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Our Books Stand Out

Books aren’t all the same. Ours have important features that many
others lack. We strive to produce a quality product that you will find
beneficial and easy to use.

I Our books are well written by professionally trained and
experienced writers. Too many materials offered free on the
Internet are poorly written by amateurs lacking skills in written
communication.

Topics are organized into logical chapters for easy comprehension.
Although this is a typical feature of books, too many materials
offered free on the Internet are not organized logically.

Every chapter is numbered and titled. Again, a lot of Internet
materials are not conveniently chaptered and referenced.

The chapter page and title are shown on the top of every page for
easy reference.

The book title is at the bottom of every page for easy reference.
This is handy when you're reading several books and lose track of
which book you're reading at the moment.

All pages of our books are numbered. A lot of books offered on the
Internet are not numbered on every page, which makes finding
information difficult.

Every graphical aid is numbered and captioned for reference. Too
many Internet materials are not conveniently referenced.

The books are fully indexed to make finding information easy and
quick. A lot of official aviation books are not indexed! That makes
finding details impossible.
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A new, easy-to-read font is used. It's the same font style and size
used by major newspapers for its clarity and easy of reading.

Our manuscripts are independently referenced by experts for
technical accuracy and edited and proofread by professional
editors. These independent reviews by people who were not
involved in writing the books ensures their quality. Too many
Internet freebies are obviously unedited.

Our books are printed and bound by quality-minded professionals.
We have not had to replace a book for physical defects in many
years.

Your satisfaction is guaranteed. If you find any manufacturing
defects, your book will be replaced at no cost to you. If our books
are not what we say they are, you may return them for a refund.
Nothing could be safer than this!

It’s easy to see that not all books are the same, that our books are
worth what we ask for them, and that materials offered free on the
Internet are not always bargains.
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USA
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SAMPLE SAMPLE

Chapter 1

Starting Your Flights

Every real-world flight begins with a cold aircraft and a pilot's
desire or need to fly. Pilots proceed through a series of steps before
they are ready to fly. They don’t throttle up and take off like many
flight simmers want to do. To simulate flight realistically, follow the
startup procedures such as those that real-world pilots follow.

Startup Step 1
Know Your Aircraft

Every pilot should know the aircraft's performance characteristics,
abilities, limits, and requirements before embarking on any flight.
These qualities are laid out in the aircraft Pilot's Operating Handbook
(POH), which is an operations manual published by the aircraft's
manufacturer for the given aircraft. The POH is like the operating
manual supplied with every new automobile.

Important performance information for planning any flight in any
aircraft include range, cruising altitude, fuel-consumption rates, and
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Chapter 2

Moving Around Airports

Clearance to Take Off. Before taxiing onto a runway at any controlled
airport, pilots must have specific clearance to take off. Pilots never taxi onto
controlled runways before requesting and receiving take-off clearance. Thus,
clearance to take off is also clearance to taxi onto a runway. These clearances
specifically identify the aircraft: “Mooney Bravo OMS, cleared to take off.” The
pilot then acknowledges that take-off clearance: “Cleared to take off, Mooney
Bravo OMS.”

Pilots should be ready to take off when requesting take-off clearance, then
they must take off immediately upon receiving that clearance. Pilots should
never dawdle in the holding area or taxi onto the runway and dawdle there
after receiving take-off clearance.

Instruction to Clear a Runway. Once an aircraft has successfully landed
and is rolling down the runway, airport controllers instruct pilots to exit the
runway at “the nearest taxiway.” This instruction does not literally mean the
very next available taxiway, however. It means the next taxiway leading to
the destination such as the terminal or parking area that the aircraft can turn
onto without tipping over or sliding onto the shoulder and lawn. Thus, the
pilot turns onto the next appropriate taxiway after slowing to a controllable
turning speed, which is usually 35 miles per hour or slower depending on the
aircraft.
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Chapter 3

Taking Off

Take-off Pitches

Take-off pitch is the nose/tail attitude of your aircraft as it leaves the
ground and for the first few hundred feet or meters above the ground. The
ideal take-off pitch enables your aircraft to lift smoothly without jostling
everything in the cockpit, including occupants, charts, briefcases and other
items. It also requires only minimum pitch adjustments shortly after the
aircraft lifts off to attain the speed for the best rate of climb.

