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The New Pilot’s 6 Keys to Success
Posted by: Tony Phalen July 16, 2014
http://www.flyrc.com/the-new-pilots-6-keys-to-success/
Learning to fly a model aircraft is a fun and rewarding accomplishment. For many
people, it is the closest they will ever come to piloting a real aircraft and it is a
hobby/sport that can be enjoyed as a family activity. As with any hobby or sport, if
you ask ten different people what the best tips and tricks are to properly learn how to
fly, you will get ten different answers. If you have a friend or fellow club member that
you trust and are comfortable with, then I suggest working with that person to learn
the proper skills you need to succeed as a model airplane pilot. However, with the
plethora of ready-to-fly models on the market today and technologies like E-flite’s
AS3X flight stabilization system, many new hobbyists can successfully learn how to
fly on their own.
No matter which way you choose to learn, I have come up with six main areas that
new pilots should concentrate on. These tips are based on my own experience
teaching people how to fly. Some pilots will grasp these immediately while others will
take some time. But the key here is to practice—a lot!
The six main keys for success are: your pre-flight check, evaluating wind conditions,
monitoring your orientation, maintaining proper speed, flying at the correct altitude,
and not over-controlling your model.

The pre-flight check is the most important key because if there is something wrong
with your model, it either will not fly or will crash.
1 YOUR PRE-FLIGHT CHECK
When I work with new pilots, I always pay extra attention to the pre-flight check. Many
people are so excited to tear open the box, charge the battery and toss the model into the air
that they forget to make sure the control throws are working in the correct direction or that
the battery hatch is properly closed. If you were getting ready to pilot a full-scale Cessna with
your children in the back seat, would you skip out on the pre-flight check, especially knowing
you have lives of your loved ones in your hands? Of course not! Keep that same mind-set
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when getting ready to fly your model airplane and you will be rewarded with many
successful, safe flights.

If you can be sure that all of these conditions are met, then you can consider yourself
“ready-to-fly”. The process might take a few minutes before each flight, but when you
consider how many hours and dollars repairing your model will take, I think it is a
worthwhile time investment.

PRE-FLIGHT CHECK LIST
AIRCRAFT BATTERY
• Are they fully charged?
• Are they properly plugged in?
• Is the battery hatch secured?
PROPELLER/FAN UNIT
• Is the prop secure?
• Is there any debris in the fan unit?
• Are there any cracks or imperfections on the prop or fan blades?
FUSELAGE AND WING
• Are there any cracks or loose joints on the fuselage?
• Are there any holes in the covering?
• Is the wing securely fastened to the fuselage?
CONTROL SURFACES
• Are all the hinges secure?
• Are the control horns and servo connections secure?
• When the radio is powered on, are all the control surfaces centered?
RADIO
• Do you have the correct model selected?
• Have you performed a full range check?
• Does each control surface move correctly, corresponding to the stick movements?
• Are all the switches (gear, flaps, etc.) in the correct position?
• Is the battery fully charged?
FIELD CONDITIONS
• Is the flight line and landing pattern clear?
• Are you taking off into the wind?
• Is the wind acceptable for your model?
• Do you have a hat or sunglasses to protect your eyes?
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Be sure that the wind conditions are not too great for the model you are flying.
2 EVALUATING WIND CONDITIONS
One of the biggest causes for crashes by new pilots that I’ve seen, next to improper preflight checks, is that they try to fly when the wind is too strong for the model. If you are
fortunate enough to be flying with an instructor and they warn you that it is too windy for your
model then you need to heed their advice. An instructor is not going to risk ruining your
model. Additionally, flying a model in excessive wind is not really much fun. You are
spending all of your effort fighting the wind rather than practice controlling the model and
flying patterns.

