‘HOW TO FLY’ SERIE

DEVELOPING
THE FREESTYLE

By Lee Manelski
Contributing Editor

Over the vears a lot hag been writ-
ten about designing a Freestyle pro-
gram and everyone has an opinion as
te what should be included. The ruies
are specific on the families that must
be used in this program, depending
upon the category in which veu are
flving. The intent of this article is to
show the problems that may exist
with certain figures as they are placed
within your sequence.

From Spertsman up. the ground
rules are basically identical. Free-
stvles should be developed 10 fly into
a wind. The logical assumption is that
some headwind will exist in the box
as well a3 some crosswind. Divide
your sequence into the required
number of figures. For example. if
the required number of figures is 18,
then you would expect a crosswind
figure to exist at approximately six-
figure intervals. Some cardinal rules
about developing Frees include: do
not put a spin downwind in a se-
quence and do not put two ham-
merheads on the downwind end for a
crosswind corrector because these fig-
ures stand a very good chance of blow-
ing you out downwind. The same
helds true for a tailslide. They should
be done upwind, either centerbox or
at the upwind end of the box, but not
downwind.

Half-looping figures tend to fleat
nicely if they are looped back into the
wind. Square loops belong on the up-
wind end of the box. However, if plan-
ning is proper, half-square loaps could
be planned downwind and finished
going upwind, Underpowered aircraft
should use the wind to an advantage.
For instance, reverse Cuban eights
would look prettier when initiated
downwind because the hackside of the
loop will fill out and give the appear-
ance of a higher ground speed than
what is actual.

Humpty bumps can generaily be
flown into the wind, crosswind or
dewnwind; however, the first vertical
line in the humpty bumps should be
on the outer edge of the box. For in-
stance, a pull, half-roll, push hump

would be better off done into the wind
so that the first vertical line is as up-
wind az possible. with a half roll and
pushing downwind. The hump that
vou might want to avoid is a down-
wind hump with a half rell up. An
example is a pull-pull-pull hump
where voure starting the vertical
line. You do the half roll and now vou
have to pull further downwind. This
would be very difficult to plan and
stay in the box with any kind of wind.
Why rizk going out of the box during
the half loop downwind?

Many times we'll see crosswind cor-
rectors done centerbox. As a matter of
personal preference and, of course.
locking at a lot of Freestyles by the
best In the sport in each category, [
find that crosswind correctors should
be done on the upwind end of the bax.

If there's a strong wind, two ham-
merheads started on the upwind part
of the box may serve as an upwind
crasswind corrector. However, with a
significant headwind on the X-axis.
the amount of hang time on higher
performance aircraft mayv cause prob-
lems because by the time the second
hammerhead is done, you may find
vourself at centerbox. If there’s
another figure to be done, you're apt
to find yourself crowding the down-
wind end of the box and this should
be taken into account.

This brings me to the next point. It
isn't a good idea to have a downwind
centerbox figure. First, you can see
that a crosswind corrector, a hump, a
tailslide, or any figure on the upwind
end of the box, with any kind of wind,
will make it very difficult to score
high in positioning fcentering! that
downwind centerbox figure, Second, if
that figure is positioned slightly
downwind because of the wind, vou
still have a downwind figure to com-
plete and the chance of being blown
out of the box is excellent. Keep the
center of the box open when going
WITH THE WIND. Centerbox figures
generally work very well for openers.
Spins, tailslides, humps and ham-
merheads all work well to start your
sequence.

Yes, there are required figures and
you can consult the rule book for the

category that you're {lying, but let me
say a few things about some of those
figures. Some are very easy to do but
hard te score — for instance, a full
loop. We know that full loops are
picked apart by judges. just like 45-
degree lines have been. A full loop,
although a required family, is not &
required figure. Aveid a full loop in
the Freestyle. Also avoid a full six-
sided or eight-sided loop for the same
reason. The judges have too much to
look at, teo much to critique, and you
can get around the rule by putting in
a half loop within the same family to
meet the versatility requirernent of
this program.

