Epinal Advanced School of Flight

Program: Dog Fight Tactics Part 1

Welcome to the Epinal Advanced School of Flight. You are in the Lesson: Dogfight Tactics Part 1. The purpose of this lesson is to teach some advanced dogfighting tactics to beginner pilots. This is based on many mistakes I’ve seen beginners do on there first day in St. Omar school, however though even experts may find this lesson useful. This includes some hints including defense, offense, and altitude variations in a dog fight battle.

The Epinal Advanced School of Flight is all about optional advanced courses pilots may chose to take if they wish. Since this school is optional, pilots are allowed to remain active in their current assignment when taking this lesson, are allowed to participate in wars, etc. Epinal Lessons however are done slightly different from the usual schools, instead these lessons are held in classes, where members interested in taking this lesson will all meet at once in a chat room, where this lesson will be issued, and the flying tests will be done in a group. And also don’t worry if you fail the test, you can always do it again. Below are the stats for this school:

Flying- YES

Difficulty- Advanced

LESSONS

A NOTE ON SITUATIONAL AWARENESS (SA) (author, Lt. Colonel Razor)

One of the most common mistakes a new pilot makes is keeping too much focus on the opponent they are engaged with and not checking out the skies for other potential threats.  This will kill you faster than any other thing when there is more than one enemy about.  It is absolutely essential to constantly check the skies around you all the time.  This may feel like a distraction when you are doing all you can to stay on your opponent’s tail, but in the end it is the only way to stay in tune to the constant changes in any engagement.  There are many tools in RedBaron3d that help you achieve good SA, you should use them all the time, and you will find they will become second nature to you.  Some of the helpful keys in this version of the game are:

1. [F5] – Takes you outside your cockpit with your view facing forward directly behind your plane.

2. [N] – Snaps to a plane within visible range, this is about a quarter of a grid square on you map, maybe a little less. Each time you hit the [N] key you will snap to the next plane in range, regardless of whether it’s friendly or enemy.

3. [F] – Snaps to a friendly plane (note this will not work in simple melee servers where everyone is the enemy).  This will find a target at a slightly shorter distance then the [N] key.

4. [E] – Snaps to an enemy plane, at the same distance as [F] above.

5. [Shift/D] – locks on the selected target.  Great for keeping track of your wing-mate as well as your selected enemy.

6. [F8] – once you have snapped to a plane with either the [F] or [E] key you can move your view to the snapped plane’s view perspective.  Now you are them looking back at you.  This is very helpful to see what direction they are flying, if they can see you clearly or not, etc….  I also use this to look beyond my own view range, by hitting the [F4] key and slewing around their plane in all directions.

7. [F3] – puts you outside your cockpit with your view on the current plane selected with the [N], [F], or [E] key.  Hitting this key again puts you back in your cockpit.  So in a dogfight you can select your opponent, lock on to them and then see exactly where they are by hitting this key.  Check their position and then toggle back into your cockpit to fly your plane, with practice you can fly your plane from outside the cockpit totally while in a dogfight this is very hard to do however.

There are other keys that are helpful as well, you should take the time to memorize them all.  A list can be found in the back of the manual, or Help file.

Lesson 1, The Turn Fight (author, Colonel Justin)

The turn fight, quite simply, is when two opponents in a dog fight turn as hard as they can in hopes of trying to out turn the other, so as to get a shot at there opponent. Although turning would seem to be simple, knowing the specifics on this “science” can greatly help you. An important thing to note, most of this stuff is stuff I learned by myself over many years of Flight Sim experience, I actually fly mostly by instinct, and it’s very hard to get what I do into words, but this text document is my best attempt at trying to do so. So I hope I make this as clear to understand as possible.

