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Pilot:


Address:

Field Rules

1. 1991 Qualified Radios are required.

2. Do not fly on or over pond.

3. You must have AMA Insurance.

4. Park only on gravel.

5. Always lock the gate behind you.

6. Always walk along the west edge of the runway.

7. No flying behind the Flightline.

8. Absolutely no alcoholic beverages.

9. No smoking due to potential fire hazard.

10. All trash leaves with you.

11. You must abide by the frequency management plan.

12. Engine starting, takeoffs, landings, deadsticks, and low passes must be announced.

13. Direct airplane blast and exhaust away from other airplanes in the pit, spectators, and pilots.

14. First flights of new or rebuilt airplanes must be announced.

15. No pets allowed.

16. If buzzed by site owner all airplanes must land and runway must be cleared.


17. Mufflers are required on all engines larger than .09.

Student Pilot Guidelines

Pre-Flight Checkout

1)
Go over safety rules
Review flight line safety rules.  This includes getting the correct frequency clip before turning on a transmitter.

2)
Go over airplane
Check the center of gravity (CG). This is shown on the plans of the airplane. If the student is not sure and the instructor is not familiar with the airplane consult the plans. Put marks on the bottom of the wing on both sides near the fuselage. Check that control surfaces are installed correctly and hinges are glued. Check radio installation. Look for aileron wires that could get caught in other servo wheels. Ensure that the receiver is secure and servo arms have screws in them.

3)
Radio range check
Turn on the transmitter. Look at other planes at the field, and if any go crazy, turn off your transmitter.  Someone may have the wrong frequency clip. Turn on the receiver. Leave the transmitter antenna collapsed. Carry the transmitter 100-150 feet away from the plane and see if the control surfaces respond to transmitter inputs. This is a worst case range check. Each R/C system has a different range with the antenna collapsed. What you are looking for is a drastic change in range. If the system usually maintains contact out to 125 feet but this time it looses contact at 40 feet do not fly until the problem is fixed.  Is transmitter power needle in the green? Ask when system was last charged. Extend the transmitter antenna.
4)
Control surface check
Control surfaces should deflect as follows:


Right stick moved right off center = right aileron up, left aileron down


Right stick moved down off center = up elevator


Left stick moved right off center = right rudder and right steering


Left stick moved up off center = opens throttle
All trims should be set in neutral position. When sticks are moved, do control surfaces move freely? Do surfaces have enough or too much throw? Ask student if the control throws match what is called out in the instructions for the airplane.
5)
Engine setup and checkout
Check that the prop size matches engine. Make sure the prop nut is tight. Find out how much time the engine has on it. Ensure that the throttle closes completely with low throttle and low trim. This is necessary for being able to kill the engine from the transmitter.

Beginning Flight Sessions
1)
First flight session
Taxi for steering responsiveness. Take off. Check student's disbelief of his graceful creation. Check flight stability and adjust trim. A new airplane should be checked for low speed and stall characteristics for slow flying by the student and landing for the instructor.

Student's first hands on flying. Hand transmitter to student on straight line flight out. Let him move the sticks to see how the airplane responds to stick movement. Take the transmitter from student before the first turn is made. The instructor and student have made a transmitter exchange in a no panic situation.  Hand transmitter to student on straight line flight out. Let him try turns. Turns are made by rolling a little with the ailerons (rudder on a three channel set up) and giving up elevator to control how fast to come around the turn. To straighten out, roll the airplane opposite of the turn you are in to level the wings and at the same time let off of the elevator. Try for an oval shaped flight plan over the field trying to stay in the field boundaries. It is good for the instructor to fly the plane with minimum fuel, which is worst case CG, to check landing characteristics.

Instructor lands the airplane when ready. Make sure the elevator still has enough authority to maintain pitch control while landing. A lack of control at low speeds indicates either a center of gravity that is too far forward or the elevator needs more throw. Make any necessary trim adjustments. Normal trim settings on the transmitter should be in the neutral position. If necessary adjust the devises on the airplane to keep trim settings neutral.  Match the responsiveness of the airplane to student pilots ability.

