




MICROSOFTMICROSOFT ®® FLIGHT SIMULATOR X FOR PILOTS: FLIGHT SIMULATOR X FOR PILOTS:
REAL-WORLD TRAININGREAL-WORLD TRAINING

Jeff  Van West and Kevin Lane-Cummings

Wiley Publishing, Inc.

00i-xviii Front Matter.indd i00i-xviii Front Matter.indd   i 5/15/07 1:38:28 PM5/15/07   1:38:28 PM



Microsoft ® Flight Simulator X for Pilots: Real-World Training

Published by
Wiley Publishing, Inc.

10475 Crosspoint Boulevard
Indianapolis, IN 46256
www.wiley.com

Copyright © 2007 by Wiley Publishing, Inc., Indianapolis, Indiana

Published by Wiley Publishing, Inc., Indianapolis, Indiana

Published simultaneously in Canada

ISBN: 970-0-764-58822-8

Manufactured in the United States of America

10 9 8 7 6 5 4 3 2 1

No part of this publication may be reproduced, stored in a retrieval system or transmitted in any form or by any means, elec-
tronic, mechanical, photocopying, recording, scanning or otherwise, except as permitted under Sections 107 or 108 of the 1976 
United States Copyright Act, without either the prior written permission of the Publisher, or authorization through payment of 
the appropriate per-copy fee to the Copyright Clearance Center, 222 Rosewood Drive, Danvers, MA 01923, (978) 750-8400, fax 
(978) 646-8600. Requests to the Publisher for permission should be addressed to the Legal Department, Wiley Publishing, Inc., 
10475 Crosspoint Blvd., Indianapolis, IN 46256, (317) 572-3447, fax (317) 572-4355, or online at http://www.wiley.com/go/per-
missions.

Limit of Liability/Disclaimer of Warranty: Th e publisher and the author make no representations or warranties with respect 
to the accuracy or completeness of the contents of this work and specifi cally disclaim all warranties, including without limita-
tion warranties of fi tness for a particular purpose. No warranty may be created or extended by sales or promotional materials. 
Th e advice and strategies contained herein may not be suitable for every situation. Th is work is sold with the understanding that 
the publisher is not engaged in rendering legal, accounting, or other professional services. If professional assistance is required, 
the services of a competent professional person should be sought. Neither the publisher nor the author shall be liable for dam-
ages arising herefrom. Th e fact that an organization or Website is referred to in this work as a citation and/or a potential source 
of further information does not mean that the author or the publisher endorses the information the organization or Website 
may provide or recommendations it may make. Further, readers should be aware that Internet Websites listed in this work may 
have changed or disappeared between when this work was written and when it is read.

For general information on our other products and services or to obtain technical support, please contact our Customer Care 
Department within the U.S. at (800) 762-2974, outside the U.S. at (317) 572-3993 or fax (317) 572-4002.

Trademarks: Wiley, the Wiley logo, and related trade dress are trademarks or registered trademarks of John Wiley & Sons, Inc., 
and/or its affi  liates, in the United States and other countries, and may not be used without written permission. Windows Vista is 
a registered trademark of Microsoft  Corporation in the United States and/or other countries. All other trademarks are the prop-
erty of their respective owners. Wiley Publishing, Inc., is not associated with any product or vendor mentioned in this book.

00i-xviii Front Matter.indd ii00i-xviii Front Matter.indd   ii 5/15/07 1:38:28 PM5/15/07   1:38:28 PM

http://www.wiley.com
http://www.wiley.com/go/permissions


To C., B., one yet to see…and all the other pilots of tomorrow.

ABOUT THE AUTHORSABOUT THE AUTHORS
Jeff  Van West (Portland, Maine) is the editor of the professional pilot magazine IFR and a contributor to AOPA Pi-

lot, Aviation Consumer, Aviation Safety, and the Internet aviation magazine AVweb. He has also written more than 
a dozen books, CD-ROMs, and training curricula on computers and general aviation, including Combat Flight 

Simulator 2: Th e Inside Moves for Microsoft  Press. He is a Certifi ed Flight Instructor (CFI) in single- and multien-
gine airplanes and single-engine seaplanes and has developed training programs for glass-panel, technologically 
advanced aircraft  as well as antiques that don’t even have electrical systems.
Kevin Lane-Cummings (Seattle, Washington) is the features and columns editor for AVweb and does freelance 
editing for several other aviation magazines. He is also the chief ground instructor at Wings Aloft , a fl ight club 
at Boeing Field, Seattle, and—as a CFI there—specializes in technologically advanced aircraft . Kevin has been in 
science education for years, including managing two planetariums. Kevin also coaches people in giving technical 
presentations and sings in a jazz choir.

