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Completion Standards
The detailed goals for this lesson are outlined in the table at the end of this chapter. In general, before you move on to the next lesson, you should be able to:
	﻿﻿Identify the key controls and instruments in the cockpit of your virtual airplane controls on the flight yoke or joystick to look around

	﻿﻿Hide or dim the instrument panel to enhance the view of the outside world

	﻿﻿Use the integrated help features

	﻿﻿Understand the functions of the key flight controls

 
The grading sheet uses standard FITS terminology to help assess your learners' progress. As noted in "FITS Grading Standards" in Chapter 9, you should be able to describe, explain, practice, or perform the concept or task associated with each goal for a lesson, as appropriate. As you advance through the lessons, you may also encounter goals that require you to manage situations and decide on appropriate actions.
 
References and Resources
As the flight instructor, you should give your learner a guided tour of an airplane and help them understand what’s involved in learning to fly. The following references and resources will help your learners before they climb into the cockpit of the simulator:
 
	Tital	Chapter	Topics
	Pilots Handbook of Aeronautical Knowledge 	Chapter 1, Introduction to Flying	FAA Reference Material and The Student Pilot 
	 
	Chapter 2, Aircraft Structure	Lift and Basic Aerodynamics, Major Components, Performamce Instrument, Control Instruments and Navigational Instruments 

 
Preflight Briefing
As mentioned earlier, this lesson starts in the air, as though your instructor has completed the takeoff and directed you to the practice area. Now, you can explore the cockpit of your virtual aircraft and experiment with the simulator's key features.
 
Feel free to take as much time as you need and pause the flight when you're confident you've achieved the objectives. There's no need to worry about returning to the airport and landing. The instructor will handle those duties just like in a real introductory flight.
 
Location and Weather
The lesson starts on the Essex Skypark (W48) runway, where you will take off and fly to Martin State Airport (KMTN). It’s a beautiful day, and you’re flying over a rural area away from busy airports (see Figure 14-2).
 
Figure 14-2: Area around Essex, MD, on the Washington sectional chart, as shown on SkyVector￼[image: \.png]
 
Tips for This Lesson
The overall goals of this lesson include becoming familiar with the basic features of the simulation you will use and the cockpit instrument controls of your virtual Cessna 172 Skyhawk. The following sections provide specific tips to help you achieve these objectives.
 
Yoke and Joystick Controls
Experiment with the buttons and switches on the flight yoke or joystick you are using. Don’t worry about memorizing all the functions at this stage. With a bit of practice, you will become comfortable with the most important controls, such as the “hat” switch at the top of a joystick, which is usually used to change your view left, right, and forward. You can also reassign functions to the buttons and switches.
 
To modify the functions assigned to the yoke and joystick buttons and switches:
 
 
Interactive Map
The simulator features interactive maps that allow you to check your position and access information about airports and navigation aids. You can also drag the airplane symbol to adjust its position and fill in fields to reset your altitude, speed, and heading.
To learn more about using the interactive maps:
 
 
Objectives and Desired Outcome Grading Sheet
	Scenario	Scenario Sub-Activities	Desired Outcome
	Pilot Qualifications	14 CFR parts 61, 68, 91; AC 68-1; FAA-H-8083-2, FAA-H-8083-3, FAA-H-8083-25	Review
	Airworthiness Requirments	14 CFR parts 39, 43, 91; FAA-H-8083-2, FAA-H-8083-3, FAA-H-8083-25	Review
	Learn the key components and cockpit features of a typical airplane	 
	Describe
	Review common questions about flight training and pilot certification	 
	Describe/Discuss
	Learn key features of the simulator 	Change views	Practice
	 
	Use the mouse to operate controls	Practice
	 
	Adjust the height of, dim, hide the instrument panel	Practice
	 
	Observe the simulations interactive map	Practice
	 
	Explore the simulators integrated help system and web-based resources.	Practice
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Objective
“Tho lessan' abjoctive i t axplan theprocas of bocaming a po, baginning with tho SportPit cortfcat.
Additonally, it ams to answier questions about the g raining process and ensure that your leam
omprahonds tho essential parts of an aiiane (see Figuro 14-1) and the ialinstruments and corirols n he
cockpit. Trroughot th lesson, alow your learmor o sce the word rom the pilos seat and fear how o Use
ey visual refronces during basicfight maneuvers.

Those basic goals also apply o tis firstvirtual ight, which:

* Introduces the key references and resources that your leamer will use throughout the piot course

+ Provides a low-stress environment so that your leamer will become comfortable with the basic
layout of the cockpitof your virtual airplane

+ Give opportunities to practice using key features such as using the mouse to operate cockpit
controls, changing the view, viewing your position on the map, and getting help.

+ Introduces the learner-centered grading systen that is one of the keys to Scenario-based training

“This world should be the place where you introduce the Sport Pilot PTS or Private Pilot ACS for
single-engine land alrplanes.
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