Flight School Section 5

Congratulations on completing the fourth section of Flight School. You will now do Section 5, in this section you will learn some advanced tactics in fighter combat.

Difficulty: Flight School

Flying: YES

Lessons:

1. Coordinated turns and stable flight. This lesson is just a basic version of the full physics of flight packet. You can get the full version as an optional course. This is mainly for your information, however I STRONLY recommend you read through this, because it can help you with some of the harder planes to fly.

 Coordinated Turns. This is the act of keeping your plane turning at a safe rate, while keeping the maximum allowable turning rate. Although this may seem not that important, in plans like the Morane Bullet, this can help you a lot. Coordinating your turn involves the use of all 3 control surfaces, Aerilons, Stabilizers, and Rudder. First, when you want to do a hard turn, you should take a hard bank either to the left or right, which ever fits the current situation, and make your bank at about between 60-90 degrees. Next, you want to pull all the way back on your stick, this will of course increase your turn rate. Finally, to gain even more turning power, you should use your rudder. To do this, first you need to know what direction, for this example we will use you are turning to the right. So that means, you will move your rudder over to the right also. Keep your eye on the horizon, when in a hard turn, you should keep your nose centered on the horizon. If your plane drifts up, add more power to your rudder to keep the nose down, if it moves below the horizon, release power from the rudder to pick the nose back up. Although it is true that you turn faster with your nose below the horizon, repeated use of this will cause an equal reaction, where you actually lose turning power for a little while. The morane bullet is probably the best example of all of this, so go ahead and try it with the tactics I discussed above sometime.

Stable Flight. This is another thing that isn’t too common, but knowing this stuff can help you fly planes such as the Nueiport 11 and the Sopwith Camel. First I’m going to take you over an example of an unstable and stable flight. First, get any plane that you want, however I recommend that it has a fair amount of speed. Now, just let the plane fly level, use auto level if you want, and then go to your outside view with F4, and scroll the outside screen with the enter key until you can get a good view behind your plane. Then, hit the CONTROL+S key to turn on smoke. You’ll see a smoke screen appear behind your plane. Notice how it makes a straight line directly behind the tail of your plane. That is a STABLE flight path. Now take a small turn in either direction, the smoke will curve with you, but the smoke is still coming out directly behind the plane. Now, lets stay on the outside view, and pull back on your stick hard until your nose is pointed straight up in the sky, and just make some minor changes to keep the nose up there. Eventually you will stall, and begin to fall backwards (this is called a “tail slide”). Now look at your smoke, its not coming out from behind the plane is it? Its probably coming out the front of the plane. That is called an UNSTABLE flight path. Although that was a sort of unlikely example, ill demonstrate a more likely one now. Now lets get a Sopwith Camel, takeoff, get some altitude and speed. Now, you should take the camel to a hard bank, and pull back all the way on the stick. You will probably see the cockpit begin to shake. And if you go to the outside view, you’ll probably see the smoke isn’t coming out straight from the back, but instead at an angle. The reason why this is so important is that if you continue your hard turn like that, you can lead the plane into a spin, and probably get killed. So it is usually best to avoid an Unstable flight path, unless you really need the extra turning speed. And not only is having an unstable flight path dangerous, it will make you lose speed, and altitude. If you’ve flown the Nueiport 11 much, you’ll probably notice that you have a tendency to crash into the ground when in a turn fight with the thing. That is because you are pulling back too hard on the stick, it causes you to lose altitude, you lose speed, and finally end up crashing into the ground. That right there is the key to learning how to fly the Nueiport 11 and the Sopwith Camel. To counter the Unstable flight path, you can do several things. First, if you notice your cockpit shaking, that means your angle of attack is too high, which means an unstable flight path. Take this as a warning. To avoid any dangers, you should release some of the backpressure on the stick, until the cockpit stops shaking. Second, the more speed you have, the harder you can turn. So if you happen to have exited a dive when you started turning, and you have a lot of speed, go ahead and pull back hard while you have the time. And finally, I should note that sometimes you may need to have that extra bit of turning speed, so if you really need to, you can stress your angle of attack for a little bit. And if you follow those simple steps I gave you above, you should be able to handle the Nueiport 11 and Sopwith Camel better.

Lesson 2, 1on1 plane matches. This is a flying lesson. To do this, you will get a French plane, and your TO will meet you in a German plane, that will actually be superior to yours. This is to test your ability to fly each plane. This will just be to evaluate your performance in each plane. If the TO feels that you need some help with it, he will then give you some pointers. You will need to do 4, 1on1 fights. But a certain plane must be included in each fight, below I will list your options on which flights you want to do.

For flight 1, you must do the Morane Bullet against a Halberstadt D.2

For flight 2, you can chose from the Nueiport 11 vs. Albatross D2 match, OR you can pick the Nueiport 17 vs. Albatross D3 match.

For flight 3, you can chose from the Spad 7 vs. Albatross D5 match, OR the Spad 13 vs. Pfalz D12 match

For flight 4, you can chose from the Nueiport 24 vs. Fokker DR1 match, or you can chose the Nueiport 28 vs. Fokker D7 match.

Lesson 3, bombing. This will be done with a flying test on each section. The sections are described below.

Low altitude bombing, to do this, you must be at a low altitude, come in and strafe the ground targets with incendiary ammunition, as well as dropping bombs on them. You must knock down 4 buildings to pass.

Dive Bombing, this is much like low altitude, except the bombing method is different. You come in from a high altitude, and once directly over the target, you dive on it, drop a bomb, and pull up. You must do 2 dives with a bomb hit in each one to pass.

Level Bombing, this is a bit different from what you usually do. First you get behind your flight leader, who must have a configured bomb sight (it is not necessary for you to have one). Second, you must get into a specified formation with him, and hold it. When he announces starting bomb run, you must go to 100% throttle, and hold your position. And finally, when he announces BOMBS AWAY, you start tapping the B button while staying in formation. And you keep tapping the B button until he says to stop. You are not required to score any hits on this, only to follow this procedure correctly.

CONGRATULATIONS! You have just finished the last training course. After you do all the flying tests, you will be Graduated from Flight School, and you can be reactivated into your Escadrille with the rank of Sergeant, and as a full member of the PF.

Got any questions? Email Justin at mc13_8@yahoo.com 

Colonel Justin

Phantom Fighter’s Training Officer

