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If youre anxious to get right to the program skip directly to
“Quick Flying Instructions”. This chapter tells you very briefly
sverything you need to know to run Fokker Triplane,

Aftar youve played wilh the program awhile, | suggest you read
the rest of the manual. The World describes the area vou will be
flying in. The Menus tslls all mbout the menus. Ground School
axplains how planas fly. Flight Schaol gives indepth instructions on
Mying and landing. Military Training will help vou dogfight. Mission
Briefings details 10 separsle missions including a step by step
study of sarobatics. History of Anthony Fokker looks back at the
force behind Germany's Ww! air power. And finally, About Fokker
Triplane is & brief discussion of the programming and design
philosophy.
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Introduction
Walcome to the realm of Fokker Triglane.,

Fokker Triplane is a look back into the limes of Baron Manfred von
Richthofen and Capl. Brown, of chivalry snd honor, of blue skies and
the tension af battle. It's you in your crate against him in his... the joy
of flying and the threat of death.

You will be flying the most striking image of World War | aerial
combat-the Fokker Triplane. This alrcraft can climb 1750 leet per
minule and turn on a dime. The Triplane was the symbol and vehicle of
Baran ven Richthofen, Germany's mosi femoys ace.

Youll start out shaky, unsure of yourself (not unilke the pilots of the
time) but soon youll be deing loops, rolls and perhaps even = knife
gdge. Then youll ga cross country, lesling your new Found flying skills
and becoming acquaintad with your surroundings. A little cocky, you'll
try a degfight-one on one. You might get shot down the firsl few times
{a lunury the pilots of the time did not enjoy) but before long youll be
rnaster of the skies.

Suddenly you see trench lines below as you enter ensmy airspace.
Your mission... down observalion balloons, destroy fuel depots, engage
hestile aircrafl and racover important spy papers.

This is Fokker Triplans.

So pul an your gogglas and sitk scarf, climb into the cockpit, and lel’s
go flying. The sky's the limit.



The World

The "world” is the database in which you fly. It encompasses over
20,000 squara miles of land. There are seven airstrips-thres ensmy,
four friendly. You stari at the home base, the most detsilad of all
sirstrips. It includes: two runways, a hangar, a tower, and a wind
sock. The wind sock will point in the direction of tha wind. The thres
othar friandly bases have one runway and a hangar.

Tha thres enamy bases have one airstrip and one fuel depot each.
Betweon friendly bases and snemy hases runs a double set of lines.
These are the trench lines. You are In enemy airspace when you fly
past the trenches.

The other solid lings you see are either roads or rivers. AL one point
you'll find the road crosses a river with a bridge.

Always visible is a grid of lighter lines. Thase lines are to heip Lhe
out-the-window perspeclive.

The anemy aircrafl, 8 Sopwith Camal. will be flying around you from
time to time. At a distance it's jusl a dot, bul becomes more datailed
as it gets closar,

Observation batloons will st Limes becoms visible. Shaot'sm dawn, but
don't fly into them,

You might see an arrow and a sguare deep in ensmy territory. This is a
signal from a spy placed behind linss,

The allitude of the ground is aboul 875 fest.
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Map of World

North Bass.

West Base.

Home Base.

Easl Base.

Trench Lines.
Bridge.

West Enemy Base.
South £nemy Base,
East Enemy Base.




The Mepus

New
pen
Saue
Save as...
(tuit

New -Restarls your position back to the home base. May also resiart
enamy and/or reinitialize seek 'n destroy mission. Also clears score,
time, and performance.

Open-Allows you to load a previously saved game. You will lose the
current game.

Have-Saves currenl game Lo Lhe current titls, overwriting the game
already saved in that title.

Save 8s...-Asks for a litla for Lhe current game then saves it.

Quit-Exits Fokker Triplans.
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Help

Change Keys
Change Sensitivity

Triple Time

Armed vs. Unarmed
ARrmed vs. Armed

Touch 'n Go's
Dogfight

Seek 'n Destroy
sell fly

Help-Displays ihe scrapbook where a partial copy of the menuel is.

Change Keys-Allows you to reessign the keyhoard. You can also see
what each key does without changing sny assignments. The original
keyboard assignments are:

Keyboard Rssignments ([nler ane key per bosl

left Rudder = [-i'll . Toggle Cowl =
Right Rudder = tire buns = tepacs bar)
Center Rudder = D Throttle Up = [2]
Look Forurard — @ Throttia Down E
Look Left = Theotueott- [0 |

L nok Behind = pause Flignt = | |
Loak Right = sound Toggle = [H |
[ 0k ) cancel




Changa Sensitivily-Changes the sensitivity of elevalor, silerons,
and rudder.

Triple Time/Mormal Time-Toggles batween normal time and
triple Lime. IT you're in normal Lime youll see triple Lime in the menu.
(In othar words, whet is visible when you select the option is what you
get.) Triple time is used an cross country Ltrips. IL makes Lime pass
aboul three limes faster. The best time Lo switch to lriple Lime is
siraight and level Night.

Armed vs. Unarmed-allows you to experience dogfight or seak T
destroy missions without being shol down. Ba aware the anamy will
sometimes ram you. Also, no bonus points or performance scores are
averdad.

Armed vs. Armed-Allows the enamy to shool back.

Touch ‘n B6°s-This makes tha ather aircrafi do touch and go's at
the home base. Try to follow him eround the pattern.

Dogfight-As soon as yau lift ofT, sn enemy sircraft will be coming
aiter you. Look alive.

Seek ‘n Destroy-This will pul balloans, spies, and enemy patrol
planas in the world. Your mission is lo sesk n destroy.

Self Fly-This is » demonstralion mods. The aircrafl will repeatedly
Lakooff and land.
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Mo Wind

5 MPH

10 MPH
Random Wind

North
Morthtast
tast
SouthEast
South
Southlllest
West
Morihillest

Mo Wind, S mph, 10 mph-Creales the strenglh of the wind.
Random Wind-Selects both speed and direction randomly.

Norlh...Northwesl-This selects the direction of the wind. The
checkmark hers may not match the actual wind when random wind' is
selacted. The home base has a Ltower wilh a wind sock (triengle) on it.
i always displays the direction of the wind.

Clouds

Cloud Ceiling 30,000

Cloud Ceiling 30,000-This seis the cloud ceiling. When you go
into clouds, Lhe view out the window becomes totally white.



ADF

Home Base

iest Base

North Base

Easl Base

Bridge

itest Enemy Base
South Enemy Base
East Enemy Base

ADF —stands for Automatic Direction Finder. Selecting one of these
decides which VOR the Fokker’s radio will home In on, giving a heading
io the salscled destinalion. (A VOR is a milk bokile shapad structure
you might see oul in a fisld. It broadcasis a radio signal Lhal the radio
in the aircrafl picks up and uses for direction and distance.)

Famous Pilots

Show High Scores
Clear High Scores

Show High Scores-will display the five most famous pilols and
thair scores.

Clear High Scoras-Clears all names and sets seares to 1,000.
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Quick Flying Instructions

*What follows is a brief description of flying the Fokker Triplane. For
a complels description and step by step lessons be sure to read the
Ground and Flight school chapters.

Fokker Triplane flighl simulator has Lwo modes-pause mode and flight
moda. The pause mode, whare tha program begins, sllows you lo use
tha mause In the Lypical Mac way. (Select pull down menus and use the
desktop applications.) This mode is characterized by the standard
arrow Lype poinier.

in the Ay mode, the poinler changss to a circle with a cress in il and
cannot be moved outside the stick box. In this mode you cannot access
any of tha menus. You must be in this mode to fly the aircraft. The
butfon in this mode will cenler the poinler inside the stick box. You
must “pause” bo changa oplions or Lo quit.