The appropriate take-off pitch differs for various aircraft and under
various conditions. They range from about 10 degrees to 30 degrees for most
aircraft. Lower pitches are common for heavy turboprop aircraft such as
commuter and military planes. Higher pitches are common for fast jets such
as airliners and fighters. In lieu of specific data, use the following pitch guide:
about 10 degrees for single-engine propeller craft and about 30 degrees for
business jets.
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Chapter 4

Maneuvering in the Air

Aerodynamics. Aerodynamics is atmospheric interactions with
aircraft. Airspeed, altitude and drag are three aerodynamic factors
that affect and are affected by acceleration.

I Airspeed and Lift. When airspeed increases, lift increases. The
faster the air travels across your airfoils, the more lift those airfoils
will produce (within physical limits, of course). This relationship
means that whenever you increase airspeed, your aircraft will
ascend without changes to the elevator controls. To maintain
straight-and-level flight while increasing airspeed, pitch downward
slightly by applying forward pressure to the elevator control.

Altitude and Lift. Thinner atmosphere at high altitudes provides less
air pressure for lift. The higher you go, the more airspeed needed
to maintain needed lift until the aircraft reaches its power limits.
The higher your altitude, the more power needed to accelerate.
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Chapter 5

Turning

= All graphical aids in our books are uncomplicated, easy to
understand, and referenced with numbers and captions.
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Figure 5-B: Turning Skids and Slips
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Chapter 6

Stalling and Spinning

Stalling and spinning are two flight conditions that are abnormal
under most circumstances. Both can be harmful to pilots and aircraft
alike. Unrecovered stalls and spins can lead to crashes. Pilots avoid
stalling and spinning in normal flight. They deliberately induce them
under controlled conditions for learning and practicing how to
recognize and recover from them.

STALLING

A stall is an aerodynamic condition in which either or both of the
aircraft’s wings lose lifting ability. When that happens, the aircraft
does not remain in controlled flight and it begins falling from the sky.
Different aircraft stall in different ways, and different stalls end in
different ways. Most general-aviation aircraft are designed to float long
enough for the pilot to regain control. Sometimes, stalls can lead to
spins, which are dangerous events that should be avoided. Spins are
explained later in this chapter.
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Chapter 7

The Standard Airport Traffic Pattern

The standard airport traffic pattern is a standard visual procedure
for arriving, approaching, and landing at uncontrolled airports and a
common procedure at many controlled airports. It is frequently called
“basic pattern,” “airport pattern,” “pattern” and “circuit.” If you hear or
read any of these terms, the standard airport traffic pattern is being
discussed.

The traffic pattern explained in this book is a visual flight
procedure. Instrument arrivals and approaches are too advanced for
this basic flight book and are therefore explained in our Instrument
Flying for Flight-Sim Pilots.

Flying the standard airport traffic pattern requires most of the
skills explained so far in this book, so it is the culmination of your basic
flying lessons so far. All simmers who want to simulate flight
realistically should be able to perform the standard airport traffic
pattern before attempting instrument flight.

Flight-Sim Maneuvers




SAMPLE SAMPLE

Chapter 8

The Standard Airport Traffic Pattern

Final Approach. The pattern’s final approach is the portion where
the aircraft is aligned with the runway centerline and descends in a
straight line to the runway touchdown point. This procedure is
explained in Chapter 8, “Approaching and Landing.”

Entry Points. Aircraft should enter traffic patterns midpoint on the
downwind leg. However, aircraft may enter the pattern at the
intersection of the crosswind and downwind legs or at the intersection
of the upwind and crosswind legs if arriving from either of those
directions. Wherever the aircraft enters the pattern, it should fly at
least three legs (downwind, base, and final approach). Straight-in
entries (entering directly into the final approach without flying any
pattern leg) are not permitted at uncontrolled airports. At controlled
airports, ATC usually instructs pilots to enter the pattern at positions
most convenient to the direction of approach to the airport.
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Chapter 9

Approaching and Landing

= Useful information is provided in easy-to-read tables.