2)
Second flight session
Practice more turns, try to do left and right turns toward end of second flight staying in the allowed flight area. If student seems comfortable with left and right turns try a horizontal figure 8 trying to maintain a constant altitude.  Wind will cause problems.  Flying straight is difficult because the airplane will want to weathervane into the wind. Flying into the wind an airplane can tend to climb. Flying into the wind, turns are harder to get started because the wind tries to keep the plane headed into the wind. When you finally overcome the relative effects of heading into the wind the plane turns around quickly. Now that you have survived the turn, the relative airspeed is down and the plane will tend to lose altitude. When you get the altitude up it is time to turn again and it happens fairly smooth for the first half but the wind speeds up the second half of the turn again with the plane weathervaning into the wind and the increase in relative airspeed causes the plane to climb again!

Some new pilots will be climbers having a tendency to put a little too much up in their maneuvers and after a while they are almost out of sight. Others are divers and don't stay high enough to be safe if a mistake is made. Instructors keep an eye out for these guys and help them by giving the climbers a couple of clicks of down elevator trim, or for the divers, a couple of clicks of up elevator.

3)
Third flight session
More left and right turns. When student is comfortable, do first loop. Check students' grin. He is now hooked. After this flight he will start talking with his hands. Clear student for loops whenever he wants, he is now an acrobatic pilot. Have him watch what happens to the loop without enough speed to carry through the top. Also what happens to a loop if the wing is not parallel to the horizon on entry to the loop. If a loop is not pretty or not started parallel to the horizon tell the student to finish the loop rather than bail out in the middle of the loop. Trying to stop a bad loop in the middle can cause more disorientation than finishing the loop and then correcting whatever was wrong. Try several loops in succession. Did we accomplish the 3-5 minute uninterrupted flying time for the new student?

4)
Fourth flight session

More turns. Lots more loops. When student is comfortable do straight ahead stall. Have student watch to see how much altitude is lost in a stall and if the plane has a tendency to fall to one side or mush forward.

5)
Fifth flight session
The student is getting familiar with left and right turns, lots of loops and an occasional stall. Maneuvering around the field is been random. For part of these flights try to fly in a rectangular pattern around the field. Start with one turn at each end. The flight will be more of an oval to start with; this is fine.

6)
Sixth flight session
Ask student if he wants to take off or hand launch. Generally takeoffs are easier than landings. Initially have the entire take off be away from the student. If the new pilot is standing by the middle of the runway control reversal may be a problem halfway through take off. Move to about one third of the way down the runway so two thirds of the runway is available for taking off. For hand launching have the new pilot stand to one side and a little behind the person doing the launching.

Takeoffs should be straight down the runway. The plane should rise smoothly; don't jerk the plane off the runway. Fly straight out and be prepared to land straight ahead if the engine quits.  Takeoffs are responsible for a large percentage of flameouts and crashes.

More turns, loops and stalls. For part of these flights try to fly in a rectangular pattern with two distinct turns at each end of the field working to get the upwind leg close to being over the runway. If the pattern looks good have the student reduce power halfway through the downwind leg and remain in the pattern, then increase power halfway through the upwind leg over the runway. This is a high altitude aborted approach. We are now using the throttle and checking out low speed flight and how long it takes for the airplane to accelerate to a speed suitable for climbing. At the end of this flight try approaches again and if it looks good have the student land. Don't worry about hitting the runway at this time, work on a smooth patient controlled approach to landing.

On final approach, when student is lined up with the runway, make final descent adjustments with the throttle. Less throttle makes a smoother landing than diving for the runway using the elevator.

7)
Seventh flight session
Ask student if he wants to take-off or hand launch. Wingovers for three channel students, wingovers and rolls for four channel students are tried this flight. Wingovers(hammerheads) are done by starting from straight and level flight giving up elevator to almost vertical. Neutralize the elevator input and cut the throttle to about one third, we still want some airflow over the tail. Now give full rudder to rotate at the top. When the rotation is done, neutralize the rudder and the plane will be headed straight down. Feed in up elevator to resume horizontal flight and add throttle to resume straight flight out.

The big unknown when learning rolls is what attitude the airplane is going to be in when the maneuver is complete. Most trainers lose some altitude in a roll. On a first attempt have the student pull up to a 30-45 degree climb then roll. Note how much the plane fell off from the established line before the roll. Now try successive rolls with less and less climb before starting the roll. After a while the student will be giving just a hint of up elevator before rolling and eventually may be feeding in a touch of down when upside down halfway through the roll.