If you are learning on your own, I recommend flying when the wind is calm or a slight
breeze of no more than 4 to 5 mph for just about any model. If you are flying a microsize model, then I suggest flying in dead-calm conditions or trying to find an indoor
facility like a gymnasium or sports dome.
As your skills increase you will become more comfortable flying in windier conditions.
Making corrections will become second nature, especially when it comes to landing
the model. Most of the models on the market today will have no problem physically
handling the wind, but it is the skill level of the pilot that will determine the how much
wind is too much.
In any wind condition, even if it is only a couple of miles per hour, always keep the
model upwind from you. This is very important! I was at a local field a couple weeks
ago and this pilot, who claimed he knew what he was doing (but was clearly a
newbie), kept flying downwind of the flight line. I made a suggestion that he stay
upwind, especially as his battery depleted the longer he flew. “No, no, I am fine here
and I have plenty of battery life left,” he claimed. Sure enough, his motor stopped
and since he was downwind, the breeze carried his model into a tree line a couple
hundred yards away. If he’d remained upwind, he would have had a better chance to
land near the runway. If you are a beginner, always fly upwind!
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Use some of the suggestions in this article to practice monitoring your orientation as
you learn to fly.
3 MONITORING YOUR ORIENTATION
There is nothing worse than losing the orientation of your model in flight and controlling it as
if it is coming towards you when, in fact, it is flying away from you. Many models will appear
as a dark grey silhouette in certain sun and cloud conditions or if you fly too far away. This
can happen no matter what your colour scheme is. Additionally, learning that the rudder and
aileron controls are actually backwards when the model is coming towards you is another
challenge for many new pilots. Oddly enough, I find that many pilots who also fly full-scale
have the most problems with this; perhaps because they are used to flying from inside the
plane.

There is no real “magic pill” for dealing with orientation, but I do have a couple of
tips.
• First, be sure that your model has a different paint/covering pattern on the bottom
than on the top of the wings. I like to use wide dark stripes on the underside of one
wing. Doing so will make that wing easier to see even when shadowed by the sun
and clouds. If you keep in mind that the right wing has the stripes on the bottom, you
will know whether you are flying towards or away from yourself based on which side
you see the stripes in flight. For example, if the stripe is on the right wing but you see
it on the left side of the model, your aircraft is coming toward you.
• Second, I suggest using a flight simulator on your computer. Flying with a simulator
will get you used to the proper control inputs for the model in all flight attitudes. Most
simulators will allow you to set the position of the sun as well as the intensity of the
cloud cover so you can model different scenarios that you might have at your field.
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After flying on the simulator for a while, you will find that controlling the plane in
various orientations will become second nature.

Remember that the throttle is a variable control and be careful not to fly your model
at excessive speeds.
4 MONITORING PROPER SPEED
We live in a fast-paced world and everyone wants things faster and faster. There are times
when taking things slow is not only good, but a necessity. Many new pilots forget that the
throttle is a variable control. They use it in two positions; off and full-power. Flying a model at
full power and max speed can be dangerous, especially for new pilots. Should you lose
orientation of the model and you are at full power, you won’t have as much time to react and
save the model. Additionally, if the model does crash at full power, you will have much less
chance of salvaging it.

Full power should be used when taking off and then, on many models, it can be
reduced to half or two-thirds once you reach your desired altitude. Many models fly
very well at this power setting. One way you can check to see the best cruise speed
for your model is to fly straight and level and reduce the throttle from full to half and
see if the model maintains level flight. If it starts to descend, then you need to add a
little more power. If it keeps climbing, you can reduce some power. All this, of
course, is taking into consideration that your model is properly trimmed. See our
“Trimming Your Model” article in the February 2013 issue of Fly RC magazine.
It is important to mention that too little speed can also cause problems. If your model
is not moving fast enough to maintain lift from the wing, then you run the risk of
stalling which can lead to a crash. The best practice here is to climb to about 100
feet and experiment with various speed settings until you get comfortable.
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Altitude is your friend! Be sure to maintain a safe altitude so you have time to react in
the event something goes wrong.
5 FLYING AT THE CORRECT ALTITUDE
Many new pilots that I instruct have a phobia about altitude. I can understand if you are
afraid of heights but you, the pilot, are on the ground. Your model is more afraid of coming in
contact with the ground than it is of being high in the air—you can trust me on that! When I
am flying with a new pilot I always ask why they want to keep the model so close to the
ground and they always respond by telling me that it feels safer because they can better see
the model. This is very wrong!

