Flight School Section 3

Congratulations on completing the second section of Flight School. You will now do Section 3, in this section you will learn more about flying in combat conditions.

Difficulty: Flight School

Flying: NO

Lessons:

1. Covering a tail. During your time in PF you’ll probably have a superior officer order you to cover his tail. You should do this by getting directly behind your leader, but try and keep your distance. Soon your leader will probably spot an enemy flight, and will probably engage it. You should stick behind your leader even during while he is engaging enemy aircraft. If a plane crosses in front of you, you should take a few shots at it and attempt to damage it. And now we will discuss your main purpose of covering your leaders tail, since you have some distance between you and your leader, an enemy plane will probably attempt to get behind your leader, and engage him. But remember now, that means the plane will be in-between you and your leader. This gives you the chance to get him off of your leader, and also possibly get you a kill too. You should for the most part try to stay behind your leader, but if under certain circumstances, such as an enemy plane behind you, then you should of course focus on trying to save yourself.

2. Flying formation. Most of the time usually Pfers don’t fly in a standard formation. Usually they just follow the leader (although it’s still a good idea to know how to do formations). But even in an unorganized flight, you still should follow some simple guidelines when flying. First, you should stay as close as possible to your leader. If he starts to get ahead of you, and you are unable to keep up, just send a simple message saying “slow down”. Second, unless it is required, you should NEVER fly directly behind your leader if you are close. The reason being is because if your leader “warps” (the act where your leader has some lag, and temporarily freezes in the sky), he might end up hitting you. Instead, you should fly a little bit to the left or right of him (like in an Echellon formation). Third, if you come in too fast when catching up with your leader, and you end up passing him, first you should try reducing your speed. If that doesn’t work because you are way too fast, then you should try a turn around, simply do this by doing a quick 360 degree turn, and that should help you lose speed and at the same time put you behind your leader again. 

3. Communication. This is probably the most important part of any flight. You have a good chat system designed into the game, with private channels and everything, so USE IT! When in formation, you should keep your sentences short and to the point. Let’s say if you see an enemy plane to your left, just type out a short message saying “1 enemy plane at 9 o’clock”. If you see an enemy plane, DO NOT just go and engage him your self, or just keep it to yourself, just send out a message to your flight leader. And also during flight, you should note that it is very difficult to type and fly at the same time. Although some of PF use a program called Roger Wilco, I recommend you try practicing typing most of the time, because Roger Wilco isn’t always available to all of the members in the flight. Personally I have became pretty fast at flying with one hand while typing with the other, it just takes some practice, and even if you have Roger Wilco, it’s a good idea to get used to typing like I described above. And also, if you need to send out a longer message for any reason during a flight, go ahead and temporarily turn on SHIFT A for auto level, and then type out your message quick. Then immediately turn your auto level back off.

4. Auto Pilot Controls. Usually during a formation flight, it’s not a good idea to use any AutoPilot at all. The reason being is that a good speed that formation leaders choose for there flight is 80% throttle, because it allows everyone to keep up. But unfortunately, the Auto Level command (SHIFT+A), puts your throttle at 100% without any control, so you could end up passing your flight leader if you fly with it. Usually you only want to fly with Auto Level if you are solo, or you need to type something quick. The next command is the Auto Circle command (ALT+A). This command’s main use is only for keeping the plane circling in one location while you are waiting for somebody (could be useful for an escort mission). And finally, you should know that if you receiving any kind of damage from enemy fire, your Auto Pilot controls WILL NOT WORK for a few minutes, and once they do start working, if you have bad aircraft damage, the autopilot will fly the plane strangely.

5. Signaling. Let’s say you were flying a mission with some other members, when you encounter an enemy flight. And all your other flight members get shot down, but you are still left alive, along with several other enemy planes. What do you do? First you should start by calling out a distress signal over Team Chat. To do this, you should send a message with your coordinates and an explanation of the situation, example “Mayday! Im at B2-3 with 3 enemy planes!”. Ok, now while you are waiting for a response, you should try and make your plane last as long as possible. If you are in a fighter plane, you should do this by constantly turning and maneuvering, NEVER give the enemy a chance to get on your tail. And while you are doing this, you can take some shots at the enemy planes, but DON’T get on there tail, if you do that they can set you up in a trap, and that will allow someone to get on your tail. Now let’s say a friendly flight is nearby, and trying to locate you, but without the map revealing your position, what do you do? There are three things you should try doing. First try giving any landmarks you happen to be over, if any. Second, switch to tracer ammunition, because that can give your friendlys the chance to see your ammunition before they can see your plane. And third, you can fire flares with the SHIFT+F combination, people can always see gun fire and flares before they can see your plane.