PART 1, Turning circle basics. Basically, a turning circle is the path both you and your opponent planes follow when trying to out turn each other. This path can have many variations. You could be turning to the left, while the other guy is going right, you could be both following the same path, you can straight apart from each other unable to gain on each other, you could be on your opponents tail, he can be on yours, etc. etc. etc. A turning circle can even be vertical, where you and your opponent keep on doing loops trying to out loop each other. Some times, your opponent may seem to suddenly be out turning you which may appear to you to be impossible, but remember a turning circle can vary greatly, I’ve got a link here that Colonel Spuds found off the internet explaining this further, I strongly recommend you read this:

http://www0.delphi.com/flight/archives/bbcc.html

PART 2, The Offense. Should you be lucky enough to get the offense on your opponent (I consider the offense side of a turning circle when your nose is pointing towards your enemy’s tail, or if you are getting the most shots), you must learn how to keep this offensive. The best thing to do is to WATCH YOUR OPPONENT. If you are on his tail during a turn fight follow his every move, try to get an altitude advantage if possible, and make sure you don’t let him get one. A saying that I have: "I let the Enemy Fly My Plane". This means that I try to follow my opponents every move within safety. If he turns one way I follow him, if he climbs I follow him, if he rolls I follow him. To give an example, it can be a good idea to follow your opponent through a roll, because during a roll you lose speed, and you might pass him when he loses speed, but if you follow him through it, you will both be going at the same speed. Next tip, BE WISE ON YOUR SHOTS, only take a shot at your opponent if it’s a sure thing. For example, lets say your opponent was at a higher altitude then you, but you were still on his tail, if you stress your plane to climb hard and get a “spit shot” at him, although you might put a bullet or two in him, you may end up stalling, losing speed, and you might end up with him on your tail! So be patient, it’s better to wait and get a good long shot at him then it is to go out of your way just to “spit” at him. NOTE: What I mean by a spit shot is when you take a short burst at his direction that doesn’t last long.

PART 3, Yo-yos. These can also play an important part in offense, as well as defense and neutral. But you MUST learn to do these correctly before you try them in combat. A yo-yo simply put, is a maneuver you can conduct while turning hard. There are two different types of Yo-yos, the High Yo-yo and the Low Yo-yo. A high Yo-yo is where you, when turning hard, tilt your bank up slightly a few more degrees, so that when pull back you will gain some altitude, then at the top of the Yo-yo your nose points down and you get back to the altitude you started at, a low yo-yo is the opposite where you dive then climb. Now I can’t really explain this good, but you need to learn how to time these in a turn fight, know which one to use, and be able to predict the result in a turn fight. It takes some practice. This also ties into that website link I listed above about turn fights, where you can fix this stuff to your advantage by using a yo-yo. Try experimenting a little, look at your plane, and look at the position your opponent is in relative to you. Try and picture you doing one of the two yo-yos and determine what effect it will have. If you get it right, you can even out turn a Fokker D7 with a regular Nuieport. All it takes is practice.

PART 4, Neutral. Neutral position in a turn fight can be one of two things. First, it could be where you and your opponent are at opposite ends of each other, and neither one of you are able to gain any ground. And second, it could be where you are turning opposite directions, and at one part in the circle you meet head on, get a quick burst at each other, and after you pass you circle, repeating this process. Now as long as you aren’t taking any major damage, neutral can be a good thing, it can give you time to look at your surroundings and make out a plan to gain the advantage. You can try disrupting a neutral circle by doing a yo-yo, or some radical maneuvers (like a loop), but be careful, and make sure you plan it out right, or else it might end up blowing up in your face giving your opponent the advantage.

PART 5, Defense. If you are fairly new to Red Baron 3D, and don’t have much experience, this may be the most important section for you. There are two ways of defense you can carry out, 1. Evasive Action, and 2. Breaking. Below they will be described.

1. Evasive Action

This isn’t all that useful for most people. Evasive Action involves doing some sudden left/right turns, climbing and diving, and also “shaking” your plane left and right with hard jerks with the rudder to try and avoid bullets. But this is only good for three types of planes, Bombers, Recons, and Retreats. But however fighters should probably never use this. Reason for this is quite simple, all you are accomplishing is making your plane last slightly longer, but that’s all. If you are a fighter, you want to be able to get rid of your opponent completely, get on there tail, and shoot them down. But this Evasive Action is good for Bombers, Recons, and Retreats because in those three rolls you probably aren’t in a good fighting plane, and your plane will likely be too damaged to fight (if you are retreating), so your best bet is to run to your destination at full speed, trying to avoid bullets and keep your plane up in the air as long as possible, until enemy runs out of bullets, or help comes hopefully. But as for any other roll, EA (Evasive Action) isn’t good.