You will hear many instructors tell you that “altitude is your friend”. I suggest
maintaining around 100 feet, or double the height of the average tree line. If you are
flying a really small model then I suggest staying at around 50 feet. When you are
higher in the air you have more time to react if you get caught in some wind or if you
lose orientation. You will also appreciate the increased altitude if you run out of
battery (or fuel) and find yourself in a “dead-stick” situation. You will have plenty of
height to glide your model to a safe landing spot.
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Do not over-control your model! Small inputs are the key to a successful flight.
6 NOT OVER-CONTROLLING YOUR MODEL
Most trainer-type models that a beginner will be flying do not require a lot of input from the
pilot. Many times, I have to “prove” to new pilots that their airplane can, in fact, fly without
their constant input. I take the model up to a safe altitude and once I am sure it is properly
trimmed, I take my hands off the controls and show them that it will fly fine without any input
from me. If your trainer can’t do this, you have a trim issue that you need to resolve.

Even if you are flying in a slight wind, once you are at a safe flying altitude, you
should be able to take your hands off the sticks and even though your plane will be
bumped around, it should still continue to fly without any help from you.
As long as the throttle is properly set, all you are doing is “steering” it around the sky.
As you turn the model, one wing will become lower and the model will naturally start
to lose altitude. To compensate for this, a small amount of up elevator will be
required to maintain the same altitude.
Be careful not to hold too much aileron/rudder in your turns. If you give too much
input or hold them for too long you run the risk of the model banking too much, the
wing going into a stall and the model going into a spiral dive and crashing. Keep your
inputs slow and gentle. If you plan your turns in advance, you won’t need to make
sharp turns.
THE FINAL WORD
While this definitely seems like a lot to remember, if you can just keep the
fundamentals in mind and pick one or two items to really focus on during each flying
session, then I promise that this will all become second-nature. Pretty soon, all the
stress you had about learning to fly will be converted into fun and a passion for the
hobby. The best way I can explain it is that learning to fly is like learning to ride a
bike; once you master it, you will never forget and only get better.
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UNDERSTANDING RC SERVOS
DIGITAL, ANALOG
CORELESS, BRUSHLESS

RC servos convert electrical commands from the receiver back into
movement. A servo simply plugs into a specific receiver channel and is used
to move that specific part of the RC model. This movement is proportional
meaning that the servo will only move as much as the transmitter stick on your
radio is moved.