Advanced and Unlimited pilots are
required to have a rolling turn and
will probably set up their Freestyles
to do the easiest rolling turn possible
with the lowest K-factor for the same
reasons just stated regarding the loop-
ing families. The judges have six or
seven criteria to review and it is very
easy to pick it apart. Mast of us would
be very happy with 8.5 on a rolling
turn. A 180-degree two-turn roller to
the inside is a very low K-factor and
will score a lot better than four rolls
in a 360-degree turn.

Intermediate, Advanced and Un-
limited pilots are required a
maximum number of figures, and no
more. Why not go ahead and do as
many figures as the rules allow? For
instance, in Intermediate, if 15 fig
ures are the maximum allowed, go
with 15 figures because this reduces
the K per figure, the difficulty per fig-
ure, and gives you a chance of bring-
ing your overall grade per figure up.
In Unlimited, we have 18 figures. Not
many Unlimited pilots have less than
13, You can imagine what the X is for
18 figures, much less what it would
be if you only had 18. That would
raitse the K to an exorbitant amount.

After you've put your Freestyle to-
gether and you've gone ahead and
checked the versatility requirements
from the rule book, take out a piece
of paper and draw a big square to rep-
resent the box. Now, place the figures
from 1 (cne) to 15 (for Intermediate)
on the piece of paper inside the
square. If #1 is a centerbox hump,
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then put a little 1 right in the center
of your square. If #2 is on the upwind
end, place it there. Go through the en-
tire 15 figures and see how it's going
to position and fly with a 10-knot
headwind.

Now take another piece of paper
and draw another square. Place the
wind arrow at about 45 degrees to the
left or right, somewhere between the
X and Y-axis. Take the same se-
quence and start #1 on the upwind
center {if that was your opening cen-
terbox figurel. And #2, point out
there that the drift will bring you
somewhat downwind on the Y-axis,
Go all the way through your sequence
and see if you have the crosswind cor-
rectors spaced evenly for a 10 or 15-
knot crosswind in the box. Will it flow
without allowing you to drap out of
the box at any time?

After you've gone through this little
scenano of drawing boxes and trying
it out for various types of wind, now
draw a square and do the sequence
with a pessible tailwind of ahout four
or five knots. Will your sequence fly
with a slight tajlwind, because unfor-
tunately, this does happen at con-
tests? Even though the wind 1s from
right to left on the ground, sometimes
in the box we find out that the wind
is from left to right at allitude, How-
ever, 1 wouldn't plan on anything more
than a four or five-knot tailwind.

Alter you've checked your Free pro-
gram for crosswind spacing and flya-
bility with the wind, check 1t for
energy control. Will your airplane fly
the sequence safely without crowding
the hottom of the box? Look at the se-
quence, take the first figure and de-
termine the starting altitude of the
first igure. Then work the second fg-
ure, third, ete. all the way to the last
one. Having calculated the altitude
guin and loss, what altitude do you
finish with? Circle the low figure on
the sequence card. When you go out
and practice the sequence, check the
altitude of each figure. See if your cal-
culations on a standard day will give
you the height and loss that you fi-
gured on the ground. Are you lower
than you planned on paper? If so, a
change in the figures may be required.

Californians are criticized for hav-
ing what is referred to as a California
Freestyle. That means it's all endbox
and no centerbox figures. Lately, ['ve
changed styles with the help of others
and developed more centerbox fig-
ures, primarily because positioning
has not been the penalty factor today
that it was in the past. With the tick
and half tick system, based on center
and endbox figures, it's no longer a
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-critical grade in competition. How-

ever, in placing centerbox figures in
a sequence, there are times when it is
easter to place them than others. For
instance, diving into the box for the
vpening figure is a good place to put
a centerbox figure. When diving to
enter your sequence, you can spot tha
center of the box and pull at that par-
ticular point, hitting it with pretty
good accuracy. Also, coming out of a
hump on the downwingd end of the box
iwhile you're on the vertical downline
of the hump whether it's a pull-pull-
pull or pull-push-pull), you can usu-
ally go inte your next figure upwind
centerbox and place that with some
accuracy.