Wind Effects on Approach and Landing

Wind Effects

Headwind Slows ground speed

Prolongs approach duration

Can seem as though aircraft is moving too slowly
Shortens landing-roll distance

Left Crosswind Pushes aircraft toward right of centerline
Right Crosswind Pushes aircraft toward left of centerline
Tailwind Increases ground speed

Shortens duration of approach
Can seem as though aircraft is moving too fast
Increases landing-roll distance

NOTES:

Faster winds have greater effects and vice versa.

Acute crosswinds have greater effect than obtuse crosswinds.
Combined winds have combined effects.
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Chapter 10

Flying Multi-Engine Aircraft

= Practical exercises enable you to apply the skills.

EXERCISE 8
Multi-Engine Startup

Using a standard procedure to start the multi-engine aircraft impress
upon the pilot the unique demands of an aircraft that depends on more
than one engine. This exercise requires a simulator that can start and
operate one engine at a time.

1. Select a light multi-engine aircraft such as a Beechcraft Baron,
Cessna 310 or Piper Aztec.

2. Start the left engine.

3. Observe the left engine’s instrument readings (RPMs, manifold, fuel
flow, temperature and oil pressure).
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YOUR SATISFACTION WITH THIS BOOK 1S GUARANTEED!

If this book is physically defective, we will replace it.

If you can show that this book is not as described on our web
site (www.topskills.com/flitsim.htm), we will refund your
purchase price.

Nothing can be safer or more fair than this.
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V-speeds are a series of velocities
designated by aviation authorities. Some
are minimums, some are maximums, and
some are optimums.

For example, "Vne" means the
designated velocity should never be
exceeded (it differs for each aircraft).

Your V-speed card lists the most
common general-aviation V-speeds in
two easy-to-find ways — alphabetically
on one side and by velocity on the other
side. Each V-speed isidentified by name
and abbreviation and explained in clear
language. These cards are a handy size
for using at your flight simulator.

You will get a V-speed card free
with every order of flight-sim books
from TopSkills! This is author Bill
Stack'sway of saying "Thank You."
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QUALITY FLIGHT-SIM BOOKS FROM Ibpﬂﬂ”!

Flight-Sim Maneuvers
Master the correct ways to take off, climb, fly straight and level, turn, climb
while turning, descend, turn while descending, fly airport traffic patterns,
approach to land and land. See how pilot judgment is affected by altitude, speed
and other factors during these maneuvers. Learn what not to do in performing
these maneuvers. Plenty of step-by-step explanations, graphical demonstrations
and exercises.

Flight-Sim Navigation
Fly anywhere in your flight simulator with ease. Navigation concepts,
methods and terms used by real-world pilots are applied to PC flight simulation
to enable flight-sim pilots fly cross country precisely and on time. Plenty of
step-by-step explanations, graphical demonstrations and exercises.

Flight Simulator Flight Plan Forms
Manage your flights as professional pilots do with formal plans. Lay out your
routes and waypoints. Indicate your origin, en route and destination airports.
Check VFR or IFR flight. Cite departure and arrival times. Record your
estimated duration. And much more. Pads of 50 and 100 forms.

Instrument Flying for Flight-Simulation Pilots
Fly through any weather conditions anytime using instruments as real pilots
do. Read cockpit instruments and know what they are telling you. Adhere to IFR
requirements and restrictions. Execute instrument procedures properly and
safely. Use instrument charts and flight plans for safe and timely flights.
Detailed explanations, numerous graphical depictions and many practical
exercises.

Jet Simming
Enjoy the challenges and rewards of simming in heaviest, most powerful
aircraft. Know the fundamentals of jet simming. Easily read advanced jet panels
and instruments. Use jet V speeds. Plan and prepare your jet flights — just as
real-world jet pilots do. Practice with realistic exercises. All this and more in 300
pages — our biggest flight-sim book.

Top Performance
Get the most from your flight-sim aircraft using the same techniques and
procedures real-world pilots use. Know your aircraft's abilities and limits,
calculate weight andbalance, determine fuel needs, learn to use real performance
charts, plan your flights and much more. Detailed explanations, numerous
graphical depictions and many practical exercises.
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