RC Servo Basics
All RC-servos have a three wire connector. One wire supplies positive DC
voltage – usually 5 to 6 volts (HV servos can handle up to 8.5 VDC). The
second wire is for voltage ground, and the third wire is the signal wire. The
receiver “talks” to the servo through this wire by means of a simple on/off
pulsed signal.
Sizes
Servos basically come in 3 different sizes (micro, standard, and giant or 1/4
scale) to accommodate the type of RC models they are being used in. There
are slight variations depending on the specific application but for ease of
explanation, these 3 sizes cover most of the RC servos out there.
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Speed and Torque Ratings
Other than physical size, the next item that all RC servo specifications indicate
is speed and torque.
Speed is a measurement of the time it takes the servo to rotate a certain
number of degrees. This has been standardized in most specifications to 60
degrees. In other words, the time it takes the servo wheel/arm to turn 60°. The
smaller the number, the faster the servo is.
For example a 0.12 sec/60° servo rating means it will take 0.12 seconds to
rotate the servo arm or wheel 60°. This would be twice as fast as a standard
speed servo that is rated in the 0.24 sec/60° range. A RC helicopter tail rotor
specific servo will have speeds as fast as 0.03 sec/60°.
Torque determines the maximum amount of rotational force the servo can
apply at a right angle to a lever (servo arm). This torque force specification is
measured and listed in the servo specifications as ounce inches (oz.-in) or
kilogram centimetres (kg-cm). The larger the number, the more force the
servo can exert. A typical standard size analog servo or a fast digital tail rotor
specific servo will have a torque force rating of around 40 oz.-in (2.88 kg-cm).
A typical standard size digital cyclic helicopter servo on the other hand can
have torque values well into the 130 oz.-in (9.36 kg-cm) range or even higher.
So what exactly does 40 ounce-inches mean?
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Well if you had a servo arm that was one inch long on your servo it would be
able to produce 40 ounces of pull or push force to a right angle at the end of
the servo arm before stalling. If you had a 1/2 inch servo arm what do you
think the force would be? Yup, 80 ounces of force. How about a 2 inch arm,
20 ounces of force - easy - right? Half the lever length and you double the
torque, double the leaver length and you half the torque.
I should also point out that both speed and torque specifications are usually
given for the two common voltages used for receiver battery packs. 4.8 volts
for a 4 cell battery pack and 6.0 volts for a 5 cell battery pack. This also
translates over to the typical BEC's or voltage regulator outputs if that is how
you power you’re on board electronics. Obviously the 6.0 volt packs give
slightly higher speed and torque ratings.
Even higher voltage servos (HV) are starting to become more popular and are
generally shown with speed & torque specs at 6.0V, 6.6V, and 7.4V. These
servos will continue to grow in popularity as 2S LiPo & LiFe RX battery packs
become more and more popular eliminating the need for a voltage regulator
(one less thing to fail). Assuming of course your receiver / gyro / FBL unit will
operate at these higher voltages but most of today's components do.
The limiting voltage factor in the RC heli world used to be the gyro and or tail
servo, many of which were designed to operate at no more than 5 volts; but as
I said, most new gyros, tail servos, or electronic flybarless systems are now
rated at 8.5 volts DC or even more (check your component specifications
to be sure).

