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Knife Edge 2012

F4C
الأنواع المشتركة :

جميع الطائرات عدا Aerobatic 3D and Pattern models  

حيث أنه سيتم تطبيق قوانين الاتحاد الدولي F A I  لتحكيم الطيران 
علي كل لاعب قراءة القوانين جيدا
أختيار 8 حركات علي ان يتضمنوا       & Figure Eight   Descending 360° Circle
يجب الأتزام الكامل بترتيب الحركات
يجب ملئ الأستمارة المرفقة و أرسالها عبر البريد الألكتروني و هي للتحكيم 
الوقت المتاح لكل لاعب  10 دقائق كحد أقصي لأنهاء الحركات
تتكون لجنة التحكيم من 3 حكام حيث يقيمو كل حركة و أعطاء اللعب درجة من 0 الي 10 ثم تضرب الدرجة في المعامل لكل حركة ثم تقسم علي عدد الحكام لأخذ المتوسط و هو ما يتم علية التقيم النهائي 

Flight

Take-off ................................................... K = 11

Option 1.................................................... K = 7

Option 2.................................................... K = 7

Option 3.................................................... K = 7

Option 4.................................................... K = 7

Option 5.................................................... K = 7

Option 6.................................................... K = 7

Option 7.................................................... K = 7

Option 8.................................................... K = 7

 Approach and Landing ........................... K = 11

Realism in flight

a) Engine sound (realistic tone & tuning) . K = 4

b) Speed of the model aircraft.................. K = 7

c) Smoothness of flight............................. K = 7

d) Choice of options ................................. K = 4

Total K Factor .......................................................... K = 100
Notes: The flight schedule must include the two maneuvers “Figure Eight” and “Descending

            360° Circle” to be accepted as complete

Take-Off:

The model aircraft should stand still on the ground with the engine running without being held by

the pilot or mechanic and then take-off into wind, or as required by the competitor to make best

use of the take-off distance available (jet subjects). If the model aircraft is touched after the

competitor calls “Now” the take-off will score zero. The take-off should be straight and the model

aircraft should smoothly accelerate to a realistic speed, and then lift gently from the ground and

climb at an angle consistent with that of the prototype. The take-off is completed after the model

aircraft has turned 90 degrees.

If the prototype used flaps for take-off, then the model aircraft should also, but this may be

subject to the competitor's judgment taking into account the wind strength. Any flapless take-off

due to wind must be nominated to the judges before take-off. Flaps should be raised during the

climb-out after take-off. If applicable, the landing gear should be retracted during the climb-out.
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Errors:

1. Model aircraft touched after calling “Now” (zero marks).

2. Swings on Take-off (a slight swing with other than a tricycle undercarriage is acceptable as

the aircraft tail is raised).

3. Take-off run too long or too short.

4. Unrealistic speed /too rapid acceleration.

5. Inappropriate attitude at lift-off for undercarriage configuration.

6. Not a smooth lift-off.

7. Climb rate wrong (too steep or too shallow).

8. Nose attitude wrong during climb (nose too high or too low).

9. Flaps not used if applicable.

10. Wheels not raised if applicable.

11. Significant wing drop.

12. Climb-out track not same as take-off run.

13. Unrealistic rate of turn onto crosswind leg.

14. Crosswind track not 90° to climb out track.
Straight Flight:

Model aircraft should make a straight and level flight of at least 100 meters length centered on the

judges’ position.
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Errors:

1. Not a straight course (slight corrections are acceptable with a light aircraft)

2. Not constant height.

3. Not pass over the landing area.

4. Not centered on judges’ position.

5. Not parallel with the judges’ line.

6. Too short a distance (too long is not an error).

7. Model aircraft flight path not smooth and steady.

8. Too far away, too close, too high, too low.

Figure Eight

The model aircraft approaches in straight and level flight on a line parallel with the judges’ line,

and then a one-quarter circle turn is made in a direction away from the judges’ line. This is

followed by a 360-degree turn in the opposite direction, followed by a 270-degree turn in the first

direction, completing the maneuver on the original approach line.

The intersection (mid point) of the maneuver shall be on a line that is at right angles to the

direction of entry and passes through the centre of the judges’ line.
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Errors:

1. Entry into first circle not at right angles to original flight path.

2. Circles unequal size.

3. Circles misshapen

4. Constant height not maintained.

5. Intersection not centered on judges’ position.

6. Entry and exit paths not on same line.

7. Entry and exit paths not parallel with judges’ line.

8. Overall size of maneuver not realistic for prototype.

9. Model aircraft flight path not smooth and steady.

10. Too far away/too close/too high/too low.

3600 Descending Circle at Constant Low Throttle Setting:

Commencing from straight and level flight, the model aircraft performs a gentle 3600 descending

circle over the landing area, in a direction away from the judges, at a constant low throttle setting.

The maneuver terminates at a maximum height of 6 meters, resuming straight and level flight on

the same path.
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Errors:

1. Rate of descent not constant.

2. Descent too steep.

3. Throttle setting not constant or low enough.

4. Circle misshapen.

5. No significant loss of height.

6. Model aircraft does not descend to 6 meters or below.

7. Circle not centered on judges’ position.

8. Entry and exit paths not parallel with the judges’ line.

9. Start and finish not called in straight and level flight. ...................

10. Too far away, too close.

Approach and Landing

The maneuver commences by descending from base leg (in the same way as the Touch and

Go). Prior to this point the model aircraft may complete any form of appropriate circuit to achieve

a landing configuration. This may be a full rectangular or oval pattern, or a join directly onto the

downwind or base legs. The Approach and Landing may be orientated into wind, or as required

by the competitor to make best use of the landing distance available ( eg jet subjects).