6. Disaster Flying. Lets take that story I written above about you being last pilot left in an air battle. But this time lets say they’re no friendly flights nearby, its just you and the enemy planes. First you ought to try the procedure I described above, making your plane last as long as possible by turning, and try hoping to get enough shots into some of the planes to bring them down. But don’t just focus on trying to kill everyone there, because you are out numbered. There several types of tactics you can use to escape. If you have a fast plane such as a Spad 7, Nieuport 28, or a Spad 13, try making a run for it, you probably can out run the German planes. Second, you can try tricking them, do this by getting very close to the ground, and slow down. This makes it difficult for the planes to stay on you, they may end up passing you, or if you’re luck, even slam into the ground. Third, you can try getting near a friendly land mark if one is nearby, this helps you because the ground machine guns and flak will attempt to shoot down your opponents. And that’s about it you can do in a circumstance like this.

7. Disabled Flying. During certain times in combat, your plane may suffer a hard blow, and end up losing a wing, rudder, elevators, oil pressure, fuel, pilot wound, or even lose the propeller. Below are some procedures to try in each disaster:

Lost Wing- The effects of this GREATLY depend on the plane youre flying, some planes are actually able to continue fighting after losing a wing! There are 4 main sections of wings you can lose on a Biplane fighter. The first is the top left wing, and the second is the topright wing. Losing one of the topwings can be very disastrous, it becomes very difficult to control the plane. If you lose the entire top wing, it actually becomes slightly easier, because the plane will be a little bit stabilized, the bad part however is that most planes have their aerilons on the top wing, so that means you’ll no longer be able to bank the plane. The third and fourth part are on the bottom wing. Sometimes its still possible to continue a flight after losing one of these setions, but you should be very careful. Most of the time you should immediately disengage from the flight, and make a run home. If you lose the wings with your aerilons on it, then you should attempt to turn the plane with the rudder and stabilizers, which is hard, but possible.

Rudder- Usually the loss of a rudder occurs from a collision. You can still fly a plane without the rudder, but you should probably take the plane home, because it can be easy to lose the plane in a spin due to the loss of stability without the rudder.

Elevators- Losing these don’t happen all that much. If you lose only one elevator, you are probably still good to fly, only with a hampered climbing ability. But if you lose both elevators, then you are pretty much dead, because you have no climbing ability over the plane anymore.

Oil Pressure- If you get the message Losing Oil pressure in flight, and you see the needle on your oil pressure gauge going down, its pretty much a count down until you burst into flames. The rate on how quickly you lose oil depends on how badly the damage is. You can actually stop the loss of oil by shutting down your engine too. First, if you are loosing pressure, keep an eye on your gauge. You should make a dash for home at full speed. Then when your oil gauge gets to about 75%, you should slow down a little, and every once in awhile you should cut your engine (shut down) and glide the plane for a few seconds, that will actually help you last a little while longer. If your oil pressure gets down to 50% (which I believe says 100 on the gauge), then you should shut down the engine immediately! Because that is where you usually burst into flames. If you are lucky, you may be able to glide to a friendly base, but if not, you will just have to ditch.

Fuel Leak- This is not as bad as loosing oil pressure, because once you are out of fuel you wont burst into flames. If you are loosing fuel, check your gauge often, and determine the rate at which you are loosing it. If it is high, you should attempt to run home. If it is low, you can probably risk trying to finish up what you were doing. And also if your engine dies from lack of fuel, try gliding the plane to the field if you are close enough and have enough altitude.

Pilot Wound- This is very similar to loosing oil pressure, except you have no gauge for it. If it is a small wound, you could probably risk continuing the mission. If you see the screen growing red though, you should run home at full speed.

Propeller Broken- This usually happens from a collision. You can pretty much do nothing about this, except maybe glide if you can make it back to base. If not, better get ready to ditch.

And you have now completed this course of flight school.

Have any questions about this course? Email Justin at mc13_8@yahoo.com 

Colonel Justin

Phantom Fighter’s Chief Training Officer