Digital RC Servos vs. Analog RC Servos
Now onto the real meat and potatoes of this RC servo discussion.
It wasn't all that many years ago, the only RC servos available were analog,
but now we have digital. To answer the question of which is better for RC
helicopters or planes and cars for that matter – let’s look at how each work
and the choice will be pretty obvious.
First off, there is no physical or main component difference between a digital
servo and analog servo. The servo case, motor, gears, and even the feedback
potentiometer all have the same functions and operations in both types.
The difference between the two is in how the signal from the receiver is
processed and how this information is used to send power to the servo motor.
Analog Servo Operation
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An analog RC servo controls the speed of the motor by applying on and off
voltage signals or pulses to the motor. This voltage is constant (the voltage of
the receiver battery pack, voltage regular, or BEC to be exact - 4.8 to 6.0
volts).
This on off frequency is standardized to 50 cycles a second. The longer each
on pulse is, the faster the motor turns and the more torque it produces.
This is the same way the speeds of most motors are controlled. For instance,
if you have a ceiling or exhaust fan in your house that is controlled with a
variable rotary dial speed switch; the fan motor is not given lower and higher
voltages to adjust the speed.
The speed switch simply cycles the 120 volts to the fan motor on and off many
times a second. The longer each on pulse is, the faster the fan runs. This is
also the same way electronic speed controllers for electric RC helicopters ,
planes, cars, and boats work.
Now back to our analog RC servo. At rest, there is no voltage going to the
motor. If a small transmitter command is given or some external pressure is
applied to the servo horn forcing it off neutral, a short duration voltage pulse
will be sent to the motor.
The larger the stick movement or potentiometer movement, the longer this
"on" pulse will be in order to move the servo quickly to the desired position.
Remember me saying that these voltage pulses are sent 50 times a second.
This means that in one second, there are 50 windows that last 20 milliseconds
each (50x20 = 1000 ms = 1 second). The longer each on voltage pulse is in
each of these fifty 20 millisecond windows, the faster the servo motor turns
and the more torque it produces.
I just included this info for those of you who really want to know what makes a
servo tick. You don’t have to understand all that however, as long as you
understand that during small amounts of stick movement or when external
forces are applied forcing the servo off its neutral or holding position; only a
short duration voltage pulse will be sent to the servo motor every 20
milliseconds. With large stick movements, a long voltage pulse will be sent
every 20 milliseconds to the servo motor.
As you can imagine, a short power pulse every 20 milliseconds doesn’t get the
motor turning that quickly or allow it enough time to produce much torque.
This is the problem with all analog servos; they don’t react fast or produce
much torque when given small movement commands or when external forces
are trying to push them off their holding position. This area of slow sluggish
response and torque is called deadband.
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Much of RC control, especially with RC helicopters is done with small quick
stick movements moving the servo back and forth in very small increments.
There are also many changing loads on the rotor system (both main and tail)
that are always trying to force the servo off its hold position as well. Don’t
forget about the gyro either. The new heading hold gyros or electronic
flybarless systems are sending hundreds of small correction changes to the
RC servos every second.
If I did a good job at explaining all this, you should realize by now that much of
RC helicopter control and movement actually happens within the deadband
area of an analog servo.
This is not really that big of deal for slow human response times, but as I
mentioned, a problem for lightning fast gyros and electronic flybarless systems
or advanced 3D pilots with cat like reflexes.
Digital RC Servo Operation
Digital servos to the rescue! Like I said before, a digital servo has all the same
parts as an analog servo, even the three wire plug that plugs into the receiver
is the same. The difference is in how the pulsed signals are sent to the servo
motor.
A small microprocessor inside the servo analyzes the receiver signals and
processes these into very high frequency voltage pulses to the servo motor.
Instead of 50 pulses per second, the motor will now receive upwards of 300
pulses per second. The pulses will be shorter in length of course, but with so
many voltage pulses occurring, the motor will speed up much quicker and
provide constant torque.
Incidentally, if you have ever wondered why digital servos "sing" when very
light force loads are placed on them, what you are hearing is the short high
frequency voltage pulses acting on the motor.
The result is a servo that has a much smaller deadband, faster response,
quicker and smoother acceleration, and better holding power. You can test
this very easily by plugging in a digital servo and an analog servo to your
receiver. Try to turn the servo wheel off centre on the analog RC servo.
Notice how you will be able to move it slightly before the servo starts to
respond and resist the force - it feels a bit spongy.
Now do the same thing with the digital RC servo. It feels like the servo wheel
and shaft are glued to the case – it responds that fast and holds that well.
Now nothing is perfect and this increase in speed, torque, and holding power
does come with a small disadvantage. Power Consumption!
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Yup, digital servos are power hungry. All those hundreds of power pulses per
second use up more battery power than an analog servo would. This really is
not that much of a problem these days since RX battery packs have at least
double or triple the capacity of what the same size/weight pack had just a few
years ago. That said, it can be a big issue for your BEC (internal or external)
or a voltage regulator all of which have a finite maximum current output. For
more information about this potential problem, please see the Digital Servo
article.
So yes, digital RC servos are much better than analog. You can still fly a RC
helicopter with analog servos, but once you switch over to digital, you will
likely never go back. Don’t forget about that heading hold gyro or electronic
flybarless systems – most if not all these days need to be paired with fast
digital servos to work correctly – no exceptions!
One last point I should clarify with this whole analog/digital RC servo
discussion. Remember those speed and torque specifications I talked about
earlier... You will find analog servos that have better speed and torque ratings
than some digital servos; so why not get one of them over a more expensive
slower digital?
Remember, the analog servo is slow to respond and provides little torque
during small, fast command inputs. Those good looking specifications are
given at full stick movement when the servo has ramped up to full speed and
torque. The slower spec digital servo in this case will still provide much more
speed and torque where it's needed most.