00i-xviii Front Matter.indd iii00i-xviii Front Matter.indd   iii 5/15/07 1:38:28 PM5/15/07   1:38:28 PM



CREDITSCREDITS

Acquisitions Editor
Chris Webb

Development Editor
Kelly Dobbs Henthorne

Technical Editor
Dr. Andrew Herd

Production Editor
Sarah Groff-Palermo

Copy Editor
Kim Wimpsett

Editorial Manager
Mary Beth Wakefield 

Production Manager
Tim Tate

Vice President and Executive Group Publisher
Richard Swadley

Vice President and Executive Publisher
Joseph B. Wikert

Book Designer
Patrick Cunningham

Proofreading
Nancy Riddiough

Indexing
Ted Laux

Anniversary Logo Design
Richard Pacifico

00i-xviii Front Matter.indd iv00i-xviii Front Matter.indd   iv 5/15/07 1:38:28 PM5/15/07   1:38:28 PM



ACKNOWLEDGMENTSACKNOWLEDGMENTS
We doubt any two individuals could create a book like this on their own. We are deeply grateful for the assistance 
of many people in making this project possible. Chris Webb of Wiley Publishing has shown superhuman patience 
and faith in seeing the project get off  the ground as well as jumping in where needed to make equipment loans 
work or fi nd key team members. Kelly Dobbs Henthorne, our production editor, and Dr. Andrew Herd, our tech-
nical editor, found the short circuits and loose ends within our manuscript and kept us on track. Th e artists and 
designers at Wiley also have our thanks for putting everything together in such a great-looking book. 

On the computer side of things, thanks to Microsoft ’s FS evangelist Hal Byran and also Leon Rozenshein. Fred 
Zanegood is thanked for his parts-scrounging skills. Th anks to all members of the FS group at Microsoft  and the 
Microsoft  beta testers for their work making FSX the amazing experience it is. Th anks to both Alienware and Wid-
owPC for their support of this project. Without their hardware…well, it wouldn’t have been nearly as much fun.

Th e greatest thanks, however, goes to our mentors and students and our spouses and children. Th eir enthusiasm 
and patience lets us learn new things everyday.

00i-xviii Front Matter.indd v00i-xviii Front Matter.indd   v 5/15/07 1:38:29 PM5/15/07   1:38:29 PM



vi

CONTENTSCONTENTS
About the Authors iii

credits iv

acknowledgments v

PART I: PREFLIGHT 1

INTRO: WHY USE FLIGHT SIMULATOR FOR REAL-WORLD FLYING? 3

Why We Fly 4

How to Use This Book 4

Procedure Training vs. Scenario-Based Training 6

What’s on the Website 6

CHAPTER 1: FLIGHT SCHOOL SETUP 9

Installing FSX 10

Looking at What’s New in FSX 10

Getting the Right Hardware 11
Processor, Memory, Video Cards 
Monitors 
Flight Controls and Headsets 

Adjusting Performance Settings 14

Organizing Your Cockpit 16
Key Flight Sim Commands 
Use of Slew for Practice 

Using the FSX Built-in Flight Lessons 19

Selecting a Real-World Flight School 20
Aircraft Types 
Environment 
Instructor 
Costs 
Introductory Flight 

00i-xviii Front Matter.indd vi00i-xviii Front Matter.indd   vi 5/15/07 1:38:29 PM5/15/07   1:38:29 PM



viiCONTENTS

Working with Your Flight Instructor 23
FSX as Part of a Lesson 
Shared Cockpit 

Using the Practical Test Standards 25

Plugging in to Pilot Communities 26

Key Points for Real Flying and FSX Built-ins 28

CHAPTER 2: FIRST FLIGHT IN THE PIPER J-3 CUB 29

Flight Fundamentals for the Pilot 30
We All Have Our Limits 
The Four Fundamental Gaits of Flight 
Visualize Your Control Surfaces 
Trim 

