PICKING A TARGET

1. Find the fall-line thru the cup -- test it by making a putt straight up the line you believe is the fall line -- if the ball curves left, move your ball to the left and putt straight again -- if the ball curves right, move you ball to the right and putt straight again -- continue until the ball rolls straight uphill into the cup (this line is the actual fall line) -- assess how well you did in identifying the fall line accurately to begin with 

2. Find the Head of the Spider -- from 10 feet on a flat-but-tilted surface, putt along the axis of tilt with drop-in speed directly at the hole and note how low the ball is when it reaches the fall line -- stick a tee at this distance above the hole on the fall line for an aim spot or target -- putt 10-footers at this tee from any location on a circle around the hole -- see whether your assessment of the aim spot is accurate or too high or low

3. Spiral drill to see the spider -- place a ring of balls around a hole on sloped green starting at 3 feet and spiraling out one foot more each ball to ring the hole, then putt each ball into the hole in succession without missing any (start over if one is missed) 
4. Downhill putts, lay a shaft alongside the fall line on the far side of the hole and practice touch so that the ball rolls just to the corner made by the top lip and shaft; on downhill putts, the ball will eventually curve onto a fall line straight downhill, and your "touch" problem is to make sure the ball feeds downhill onto the correct fall line that carries the ball over the lip, which means the ball will have to be rolling parallel the shaft right as it enters the cup but never quite reach the shaft -- so this is a touch drill, and touch is the key to all downhill putts, since the line is easy - it's just the fall line every single time

5. Box the break - find the apex (maximum height of breaking path off a direct line from ball to hole) and make a rectangle to "box" the surface involved in the putt with long side from inside ball to inside edge of cup on low side and with parallel high side crossing thru the apex -- the ends of the box connect these two long sides, one end right behind the hole and the other end right behind the ball -- stick a tee peg in the ground at the apex and put another tee in a continuation of the line from ball to apex where this line reaches hole high as far as the far end of the box - line up directly at the apex and putt straight at the second tee target past the apex that is hole high -- observe whether putting at the apex is too low for an aim spot -- select a second spot along the high long side of the box that is nearer the ball than the apex and place a tee there and also place a second tee on this same line as far as the back of the box, so that by starting the putt at this first tee and putting to the second tee for distance, the ball will first head uphill and then turn parallel to the long sides right at the apex

6. Putt over the rainbow -- find the apex and place a line of three tees about 3-4 inches lower than the apex in a line parallel to the baseline (direct line from ball to hole) -- putt so that the ball stays on the high side of these tees and is changing direction from uphill to downhill right thru this region

7. Read the putt backwards out of the hole like running a real-time movie in reverse -- identify the exact shape of the curvature of the break for at least 2-3 feet back from the entry point on the lip -- using this shape, extend the curve all the way back towards the ball and note what segment of this path finally straightens out -- use this straight part to aim the putterface for the startline and putt so that the ball rolls along the back of the "hump" of the break

8. Undulations / Tiers -- work backwards from the hole to the beginning of the undulation or the edge of the surface feature, seeing the ball back out of the hole in real-time visualization -- note the point where the path of the putt would "exit" the undulation feature -- treat the undulation as a separate problem and find the "entry" point to negotiate or transit this feature on the opposite side or edge (closest to your ball) -- send the putt into this feature at the entry point so that it leaves the feature at the exit point with the appropriate speed to finish up over the critical final pathway into the hole.