Coreless & Brushless RC Servo Motors

Most low cost / standard servos (analog or digital) use what is called a 3 pole
electric motor. This is just a standard 3-pole wire wound DC motor – the most
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common type of DC motor in existence. One step up from the 3 pole is the 5
pole servo motor. As you can imagine, two more wire windings will give a 5
pole motor quicker acceleration and more torque on start up.
You know by now the faster the servo ramps up to speed and the more torque
it produces; the better it is for most helicopter applications. Well, improving the
electric motor itself will produce more speed and torque too; coupled with
digital technology, the resultant speed and torque are indeed impressive.
Coreless Servo Motors:
A standard 3-pole wire wound servo motor uses a steel core with wires wound
around the core, this core is then surrounded by permanent magnets.
As you can imagine, the core and all that wire weighs a fair bit. When voltage
is applied to turn the motor, it has to first overcome this weight to get things
turning – it is slow to accelerate (due to inertial mass). Once up to speed, it
also continues to turn for a while when the voltage is removed – it is slow to
decelerate or reverse direction (again due to higher inertial mass).
In a Coreless design, the heavy steel core is eliminated by using a light weight
wire mesh that spins around the outside of the magnets. This design is much
lighter resulting in quicker acceleration and deceleration. The result is
smoother operation, more available torque, and faster response time. I
personally feel coreless motors offer the best performance - even over
brushless (at least from the stand point of fastest acceleration and least
amount of deadband).
Brushless Servo Motors
The latest advancement is to use a small brushless motor in the servo. This is
the exact same principle and has the same advantages as larger brushless
motors that are used in electric RC helis, planes, and cars. There are no
brushes that add drag or can wear out.
Brushless motors are more efficient, provide more power, and have longer life
expectancies over coreless. They are however a fair amount more expensive
and they have higher inertial mass than coreless. The coreless/brushless
debate can heat up pretty fast if you talk to pilots who are passionate to either
one so I don't want to go there (use what you like the best). My own view point
is the average heli flier is going to be best served (performance wise) with
good quality digital coreless servos while also saving a few bucks in the
process.
If you are wanting the best efficiency, smoothness, and likely lifespan; ante up
the coin and go for brushless. I personally run brushless exclusively on my
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two largest & most costly birds and run coreless on everything else. I've been
very happy so far with that decision.

RC Servo Bearings, Metal Gears, & Water Resistance
These last few points are pretty basic.
Bearings:
You will notice when servo shopping, many specifications list if the servo has
bearings and the number of bearings – usually 1 or 2. These bearings are
used on the main servo output shaft instead of a simple bushing.
The advantages of having ball bearings on the output shaft in a servo are
pretty much the same as I talked about in the Bearing Section of best RC
helicopter features – less friction and slop. Because of the many vibrations
and mechanical loads placed on the servo in RC helicopters, non-bearing
servos do develop slop very quickly and of course this makes control more
sluggish and vague feeling.
Most quality RC servos, even lower cost ones these days will come with at
least one bearing – this will be located on the servo output shaft where it exits
the servo, this is where most of the side loads will occur. Better more
expensive servos will use two bearings to further improve overall slop free
performance.
Metal Gears & Metal Output Shafts:
With today's high torque and speedy digital servos, metal gears and output
shafts are getting more and more common. They are a popular choice for
several reasons, but strength is the obvious one. There are two downsides to
metal gears however. They weight a little more than plastic or nylon gears and
they wear out a little faster. Most servos have replaceable gear sets so you
can easily replace the gears. The best metal gear servo's on the market these
days are using titanium gear sets and this drops the weight down quite a bit.
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Water Resistant/Dust Proof RC Servos
Some servos are sealed to prevent water and dust from seeping inside. The
case halves have gaskets, there is an O-ring around the output shaft, and
there is silicone sealant where the wires exit the servo case.
Now this is obviously a good servo feature for RC boating or for your monster
truck when you drive it through the old mud hole. It is however unlikely you will
be flying your heli under the water, in the mud, or in a dust storm. If you are,
you have bigger problems to deal with than contaminated servos.
That said - water resistant/dust proof RC servos do make sense with nitro RC
helicopters or any nitro model that exposes the servo to nitro goo . If your RC
servos are coated in nitro goo, it will eventually seep inside the servo. This
won’t be a problem for the gears, but will play havoc with the circuit board,
potentiometer, and electric motor over time.