To enter the My mode, click the mouse anywhars in the window, IL's
best to click inside the stick box exactly where you want the slick to
be. Or you can double click tha mouse which will select fly mode and
center the stick. The switch between modes is inslanlanecus if you
heve a S12K Mac. On 128K Macs, the program will access the disk
briefly between modes.

To axit the fly mode, press the Backspace key, (or alternatsly, » user
defined key).

Tha Fokker wilt always start at the south and of the long runway at the
home base. The Fokker Triplane is & tail dragger and youll nolice a
slightly nose-up attitude out the window when It sits on the runway,

Youll notice that I've had to add several instruments in the cockpit
that warent invenied until after WWA. This is becsuse no ane hes yet
buill @ "seat of the pants™ inlerface for the Mac. By the “seat of the
pants® is how Lhese earty aircraft were flown.

Alrspaed indicalor tells velocity in miles per hour,



] L]

Artificial Horizon shows what the horizon looks like Ipoking straight
out tha fronl of the sirplans. While corresponds to sky, black to
ground. There's also a "V" with wings on either side. The wings
reprasent the half-way poinl, White above and black below means you
are flying roughly straight and level. If the gauge Is all biack, pull up!
The "V" is a good way to judge your climb engle. It's best nol Lo let the
while go balow the bottom of the "V".

Altimeter displays your altilude in feet. The shoril arm is thousands of
feet. The long arm is hundreds of feel. Once around for the long arm
aquals ong thoussnd reet. Remamber the ground is at about 875 feel.

&

=

This stick bax carresponds io the range of mavemnenl the slick can
make. The stick is just thal... a slick connscted by linkage to ths
slevalor and ailerons. Maving the stick moves the elevator and
gilerons. When flying. the mouse Is shaped Hke a targset. Moving Lhe
terget down is the sama as pulling back on the stick. Maving the stick
back {down) makes the nose go up in relation te yourself (if youre
inverted, moving lhe stick back makes the nose go toward the ground,
but it skill goes up in relation to you). Moving the stick forward (up)
makes the nose go down. Side to sids mation effects the aircrafls
henk. (Bank refers to how far one wing tip goes down and the oiher
goas up.) In Fokker Triplane, the aircraft will lurn when it is banked. It
Is possible (quils easy in fact) ta fly the eircrafl without considering
the ruddsr.

10
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The fuel gauge acts jusl like in an automobile. When you gel low on fuel
Laxi into the hangar (hangars are at eil friendly bases} and come to s
compisle stop. Soon you will have a full tank of gas and a full load of
ammo.

:

This is tha Throtlls slide. it shows whers the current throttle is set. A
black strip will show up for avery throtlle setling. All while is idle.
There are eight settings.

indicalor {or compass), Heading to VOR (or ADF which slands for
Automsatic Direction Finder), Low AHitude Warning indicator and
Distence from VOR indicetor (or DME which stands for Distance
Measuring Equitment). The digilal compass readout is in degrees. It
tells where the nose of Lhe aircraft is pointing. The ADF is alsa digital
and i5 the heading necessary to fly to Lhe VOR. Low Alliude Warning
Indicator will flash when the aircrafl is wilhin 2350 feet of the ground.
It is normally white with black letiers. The DME tells the number of
miles to the selected VOR,

These two while boxes show whers

line will grow either on the left or right as rudder is added. Since
rudder is not entirely necessary in this simulalion, it is added mostly
tp allow certain aerobatic maneuvers. You cen siso use it as a “cheat”
when vou try to line up with a runway because it allows minor heading
adjustments.

11



Ferforrance

@33 %Dl mn?
@m m m

Reading from left Lo right, top lo botlom these icons correspond to:
number of landings, number of enemy aircraft downed. number of
balloons downed, number of times you'vs flown under tha bridge,
number of spy papers youve recovered, and number of depots
destroyed.

If you climb over 1500 fest you're eligible for e landing bonus. You
have to land (or crash) on a runway to get the bonus.

You only score on the others if the enemy is armed. (Excepl for lhe
bridge.) Also, the snemy must be armed when you take off, If st any
time during a flight vou select unarmad, no more bonus poinls will be
avarded.

Flight Data

Hoape 4 2
Elasped T 01 42

Time of Day . 14:52

This is your score, Elasped“ﬁms and Time of Day. Elapsad time is the
total time since lhe las! crash.

Click in the Fokker Window Lo enter fly mode.

Center tha stick by putting the mouse pointer on the crosshairs in the
middle of the stick box. Press 0" ta make sure the rudder is centsred.

Throttie up Lo full throttie. (Press “2° until the Lhroatile slide is full.)
Within the first few seconds the tail will come off the deck. Notice
your airspeed rising. Also the artificial horizan will be half white/half
black. Leave Lhe stick centared until the airspead is above 60 mph. Pull

12
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back gently (move the pointer down a littie) and the talt wiil drop,
increasing yaur angle of attack. Very quickly youll be in the alr. The
Low Aititude Warning indicalor will begin Lo flash and the altimeler
will begin o move,

Taking off is pretiy simple. The only danger is climbing with the nose
ot too stesp a slops. Watch the artificial horizon Lo keep the climb safe.
A safe climb is when the white in the gauge stays abave the batlom of
the "V". Keep your airspead above 50 mph as a ganeral rule.

fiying about...

To turn, firsl bank your aircraft by pushing the slick left or righL.
Raturn the stick to the canter when you have about 30 degrees bank.
The aircraft will start Lo turn. Pull back on the stick if the nose drops.
Yau are flying leval when ths horizon line goes through the gun sight.

Rudder can also be used Lo turn or Lo make minor heading adjustments.
Remember Lo center the rudder when you are finished Lurning.

Be careful of sustained dives. Your sirframe will come apart at speeds
above 190 mph.

Londing...

The hardast thing aboul landing is lining up with tha runway. Hare's
vehat you do:

1. TaksofT and climb slraight oul Lo 1700 feal.

Throttle down one notch. -

Turn left 90 dagress. Fly aut 2 miles (uss the distance indicalar).
Turn laft 90 dagrees. Fly downwind unlil 2 miles oul.

Turn laft 90 degress. Fly until heading to runway is 4 degrees.
Turn left 90 degrees. Throttle dewn mnother notch. Point nose at
the near end of the runway. Get linad up. Note: the radlo signal for
the ADF indicalor comss from the tower. AL other runways vou can
see Lhe VOR. Once lined up (easier said then done) pull the nose up
to the horizon. At this point you're home free. You can control
allitude with the throttie. Throtlle up and pull the nose up & littls Lo
guin sititude, (do this to avaid landing shart of the runway) throttle

Glb ot

13



down and leava the nose al the horizon to lose altilude. in fact,
onea youre within 100 feat or so af the runway you can throtlle
down ko 4 notches and the Fokker will prelty ruch land itssil.

Remember Lo keep tha nose at or sbove the horizan (judge tha nose
by where the horizon line goes through the gun sight) and keap the
wings level.

These five steps basically describe what the other aircrafl does when
you selsct “Touch 1 Go's® from the gama menu. This manauver is a
classic ractangle pattern.

These are the keyboard assignmenls:

o

Keyboard Assignments (Enter une key per bow)

Left Rudder =

Right Budder = |E |
Center Rudder = |D |
Look Forward - lTIJ__'

[# |

Look Left =

Look Behind = z
Look Right = 5

(Lox )

Toggle Cowi =
Fire Guns = ispace bar]
Throttie Up = IZ

Thrattle Down ¥
Throlile Off =

Pause Flight = |
Sound Toggle = E
(eancel]

Be sure to read Flight school for an additional explanation of landing.

14
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Sround $chool

Caution:
All flight instructions thaet follow ere nacessarily brisl and are
sometimes incompleta. IT you want Lo fly a real aircraft pick up a
copy of "Pilats Handbook of Aeronautical Knowledgs® or other
similar texl and seek fight training from a qualified instructor.