2. Breaking

This is what Fighters should use. Now of course retreating planes, bombers, and Recons shouldn’t use this tactic because it will likely have a bad effect, slow you down, and make it easier to get shot down. However for fighters this is the best tactic to use. In Breaking, the fighter tries to get his opponent off his tail, and the fighter tries to get on his opponent to change the fight to an offensive. Offense can be a scary thing, especially if you have a good pilot behind you blasting away at your plane. First, and probably most important (assuming you have a maneuverable plane), when somebody is on your tail, KEEP TURNING! NEVER LEVEL OUT, unless you have a very fast plane like Spad and you want to try out running them. And also a VERY COMMON mistake I see many of my trainees to do is to switch direction when on the defense while turning hard. DONT DO THIS UNLESS YOU HAVE IT PLANNED OUT AND ARE ABSOLUTELY SURE IT WILL LOSE YOUR OPPONENT. If your opponent is on your tail blasting away happily at you, switching direction might throw him off temporarily, but most of the time it just levels you out and slows you down so he can really tear you up. The only time switching direction can work is if your opponent doesn’t have you dead on his sights and you plan it out and have determined that you can lose him by doing this. Next thing, a common mistake among newer pilots is to freak out, take some radical maneuver (commonly this is switching direction) when they get shot at by there enemy. One thing you should always remember, just because he has shot at you and hit you, doesn’t mean he completely has you, it might have been a “spit shot”. He can actually trick you into screwing up and doing something wrong just by shooting at you with a bad aim, normally most pilots don’t do this intentionally, but it still works out to there favor. First thing you should try is to determine how good of a shot he actually has. If he’s constantly pounding you, well then quite obviously you should try something radical to get rid of him. But however if he only gets shots at you once in awhile, figure out some things to do. First you can try getting a harder turn rate, remember don’t abandon your turning direction or speed unless absolutely necessary, you perhaps could out turn him still and end up on his tail. Or if that don’t work, you can try yo-yos to turn faster, try going vertical, etc. And remember, whatever you do, DONT LEVEL OUT UNLESS YOU HAVE A SPAD, OR THE ALTITUDE ADVANTAGE (more on this later).

PART 6, Maximizing Turn Rate. Here are some tips to get the maximum turn rate possible out of your plane, which can play a big advantage in a turn fight. First, you should get a high bank, how high a bank you take depends on the plane you have, but normally if you get the feel of all the planes you can figure this out quickly just by the feel of it. Next, after you get the bank, you want to pull hard back on the stick without raising your Angle Of Attack too high. How you can tell if you have your AOA too high is if your cockpit shakes when you pull the stick all the way back, if it’s shaking, release back pressure on the stick, lower your turn rate a little. Reason for that is if you keep your AOA too high you will eventually bleed off a lot of speed, lose turning power, and could even spin. After you get your stick trimmed to where you want it, use some rudder to keep the plane level with the horizon. For example, if you are turning right, your plane will probably climb a little when you pull back, counter this by using some right rudder and keep the nose pointed at the horizon, this can give you a faster turn rate (unless of course you want to dive or climb, such as for a yo-yo). And also if your nose-dives a little when turning, you can use some opposite rudder to pick the nose up. And get your hand so steady that you can hold that position for a long time, because turn fights, especially in slow planes like the Morane Bullet, can last a long time.

Lesson 2, Altitude Advantages and Disadvantages (author, Lt. Colonel Razor)

When dogfighting, altitude can play a big part on turn fighting.  In short, the one who has the altitude advantage has the upper hand.  Keeping your altitude advantage after attack of course is something else again.  The reason Altitude gives an advantage is because it allows the higher person the luxury of diving down which increases speed which increases your planes maneuverability while the lower person has just the opposite.  Speed also allows you the option of disengaging easier, and gaining some of your altitude back.

PART 1 - Pre-engagement strategies, encountering a high-flying opponent.

1. Fly in the same direction and try and make them loose altitude to get to you so when you finally have to engage they have little or no altitude left.  This works well for bombing missions where you want to reach a destination as quickly as possible and don’t want to get stuck dog-fighting a loosing battle.  If you have altitude at the beginning of this tactic you should use it to gain speed until you are on the deck, then contour chase until an encounter is unavoidable.

2. Search out some other friendlies and fly in their direction, if the friendlies are higher than you they most likely will be attacked first, that is unless you have been singled out by your opponent, in which case the friendlies may attack your opponent when he dives on you.