Phew! I didn’t think the humble little RC servo would take so much time to talk
about. Servo technology will continue to evolve as well as the applications
they are used in. I found a great RC servo resource here ServoDatabase.com.
This is one of the best & up to date servo specific sites around showing the
specs of pretty much every servo brand & model out there. They have a nice
comparison tool as well for selecting the perfect servo for your application. I
find myself referencing this site often - my hat goes off to the person/s behind
it and those who contribute to it.
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This month the weather has not been kind to us at all with strong winds gusting up to
50ks we had to make the decision to cancel open day, first time in 8 years I have
been told. Some say we might have picked the wrong weekend. Thanks to all that
helped set the field up on the Saturday and put it back to normal on Sunday. This
Sunday was a perfect day with a good muster of flyers enjoying a great day.
For those that have not noticed I have had the trees topped and the big ones across
the river cut down.
Club Captain
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Radian Contest 22 March 2015
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Glider Report
2-metre Competition – Sunday 29th March 2015
Thirteen members turned up for the 2-metre Glider event originally scheduled
for 5th April (Easter weekend). With rain threatening throughout the two rounds
we were lucky to get through with just one brief dash to shelter. The air was
surprisingly smooth and buoyant considering the stormy looking skies, and
some excellent times were achieved. The new four-legged landing circle
markers proved their worth again with everyone gaining at least one landing
bonus and most fliers getting two.
We welcome new member Alva Brickhill who entered his sleek 2-metre model.
Although his model does not conform to 2-metre rules, having extra servos for
flaperons, we exercise some flexibility in Club contests and do not bar models
which are not strictly in accordance with National rules. However, he will not
qualify for landing points if he happens to use the flap mode for landing.
Results:

3min. target 4min target

Total

Bruce Woodfield

3:01/50

4:01/50

518

Merv Matthews

2:59/50

4:04/50

515

Phil Pearpoint

3:04/50

4:01/50

515

Alva Brickhill

2:45/50

4:06/50

499

Bruce Fryer

3:09/50

3:31/50

482

Wayne Bilham

2:23/50

4:03/50

480

Bruce McKay

2:37/50

3:42/50

479

Mike Randell

3:07/50

3:58/-

461

Peter Vining

3:12/50

4:02/-

456

3:23/-

4:09/50

438

Greg Findon

2:05/50

2:38/50

383

Fleming Ravn

2:07/-

3:06/50

363

Simon Tansley

3:00/50

Flyaway

230

Scott Benjamin

Next event – 3rd May
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Merv

Vintage Report - April 2015
A beautiful early winter day for our April Vintage competition saw 8 fliers compete in
perfect conditions. Scores for the top few were very close with the 20 landing point
bonus being very important. Both Tama and Bradley only dropped 4 seconds in
flying time points but Bradley scored all 3 landing points while Tama missed his first,
dropping him to 3rd place. Bruce Woodfield flew his new Powerhouse and what a
lovely model it is. His problem was he couldn’t get it to stop! Once he has that
sorted it will be a very competitive model. Mike only had 2 flights then a damaged
model stopped his third. Many thanks to Christine for the vintage scones again, not
sure how to replace them now she is shifting back home to Whangarei. My cooking
is worse than my flying so don’t think that is an option!! See you all in May. Philip.
RC VINTAGE
Name
Bradley
Pearpoint
Phil Pearpoint
Tama Randell
Flemming Ravn
Brian Dickons
Bruce Woodfield
Bruce McKay
Mike Randell

