arnold Palmer Course Designer, which allows golfers to recreate their home courses with the same tools used by the Links 2001 design team. New tour players and courses, new golfer animations and personalities, customizable club distances that allow for an even more accurate recreation of a player's actual game, and Internet play.  There are a number of camera views, instant replay, and reverse viewing angles.  Links 2001 has an entirely new rendering engine with a terrain surface that includes cliffs, arches and bunker overhangs. The ball physics also have been tuned to perfection. Trees, panoramas and golfers are now anti-aliased for seamless transitions between on-screen elements. Images have a new higher resolution (1280x1024), and the courses come alive with flying birds.
Manual 
An in-depth manual is provided with the game.
For help installing or playing, refer to the printed manual or the in-game Help.

With the Arnold Palmer Course Designer, for help installing or using, refer to the APCD online manual. This is stored in a .PDF file on Links CD #1. To open the .PDF file, you must first install Adobe Acrobat Reader.

To open the APCD online manual:
1. Insert Links CD #1 in the CD-ROM drive.

2. Double-click the MY COMPUTER icon, right-click the CD-ROM DRIVE and select EXPLORE.

3. Double-click the MANUALS folder, and then the DESIGNER folder.

4. Double-click APCD.
To display in-game help, click the Help icon or press F1.
Bugs
Like any other Microsoft product, Links 2001 Championship has a ton of bugs.  There were a lot of problems with Internet play.  Three patches have been released since the game’s original package date.  There is a comprehensive bug list with fixes included in a README file that installs with the game.  Additional bug fixes can be found at http://www.microsoft.com/games/linkschamp
Game Review

What is good (fun) about the game? Why? 
For the golfing fanatic, this is an incredible game.  Being a simulator, it allows the player to compensate for his/ her own physical limitations and concentrate on the strategical aspects of the game.  For example when chipping near the green, attention needs to be paid to the slope of the green.  If the green slopes from right-to-left, the player needs to hit the ball to the right of the flagstick.  A lot of attention has been paid to the physics of the game.  For example, if the player hits the ball flat, it will go straight.  If the player hits the ball with an open face, the ball pushes to the right.  Ball placement is also an important element of the game.  To a recreational golfer, much importance is probably never put on ball placement.  Ball placement is essential to becoming a great golfer, and Links 2001 illustrates this point.  For example, on a par four it is essential to place a longer ball in the fairway by swinging harder at the ball.  This allows the player to use a shorter iron that provides higher trajectory and more backspin on the ball which aids in getting the ball closer to the hole.
What is bad (not fun) about the game? Why? 
If the user it not familiar with the game of golf, Links 2001 will be a frustrating game with a fairly steep learning curve.  Besides being able to hit the ball, the strategy involved to score low in Links 2001 is as intricate and complex as the game of golf itself.  Special attention needs to be paid to playing fades and draws, the slopes of the green, when to hit a lower club, the effects of the wind, when to cut corners on fairways, how to hit difficult shots consistently, and especially the difficulty involved with putting.  The Internet play is sometimes frustrating.  Even with a fast Internet connection, communication with other players was sometimes lost.
How does it compare to similar games in the same genre? 
Links Championship Edition is the most comprehensive edition of the PC's most realistic golf simulator. It offers more courses than any other golf simulator.   With the Arnold Palmer Course Designer, the number of courses you can play is infinite.  There is a course community designed by other users and downloadable courses are available free of charge.  The game offers more players than any other game.  Choose between tour pros such as Sergio Garcia and Annika Sorenstam are joined by Mike Weir, Hidemichi Tanaka, Keith Clearwater and nine other amateurs. 
Why is it better or worse than similar games? 
This game is better than similar games for a number of reasons.  The Arnold Palmer Course Designer alone is well worth the price of the game.  It’s the same tool used by the Links 2001 designers to build courses.  The game play is accurate and realistic, more realistic than any golf simulator I have seen.  The sound scripts provide the game with needed humor.  It also allows the player to record customized .wav files for any player personality.  The Internet play option provides a chat messenger either in voice or text.  The user also may upload .wav files for other players to hear.  Internet play is free of charge.
What is the appropriate audience for this game? 
Any sports fan or appreciator of fine graphics and animation will enjoy this game.  The user should appreciate golf and have a basic understanding of the game.  Without this, the user may get frustrated with the realism associated with this game.
Are any design mistakes present?