Practice slow, tight turns at altitude. Let the student 'feel' the difference in response time and mushy control sensation. Compare this to flying at cruising speed. This is what a plane can feel like when flying low and slow during landing.

Allow plenty of time each flight for the student to try what he wants when he wants. Too much time trying to do a certain maneuver or pattern leads to burn out and frustration. Keep it fun but keep it challenging. At the end of this flight have the student take the airplane up to 400 feet and shut the engine off. Notice any pitch changes. Have the student fly the plane keeping the nose down just a little to keep airspeed up. At about 100 feet take over the controls and land the airplane. He has just flown an airplane deadstick and seen it successfully landed. Deadsticks will happen again.

8)
Eighth flight session
Have student take off. Practice previously learned maneuver. Some are tough and it is hard to nail a maneuver every time. A little wind can really mess things up too. Staying in the flight area will be easier now. Spins are next. With lots of altitude, enter a stall. As the airplane is stalling, give full up, full left aileron and full left rudder. After a couple of turns neutralize the controls and the airplane will stop spinning. the nose will be pointed down so gently pull up and resume straight flight out. Fly rectangular approach and land when an approach looks good.
9)
After many flights...
Up to this point the student has learned pre-flight, radio range check. flying within field boundaries, loop, stall, wingovers, take off, landing. rolls, deadstick flight, and spins. What has happened is he has learned about control reversal, controlled maneuvers, and what to do when a maneuver goes wrong. At first the ability to keep up with a maneuver and how to recover from a bad maneuver are very difficult. By doing these various maneuvers he has been disoriented a lot but by practice has recovered from these disoriented positions and kept going. He still doesn't have automatic reactions to what is going on. This is a good but dangerous phase of training. The student needs less and less help during each flight from the instructor and some will strike Out on their own. At this point in training three seconds of hesitation by the student or a lack of attention by the instructor can mean the demise of an airplane. For the student to keep learning we want no crashes.

How is a student kept on the learning curve long enough so we are sure he is ready to be kicked out of the nest without him feeling held back? One way to do this is to help the student to be more precise in each phase of his training. Engine set up, maneuvers he has trouble with and takeoffs and landings. Another way to keep his interest up is to combine the already learned maneuvers into new ones like the Immelman, split S, Cuban eight, a stall turn with a half or full roll, touch and goes or just stringing known maneuvers together. This will go really quick and the student will be ready to strike out on his own. Every student-airplane combination is different and learning speeds vary. Some students won't want to try everything and others will invent maneuvers that haven't been named yet. Each student has his own personal goals. Talk with each student and try to work toward his goals. Don't frustrate the student, they are usually hard enough on themselves without your help. Try to be friends with them, and introduce them to other fliers at the field. They will soon see that there is a lot of experience up and down the flight line. And when they want to build that next airplane they can talk to some people who may be able to point out some short cuts, ideas, or changes to a particular project. Or they can warn of pitfalls they may have encountered with a similar project.

Students Pilot’s Log
Each maneuver can be signed off once per day.

When checklist is complete take solo flight test.

Checklist
Date/

Instructor
Comments





Left & Right pattern in field boundaries



Try to maintain a constant altitude







Horizontal Figure 8 in field boundaries



Try to maintain a constant altitude







Loop



Try several in succession.  See what happens without enough power, also when wings are not level







Stall



Note how much altitude it takes to recover.  Does one wing-tip fall



Checklist
Date/

Instructor
Comments



L ( R

Aborted Approach

R ( L

Watch altitude, set-up, location over runway and how and when to add throttle to go around.

L ( R



R ( L



L ( R

Take Off

R ( L



L ( R



R ( L



L ( R

Landing

R ( L



L ( R



R ( L





Roll







Checklist
Date/

Instructor
Comments





Wingover

(Hammerhead)











Spin









L ( R

Deadstick

R ( L



L ( R



R ( L

Solo Test

Checklist
Date/

Instructor
Comments

Take Off



Left and Right pattern in field boundaries



Horizontal Figure 8 in field boundaries



Loop



Stall



Aborted Approach



Roll



Wingover

(Hammerhead)



Spin



Deadstick



Landing
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