First Flight in the Cub 38
Start the Engine 
Taxi 
Takeoff 
Practice the First Three Gaits and Trim 
Make Turns 
The Tail’s Balancing Act 
Fly Once Around the Lake 
Approach the Airport 
Land 
Rollout 

Takeoffs, Landings, and Go-Arounds 54

Key Points for Real Flying and FSX Built-ins 56

PART II: SPORT PILOT 57

CHAPTER 3: GROUND REFERENCE MANEUVERS 59

The Effects of Wind 60
A River of Air 
Heading, Course, and Track 
Ground Reference Maneuvers with Wind 
Coordinated and Uncoordinated Flight 

00i-xviii Front Matter.indd vii00i-xviii Front Matter.indd   vii 5/15/07 1:38:29 PM5/15/07   1:38:29 PM



viii

Ground Reference Maneuvers Flight 63
Rectangular Course 
Turns Around a Point 
S-Turns 
Steep Turns 
Crosswind Takeoffs 
Forward Slip 
Sideslip and Crosswind Landings 

Ridiculous Winds 83
Maximum Demonstrated Crosswind 
Worst Crosswinds—Kona, Hawaii 

Key Points for Real Flying and FSX Built-ins 86

CHAPTER 4: AIRPORT OPERATIONS 87

Uncontrolled and Controlled Airport Operations 88
Airport Procedures 
Radio Communications 
Other Aircraft 
Airport Weather and Notices 

Post Mills to Lebanon Municipal 102
Startup 
Taxi and Takeoff 
Approach and Landing 
Depart for Lebanon 
Approaching Lebanon 
Land and Taxi 

Take the Cub to Beantown 109

Key Points for Real Flying and FSX Built-ins 113

CHAPTER 5: OLD-FASHIONED NAVIGATION 115

Planning a Trip 116
Reading Charts 
A Route from A to B 
Dead Reckoning 
Pilotage 
The FSX Flight Planner 
How High to Fly 
Fly Left, Look Right 

00i-xviii Front Matter.indd viii00i-xviii Front Matter.indd   viii 5/15/07 1:38:29 PM5/15/07   1:38:29 PM



ixCONTENTS

Who Owns This Airspace? 
Moving Loads, Burning Gas 

A Multileg Flight Using Pilotage 132
Take Off and Turn South 

Seriously Dead Reckoning 139

Key Points for Real Flying and FSX Built-ins 141

CHAPTER 6: EMERGENCIES 143

In-Flight Emergencies 144
Immediate-Action Emergencies 
Urgent Situations 

Emergency Training 149
Power-Off Descent 
Rapid Descent 

Oddball Emergencies 155

Key Points for Real Flying and FSX Built-ins 157

CHAPTER 7: PERFORMANCE TAKEOFFS AND LANDINGS 159

Aerodynamics of Performance 160
Takeoff and Landing Calculations 
Rate and Angle of Climb and Descent 

Short-Field and Soft-Field Procedures 163
Short Runways 
Soft Runways 
Off-Airport Operations 

Yet Another Runway Surface 171

Key Points for Real Flying and FSX Built-ins 172

CHAPTER 8: SLOW FLIGHT, STALLS, AND SPINS 173

Taking It Slowly 174
The Aerodynamics of Slow Flight 
The Separation Begins 
Stalls with a Twist: Spins 

Taking the Cub for a Spin 178
Slow Down 

00i-xviii Front Matter.indd ix00i-xviii Front Matter.indd   ix 5/15/07 1:38:30 PM5/15/07   1:38:30 PM



x

Power-off, or Arrival, Stalls 
Departure, or Power-on, Stalls 
Now for Some Spin 

Catching the Bus 186

Key Points for Real Flying and FSX Built-ins 187

PART III: PRIVATE PILOT 189

CHAPTER 9: FIRST FLIGHT IN THE CESSNA 172SP 191

Transition to the Cessna 172SP 192
Modern Aircraft Instruments 
The Flap About Flaps 
Other System Differences 

Checkout Flight in the Cessna 172SP 206
Engine Start 
Radios Use 
Taxiing and Runup 
Takeoff and Climb 
Basic Maneuvers 
Approach and Landing 

Advanced Maneuvers 215
Performance Takeoffs and Landings 
Emergency Procedures 

Key Points for Real Flying and FSX Built-ins 220

CHAPTER 10: RADIO NAVIGATION WITH TRADIONAL AVIONICS 221

Follow the Invisible Road 222
Finding the Beacon 
Flying a Radial 
But How Far Away Are You? 
Flying with GPS 