For many people an airplane zooming through the sky is a source of
mystery. But like most mysterious things, once explained they are not
anly aasy to understand bul actually become logical.

All things wilh mass (wsight} sre subject o gravity. Drop a rock, &
person, or & boat off a building and it falls to the eerth. Bul airplanes
don't fall to tha earth, thay sre sble Lo stay in the air. Thersfore, they
must, by some means, overcome gravily. And thal's exactly what
they de. They everceme or counter gravity by anather force. This
forca is callad 1ift. So for an airplane to Ny straight and level (Lo slay
in Lhe air) it has Lo have exacily the sama amount of forcs pulling it up
(ift) as the force pulling it down (gravity). It follows then te climb
(gain altitude), the aircrafl needs to create mara lifl than gravily, and
to dive {lose sltitude) il needs lass. Airplanes do somatimes Fatl aut of
the sky (crash) because they losa their ability to creala lift.

Lift

Lift is produced in Lwo ways. From the angle of attack of the wing to
ths flight path, and from Barnoulli's principle.

Bernoulli was a Swiss scientist who livad fram 1700 ta 1782, His
principle stales, "As Lhe velacily of Lhe fluld increases, Lhe pressure
in Lhe (uid decreasas™ and it also works conversely. Youre asking
yourself what this Lalk of fluids has to do with fiying. Well Bernoulli
slaled the relationship between pressure and flow wvelocily. The
ralationship holds trus far both liquids and gases. Air, of course, is

gas.

So if we can decresss lhe pressure on Lhe lop of an airplane, the
pressure undernealh the airplang will push it up. And Lhat's axactly
what lhe wing doss. Wings have a special shape called an airfoil. The
Lerm mirfoil refers to the shape of & cross section of the wing. In other

i5



words, if you slice & wing paralisl to the fuselags vou can see the
shaps of the airfoil.

A typical airfoil looks like this:
Leading Edge Trailing Edge
N‘h"-\-.‘ o _,-r_-s--—u__\_\_.—_“ \
{:_ -_\_\-““""“'\n_

Tupicsl Airfoil Shape

The airfoil forces air Lo move faster over the top adge than the boltom
edge. thus producing less pressure (Bernoulli). This, in effecl, sucks
the wing upward.

The airfoil, using Bernoulli's principle. produces most of the lifl on en
gircrafl but not all of it. Some additional 1ilt is produced from air
pushing on the wing. The angle thal the oncoming air sirikes the wing is
called the angle of altack. As lhe sngle increases mara lift is craated.
It's the same as putting your hand out tha window of & moving car. If
your hand is flal and pointing into the wind it moves smoathly. If you
angle it Lo Lhe wind you can fael it being pushed up {and backward).

Chord -
BEL &TIVE WD ; t

Angle of sttack is zere, no extra lift is produced.

S = hngle »f Attack
e 15“:__"_““-—--_‘__%-%
2 L
FLGHTPATH I e,
L -,

T

Wind now is hilting ab mors of an angle and is pushing Lhe wing up. (Il
also slows the airplane down.) Angle of attack shown is 10 degrass.

16
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B2 = angle of Attack

Al some point the angle of attack bscomes too great and sir stops
Mawing smoothly over the top of the wing. When this happens the wing
stops producing lift. This is called & stall and makes the aircraft fall.
Mast aircrafl sre designed so that during a stall, the nose drops
lowerd Lhe ground. This aulomatically increasss sirspeed {the spesd of
air flowing across the wing) and gets the wings "flying” again.

Relslive wind is the direclion of on coming wind. Flight path is the
diraction of the aircraft. The flight path creates the relalive wind so
the ralative wind and flight path are alweys parallel and go in opposile
directions.

Two other forces lhat effecl mircraft are thrust and drag. Thrust
(produced from a propeller which is an airfoil) is the force pulling =n
aircrafl forward. Dray is friction from the air which pulls against
thrusl.

Basically, when flying straight and leval at a consiant speed, thrust
and drag are equal. To go faster you must either decrease drag or

17



increass thrust. Most vintage aircraft, including the Fokker Triplans,
can’t change drag so the only alternstive is lo increase Lhrust. Thrust
can be increased by adding throttle ta the engine. (Just like pressing
ihe accelerator in a car.) Whan thrust is increased il becomes grealer
than the force of drag and the gircraft goes faster. As the airplane
guss Faster mere drag is crealsd (as friction from the airplane moving
through the wind) until, at some point, thrust and drsg bacome equal
again and the sircraft skops accaleration.

To summarize, airplanes fly because Lhe airfoll can creats lift which

overcomes gravily. LIfL is produced when air passes over the wing.

The shape of the wing, the airfoil, makes air move faster over tha Lap
sdga than Lhe baltom edge which decreases the sir pressure on tha tep
of the wing, producing lift. Lift makes airplanes fly.

Contreiling an Rircraft

Aircraft fly in 3 dimensions. That is: height, width, and depth. Thay
can also twist in 3 dimensions. They ara: pitch, rofl, and yaw.

I aw
o E 1
Fall

The three “twisis” can be shown with your head: nodding “yes” is
pitch, nedding "no” is yaw, and touching your esr to your shoulder is
roll. Aircraft have surfaces that move the aircraft about these axes.

iB
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«2Right Ailer on

Control Surfaces or Fins

Elevator makes the aircraft pitch. rudder makes il yaw and ailarons
produce roll. These surfaces or fins move inlo the airflow which altar
Lhe aircrafts attiluds. If for example the elevalor moves up, more air
hits it on the taop lhen on the boltom, and it forces the lail down
bringing the nose up. And of course the apposita happsns il the fin goes
down. The rudder works the same es the elevator bul changes yaw.
(Just like a sailboat’s rudder.) Ailerons are located on the trailing edge
of the wing, one an each side, starting near Lhe ouler tip and maving
inward. The Lwa ailerons move in opposite directions. That is to say
when ona goes up the olher goes down. This produces a roll effect
because ons wing tip is forced up, the other down.

These thres surfaces along with throttie are the means to contral an
aircrafl.

A pilot controls these surfaces wilh a stick, rudder pedals, and a
thrattle shide.

The pilot sits in tha fusalags with his fest on the ruddar pedals.
Pushing forward on one rudder pedal makss Lhe other pedal come
backward and visa versa. This makes the rudder go left or right.

The control stick comes up from the floor between the pilals legs. The
stick is connected Lo both the slevatar and ailerons. When the stick is
centerad, straight up and down, bath surfaces are centered. Moving
Lhe siick lefl makes Lhe ailerons move, banking the aircraft Lo the left.
Right stick banks the aircraft to the righl. Pulling back on tha stick
brings the nose of the aircraft up, pushing farward makes the noss go
dawn. Moving the stick left and back brings Lthe nose up while banking
left. Remember lhat these movemenls, left/right, up/down are in
ralation ta the pilot, NOT in relation to the ground. If the aircrafl is
inverted. pulling back on the slick still makes the nose go up, in
relation to the pilol, bul the nose will be going down toward the
ground? 19



The throktle slide is located on the instrument panel, sticking oul
toward the pilot. Pushing it in loward the panel increases throlile,
pulling it back Loward Lhe pilot decreases throttls.

To summarize, a0 airplane has three axes of rolation: pilch, roll, and
vaw. An airplane has three control surfaces, elevator, ailerans, and
rudder which corraspand Lo movement about each axls.