There is one little mistake that I thought was rather funny, but in the long run, really doesn't matter to the game. During practice, if you hit your ball into the water (which I would never do on accident of course) you don't drop the ball. You actually play the ball from the middle of the water in a miraculous walking on water scene that you can see in the screenshots below. You do have to drop the ball when playing in an actual round, so in the end, it really doesn't make much difference to overall realism of the experience.
Summary

Overall strengths and weaknesses
The greatest strength of the game is its realism.  The player’s swing, ball approach, and general physics of the simulator are breathtaking.  Its weakness lies in the difficulty of the game, which is consistent with the difficulty of playing the game of golf.
Is the game worth purchasing? 
Yes.  This is the absolute best golf simulator on the market.  This is a must have for the golf fanatic.
How could it be improved?
The Internet play option is sometimes frustrating.  It is slow at times and the connection between the other player(s) is sometimes lost.  The wind effect doesn’t always seem accurate.  The ball is not affected as much at it should be.  The graphics renderer engine needs to be speeded up.  Reading the greens is difficult using the elevation indicator.  A big improvement would be to visually display the green’s slopes where elevation changes are more easily seen.
Appendix

Rules of Golf

Below is a summary of the rules of golf that govern Links 2001.  For the official USGA rules refer to the complete rules published by the United States Golf Association refer to: http://www.usga.org/rules/rule_2000/index.html
Match and Stroke Play
Put an identification mark on your ball. If you can’t identify it as yours, it’s lost. If your ball becomes unfit for play, you may replace it, without penalty, on the hole where it becomes unfit or between holes. Count your clubs, No more than 14. Don’t use an artificial device or unusual equipment for gauging or measuring distance or conditions, or to give artificial aid in gripping. Don’t ask for advice from anyone except your partner or your caddie. Don’t give advice to anyone except your partner. During a hole you may practice swing but not play a practice stroke. Between holes you may practice chip and putt on or near the putting green of the hole last played or the tee of the next hole but not from a hazard. Play without delay.

Order of Play
On the first tee the honor is determined by the order of the draw or, in the absence of a draw, by lot. In match play, the ball farther from the hole is played first. The winner of a hole tees off first on the next hole. If a player plays out of turn anywhere on the course, his opponent may require him to replay. In stroke play, the ball farthest from the hole is played first. The competitor with the lowest score on a hole tees off first on the next hole. There is generally no penalty for playing out of turn. In four-ball competitions, partners may play in the order they consider best. 
Teeing Ground
Tee off within two club-lengths behind the front edges of the tee-markers. If you tee off outside this area, in match play there is no penalty but your opponent may require you to replay the stroke. In stroke play you incur a two-stroke penalty and must then play from within the proper area.

Playing the Ball
Play the ball as it lies. Don’t touch it unless a Rule permits. Play the course as you find it. Don’t improve your lie, the area of your intended swing or your line of play or a reasonable extension of that line beyond the hole by moving, bending or breaking anything fixed or growing except in fairly taking your stance or making your swing. Don’t press anything down. Don’t build a stance. If your ball is in a bunker or a water hazard, don’t touch the ground in the bunker or the ground or water in the water hazard before the downswing. Strike at the ball with the club head. Don’t push or scrape it. If your club strikes the ball more than once in a single stroke, count the stroke and add a penalty stroke. If you play a wrong ball (except in a hazard), in match play you lose the hole. In stroke play you incur a two-stroke penalty and must then play the correct ball.
Putting Green
Don’t touch the line of your putt unless a Rule permits. You may repair ball marks and old hole plugs on the line but not spike marks. You may lift, and if desired clean, your ball on the putting green. Always replace it on the exact spot. Don’t test the surface by scraping it or rolling a ball. If your ball played from the putting green strikes the flagstick, in match play you lose the hole or in stroke play you incur a two-stroke penalty. Always hole out unless in match play your opponent concedes your putt.

Ball At Rest Moved
If your ball is moved by you, your partner or your caddie except as permitted by the Rules or if it moves after you have addressed it, add a penalty stroke and replace your ball. If your ball is moved by someone else or another ball, replace it without penalty to you.