Flying Cross-Country with Radio Navigation 235
Off You Go 
The First Turn 
North to Duluth 

00i-xviii Front Matter.indd x00i-xviii Front Matter.indd   x 5/15/07 1:38:30 PM5/15/07   1:38:30 PM



xiCONTENTS

Giving George the Controls 
Direct with GPS 

Getting Unlost and Going Elsewhere 244

Key Points for Real Flying and FSX Built-ins 246

CHAPTER 11: FIRST FLIGHT WITH THE G1000 247

Welcome to the Age of Glass 248
A Distributed System 
The Primary Flight Display 
The Radios 
The Multifunction Flight Display 

G1000 Cross-Country 263
Getting Set Up 
Taking Off 
Staying on Top of Things 
Using VORs 

Try It with a Crosswind 270
No Wind Vector!? 

Key Points for Real Flying and FSX Built-ins 271

CHAPTER 12: NIGHT FLIGHT 273

When Darkness Falls 274
Vision and Illusions 
Night Flying Techniques 
Lights 
Emergencies 

Night Flight in the Cessna 172SP 285
Departure 
On Course 
Arrival at Flying Cloud 

Night Flight in the G1000 289

Key Points for Real Flying and FSX Built-ins 290

CHAPTER 13: WEATHER 291

Weather Theory and Data 292

00i-xviii Front Matter.indd xi00i-xviii Front Matter.indd   xi 5/15/07 1:38:30 PM5/15/07   1:38:30 PM



xii

Weather Hazards 
Weather Controls and Effects 

The Joy of Scud Running 301

Scud Run in Cessna 172 with G1000 306

Key Points for Real Flying and FSX Built-ins 307

CHAPTER 14: MAXIMIZING PERFORMANCE 309

Quick, Clean, and Cool 310
No Replacement for Displacement 
A New, Blue Control 
Stuff Hanging Down and Sticking Out 
Introducing Flight Profiles 

Fly Fast in a Mooney 317
Getting Everything in Position 
Pouring on the Coals 
Climb, Clean, Cool, Communicate 
Picking Up Speed 
Coming Downhill 
Combinations Count 
Going Down and Slowing Down 
Arriving at the Airport 
Approaching for Landing 
Landing 

Mooney under Glass 328

Key Points for Real Flying and FSX Built-ins 330

PART IV: INSTRUMENT RATING 331

CHAPTER 15: BASIC ATTITUDE INSTRUMENT FLYING 333

Fly in the Clouds 334
IFR Ground Checks 
The IFR Scan: Attitude Is Everything 
The Autopilot 
IFR Weather 

IMC Flight in Mooney Bravo 340

00i-xviii Front Matter.indd xii00i-xviii Front Matter.indd   xii 5/15/07 1:38:31 PM5/15/07   1:38:31 PM



xiiiCONTENTS

Basic IFR Maneuvers 
Advanced IFR Maneuvers 
Heading Home 

IFR Flight with Garmin G1000 347

Key Points for Real Flying and FSX Built-ins 349

CHAPTER 16: IFR FLIGHT 351

Flight Plan Creation 352
ATC and Flight Plans 
Instrument Charts 
Departure Procedures 
En Route Operations 
Arrival Procedures 

IFR Flight to a Visual Approach 370
Preflight 
Flight 

Departures, Holds, and Arrivals 378
Flight Plan 
Departure 
Hold (No Wind) 
Hold (Wind) 
Arrival 
Garmin G 

Key Points for Real Flying and FSX Built-ins 386

CHAPTER 17: INSTRUMENT APPROACHES 387

The Final Miles Between Heaven and Earth 388
The Instrument Approach Plate 
VOR Approaches 
Localizer Approaches 
The Big Kahuna: ILS Approaches 

Down Through the Muck: Flying Approaches 409
A VOR at KPAE 
A LOC at KAWO 
An ILS at KPAE 
String PAE AWO BFI Together 

Do It with Wind 437

00i-xviii Front Matter.indd xiii00i-xviii Front Matter.indd   xiii 5/15/07 1:38:31 PM5/15/07   1:38:31 PM



xiv

Key Points for Real Flying and FSX Built-ins 439

CHAPTER 18: GPS APPROACHES 441

No Ground Station Needed 442
A Basic GPS Approach 
Overlay Approaches 
RNAV Approaches 
GPS Sensitivity 
Using the GPS 