Instrumentation

On the instrument panel are several gauges. Tha Lhrae main gaugss ars

airspesd indicator, artificial horizon, and altitude indicalor (or
altimeter),

9 .

the face represent 10's of miles per hour. (Sa if the arm points to 10
it msans the airspeed is 1010 or 100 mph.] Airspeed means Lhe
speed of the airplans going through the air. It is nol necessarily the
same as lhe speed the airplane is flying aver the ground {ground
spead). If you are flying directly into a 10 mph wind and the airspaed
indicator reads 100 mph your ground speed is 30 mph. The Fokker will
stall around 38 mph so it's important to keep an eye on the airspeed
indicator,

i = L L2

The artificial hori2on is exaclly thal-an ertificiel rspresenialion of Lhe
aclual earths horizon, it displays where the horizon is when compared
to the aircraft’s altitude. The arlificial horizon is very useful if you
gel mixed up sbout whal the mircraft is doing. {This cen happen quils
easily if there are no out-the-window references.) The gauge displays
white for sky and black for ground. Where the colors meel is whers
the horizon is. Somelimes the geuge displays all white or all black.
This means the airpians is in an exlreme up or dewn allitude.
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The allimeter displays lhe sltitude of the airplane in fest. This is the
altitude above ses level NOT ever the ground. This is an important
point. The ground youll be flying over is 875 feal above sea level. You
cannak fly below 875 feet. Nolice whal the gauge reads while on the
ground. This is the ground altituds. The gauge has a long hand and a
shori hand just like @ clock. The number the long hand poinis to is
hundreds of feet, the short hand points to thousands of feet.

These three geuges are used Lo fly the aircrafl safely.

i i o

e 4

The fusl gruge works exactly like in a car. Ramamber, you wont find
gas stations on every cloud. Look at the ges gauge once in a while and
act mccardingly.

The gauges above, left to right, top to boltom are: Compass, ADF, Low
Allitude Werning indicator, and DME. The compass lells you your
current. heading. The ADF {or Automatic Direction Finder) geuge tells
the direction to ths selected VOR (or Very high frequency
COmnidireciional Bange). IT you guide the aircraft to this heading you
will sventuatly fly to the VOR. The Low Allitude Warning indicator
looks white with black letters (LOW} while on, or more than 250 fest
above, the ground. When the sircraft is within 250 feet of the ground
it flashes sllernately white and black. The last item, the DME (Distance
Measuring Equipment), shows, in miles, the distance from lhe selecled
VOR. (A VOR is a milk boltle shaped structure you might ses out in a
fiald. It broadeests a radio signal that the radic in Lhe aircrafl picks up
and uses for direction and distance.)

This completes ground school training. You are ready for flight school.
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Flight School

Flight school consists of using the principles of flight (learned in
ground school) to conlrol a flying sircraft.

The first thing youll learn is how Lo lakeofT.
Boolk Fokker Triptane and enter fly mode by clicking in the stick box.
Befare you do anything else do a praflight check:

1. Cenier stick in stick box. {You can do this by clicking the mouse
butlon.)

2. Make sure the rudder is centersd. (To see what lhe screen fooks
like when the rudder isn't centered press "C” a couple of limes. Then
press "D° to canter the rudder.) See page 5 or 14 for a complete list
of keyboard assignments.

3. Check fus] gauge.
4. Make sure the front view is selected. (Prass "W".)

Other things you might check ars cloud ceiling, wind selsction, and
game aptions. Bul for now the list above is all you nesd worry abaut.

Your Fokker Triplane can lift off the runway al 60 mph. Read through
the following aight sleps and then try Lo takeoff.

1. Throtile up to full throttle. (Press "2" on the keyboard 8 Limes.)
After a coupla of seconds tha Lail will come off the ground and you'll ba
rolling dawn the runway.

2. Alternately look slraight shead al lhe runway and down ab the
asirspesd indicator. The Fokker begins in the middie of the runway-lined
up with the stripes. If you had jusi landed or if the wind was blowing
you might nesd to stesr the airplens to keap it on tha runway. Steer
the Fokker an the ground using the rudder. The surfaces became very
sluggish when the aircraft is moving slowly. [t may take full rudder 1o
get the plane lo turn. As the airplane speeds up, more gir flows over
tha fins and the surfaces work better. Remember Lo center the rudder
when you're linad up.
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3. When the airspeed reachas 60 mph genlly pull back on tha stick.
{i.e. move Lthe mause pointer down in Lhe slick box.)

4. The aircrafl will rise into the alr. You will know you're in the sir
because Lhs altimeter will begin to move and tha Low Altitude Warning
indicator will beqgin to flash.

5. Once in the a@ir move the slick back Lo the center,

6. Look st the artificial horlzan to assura a safe climb angle. A safe
climb angle is when the horizon is batween the top and bottom af the
"V" in the gsuga.
&

L]

&

&

7. Once a safe allitude is achieved, push forward on the stick (move
the mouse pointer up) a litlle ko bring the nose down level with the
horizon. You know youre level when the horizon goes through the gun
sight or when the horizon line on the arlificial horizon is aligned with
the wings on the gaugs.

8. The last thing Lo do is throttle down two notches Lo conserve fual,

MNow practice climbing SO0 fesl, leval off, then diva SO0 feal. Pick Lhe
altitude vou're going to climb to before you starl the climb. Try lo
level ofT at exnctly the carrecl altitude.

Turning the Fokker is generally easier then & real sirplane. Resl
airplenes can slip or slide through the air during lurns, if rudder and
allerons are nol coordinaled properly. In this simulation rudder and
ailerons are sulomaticelly “coordinated” so turns cen be performed
afforilessly.

To turn the Fokker, bank the aircraft about 30 degrees by maving the
stick left gently.

Mave the stick near the center when the proper angle is achisved. The
aircraft should now be in 2 gentle turn. You know il's turning when the
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compass is continously changing. If the airplane is banked but the
compass isn't changing youre only flying crooked, nol turning. If this
happens, move the stick to the left again and bank the sirplans a little
more. You may sometimes need a litlle back stick to kesp tha nose on
the horizon.

To stop turning, move the stick in the opposile direction that it was
moved to enler the turn. if you enlered the Lurn with left stick, use
right stick Lo exit the turn. Use right stick until the wings are level.

Yau can gain, lose, or hold allitude while turning. To gain or lose

altilude, pul the aircraft in the proper altitude (nose up or down)
before yau entar the burn,

Halding allituds in a turn takes more effort. When an aircrafl. is banked
Its HfL is no longer pulling straight up. Lilt pulls parpendicular to the
wings bul gravily is slill pulling straight down. So if you're holding
altitude wilh the wings level you may lose allitude slowly with the
vwings banked. To hald altitude then, adjust the nase up or down slightly
85 neadad.

Now practice turning to a heading. Look ai the compass and pick a
haading about Q0 degrees away. (Add or subtract 90 from the current
heading.) The trick is to exil the turn al the proper heading. If you
start Lo lsvel the wings at the heading you wanl, yau'll be too late and
go past the heading. Bagin to level the wings several degress before
you reach your selected heading.

Climbing, diving, and halding altituds along with the ability to turn to a
heading are the major components of landing, Master these skills and
Ianding i a snap.

Landing is by far the most difficult task in civilian flying. The Fokkar,
in this simulation, is aclually quite easy ta land once lined up with the
runway.

Landing the Fokksr can be thought of as a Lwo phase task. The first
phase consists of lining up with the runway, phase two is the actusl
landing aof tha airplans.

The kay word in lining up with the runway is palience. Lining up
requires palience bacause it is easy to get impatient flying mway from
the airport. starling your spproach too close to the runway. It's best
24
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to slart your approach abaut 3 miles away while learning, Later, when
you can line up with less affert you can start much closer.

Also, a5 you get closer to the runway Lhings sesm to spesd up. This is
called panic. Things are not really moving Faster, but since things are
closer, they move more on Lhe screen, which creates lhe effect of
things moving faster. Don'l expect Lo get lined up the first few times
you Lry.