Ball In Motion Deflected or Stopped
If your ball is in motion is deflected or stopped by you, your partner or your caddie, in match play you lose the hole. In stroke play you incur a two-stroke penalty and the ball is played as it lies. If your ball in motion is deflected or stopped by someone else, play your ball as it lies without penalty, except (a) in match play, if an opponent or his caddie deflects your ball, you may play it as it lies or replay it or (b) in stroke play, if your ball is deflected after a stroke on the putting green, you must replay. If your ball in motion is deflected or stopped by another ball in play and at rest, play your ball as it lies. In match play, you incur no penalty. In stroke play, you incur a two-stroke penalty if your ball and the other ball were on the green before your stroke.
Lifting, Dropping, and Placing
If a ball to be lifted is to be replaced, its position must be marked. When dropping, stand erect, hold the ball at shoulder height and arm’s length and drop it. A ball to be dropped in a hazard must be dropped, and stay, in the hazard. If a dropped ball strikes the player or his partner, caddie or equipment, it must be re-dropped without penalty. A dropped ball must be re-dropped if it rolls into a hazard, out of a hazard, onto a putting green, out of bounds or to a position where there is interference by the condition from which relief is taken (in case of immovable obstructions, abnormal ground conditions, embedded ball and wrong putting green) or comes to rest more than two club-lengths from where it first struck a part of the course or nearer the hole than its original position or other reference point under Rule 25-1c or 26-1. If the ball when re-dropped rolls into any position listed above, place it where it first struck a part of the course when redropped. If the original lie of a ball to be replaced has been altered, place it in the nearest similar lie within one club-length not nearer the hole, except in a bunker recreate the original lie and place it in that lie.

Interference
You may lift your ball if it might assist any other player. You may have any other ball lifted if it might interfere with your play or assist any other player.
Loose impediments
Loose impediments are natural objects (such as stones and leaves) not fixed or growing, not solidly embedded and not adhering to the ball. You may move them unless the loose impediment and your ball lie in or touch the same hazard. If you move a loose impediment within one club-length of your ball and your ball moves, the ball must be replaced and (unless your ball was on the putting green) you incur a penalty stroke.
Obstructions
Obstructions are artificial (i.e., man-made) objects. Objects defining out of bounds such as fence posts or stakes and immovable artificial objects out of bounds are not obstructions. Movable obstructions anywhere may be moved. If your ball moves, replace it without penalty. If an immovable obstruction interferes with your stance or swing, you may, except when your ball is in a water hazard, drop within one club-length of the nearest point of relief not nearer the hole. In a bunker drop in the bunker, and on the putting green place in the nearest position which affords relief, not nearer the hole. There is no relief for intervention on your line of play unless your ball and the obstruction are on the green. If your ball is lost in immovable obstructions (except in a water hazard) take the same relief based on the point where the ball entered the obstruction.
Abnormal Ground Conditions
If your ball is in casual water, ground under repair or, except in a water hazard, a hole, cast or runway made by a burrowing animal, you may drop without penalty within one club-length of the nearest point of relief not nearer the hole, except (a) in a hazard drop in the nearest position in the hazard which affords maximum relief and is not nearer the hole or, under penalty of one stroke, drop any distance behind the hazard or (b) on the putting green place in the nearest position which affords maximum relief and is not nearer the hole. If your ball is lost in such condition (except in a burrowing animal hole in a water hazard), take the same relief based on the point where the ball last crossed the margin of the area.
Water Hazards
You may play the ball as it lies or, under penalty of one stroke, drop any distance behind the water hazard keeping the point at which the original ball last crossed the margin of the water hazard directly between the hole and the spot on which the ball is dropped, or replay the shot. In a lateral water hazard, you may also, under penalty of one stroke, drop within two club-lengths of (a) the point where the ball last crossed the hazard margin or (b) a point on the opposite hazard margin equidistant from the hole.
Lost or Out of Bounds
If your ball may be lost outside a water hazard or out of bounds, you may play a provisional ball before you go forward to look for the original, provided you announce your intention to do so. If your original ball turns out to be in a water hazard or is found outside a water hazard, you must abandon the provisional ball. If your ball is lost outside a water hazard or is out of bounds, add one penalty stroke and play the provisional or, if you did not play a provisional, replay the shot.
Unplayable
If you believe your ball is unplayable outside a water hazard you may add one penalty stroke and (a) drop within two club-lengths of where the ball lies not nearer the hole, (b) drop any distance behind the point where the ball lay (keeping that point directly between the hole and the spot on which the ball is dropped), or (c) replay the shot. If your ball is in a bunker you may proceed under (a), (b) or (c), however, if you elect to proceed under (a) or (b), you must drop in the bunker.