Fly Some GPS with a Six-Pack 455
KSHN GPS Rwy  
RNAV Rwy  Approach at KFHR 
The VOR or GPS Rwy  at KHQM 

Instrument Approaches on the G1000 489
GPS Rwy  at KPWT 
ILS  at KTIW 

Key Points for Real Flying and FSX Built-ins 503

CHAPTER 19: ADDITIONAL INSTRUMENT APPROACHES 505

More Ways to Get Around and Down 506
NDB Approaches 
DME Arcs 
Localizer Back-Course Approaches 
Visual and Contact Approaches 
Circle to Land 

Multiple Approaches—Calm Wind 526
An NDB at KTIW 
A DME Arc at KOLM 
A Back Course at KSLE 
A Contact Approach at KBFI 

Multiple Approaches—with Wind 537
NDB Approach with Wind 
DME Arc with Wind 
LOC BC Approach with Wind 
Combo with a Side of Wind 

Key Points for Real Flying and FSX Built-ins 541

00i-xviii Front Matter.indd xiv00i-xviii Front Matter.indd   xiv 5/15/07 1:38:32 PM5/15/07   1:38:32 PM



xvCONTENTS

CHAPTER 20: IFR EMERGENCIES 543

IFR Emergencies in Theory 544
Partial-Panel Flying 
Other IMC Emergencies 
Recovery from Unusual Attitudes 
Lost Communication 

IFR Emergencies in Practice 562
Partial Panel 
Electrical Failure 
Unusual Attitude Recovery 

Unexpected Emergencies 565

Key Points for Real Flying and FSX Built-ins 567

PART V: COMMERCIAL LICENSE 569

CHAPTER 21: MULTIENGINE FLYING IN THE BEECHCRAFT BARON 571

Flying Multiengine Airplanes 572
Redline and Blueline 
Some Other Baron Points 

Getting Up to Speed in the Baron 577
Taxi the Twin 
A Lean Machine 
The Takeoff Briefing 
Patience, Patience 
Flight Profiles for the Baron 
Baron on the Gauges 

Doing Performance Takeoffs and Landings 591
What Makes the Field Short? 
Crosswind Approaches 

Key Points for Real Flying and FSX Built-ins 596

CHAPTER 22: COMMERCIAL FLIGHT MANEUVERS 597

Loading and Performance 598
Weight 

00i-xviii Front Matter.indd xv00i-xviii Front Matter.indd   xv 5/15/07 1:38:32 PM5/15/07   1:38:32 PM



xvi

CG and Aircraft Performance 
Flight Maneuvers—Eights on Pylons 

Commercial Flight Maneuvers 605
Steep Turns 
Slow Flight and Stalls 
Weight and Balance Flight Testing 

Single Engine–Only Maneuvers 609
Steep Spiral 
Emergency Approach and Landing 
Chandelles 
Lazy Eights 
Eights on Pylons 

Key Points for Real Flying and FSX Built-ins 616

CHAPTER 23: FLYING WITH ONE FEATHERED 617

One Engine Down 618
Single-Engine Aerodynamics 
Engine-out Procedures 

Single-Engine Approaches and Landings 627
What’s Happening Here? 
Single-Engine ILS 
Single-Engine GPS Approach 
Single-Engine Crosswind Landings 

Additional Single-Engine Work 636
Engine Failure on Takeoff 
Vmc Demo 
Drag Demo 

Key Points for Real Flying and FSX Built-ins 641

PART VI: ATP AND BEYOND 643

CHAPTER 24: MULTIPLAYER 645

Sharing the Virtual Skies 646
How Multiplayer Works 
Getting into Multiplayer 

00i-xviii Front Matter.indd xvi00i-xviii Front Matter.indd   xvi 5/15/07 1:38:32 PM5/15/07   1:38:32 PM



xviiCONTENTS

Hosting a Multiplayer Session 
Setting Up Shared Aircraft 
Joining a Multiplayer Session 

Playing Well with Others 657
Let’s Chat 
Radio Chatter 
Flying with Other Airplanes 
Flying with Another Pilot 
Climbing into the Tower 
Your World, Their World 

Key Points for Real Flying and FSX Built-ins 670

CHAPTER 25: VIRTUAL AIRLINES AND ONLINE FLYING 671

Virtual Airlines 672
Finding a Virtual Airline 
Hubs and Pilot Bases 
Moving Up the Ranks 
Multiplayer 