To begin an approach, fly Lo a point about 3 miles away from the
runway and then turn toward the runway,

o

& 4
e
Tawen L"" L
i
Leg i E}
1,00 !
b
Final
Leg

Baze Leg

The besl approach is to fly perpendiculer to the runway you want to
lend on. Your altilude should be 1,700 fest. Use Lhe file "Practics
lining up” to start Lhe Fokker 3 miles oul, wailing te turn final, (To tsil
the distance to a runway be sure Lo selecl the correcl VOR firom the
ADF menu.)

Runways elways run north/south or east/west. Or in degrees.
000/ 180 or 090/270.

The following landing inslrucltions will assume you have loaded
“Praclice lining up®.

You are currently flying sasl sl 1,700 faet, three miles oul from the
runyay. When the ADF reads 002 degress turn lefl st a heading of
000. You will pick up the sirport visually. Being lined up means the
pirplane is fined up with the center of the runway and has & heading of
000. The rudder can be used Lo make minor heading adjustments.
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if you gst close to the runway and are not lined up, give up on landing
on this appreach and try again. (Pilots would say, "abort and go
around”.}

Phase two, landing the Fakkar, is tha easy parl. You can load the file
“Praclice Landing”, which will starl you all lined up, Lo practice
tanding.

Once lined up make surs your wings are level. Point the nose at Lhe
near snd of tha runway until your aititude is about 1,100 feet. Then
bring the nose up level with the horizen. Al this poinl you are home
free. You basically do not need to use the slick eny more. Keep the
nose at or a little abave the horizon. Control aititude and rate of
descent with throttls. Feur notches down from full throttie creales a
safe descent for landing. If your flight path is going to taks yau shorl
of the runway increase throttle to hold attituds.

Wwhen you louch down youll hear the tires squeak. Semelimes you'll
baunce a little. You can'l always see that youre bouncing but you can
tell becauss youli hear a second (or third... fourth..) squeak. The
aircrafl bouncas when the rate of decent is a lillle Loo quick.

Be patient with yoursell when trying to land. It may ssem next Lo
impossible al first, but soan it bacamas second nature.

You naw know the basic principles of flying, landing, and Laking off. It
may lake several hours to master these skills, bul stick Lo il. From
these skills, basic control of the aircraft, comes more advanced
skills... aerabatics and the ability to engage in combat with another
aircraft.

The first three missions deal wilh Laking off, flying, and landing. Yau
might. now fly these missions as furlher praclice.
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Military Training

Once youve learned Lo contral your aircraft it's time to get radical.
You won't last S minutes against an opponenl if you do nice gracaful
{urns. You've got to yank your crate around the sky. Don't be afraid Lo
mave tha stick all the way Lo the sdge of the stick box,

A classic military maneuver is Lufbery turns. Lufbsry turns are
ultra—staep maximum banked turns designad to pasition your aircraft
on the tail of the enemy. This mansuver and others are datailed in
misssion 9.

At first, your aircraft turns much sharper then the enamy so you can
get on his tail using Lufbery turns. Pul your aircraft into a 75-85
degres bank and keep the nose on the horizon. Conlinue to turn for a
while and you will gee the snemy in front of you. Oncs yours on his
tail, line him up in your qun sight and shool him down.

Your aircraft will out climb the enemv's. A second lechnigue is to
climb sboul 1000 feek above the ensmy, then dive on him and gel Lhe
first chots in. Keep airspeed balow 180 mph.

When vou have Lhe anemy in your sights, fire your guns as many Limes
as possible.

Each lims vyou shoot down the enemy he gets betlar flying
characieristics until he's exactly your malch mechanically. As he gets
batter, Lufbery turns may not do the job and youll have Lo use
differenl tactics. Alsa, the enemy will fly inle vou if he gets lhe
chance, so use avasive mansuvers if ha is coming right at you.

If he's on your iail, do a laop or barrel roll at low speed. This should
put him in front of you temporarily. As soon as he's in front of yeu
hell probatly turn lefl or right. The trick here is Lo see which way he
turns. (or guess correctly) then you can pull right on his tall.

Other good manauvers are the military wingover, the immelmann turn,
and the Split "S". Be sure to praclice these and other maneuvers
hefore putting your life on the lina.

Sometimes it's & mattsr of doing sevaral radical maneuvers one afler
the olher. This may only get the ensmy far encugh away Lo pian how to
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get on his Lail. In any avent, whila you're maneuvering, the enemy will
have & pretty hard Lime shooling you down,

Two main poinls:

1. Pick up the snemy visually as soon as possible. The saying is,
“keep your head on a swivel”. When you fly a sesk 'n destroy mission
it's impsrative to loak around periodically. You never know when the
senemy will appear on the harizon or dive on you frrom above. Whan vou
see Lhe enemy al a distance you can plan the first exchangs. Anyiime
you can decide how and when Lo altack you have & major advantangs.

2. Don't fly straight and level if the enemy is on your tail. Practics
the evasive mansuvers outlined in mission 9 and you'll find they
becoms instinctive.

There are several aerobatic maneuvers you can use during a dagfight,
Loop and barrel roll have already been mentioned. Other Important
maneuvers are Lufbery turns, military wingover, snd Split “8"
Adding these maneuvers Lo your repertoire makes surviving aclion a
calculaled risk rather than a feolhardy adventurs.

These maneuvers and others are detailed in mission 9.

|—E.#% Enemy in Runge

Parformance

o e YL,
E
1o 2 oo

Flight Data

Soore . 2,010
by Elasped Time 00 : 035

TimesTDay 1 7:i91
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Mission Briefings

Mission t-Takeoff and fly.

Follow takeofT instructions from flight school and climb ta 6,000 feet.
Practice gentle turns left and righl. Try Lo turn to a specific heading.

Dive and climb Lo specific sltitudes. Your task is Lo get contral of your
aircraft.

Mission 2-Fly the patiern.

Make sure Touch n Go's is selected from the game menu. The standerd
patlern is a lefl hand rectangle:

hi'ind
Down L
YWind
Leg !
{7000 W
Firal
Leq

Haze leg
Pattern sltitude is 1700 feat.

The other aircraft fliss this pattern when Touch n Go's is selected.
When you get good ab flying the paltern, form up with the other
aircraft and fly in formalion.

Mission 3-0o cross country and refuel.

There is & friendly base directly to the west of the home base. This
mission takes you there and back. Select Touch 'n Ga's from the game
meny and West Base from the ADF menu.

Taksoff and climb to 6,000 feet. Using the ADF paint the nose in the
carrect direclion and throtile doewn Lwo notches to conserve fuel. Now
29
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is the Lime lo use "Tripla time". Tripls Lime compresses time by a
factor of 3 so you can go ¢ross country quickly. Here's what you do:
level your aircrafi and check your heading (should be 6,000 feet and
pointed toward lhe wesl base). Enter pause mode and select triple time
fram tha game manu. Bafore entering My mode, put lthe point on the
crosshairs in the middie of the stick box. Enler fly mode and make any
minor corractions io exaclly cenler lhe slick. Or you can simply
double click the mouse butlon which will sulomatlically center tha
stick, In triple time your asircraft is Lhree timas more sensitiva so it's
bast nol to try to fly while in triple Wme, {Later, when youre a hot
shot yeu'll find it fun to fly in triple Lime, but for now dont louch the
stick in iripla tima.}

The wesl base is about 40 miles away. Pause and select normal Lime
when the base looks clese, The airsirip runs north and south (000 and
180 degreesl. Pick a direction and land. Taxi into the hangar and come
to a camplete stop. (Ba careful not to taxi through the walls.) After a
second or Lwa yaur fusl gauge will read full. (You also get a full load of
ammao, )

To finish the mission, My back to home base and land. Use the ADF to
return Lo home base.

