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Congratulations! You have now jeined Filot Academy, where you will learn
about the skills and knowledge you need to be a pilot.

Every vyear, airline pilofe carry billions of paszengers around the globe,
helicopter pilots carry workers to oil rige at tea, rescue people from
mountaing and even fly air ambulances, and jet pilots patrol the skies to
keep their country safe. All of these fasks are possible thanks to the skill
and knowledge of pilots who fly kigh in the sky, often at incredible tpeeds.

Trainee pilots have a lot to learn when they enter the amazing world
of flight. As you complete the tasks in this book you will discover
what the different types of pilot need to be able to do. This includes:

Understanding how their aircraft works.
K-eeping passengers and crew safe,
Flying at top speeds.

Retponding fo emergencies.

Landing safely.

Your first task is to Bl in
the Trainee Pilot card.

Tou will akso find out about the different aircraft and skills
and qualities a pilot needs, such as excellent fitness, qood
coordination, fast reactions and team-working skills.

At jou go through the course, you will graduate as
a Hehcopter Pilot, a Jet Filot and an Airline Pilot.

(ood hek!



HELICOPTER
CONTROLS

Before a trainee hebicopter pilot iz allowed to fly their aircraft, they must understand how
the controls work, There are four main controls = the stick, rudder, throttle and lever,

O ey

The STICK condrols the filt of
the rotor blades. If they it left,

the helicopter turns left. if they Two pedals operate the
tilt right, the helicopter furnt right. RUDDER. Thewe are used
to turn the helicopter around

on its own axis. They do this
by increating or decreasing the

speed of the tail rotor,

‘ STICK

RUDDER PEDALS

— Twisting the THROTTLE

H“\ increazes and decreaser

engine power.

These are the

change the angle of the blades. swash plates.

Foinvting wp brings air rushing in
undernieath, causing lift.

WALL BALL GAME

Operating the controls while watching where the aircraft is heading can
be tricky, and a helicopter pilot needs to have excellent hand-eye
coordination skills. Practice yours by playing this game.

You will need: high outdoor wall, tenniz ball, stopwatch or timer, a friend.

1. tand about two strides away from a wall. Ak your friend 1o fime you. \When they say “bol” use
your right hand 4o throw the ball at the wall. Then uee your left hand to catch it as it bounces back.

2, Next, throw the ball
using your left hand
and catch it uging
your right. Repeat this
sequence, and see how
many catches you can
complete in one minute.

3. Try four more fimes,
and see if you can
IMprove your fcore.

Fecord your rewtts in the boxes below.

ATTEMPT
1 2 L] L] 5

ATTEMPT ATTEMPT ATTEMPT ATTEMPT

HUKMBER
OF CATCHES

- S
Wheon you have finished
playing the Wall Ball game,
place your Task Complete
sticker here.

el

S,
W -

B
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SEARCH AND RESCUE:

NIGHT FLYING

A search and rescue helicopter pilot cannot choose when fo fiy. For example, mountain hikers may
stay out too late and become lost in the darkness Then, If the search and rescue team i called

out, the pilot will need fo take off and land in the dark, a5 well as carry out the search

The h-:lu:.-:_:p’rm' flies ina pattern over the tédrch dred,
thining th Ji ':|-§,"|r5. Fowerful se archlights help

the criw J.F-:I* people on the -3r-'.':'.1r"-:|.

When flying at night, it i important o !
be seen. A helicopter could have a white
strobe light on the end of its fail, ,-"'II
as well az green [right] and red (eft) s
navigation lights vision goggles fo help
them s2e in the dark

Filots might wear night

Thermal tentors can locate
body heat from people

on the ground.

SEARCH AMD RESCUE MISSION

Practise how well you can find things using a searchlight. You can use
a darkened room. Play it with a friend, taking turns to be the searcher.

You will need: paper, p.i:r'ul_ torch, a friend.

¥ Cut or tear the paper into six small pleces about 3 cm 2 3

wide. Write the numbers | to b on them, 5o 2ach piece

has a different number. Ll :f} 4.':!?

» [ive the pieces to your friend and ask them fo go into the darkened room while you wait
outide. They must put all six pleces in different places on the floor, umber side up.

s Now s your turn o go into the room. dwitch on the forch and search for
the pieces. Tou can only pick them Up in fMumbdr order — 50 you cannot
touch number 1 votil you have found number |, and 20 on

When you have fnished
your night search practise,
place yvour Task Complete
sticker here.

When the helicopter team
- aF.u::h i rr"q.;ini perion, El-.g-ll My
i call in the ground feam, or fhey

may land and pick up the A PLACE

STICKER
HERE

person themielves

TasE COMPLETE



"* AI R LI N E P I LOT 5 FUSELAGE The main part of the aircraft HOLD The lugqage compartment.

fo which the wings are attached.
TAIL This inchedes a vertical fin and a horizondal

KNOW YOUR e et
AIRLINER

Before flying their airliner for the first fime, the pilot needs o learn az ruch az pousible
about it. Large airliners are |-.'..r-3£_ powerful machines, They may be over 13 metres lang,
with a wingipan stretehing three-quarters the length of a foothall piteh.