3. Fly towards your opponent until you are underneath them.  Then try and keep behind them while you continue to climb to their altitude.  This is a dangerous stunt because you will be at the low end of your speed (because your are turning and climbing) whereas they will be at the high end when they attack you.  If they are very high they will wait until you get within good range.  This is usually about the time your plane starts to look more detailed from their perspective (remember to use the [E], then [F8] keys). Keep toggling between your cockpit and theirs by hitting the [F8] repeatedly and when you see them start to dive stop climbing and get your speed back as quickly as possible.

PART 2 – Engaging an opponent with altitude advantage.

1. The Split-S maneuver. This is very effective in giving your opponent a hard shot while diving on you.  This, takes timing however in order to survive.  First fly straight, watching your opponent’s distance make sure he is diving on your tail.  When your opponent appears to be getting in range (maybe 15 to 20 plane lengths) half-roll and go under him.  This will force him to increase his angle of attack and roll with you to stay on your tail, increasing his chances of plane damage by overstress. Once your opponent passes you, watch to see which way he turns and turn in the same direction as quickly as possible to try and get on his tail.

2. The Head-on encounter.  This can give you a good passing shot but be prepared to finish your pass with an appropriate maneuver, if you are indecisive you will probably stall and be dead meat.  In order to pull this off you need enough speed to either loop, half-loop or level off.  Again timing is everything.

3. Once your opponent has engaged, try and get them to waste their energy (speed).  The fastest way to loose speed is to do a climbing turn or cut the throttle.  If you can force your opponent to do these things they will loose the energy advantage they had due to their height advantage and hopefully put you on more even ground.

4. As a last resort you can dive for the deck.  Once you are close to the ground they will loose the ability of going below you with their dive and zooming back up.  Of course you will not have this option either.

Lesson 3, High Speed Front Passes (author, Colonel Justin)
A common attack is the frontal high-speed pass. This is normally where two opponents approach each other, noses pointing at each other at normally more of less the same altitude, and while shooting at each other they pass each other. However though, it should be warned that damage caused during this isn’t always the most efficient way to bring down your enemy. Mainly because you get about the same damage (normally depends on who has the better aim), and also getting greedy with shots can get you killed. This attack most often takes place when two opponents first encounter each other at long range, but however it can also happen when in a turn fight (specifically, when both of you are turning the opposite direction and your turn circle angles are so offset that both your noses meet at a certain point for short head on attack burst). And also, for certain planes such as the Spad 7 and Spad 13, this can be one of the few ways to attack an opponent.

PART 1 - To execute the head on pass, you simply point your plane towards your opponent, and get ready to shoot (and he will more then likely do the same, unless he’s a bomber or badly damaged). Normally for me, I wait until there name tag (turn on with SHIFT+N) is in range and displayed before I start shooting, it saves bullets and normally shooting any farther then that will just waste ammo. Once you do that, just simply try and put as many bullets into his plane as you can. BUT DO NOT GET GREEDY! In other words, get a timing developed so that you can tell when to disengage and GET OUT OF THE WAY. Or more then likely you can very well end up smashing into his plane. The bullets fired during the pass normally aren’t too effective because of two reasons, one is because actions passes so quickly it’s hard to aim, and two is because time for a pass is so short you can’t expect to do much damage any how. So that being said, as soon as he is close enough, disengage, and point your plane away from his! A tip I would like to offer, although you can’t expect it to work all the time, if you are in a sluggish plane and once you are about to pass each other, you might want to try slamming the stick forward and going underneath him. This is because normally people have a tendency to pull up and go above there opponent (it’s an easier and more natural movement), but if you both do that, it won’t be pretty if you ram! So just a tip, trying to go underneath him can work at times.

PART 2 – What to do after you pass. This depends on what plane you have. If you have a high speed Spad plane, it is best to keep going after you pass him. You should get some distance then, and once you have enough space between you and the opponent, you should turn around as quickly as possible, and do another pass (this is the most common way to fight in a Spad, since they are so hard to maneuver against fighter planes). Other advantages to doing this is that since the Spad can take a lot of damage, you can make your opponent waste all his bullets.

