Flight School Training Section 1

Congratulations on your promotion to Sergeant, but before you can become a full PF pilot and be reactivated into an Escadrille, you must complete your third and last training section, called “Flight School”. This covers more advanced areas including Formations, Wingman flying, Flight Leading, Advanced Maneuvering, and Bombing. 

Your first section (which you are reading now) will cover an aircraft’s anatomy, a description of missions that can be flown, and also a description on how position reporting is done. Below is your lesson.

Difficulty: Flight School

Flying: NO

Lessons:

Lesson 1, a planes anatomy. This is a short course describing the basic controls of the airplane, which you will need to know to do some of the later lessons in this school. Below is a short description of each control surface.

Aerilons- The aerilons are what makes your plane roll left and right. If you go to your outside view in a Nuieport 24, and you move your stick to the left and right, you should see some small flaps on the edge of your top wing move up and down. This causes your plane to roll, or a more specific term, BANK, to the left and right. Your bank can be measured in degrees. If your plane is flying straight and level, that means you are at a 0-degree bank. If your plane turns to the right, and you are halfway from being level or being on edge, that means you are at a right 45 degree bank. And finally if your plane turns to the left where you flying vertically, which means one wing is pointing straight up, and the other is pointing straight down, you are at a left 90 degree bank. For most planes, you can get a maximum turn rate by holding a bank from between 60-90 degrees. You can also lose your aerilons from damage. If you lose a wing with an aerilon on it, you will lose some of your banking ability. If you lose both wings with the aerilons on it, then you will lose ALL of your banking ability. Where your aerilons are depends on the plane. Some have them on the top wing, some have them on the bottom wing, some have them on both wings, for monoplanes they have them on the only wing they have, and finally the Sopwith Triplane has aerilons on all 3 wings.

Elevators- The elevators makes your plane point up and down. Another term for elevators are “Stabilizers”. If you go to your outside view in any plane, and you pull back and forth on your stick, on the tail of your plane, on the horizontal wing on the back, you should see a flap move up and down, those are the elevators. And they make your nose go up and down, or a more specific term, Pitch up and down. Your pitch can also be marked with degrees. If you are straight and level, that’s a 0-degree pitch. If you point straight up, that’s a 90-degree up pitch. And if you point straight down, that’s a 90-degree down pitch. When doing a hard turn, after getting the proper bank, you should pull back as hard as you can on the elevators to get a fast turning rate, but be careful you don’t over stress it though. All planes have their aerilons in the same place, which is the horizontal wing on the tail. It is possible (but not too common) to lose an elevator from a collision, you’ll probably still be able to fly, but with less maneuverability. But however if you lose both your elevators, that’s pretty much it for you, because you wont be able to keep your plane in the air.  

Rudder- This is probably the least used control surface of the plane. If you go to your outside view and move your rudder left and right (either with rudder pedals or with the keyboard), on the vertical wing on your tail, you will see it move left and right. Most people don’t use it that much in combat. But surprisingly, it can help you turn faster if you use it correctly (more on this in lesson 5). And also you can lose the rudder in a collision, but it actually greatly affects your plane, it makes the plane less stable. There are also some times where you will need to rely on the rudder to turn your plane. This could happen if you lose your aerilons, you will be forced to keep your plane steady and turn it with use of rudder and elevators. One common use of the rudder though is for immelmans and retournments, the rudder is an important feature in those maneuvers. 

Throttle- This is pretty simple. This controls how much power you are giving to your engine, which in affect makes you fly faster. But one thing you will need to know are some throttle settings. When flying in formation, your flight leader may give out a throttle setting which he is flying at. And you will need to meet him at that setting. Throttle settings are done in percents. As you probably know the number keys on top of your keyboard can be used to control your airplanes throttle. Each of these numbers represent a percent. So for example your flight leader says “80%”, that means he is flying at 80% throttle, or the 8 key. And now you know what speed to join him at.

Lesson 2, missions, here is a description of each type of mission you can fly.

a. Combat Air Patrol, abbreviated CAP. This is where you and your flight are assigned to patrol a particular area. This can range from patrolling friendly territory for possible incoming bombers, to patrolling over the front looking for fighters and bombers. Your main objective is to kill anything that flies and has German markings.

b. Offensive Combat Air Patrol. This is the same as CAP, except slightly different. This time you are patrolling over enemy airspace. Your objective can range from looking for enemy bombers before they reach your airspace, to destroying an enemy’s defense to help your bombers out, and to distracting enemy for bombers to get through.

c. Defensive Patrol. This is similar to CAP, except this time you are protecting a certain target instead of a zone. Your objective is to prevent the target from being destroyed by incoming bombers. And also if you see any enemy fighters flying around, you should ignore them, because they are probably there to distract you.

d. Recon. This is of course when you are to take “pictures” of enemy targets, so that the pictures can be used in the future for bombing. You must take these pictures with a screen shot program, but you wont need to worry about that now.

e. Bombing. This is where your main objective is to flatten an enemy target. This mission can vary depending on the method you use.

f. Escort. This is where you are assigned to protect a certain flight of bomber or recon aircraft.

g. Intercepting. This usually won’t happen that often because pilots usually aren’t kept on stand by for this mission. But anyway, this mission takes place when you know where a certain flight of bombers are incoming, and you need to scramble and intercept them.

h. Hunting. This is one the squad XO, Quaffle, made up. I still haven’t figured out where exactly you are supposed to hunt in this type of mission, lol.

Lesson 3, Position Reporting. Here is a basic description on how you are to report your position when in a flight with the PF. As you know the map in the game is divided up into 5 squares across, marked from A-E. And 5 squares down, marked 1-5 (except in the Island map, it’s smaller). But however that isn’t accurate enough to give a specific location, considering that each square is about 30KM across. So we further divide it up in our heads, since we cant do it on the map. Look at your number keypad for a second. See how the numbers are arranged in it? Imagine laying those numbers out on top of each square. That is how you give a more specific position report. Here is an example of lets say squad B5-

7   8   9

4   5   6

1   2   3

Ok now lets say you want to report your position, and you are in the Southwest corner of B5. First you would look at your keypad, and determine what number is in the SW corner, which would be 1. So in your position report, you say “I’m in grid B5-1”. And that means, you are in the square B5, in the sub square 1.

And that’s it for this lesson. Inform your CO that you are finished, and he will email you your next lesson.

Questions? Email Justin at mc13_8@yahoo.com 

Colonel Justin

Phantom Fighter’s Chief Training Officer