Online Flying 676
Starting Out 
Communication 
Training and Experience 
Real (Virtual) Controllers 
Events 

Key Points for Real Flying and FSX Built-ins 685

CHAPTER 26: VIRTUAL AIR TRAFFIC CONTROL 687

Pushing Tin 688
Software Requirements 
Becoming a Controller 
The Radar Screen 
Communication 
Working with Other Controllers 

ATC Positions from the Ground Up 698
Clearance Delivery 
Ground Control 
Tower (Local) Control 
Approach (and Departure) Control 

00i-xviii Front Matter.indd xvii00i-xviii Front Matter.indd   xvii 5/15/07 1:38:33 PM5/15/07   1:38:33 PM



xviii

En Route (Center) Control 

Key Points for Real Flying and FSX Built-ins 708

CHAPTER 27: CONCLUSION 709

Pelican’s Perspective 710

INDEX 711

00i-xviii Front Matter.indd xviii00i-xviii Front Matter.indd   xviii 5/15/07 1:38:33 PM5/15/07   1:38:33 PM



PART

001-009 Intro.indd 1001-009 Intro.indd   1 5/15/07 1:40:00 PM5/15/07   1:40:00 PM



CONTENTS

INTRO .................................................page 3WHY USE FLIGHT SIMULATOR FOR REAL-WORLD TRAINING?

CHAPTER 1 .......................................page 9FLIGHT SCHOOL SETUP

CHAPTER 2 ..................................page 29FIRST FLIGHT IN THE PIPER J-3 CUB

001-009 Intro.indd 2001-009 Intro.indd   2 5/15/07 1:40:08 PM5/15/07   1:40:08 PM



“Flying is so many parts skill, so many parts plan-
ning, so many parts maintenance, and so many parts 
luck. The trick is to reduce the luck by increasing the 
others.”

—David L. Baker
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WHY WE FLYWHY WE FLY
If you spend enough time around the airport, or just instructing students, you fi nd that everyone comes to fl ying 
with a story. One of the secrets to good fl ight instruction is to fi nd out what a student’s story is, because that’s how 
you fi nd out what motivates them. Th at’s the reason they want to fl y.

Some folks love the freedom of being in the air or traveling hundreds of miles in just a couple of hours. Some 
folks love the technical details and perfecting their technique. Some people even come to aviation to conquer their 
fear of heights or of fl ying itself. No matter what your story, however, some underlying drive—some passion—is 
motivating you and can be satisfi ed only by learning to fl y.

So, what does that have to do with Flight Simulator? Well, fl ying is expensive, demanding, subject to the whims 
of weather and maintenance, and sometimes just doesn’t fi t easily into the realities of our schedules. Flight Simu-
lator lets you feed your passion when, for one reason or another, fl ying a real airplane is not an option or even 
desirable.

Even when fl ying is an option, developing your skills and knowledge using Flight Simulator can make your fl y-
ing time more effi  cient and a lot more fun. Whisking your sweetheart away by air for a romantic island getaway 
sure beats banging out landing aft er landing trying to get it just right. Judicious use of Flight Simulator can make 
that island getaway a possibility just a bit faster.

HOW TO USE THIS BOOKHOW TO USE THIS BOOK
Th is book mimics the path you might take aft er you decide to learn to fl y, but it does not contain everything you 
need to know to fl y an airplane. Instead, we focus on the items that Flight Simulator teaches well. We also give you 
the collateral information you would get during real fl ight training, such as checklists or examples of accidents that 
illuminate a point. Th e idea is to use Flight Simulator to give aspiring pilots the best head start possible and help 
virtual pilots create the most realistic experience.

Th ese items are presented in a chronological order that starts with what a student pilot would learn and ends 
with a pilot preparing for an airline job. You don’t have to read these chapters in order, but at times we will reference 
something that we explained in an earlier chapter.
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5INTRO WHY USE FLIGHT SIMULATOR
FOR REAL-WORLD TRAINING?

Too many great aviation texts are out there to list them all, but building a good aviation library 
is an important part of keeping up your skills as a pilot. Or, at least it’s a great excuse to collect 
a bunch of fun books. Here’s a short list to get you going if you need it. In addition, you might 
want to check out some of the fl ight manuals for the airplanes you fl y in Flight Simulator. Many 
of them are available through historical aviation merchants and online.