The airliner can weigh 200,000 kg — that's about the same as the Ttatue of Liberty,
Imagine how much power ik needed to lift this weight off the ground!
Airliners are £ven heavier with hundreds of passengers on board.

v
lii% 3 ______I__I_
COCKPIT OR FLIGHT DECK
PASSENGER CABIN The part of The pilots control the plane from here.
the airliner where the pascengers 1.
MATCH THE AIRCRAFT PARTS WING The wingt create the ift that
In the picture on the opposite page, different parts WING FLAP Fart of the Wing keeps the plans in the air.
of the aircraft are numbered from 1 to 8. Your challenge that moves up and down during o
is to match the parts to their labels. take off and landing, Whan you lhave matched the PLACE
Read each name and label carefully, and then write labels and numbers, check STICKER
the correct part number in the circle. The first one JET ENGINE Airliners vzually ﬁ:;:’“‘""': :"I:"'"’““’" HERE
page an £@ Your
has been done for you. have either two or four of these. Task Complete sticker here.
TASK COMPLETE
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—PILOT —
REACTIONS

Have you heard of jets being described as ‘wpersonic'? When something i described
fhis way, it means it can fravel foster than the speed of sound.

SUPERSONIC SPEED
Jounds fravel at a speed of about 1,225 kilometres per hour,
though thiz can vary slightly depending upon weather conditions.

Imagine you and a friend were standing at opposite ends of a
football pitch, If your friend called out your name, you
would hedr their voice less than one third of a second later!

THE THREE COQINS CATCH CHALLENGE

Jets travel at amazing speeds and jet pilots must operate with split-second
timing. Practise this three-level challenge to develop the fast reactions

need to ﬂ_f supersonic aircraft. T

-ﬁ-ﬁmﬂ

Itart at Beginner Level. Unee you have mastered it, move to Intermediate and then Expert Levels.

You will need: three coing, a friend.

BEGINMNER LEVEL
1. Place a coin on the back of yowr 2. Now catch the coin 8. When you can do this, repeat
hand. Jerk your hand upwards in the palm of the wing wo coint thacked on top of
slighthy, 2o the coin flicks up. same hand. each other, Then 4y three coingd
—

- = ==

INTERMEDIATE LEVEL

1. Ask a friend to stretch out one
arm. Drop a coin info their hand.

2. ltand one pace in front of them
with your armiz by your sides

8. When they drop the cain, catch it before it hits the ground.

EXPERT LEVEL
1. Bend up one arm, about 3. Now, quickly drop
level with e shouler. your hard and iry
to cateh the coin.

2, Place a coin on the

N 5
back of your arm,
Just above the elbow.
—
MACH NUMBERS

Une way of meaturing jet speed is by wing Mach numbers.

if a jet iz travelling at the speed of ound (L2213 kphl,

it is frd‘-l-t"lng at Mach 1 When you have done the

Three Coins Catch challenge,
place your Task Complete
sticker hora.

e

" TASKCOMPLETE

A lot of jets can fly faster than Mach
(T % 1129 kph = 2430 kphl. For example
the F-15 Eagle can reach Nach 7,31

i



LANDING
’?’ PRACTICE

All airlne pilots need o know how to make a smooth landing. There are hundreds of
pastengers on baard, to i need: fo be az |:ur"|p-‘fr-!:! at Fm:uble- Look at +he vieps below
to learn how it should be done.

1. Make sure the landing gear i down |:-'1' \

presiing down the gear handle. Lights on the

= S VS S S iR =

flight deck will show the wheels are down. T— - i G

Wwheels drop down ot r;

from under Fldm! d’ I
2. Just before the plane hite the rumway, pull
a . back on the control column. This raises
R i'_'_"T: the nose of the plane dightly, 1o that it lands

] on the back wheels, not the front.
3. hs 1oon a1 you land, activate the reverse \

thrust. This slows the plane, by making the engine T frs b e -

exhaust flow forwards instead of backwards. o U L

4. hgply the wheel brakes by pressing on the
__1:_ = foot pedal. When the plane haz stopped, press the

parking brake and switch off the engines, Wait for
= the ground crew to position the steps.

THE LANDIMNG GAME
Practise getting your stopping speed right by making and playing this game with a
friend. Remember to ask an adult's permission before chalking on a path or patio.

You will need: paper sirip measuring about 10 cm x  om, a pencil or ballpoint pen, scissors, shicky
tape, chalk, tape measure, hard outside surface you are dllowed to chalk on.

! “.._..'h

2, Uze the scissors to cut
the folded paper in half
diagonally, at the dotted
line in the picture shows,

1. Fold the paper strip in half. 8. Dpen out the paper, which

will be shaped like a plane’s
wingz. Tape this to a pencil
or pen fo make your plane.

. Use the chalk and tape meature to draw a runway on the hard surface. Your runway should
meature | metre long and 30 em wide. plit it into sections every 10 cm, at thown in the
picture below. Finally, draw a dotted line along the centre.

Time to play! Position the plane at the start. Take turns to flick it ONCE to send
it along the runway. Check where it lands and note your scores. The winner is the
first player to score 20 points.

0-13 em ! 19-30 em : 90-T3 em : T3=100 em

_
« 0 points 1point l 3 points Spesnts Lese 10 points
E ks X3 : if the plane crosses
J | the 100 cr Il
Score 2 bonus points
if the plane wings are over 5::-3 EEH
fhe centre line when it stope! /' HERE

When you have made and played the Landing
Game, place your Task Complete sticker here.

TASK COMPLETE
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PILOT KIT

. F|ig|1’t Stats Game Cards
» World Class Pilot Game

o Airliner Cross-section Poster

* Airliner Model
(on the Raps of the book)

e Stickers

FLIGHT STATS GAME
INSTRUCTIONS

FOR 2+ PLAYERS

Shuffle and deal all of the cards. The player
to the dealer’s left starts by reading out

a category value of their choice from the
card at the top of their pile (e.g. Size = 5).
The next player then reads out the same
category value from the card at the top of
their pile, and so on until each player has
read the chosen category value. The player
with the highest category value wins and
collects the cards played in that round, then
chooses the category value for the next
round. If there is a tie, no one takes the
cards in the round. The player that collects
all of the cards is the winner.

ANSWERS

PLAN THE ROUTE, PAGE 45