PART 3 – What to do after you pass, in a maneuverable plane. Normally after a pass, you would want to do a hard turn, and turn as hard as possible to try and get the advantage against your opponent, this is pretty simple. But here is a tip too, something I do commonly. Since the bullets during the pass normally aren’t too important, you may want to try giving up some of your pass time to get a lead in the turn fight. To do this, when you are passing, get a few bullets into him, but disengage and turn hard quicker then your normally would (also helps you avoid collision), then keep turning to try and get behind your opponent. And if your opponent is greedy, when he sees you turn he may still try and keep shooting at you, and since he would remain flying straight when doing this, this even gives you more time to out turn him.

PART 4 – Also remember to try and get an altitude advantage if possible. A Zoom and Boom tactic is similar to passing, except you do it from high altitude, dive, and then climb again (just like the high altitude tactics we discussed already). 

Lesson 4, Desperate Tactics (author, Colonel Justin)

Last surviving member of a doomed flight, and stuck by yourself with a whole bunch of Germans? Don’t Worry! Here is a list of tactics you can do to try and make yourself last a little longer then normal.

1. Contact help. Always important if possible, shout out help messages over private chat, and try to get the attention of any nearby friendlys. This is pretty much your best chance of surviving, so try and use it. Also try sending out some signals for any nearby friendlys to see, for example, turn on Tracer ammunition (SHIFT+M) so that hopefully they can see your bullet paths from a distance, or fire some flares (SHIFT+F). You can see tracers and flare smoke farther then the normal targeting keys will see.

2. KEEP TURNING (if you are in maneuverable plane). If there are too many opponents to even keep track of, and you don’t feel things are too good for you, this is one thing you can do to make yourself last longer. Just pick the direction you turn faster, and just keep turning. If a hun passes in your sights (and in large furballs they usually will), take some shots at him. Every little bit helps, so only when possible try slowly damaging some of them (it makes them more likely to collide with each other if they lose some of the plane control). And if you keep turning it causes confusion because so many people are after you and they will have a hard time shooting you. But unfortunately don’t expect to last forever.

3. RUN!!! (If you have a Spad). Simplest of all tactics, if you have a high speed plane and as long as nobody is above you, just turn and run. Hopefully your plane will take all the damage they will give you long enough for you to get out of range (just hope they don’t damage your engine though).

4. HIT THE DECK! If nothing else works, try going very low altitude. With all the huns after you, and everybody at low altitude while you are still turning hard, you’ll be surprised how many of them will crash into the ground. This is something that takes time to master, during single play try flying like only 10 feet or less from the ground, and try turning hard while doing that, etc. I’ve actually won some tournaments by tricking my opponents into crashing.

5. Uber. Although it seems like an unfair tactic, always know that a hun will use it against you first chance he has, so don’t hesitate to use it against them! In short, an “Uber” is a damage bug in the advanced flight mode that Sierra didn’t fix. In certain planes, if you get damaged a certain way, it causes your plane to have a strange reaction. What happens that is when you turn hard, your plane actually accelerates, and depending on how much damage, it can accelerate beyond belief, even break apart! To know if the damage bug has been activated, look at your airspeed, it should rise quickly when you turn hard (if it goes way up, reduce your turn rate QUICKLY, or else your plane will break apart from the stress). If you get the “UBER” turned on, use it to your advantage. To do this, keep turning hard, gaining up speed, and climb at the same time. You can get an unbelievable climb rate doing this, and quickly get above your opponents’ heads, and then once high enough that they can’t even shoot at you anymore, you just level out, and fly home.

6. When all else fails...Write a letter to PF HQ saying to donate all your money after you die to the Phantom Fighter’s Training Academy. LOL j/k

END LESSONS

In closing this section, it is a fact that many of your encounters in flight sims will be with an opponent who has the altitude advantage on you.  Being able to handle this situation is one of the hardest things to master, but also gives great pleasure, for when you shoot that guy down you know you bested him on 2 counts not one; strategy and skill. (Razor, January 23, 2000)

TEST

The test will be held in a PF Meeting Class on a selected date. The test will be quite simple, all it will be is just a few 1on1 dogfights with a TO, and the TO will judge if you improved or learned anything from this lesson. The planes that will be flown will be determined randomly based on what the TO wants at that time. To practice for this test, simply do a mixture of melee games and single player games, and practice the suggested tactics.

I hope this lesson has helped you.

If you have any Questions about this section, feel free to email me at mc13_8@yahoo.com 

Colonel Justin

Phantom Fighter’s Training Officer
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