Stick and Rudder, by Wolfgang Langewiesche. A classic since its publication in 1944, this is still 
arguably the best book on how an airplane fl ies described from the pilot’s point of view.

Th e Compleat Taildragger Pilot, by Harvey Plourde. Th is is our favorite book on fl ying tailwheel 
airplanes. It’s a great reference to help master the Cub.

Weather Flying, by Robert Buck. Th is is another classic on aviation weather written for the pilot 
in clear, easy-to-understand terms.

Seaplane Operations, by Dale De Remer and Cesare Baj. Th is is one of the best general texts on 
fl ying fl oatplanes and fl ying boats (FSX has both). It contains great graphics and some amazing 
photos.

Mountain Flying, by Doug Geeting and Steve Woerner. Th is book is hard to fi nd, but we fi nd it 
more approachable than Sparky Imeson’s classic of the same title. Sparky’s text is a great book 
too, though.

Basic Aerobatics, by Geza Szurovy and Mike Goulian. Read this book, and then strap on the Ex-
tra 300 to get a diff erent attitude on fl ying.

Song of the Sky, by Guy Murchie. Th is book contains a series of essays from the golden era of 
aviation that give an interesting perspective on how far we’ve come in transport-category fl ying.

Wind, Sand, and Stars, by Antoine de Saint-Exupery. Th is is arguably one of the most poetic 
books ever written on the early days of aviation and the people who made it possible.

Fate Is the Hunter, by Ernet Gahn. Th is is simply a classic and part of any pilot’s understanding 
about life (and death) in the air.

West with the Night, by Beryl Markham. Th is book contains true tales of early fl ying in Africa 
and the fi rst east-to-west transatlantic crossing. It is beautifully written.

Federal Aviation Regulations and Aeronautical Information Manual, by the FAA. Calling this a 
favorite is a bit disingenuous. Who reads the rules just for fun? But the FAR-AIM is the bible of 
real-world fl ying in the United States. If you want your sim fl ying to be as real as it gets, fl y ac-
cording to these rules and procedures.

STUDENT OF THE CRAFT

SOME OF OUR FAVORITE AVIATION BOOKSSOME OF OUR FAVORITE AVIATION BOOKS
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PROCEDURE TRAINING VS. SCENARIO-BASED TRAININGPROCEDURE TRAINING VS. SCENARIO-BASED TRAINING
Flight training has undergone a major shift  in the past 10 years. A combination of change in certifi cation standards 
for airplanes, liability laws, and the availability of cheap electronics has brought a number of complex and capable 
airplanes onto the general aviation (GA) market. Th e Garmin G1000 “glass cockpits” in several of the Flight Simu-
lator X (FSX) aircraft  are great examples of the kinds of computing power you might fi nd in a GA cockpit.

All that computing power comes at a price. Th e amount of information a new pilot has to learn, and the amount 
of information any pilot has to integrate, has gone way, way up. Old-school fl ight training was based around teach-
ing the procedures for fl ying an airplane—how the throttle works or how to fl y around the traffi  c pattern in an 
airport, for example. Th at was fi ne when aircraft  were fairly simple, but with so many complex systems on modern 
aircraft , a new system was needed to help pilots integrate thinking skills, technical skills, and physical motions 
that are needed to work together to use the airplane well.

Th at’s where scenario-based training comes in. Scenarios are kind of like those do-it-yourself stories you might 
remember from your childhood where you’d read a little bit and then have to make a choice between two actions, 
each with its own page number. Aft er you chose, you went to that page to fi nd out what happened, read a little 
more, make another choice, and so on. By the end of the book you could’ve found the pirate’s treasure or ended 
up stranded on a deserted island.

In scenario-based fl ight instruction, the instructor guides the student through a scenario where the student has 
to use all available resources to try to have a successful outcome. For example, while fl ying from airport A to air-
port B, the instructor might simulate a partial power loss to the engine. Th e student would have to fl y the airplane 
in its impaired state, use the GPS to fi nd an alternate airport, and troubleshoot the problem. Th ere are no right or 
wrong answers, just choices and consequences.

FSX is a great tool for fl ying scenarios and practicing this integrated approach to fl ying. Even better than with 
a real airplane, FSX lets you set up any kind of wind or weather, stop and redo scenarios from any point, and even 
get the view from outside the airplane. Wherever possible, we’ll structure our training around scenarios that you 
can fl y.