Mission 4-Dogfight.

Select dogfight from the game menu. You probably will want to slart
with armed vs. unarmsd. Try this mission armed vs. srmed when you
feel youre ready.

Takeoff and meke & climbing turn. I's imporlant Lo see your enemy Bs
soon as possible. He may come in high or low,

The trick is to get the epemy in your gun sights and shool him down.
Space bar fires your quns. The enemy musi be sboul 1/4 inch wids or
bigger for him Lo be in rangs. You can run out of emmo and vou'll know
youre out because the qun sighl will disappear. Parking in the hangar
will reload your guns,

Ses Hilitary Training for help in a degfight.
30

Mission S-Balloon Busting

Select Seek n Destroy from the game menu. Also Armed vs, Armed.
Takeofl and climb Lo 2,000 feet. Take a heading of 180 degrses. Fly
until yours over lrench lines. Turn 270 degress which is directly
parallel Lo the trench lines. Saek and destroy any balicons. Walch for
enemy sircraft and engage if nacessary. Crulsing speed is ona or two
notchas down from full throltie. Remember Lo throttle up to full during

dogfights. When fuel is helow half, return to closesl friendly base and
refuel.

Mission 6-Desiroy enemy fuel depots.
Select Armed vs. Armed and Sesk 'n Desiroy from the game menu.

Takeoff and climb ta 6,000 faet. Selecl primary Largst from the ADF
manu. Fiy Lo and dasiroy depot. (See map belaw.}

After depot is dastroved, pilots chaica:

1. If low on fuel return Lo friendly base and refuel. Then proceed io
sscondary target and destroy fusl depot. (Ses map below.)

2. If reaspneble fuel, continue to secondsry target {see map below) and
dasiroy fuel dapot.

Mission is then complete, return to frisndly base.

'rﬁ}m’ih .

T\ £l
2

1. Primary larget.
\ 2. Secondary target.
l

0

off \
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Mission 7-Recover spy papers.
Select Armed vs. Armed and Sesk 'n Desiroy from game menu.

We don't know where the spy will be, we do know ha'll be beyond the
enemy airbases.

Its very importani we recover ihe papers our agent has. Range will
determine the success of this mission so do nol sngage balloons or
anemy aircraft.

Fly 20 miles beyond enemy bases and cruise sast/wast.

If you find the spy, come to a complete stop in the square and the spy
will have fuel for you. Good luck.

Mission 8-Seek 'n Destroy.
Select Armed vs. Armed and Seek n Destroy from garne menu.
This is a general patrol assignment.

Uss all resources avsilable to destroy enemy aircrafi, fusl depots, and
batloons.

Mission 9-Praclice flying skills and eerobatic
maneuvers.

When flying precision meneuvers, pick oul & visual refsrence on Lhe
ground. This will allow you to ses just how precise your psrformance
is. Alsa, remember to notice the allilude and heading when you enter a
maneuver and check il against the altitude and heading upon completion
of the mansuver.

1. Warm-ups
a. Discipline climbs and turns:
Climb to 5000 feet, 2 miles downwind of airpart. Fly as precize
a5 passible.
b. Coordination exercises:
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Bring the nose io a heading 000.
Bank laft to 45 degraes.
Immediately bank right to 45 degrees.
While banking back and forlh, mainiain heading and sltituda.
Use oppasite rudder (right rudder on a laft bank) Lo keep the nose
on heading.
c. Lufbery turns:
Bank the aircraft 75-85 degreas.
Pull up hard on slevator.
Keep the horizon in tha middie of the gun sight.

The following descriplions use the Aresti Key of graphically
rapresenting sach maneuver.

Morrial Tt &napn
rEETEE A I e e )

frrveted ‘__‘__I_d______' 4 Foini
s Ll ekt 4 Rali
J | Slowr ;

Barrel . Hararner-

! EJEI ] Rall bt | fisad Tistny

Aresti Key.

2. Militery Wingover:
This is a vertical turning menauver.

Enter a shallow dive, wings level, lined up on ground reference.

Pull the nese slraight up through the horizen te aboul BO degrees
up.

Use lefl or right aileron Lo lurn the aircraft.

Use a litlle forward slevator to kesp the nase from coming

around.
The horizon should come across the nose vartically.

Begin pull oul as nose drops towerd ground.
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3. Loop:
L I
Enter a shallow dive, wings level, lined up on ground referance.
Putl the nose straight. up thraugh horizon, full thratile.
Continue back pressure on stick until inverled. Once inverted
relax back pressure memaniarily to round out top of loop.
Ease off pawsr as sircrall comes around. Ba carsful not to pull
too many G's.
Recover skraight and level.
4. Snap Roll:

T

This is a popular airshow manauver.

with full throlile entsr a shallow climb, wings level. lined up on
ground reference or heading.

Pull full back on stick, blend in full right aileron and then, full
right ruddsr. This all happens Fast. within ong second.

From here on in, this maneuver is easy. The mircraft does all the
wark. Hold full back, right aileran, and right rudder and anjoy
lhe view.

When the horizon comes around, center ruddar and level wings.

Setting the stick Lo "Very Sensitive” makes Lhe snap much
tuicker.

9. Hammerhead Turn;
mr"
 —
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Another papular airshow maneuver.

Fly straight and level, lined up.

Pull nose skraight up. full throtile.

As airspead draps ta just above stall speed. apply full lefl
rudder.

Use right aileron and elevator gs necessary to conbrol wing angle.

As nose cuts through horizon sase off pawer and use a litlle
forward elevator la kesp nose whara you want it
When nose poinis down, pull up and apply powsr.

Look left Lo achieve a straight up attitude,
Look Torward whan the noss comes to Lhe horizon.
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6. Cuban 8:

PO 6 0 LA

This is two loops side by side with a half roll at the intersactions.

Enter shallow dive. wings level, lined up.

Pull up into & loop.

When nosa is 20 degrees bslow horizon, aboul 3/4's into loop,
stop loop with forward pressurs on stick.

Commence ana-half roll with left aileron and lsft rudder.

Enter second loop. {Make sure you are siill lined up.)

Again, perfarm haif roll after sboul 3/4's loop is complete.

Recover Lo stralght and level Might.

{mmelmenn Turn:

This mensuvar, named after famed Wwi ace Max Immelmann, is 8
haif loop with & half roll on top.

Enter s shallow dive, wings lavel, linad up.

Pull up jusi like & loap.

When nose is 10 degrees sbove horizon, push forward Lo stop

loop.
Roll upright using left ailaron and lefl rudder.

Split "§™:

This is sorl ef the oppasite of the Immelmann turn.

Enter siraight and level, lined up.
Roll inverted using laft aileron and right rudder.
Pull up complsting a half loop.

Caution: check altitude befare entering this mensuver. A
maneuver entered too Jow may be completed 6 feet under.
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9 Harcel Robx: The whiffardiil B consists of;

O a. simpls loop.
Enter a climbing turn to the left. b. Split "8".
Immedistaly use full back and right siick. ¢. Immelmann tura.

Recover straight snd level.
t 3. Avelanche:

10. Slow Roll: (%LJ
Bring the nose 10 degrees above Lhe horizon. Begin a loop.
Use [ull left aileran, spply a little right rudder. AL the Lop, perform a snap roll entered and exiled from the
As the sirplane goes inverted use forward elevator to hold the inverted.
nose on harizon. Canter ruddar. Finish normal loop.
As the wings go vertical, use a liltle left rudder to hold nose on
horizon. 14. Reverse Cuban 8:

Recover siraight and level.

11. Knife Edge:
1

Airshow maneuver.

Fly straight and Isvel, lined up,

Apply left aileran and right rudder.

Bank aircrafl 90 degress. Use Lwo clicks of rudder.