Looping figures, if you use them,
should be done centerbox only. I find
that spins are easier to position in the
center of the box than they are at the
upwind end of the box. Although the
grading and mis-positioning of the
figure is a bit more critical when
placed in the center of the box, it is
very difficult to kit the end of the box
with accuracy on a spin. Full rolling
turns would also be centerbox material.

If tailslides are required, I would
suggest that you place them either
center or upwind only. I would place
a tailslide in the center of the box if
it’s a pull, slide, and pullout in the
same direction as you pulled into the
tailslide. However, if it was a pullup,
slide, and pushout, I would place it at
the upwind end of the box to give my-
self the ppportunity to push out down-
wind, take a lock at the box and go
inte the next downwind figure. Place
nothing in the center of the bex after
pushing out from this tailslide, as was
previously discussed.

We said earlier that half looping
figures generally look better started
downwind as you loop back into the
wind. Let’s take a two-point horizon-
tal slow rall flown downwind with an
inside half loop. We can now see that
this looping portion would float intlo
any kind of strong wind, but we can
also load up the figure to meet the
versatility requirement or to meet the
K requirement by adding to it — for
example, an outside snap followed by
a full slow roll. This would give us
plenty of time inte the wind to do
these two figures and give us addi-
tional K.

You can see the difficulty in doing
that same figure, starting it into the
wind. You've done your slow roll, your
ha!f loop and the wind is distorting
the half loop and now you're traveling
very fast DOWNWIND, trying to put
in a half snap and full roll. And you
stil]l have a downwind figure to do.

This is poor planning.

Program two or the Freestyle is
generally your opportunity to show
the fipures that you can do well in a
sequence that will allow you to mave
up in standings. It should not be a dif-
ficult sequence. When you {ly the se-
quence, it should be one that yeu feel
excited about flying. Each figure
should be a percentage figure, a figure
that you're going to hit 9.9 times out
of 10. If it's a good figure when you
hit it, but you only hit it 50 percent
of the time, it has no place in program
two. Discard it

Snaps should be done on figures vou
know you can hit well, Unless you can
hit vertical up snaps, they're very dif-
ficult to do. Avoid them and put them
on vertical dewnlines or horizontal
lines to meet the versatility require-
ment. Generally, point rolls cannot be
avoided. They are a requirement, but
many of us put in so0 many that we
leave ourselves vulnerable to missing
points or the judges not seeing the
points or the spaces between them
have not been clear or defined, espe-
cially when we do these point rolls on
the Y-axis. Judges can very easily see
a missed four-point on the Y-axis com-
ing right at them. I would avoid this
type of figure in program two.

Let's talk about spins. We know
that upright spins to the inside are
probably the easiest spins to do, fol-
lowed by the inverted spin from in-
verted or from upright. The spin that
will get us in trouble the most is the
three-quarter, the one and a quarter,
or one and three-quarter spin. The
airplane 1s transitioning from a
slightly nose up attitude to vertical
and then back to a slightly nose up
attitude. With this type of spin, we
will find a wing down during recovery
from a one and a quarter or one and
three-quarter spin. Try to avoid this
type of spin in program two.

We've already mentioned that spins
started downwind are taboo. It is dif-
ficult to slow the airplane and pesi-
tion it in the middle of the box, the
end of the box, and keep it in the zone.

As | said earlier, much has been
written about the development of
Freestyles and everyone has an apin-
ion, but the final determination for a
successiul Freestyle is the percentage
that you've scared at the contest. Your
Freestyle must be in the high 80s or
low 90s in order to do well. If you have
a Freestyle that’s scoring appreciably
lower than your other programs, there
might be a problem with it. The best
thing to do is recognize it, crumple up
the paper and start again from scratch.
Fly safe.
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