WHAT’S ON THE WEBSITEWHAT’S ON THE WEBSITE
FSX comes with preinstalled fl ights that place you in a particular airplane at a particular airport, with some chal-
lenge to accomplish. For each of the lessons throughout this book, we have created our own fl ights and provided 
them on the website at www.wiley.com. All you have to do is load up the fl ight and turn to that section in this 
book to be ready to practice.

Flight instructors regularly demonstrate maneuvers or procedures to their students before asking the student 
to give it a try. Although we can’t sit down next to you at your home computer, we have used FSX’s fl ight recorder 
feature to record us demonstrating a maneuver so you can play it back and see it for yourself. Several of these 
fl ights are on the website.

To get the fl ights and movies onto your computer, you’ll need to move them to the correct FSX folder. Here’s 
what to do under Windows XP:
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 1. Go to www.wiley.com, and do a search for Flight Simulator X for Pilots.

 2.  Click the link for FSX Flights and Movies. You will be prompted whether you want to open or save the 
fi le. Save it somewhere you can fi nd it later.

 3.  When the download is complete—and it might take a long time if you don’t have a broadband Internet 
connection—double-click the compressed folder you downloaded. It’s called FSX_Files.zip.

 4.  Th is should open the folder and show quite a few fi les. You can use the “Extract all fi les” link in the fold-
er tasks on the left , or you can simply select all the fi les and choose Edit > Copy.

 5. Open the My Documents folder on your computer.

 6. Open the Flight Simulator X Files inside My Documents.

 7. Choose Edit > Paste.

Th is should copy all the FSX fl ights and movies referenced in this book into your folder, so they will be available 
the next time you start FSX.

We’ve also included several other documents to help with your fl ight training, such as aviation charts. 
We’ll mention them as they come up in this book, and you can fi nd on the website in a compressed fi le called 
Additional Files.zip.

Color versions of the black-and-white images in the book are also on the website under the “Book images” link 
and are organized by chapter.
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1
“[The airplane] does not isolate man from the great 
problems of nature but plunges him more deeply into 
them.”

—Antoine de Saint-Exupéry

“Speed is life.”
—Israeli air-tactics manual

FLIGHT SCHOOL
SETUP

CHAPTER
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PART I
PREFLIGHT

PART II 
SPORT PILOT

PART III
PRIVATE PILOT

PART IV
INSTRUMENT RATING

PART V
COMMERCIAL LICENSE

PART VI
ATP AND BEYOND

InstallIng FsX
Installing Flight Simulator (FSX) is rather pain-
less, other than that it takes a long time. It also 
takes up almost 13GB of disk space. (That’s not a 
typo. It’s 13 not 1.3.) When you run FSX for the 
first time, it will take some additional time to con-
figure itself. During this process, FSX will figure 
out the best display settings to give you a balance 
between visual performance—how smoothly the 
airplane appears to fly—and visual quality.

FSX does a pretty good job in striking the 
right balance, assuming your computer system 
is fairly high-end. That might be a big assump-
tion, but the truth is if you want Flight Simula-
tor to accurately represent a real-world airplane, 
you need to invest in a fairly decent system to 
run it. FSX will run on older systems, but the 
frustration of waiting for it to load (Figure 1-1) 
each time you want to fly and having a rather 
cartoonish-looking airplane might take much of 

the fun out of your virtual flying. We’ll talk about customizing your performance settings and why you might want 
to do this later in this chapter (see “Getting the Right Hardware”) and also in Appendix C.

lookIng at What’s neW In FsX
When FSX finishes all its start-up duties, you’ll be at the 
Learning Center and the Getting Started page. The three 
huge buttons correspond to three promo movies, which 
are actually fun to watch if you have some time. One of 
these movies gives you a rundown of what’s new in this 
version of Flight Simulator. We’ll save you the trouble and 
let you know the key differences right here:

•   The video quality of the world overall has increased 
immensely—if your computer is capable of showing it. 
FSX has a potential increase in scenery resolution 16 
times that of Flight Simulator 2004. Figure 1-2 shows 
the amazing view from the tower.

Figure 1-1: Even on a ripping-fast computer system, you’ll see quite a 
bit of this progress bar as a flight loads.

Figure 1-2: The view from the tower is new.