Use cansidarable forward pressure on the stick to keep aircraft
from turning,

Aircraft will be flying with wings vertical.

The revarse cuban B is:
a. Parform a climbing Splil "S".
b, Parform a second climbing Split “5°,

! This will form an B on its side.
This maneuver must ba mastered before you can do a 4 paint

hesitiation roll, 15. 4 Point Hesitation Roll:
¥ i i Ee———
The following maneuvers are cambinalions of previous mansuvers. 4 lj I

A popular airshow maneuver.

12. Whifferdill 8:

This is the same as a slow roll excepl thal you must pause every
90 degrees araund tha rall. It consisis of:

8. Knife edge Lo left,
b. Fly inverted.
c. Knife edge Lo right.

d. Recover straighi and level.
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When vou can perform these maneuvers il's fun to cambine them in
your ewn order, designing an airshow routine. Hers's a Lypical set of
manauvers:

f.
4i I & m : b.
- q%_ Nt | -

a. Cuban 8.

b. Hammerhead lurn,

c. Avalenche,

d. Snap Rofl.

e. Military wingover.

{. 4 point hesitation roll.

Try to do these maneuvers just 50 feel ofl the deck, aligned wilh the
long runwey . Good Luck!

Note: Mosl roll mansuvers require cross contralling if entered upright.
This means that if you roll righl you use a liltle left ruddsr to hold
heading and o keep the nose from falling. This takes practice. A book
such as "Primary Asrobatic Flight Treining” can help a bunch whsn
trying Lo lgarn sercbalics.

Mission 10-Fly under bridge

Fly out to the bridge and line up & mile out. Point the gun sight just
below the boltom of tha bridgzs. Level off when the bottom of the bridge
goes above the gun sight. Be careful not to fly into the ground. As saon
as the bridge passes overhead, climb to @ cafe altitude. For a unique
view, look backward as you pass under the bridga.
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f Ainthony Fo

The story of the Fokker Triplane begins with Anthony Fokier. Fokker
was a selfmade man, a flamboyant man, a man who made things
happen.

Fokker was born in 1891, on Kenbiri which is an island near the East
Indies. His father, a Dulchman, was sesking his fortune as a coffes
grawer . The Fokkers stayed in Kenbiri until young Anthony was sighl.
While Anthony lived in Kenbiri he spent his days plaving with Lhs
natives-shinning up trees as easily as running.

The Fokkers relurned to Holland with @ comfortable fortuns. One
reason for returning was concern that their children neesded a
structured upbringing. A structured upbringing is something Anthony
Fokker was never Lo gel used to.

Ir.' thair new home in Holland, Fokker commandeersed the attic for
himself and made il his personal laboratory. In that aitic he was to

:{irs_t build model airplanes, teaching himself the basics of aerodynsmic
Bsign.

Fokker was an opinionated child and not above & prank or two. He once
wired an eleclrical current lo the attic doorknob Lo keep uninviled
“guests” from just dropping by.

Fokker spant much of his schooel Lime not in schosl. By his own account.,
!aa sxpended three Limes as much effort designing mathods of cheating
in school as he would have spent studying his lessons.

Fokksr finally dropped out of school to finish an invention he and s
s_chool chum were working on. The invention, an mirless automobile
tire, when finally finished was found to have been already patentad by
another inventor.

Next, Fokker's interest in aviation bagan to posses him. After & false
sterl al a newfound aviation school, he buill his first flying machina
drawing heavily on his experience building models in his aitic.

His first air:craﬂ Was & mono-wing design that used wing warping
instead of ailerons. The Fokker design, using swepl back wings with
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gensrous dyhedral, was Inherently stable. Fokker himself claimed this
as a graat achievement for the time.

Fokker flew this mircraft for the firsl time in 1910, almost exactly 7
years after the Wrights historic flight.

For several months, “flying” for Fokker maant brief hops inta the air,
always straight in a line. On May 5, 1911, Fokker decided to sea if his
gircrafl could be turned. Nowadays, it's herd to imagine Fokker's fear
about Lurning his aircraft. Bul in 1911, sirplans design was mostly
done by sight, sweat, and luck. Hard and fast rulss had nol been
invented. indeed, asrodynsmics was nol yel fully understocd. Also,
ramember that Fokker had nevar flown bafors. Not anly did he have Lo
tesl the unlasted, but learn to Fly st the same Lime.

On a calm May day, Fokker's craft not only lurned. but turned with
grace. In Fokker's wards, “it answered like a lrim yacht”.

A fow waeks later Fokker Look his merial examinalion. This
examinalion was entirely based on flying skill. To pass the tast he had
to fly three figure eight patlerns between two pylons 1500 fest
aparl. Than land within 450 leet of a givan paint. Fokker's license was
the BBth issued.

Fokker's fame grew as hs flew in many exhibililons. Flying was
entirely new al that time and flyers were sought out. In the press
Fekker bacame known as the "Flying Dulchman”.

Fokker's monaplana avolved into what he called “spin® or spider. He
began Lo offer this airplane for sale in 1913. The spin had a wing span
of 36 fest, 1 inch, length of 25 faet, 5 inches, weighed 832 pounds,
and had & maximum spesed 56 mph using a 50 hp Argus four cylinder,
in-line engins.

Fakker maved his aircraft to Johannisthal in Germany. AL that time,
Johannisthal was altracting daring spirils, ne'er-do-walls, and
advanturars from ail aver the world. It was a hot-bed of activity in
aviation. These aarly avialors flew hard and lived fast. Many were to
die thera.

Fokker continued to My and his rfame continued to grow. He claims to
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have baen the first man to loop an aircraft in Germany. All along he
was trying to sell his aircreft. He iried to sel! to lhe Duleh, Lhe
Russians, lhe British, and to the Germans. Evervone was interested,
no ore would purchase. That changed with the slart of World War i,
Suddsnly, the German services wanted Lo buy anything that resemblad
an airplana.

At firsl, airplanes were used for reconnaissance. Although pilots wera
armed with servics revolvers, this weapon couldn't do any damage in
the air.

It became apparent thal the sids with the best raconnaissance was
winning the battles. Something had to ba done to slap the enemy from
gathering reconnaissance. The French had en aircraft wilh a pusher
style engine. It was a two seater and they mountsd a machine gun at
the mont seat. Guns began to be mounted an & variaty of aircrafl but
pilots knew that bullals couldn't be Fired through propellers. All thay
need do was make sure lhey were belween Lhe anemies’ prapelier and
their gun. Then a Franch pilal mounted a qun that appeared Lo shaot
"Lhrough” the prapaller. This pilol began to add up the victories giving
the Franch the advantaga in the air.

Military secrets are most fleeting. Soon Lhis French pilot was downed
bshind ensmy lines. and tha sscrel was out. Tha pilol proved to be one
of France's greatast stunt pilols before the war, Roland Garras.

Whal Garros had done was attach a Lriangular slesl wedge to the
leading edgs of sach propelisr blade, thus deflecting the bullsts inslead
of shattering the propelier. Not an entirely safe situalion since the
recocheting bullsts could go anywhers.

Fokker, being a lsading suppliar of airships, was asked to devise a
simular mathod of firing a gqun Lhrough a prapeller.

instead he did them one better. After warking day and night for 3 days
he created the interrupter geer. This gear was connecled to the engine
and would prehibit the machins gun from firing when & propafier blade
was in fronl of the barrel. This was an incredible leap in Lechnology
for only 3 day's work. Surprisingly. lhe Army was slow Lo believe
thal a gun could be shot Lhrough the propellar. Even after saveral
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successful demonstrations they werent convinced. They evan
raquestad Fakker himself down one of the enemy aircraft to prove his
new invenlion. Fokker claims that afler several flighls with na
sightings he had an enemy in his sights bul couldnt pull the trigger.
(lts & sad commentary that an intelligent man can invent the
instrument of death even when ha himself cannot use it. Such is life )
Licutenent Oswald Boelcke, laiar to become ths first German ace, was
assigned Lo test Fokker's Invention in baitle. On his third flight he
broughl down an enemy plane. Finally the German officials wers
convinced and ordered Lhal as many planes as possible be outfitled
wilh the new interrupter gear. Allied planes began to fall like fiss.
This began whal was known as the Fokker Scourgs.