Model
Trenton Terror

Round 1
3.03-20

Round 2
3.00-20

Round 3
2.59-20

Total Points
596

Junior 60
Junior 60
Kloud King
Junior 60
Powerhouse
Red Zephyr
Junior 60

2.56-20
3.04
3.06-20
2.46-20
3.01
2.47
3.10

2.54-20
3.00-20
3.02
3.11-20
3.08-20
2.46
3.03-20

2.55-20
3.00-20
3.01
2.54
3.07
2.45-20
-

585
576
551
549
544
518
368

2015 Vintage Points
Name
Bradley
Pearpoint
Phil Pearpoint
Tama Randell
Brian Dickons
Bruce McKay
Flemming Ravn
Mike Randell
Merv Matthews
Bruce Woodfield

Total
1195
1174
1139
1072
1070
1065
938
569
544
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TOMBOY REPORT APRIL 19 2015

In contrast to the previous Sunday when our Open Day had to be cancelled, this
morning produced the finest weather for Model Plane Flying that we have
experienced in a long time – fine and very warm with a light and variable wind.
The competition was incident free save for one poor green and pink Tomboy who
was forced to sit out the first round in the pits all lonely and forlorn owing the
absence of a communicating device.
The Randall Family managed to find rising air and had to use their de-thermalisers to
descend to the start line in time for subsequent rounds.
Round 1

Round 2

Round 3

Points

Place

Tama

14

12

12

38

1

Mike

9

14

14

37

2

Bruce Woodfield

12

11

11

34

3

Flemming

11

9

10

30

4

Peter

10

8

9

27

5

Greg F

8

7

7

22

6

Wayne

-

10

8

18

7

Congratulations to Tama who has won both competitions this year by flying a plane
that Mike built.

LM
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Editor in waiting for more articles….. 
Thanks for all the newsletter articles and contributions!
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Club Events Check: http://www.aeroneers.com/apps/calendar/
April 2015
26th

Radian 2 metre competition, PLUS Combat Flying – SPAD & Assassin

May 2015
3rd

Glider 2 metre competition – bungee launch

10th

Tomboy & Vintage Competition

17th

Combat Flying – SPAD & Assassin

24th

Radian 2 metre competition

31st

Cub, Sport & Scale flying

Palmerston North Aeroneers – Servo Chatter – march 2015 issue 157

www.aeroneers.com

Club Subs
Family $140.00
Senior $135.00

Junior (under 18) $40.00
Associate $40.00
Associate (Flying) $80.00

Subs are per annum. Please pay to Bruce Withell (Treasurer) or any Committee
Member.
The club needs to pay the Insurance Fees to the NZMAA prior to July 1st to ensure
all Club Members are covered by the MFNZ Public Liability Insurance.
You need to be a paid member to fly at the Club Airfields!
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Opinions expressed in this publication are those of each contributor only.
The Editor and Committee reserve all right in respect of submitted material.
Contributors are reminded that the deadline for publication is the 18th of each month.
Club Address:
Club Website:
Club email:
COMMITTEE
Title

P.O. Box 800, Palmerston North, New Zealand
http://www.aeroneers.com
aeroneers@aeroneers.com

Name

Phone

Email

President

Greg Findon

06 356 1571

president@aeroneers.com

Vice President

Bruce Woodfield

029 357 8039

vicepresident@aeroneers.com

Treasurer

Nigel Langford

06 353 0590

treasurer@aeroneers.com

Secretary

Necia Parker

06 354 5972

secretary@aeroneers.com

Club Captain

Bruce Fryer

06 323 7122

Learn_to_fly@aeroneers.com

Webmaster /
Editor
Member

Bruce McKay
Scott Benjamin

Member

Peter Vining

editor@aeroneers.com

027 443 2378

Palmerston North Aeroneers – Servo Chatter – march 2015 issue 157

www.aeroneers.com