Fokker's gear remained a secret for S months and il was more than a
year bafore Allied airplanes wers simularly equipped.

By this time Fokker had becoma a selfmade millionaire and had proved
all of his father's worries unwarranted. (Tha eldar Fokker had
investad nearly 200,000 marks in his son over sevaral years before a
profit was first realized.)

But Fakker was an outsider, a foreigner in the eyes of Germans. Rival
sircrafl companies compsted fiercely and perhaps nol always in good
faith. Fekker neaded to design a new fighler to stay on Lop and what ha
neaded mast was the best enging available-lhe Mercedes water cooled
160 hp powerhouse. Unfortunately, one of his compstiters, the
Albstros factory, had secured the entira Mercedes output for their
awn aircraft.

Fokker cauldnt build a faster fighter without the Mercedes engine, so
he concenirated on things he could improve: rale of climb and
maneuverablility. The Fokker Triplane was the resull. With its tripla
bank of wings, its clean lines, and almost lalal absence of wires and
struls, it seemed almost Lo float on the air. In Richtholens own
words, "(the triplane} climhed like @ monkey and maneuvered like the
devil”. The Lriplane was so maneuverable that Allied pilols naver
learnad how slow it was and how short ils range.

Richtafsn's entire oulfit was given the triplane and they waere very
successful with [t. They almast dared death by painting Lhsir tripianes
in bright colors when most sircraft were painted in camauflage.
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Richtofen's own triplane was painted blood red. Richlofen's squadron
bacame knavwn (and farred) as the Nying circus.

Fokker again found himself being squeezed out of business even though
his aircraft wers oul-performing his competitors. Normal military
salling channels were drying up. Eventually his Factory got a massive
order to hbuild simple observation amircraft designed by a rival
company. To Fokker, this was a slap in the faca.

Since Fokker couldn'l sell his latest designs ia the top brass he had to
try & differant methad of selling. Fokker reasoned that if the pilois
could test each aircraft themselves lhey would surely plck his. And
that's what he did, he organized a competition for Army contracls
using front line pilots as judges.

When the competition begen, Fokker had just finlshed a protolype of his
latest fighter. The first few days were for the menufacturers to show
off thalr planes, then all planes would be turned over to the pllots.
Fokkar was flying his new fightar for the first Lime and, although
saying nothing, he noticed the plane was dangerously sensitive in
lurns. The night before the pilots were Lo get tha aircraft, Fakker
quietly brought in Lo of his besl mechanics. Working all night they cut
the fuselage apart balween the tail and wings and addad two feal ta the
fuselage reascning that this would make the aircrafl more controllabls
in turns. {Imagine an aircrafl company taday Lesling a new jet and jusl
deciding te try the fuselage two fesl longer. It's amazing Fokker
survived Lesting sl his aircraft.)

Fokkar was corract and this aircrafl became the famous Dr.7 biplana,
one of the best (or the bast) fighter of WW/. Nok anly was Fakker the
main contraclor again, lwo of his competitors were raquired to
manufacture Fokker's aircrafl, paying him a royally, This was
somathing like revenga in Fokker's mind,

Fokker felt the Dr.7 a graat triumph for himself. But most things in life
ore short-lived. The war was soon to end limiting the nsed for
mircraft. Bul thet wasnt the worst part for Fokker. The Armistice
terms callad for all milltary airplanes and engines to be desiroyad.
Whats more, one of Fokker's planss was menlioned specifically, "In
erster Linie alle Apparate D.VII." Or, “aspecially, all machines af tha
D-7 Lype”., A dubious distinction indeed. Fokker enjoyed the
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"compliment”, na other aircraft had been so mentionad, bul the price
was too high. He never was a man Lo sil back and let things happen. So
the great smuggling plot was devised.

it consisted of & separate trains going out of Germany an separate
days. Germany al the time was mostly lawless as rival faclions
competed for control. The alliss would destroy Fokker's sircraft once
found bulk Fakker had hid mosl of his inventory in the countryside.
Evantually, the plol was carried oul giving Fokker & good starl back in
Holland. in all, 350 carloads broughl out over 400 engines, 120
Dr.7's, 60 two-seal observation planes, 12 Dr8's and carlosds of
brass and steel fitlings, rubber tubing, aluminum plates, screws,
prapeliers, upholstery materials, and the thousand other littls gadgsts
which are necessery in airpiane construction. The smuggling was
accomplished through massive organization and continous bribes.

Fokker went on to be successful in the world aveition industry until his
death in 1939.

Some famous pest war flighls in Fokkar aircrafl includs:

§ First non-stop transcontinental Might from New York to San
Diago-1923.

§ Commandsr Byrd flies over the North Pole-1926.

§ Commander Byrd flies across the Atlantic-1927.

§ Amelia Earhart, first woman to cross tha Allantic-1926.
Fokker Triplane Specificalions:

Engina: 110 hp Oberusel Rolatry
Span: 23' 7"

Length: 19’

Welght; 1289 Ibs.

Speed: 115-122 mph¥

Ceiling: 20,000-22,000 fesl™
Rata of climb: 1,750 ft/min

¥ Spacs vary from source to source.
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About Fokker Triplane

fokker Triplane represents mbout 1 year ol work. The bulk of the
pregram was wrillen on  Sage |l micre computer with the rest being
written directly on the Mac.

The program is written entirely in 68000 assembly languaga.
Consistent structure and ample registers make the 68000 a great chip
for assembly language programming.

The 3D routines were written first. withoul much knowledge of the
Mac, The rolation portion uses simple sine, cosine equalions. The line
drawers were alse writlen without a Mac.

My main goal in Fokker Triplane was high frame rales. Frame rales
refer lo how many limes a screen can be srased and redrawn par
second. Fokker Triplane usually perferms at sboul 7 frames per second
byl can dip lo as low as 4 frames per second. The frame rate at any
given tima does not affect Lhe real Lime action.

The pause made of Lhe program was wrilten on Lhe Mac using the Apple
Assambler and the Inside Macinlash manuals, Insids Macinlash, whils
often only hinting al the Lrue nalure of things, is aclually quile good,
considering the complsxity and voluma of the Mac ROM.

Fulure versions of the program are tenlatively planned, including
differant alrcraft and other types of missions. High frame rates will
continue fo be a major geal. Delailed scenery can be achieved by
sacrificing frams ratss but lowsr frams rates reduce responsiveness
so scanery will remain simpla. There exists several high speed video
chips {some handle polvgon [ills) at relalively low cost. The nexl
generation of low cosl flight simulators will certainly include ons of
these chips.

Fokker Triplane was a labor of love. | wrote il becauss | wanlsd Lo, not
because of market consideration or becausa il was the "smarl” thing
Lo da. | hope it is received es il was intended-as enteriainment. i don'l
intend to make a statement on war, or anything else. Fokker Triplane
is & Tantasy with as much realism as | could give it.

Yo.
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Your comments are appreciated...

All letters are read and considered. | would very much like to hear

yvour comments about Fokker Triplana and/or your ideas for software
vou would like te see written for the Mac.

Fhanks

Danald A. Hill, Jr.

Narna

Phone

0 | give my permission for you to use any of my comments in your
advertising.

Send toDonald A. Hil, Jr.. Bullseye Soltwers, P.O. Box 7900,
Incline Village, NV 89450
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