The base leg may be either straight or curved as required by the pilot. From the start position the

model aircraft completes the turn through 90 degrees onto final approach. The model aircraft

should round out smoothly, adopting the attitude applicable to the specific type and touch down

without bouncing before smoothly rolling to a stop. An aircraft with conventional landing gear will

make a three-point landing or will land on the main wheels and then gently lower the tail, as

appropriate to the prototype, the prevailing wind conditions, or the surface of the landing area.

An aircraft with tricycle landing gear will land on the main wheels first and then gently lower the

nose wheel.

[image: image5.png]Baxa lag may be
curved cravaight

‘The comptiter may poaion tha fal approsch
Ik wing, or e reqned (o mca Gest Lme of
the landing dstance avaliable

Continuous rate of
Smooth ground run tum and descent
Finis' tooradual stop




Errors:

1. Maneuver does not commence on base leg.

2. Turn onto final approach not constant rate or not 90°.

3. Descent from base leg not smooth and continuous.

4. Model aircraft does not achieve correct landing approach prior to touchdown.

5. Model aircraft does not round out smoothly.

6. Model aircraft bounces.

7. Drops a wing during landing.

8. Touches wing tip on ground.

9. Does not come to a gradual and smooth stop after landing.

10. Does not adopt landing attitude appropriate to subject type.

11. Model aircraft runs erratically or turns after landing.

12. Model aircraft noses over (note 30% penalty if only nose-down - zero if it over-turns).
Note: A crash landing scores zero points, but if the model aircraft makes a good landing and

then stops nose down towards the end of the landing run, then the landing marks that

would have been otherwise awarded should be reduced by 30%.

If the nose down situation is solely the result of the model aircraft running off the prepared area,

because this is too short for the particular wind direction, the above down marking will not apply.

Model aircraft with retractable landing gears, landing with one or more gears retracted should

have the landing points reduced by 30%.

All landings ending with the model aircraft on its back will be considered a crash landing.

Realism in Flight

Realism in Flight covers the entire flight performance including the way in which the model

aircraft flies between maneuvers.

Judges will allot points for Realism within the following aspects, always keeping in mind the likely

characteristics of the full size subject:

Engine sound (realistic tone & tuning)............................................... K = 4

“Tone” relates to the character of the sound by comparison with the full size at all throttle settings.

“Tuning” is the smoothness of operation of the engine at all throttle settings.

The marks for engine sound should therefore be split equally between these two aspects.

Speed of the model aircraft ............................................................... K = 7

This should be a subjective assessment of the scale speed of the model aircraft, based on the

speed of the full size aircraft (as indicated on the score sheet and documentation) judged as if it

were performing a public flying display. Model aircraft invariably fly faster than scale speed and

marks should be deducted accordingly. For example, a model aircraft that appears to be flying at

twice scale speed should score no more than half marks, a model aircraft flying at three times

scale speed, or faster, should score zero.

Smoothness of flight .......................................................................... K = 7

The model aircraft should be well trimmed and show no signs of instability. Judges should

assess the smoothness of control taking into account the prevailing weather conditions. They

should also judge the attitude of the model aircraft in flight, i.e. any nose-up or nose-down

tendency.

Choice of options ............................................................................... K = 4

This final item should be discussed by all judges after completion of the flight in consultation with

any claim for non-aerobatic eligibility made on the competitor's declaration form and the

guidelines detailed below. The judges should attempt to arrive at an agreed score for this item.

The optional maneuvers chosen should demonstrate the best possible flight profile of the

original prototype as if it were performing a full size air display.

Optional Demonstrations:

The selection of optional maneuvers should demonstrate the fullest possible capabilities of the

aircraft subject type modeled.

The selection of maneuvers and the order in which they are to be flown must be shown on the

score sheet and given to the judges before each flight. This order must be adhered to and any

maneuver flown out of sequence will score ZERO.

Chandelle:

From a straight and level flight the model aircraft passes the judges and then performs a 1800

climbing turn in a direction away from the judges, resuming straight and level flight on the

opposite heading. The rate of climb should be commensurate with that of the prototype.
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Errors:

1. Turn not smooth and continuous.

2. Climb not smooth and continuous.

3. Half height gain not at 90° position.

4. Excessive/unrealistic engine power used to achieve the climb.

5. Insignificant height gain.

6. Start and finish not centered on judges’ position.

7. Entry and exit paths not parallel with the judges’ line.

8. Final track not 180 degrees opposite to entry.

9. Entry and exit not in straight and level flight.

10. Too far away or too high.
Extend and Retract Flaps: (Diagram and errors applicable to both maneuvers unless stated)

Model aircraft approaches the landing area in straight and level flight at a height not exceeding

15 meters and in full view of the judges, extends the landing gear/flaps. Model aircraft then

executes a 3600 turn in a direction away from the judges, and when again directly in front of the

judges retracts the landing gear/flaps and climbs away in straight flight.
[image: image7.emf][image: image8.emf]
Errors:

1. Model aircraft speed too high for landing gear/flap lowering.

2. Gear/flaps not extended in full view of judges.

3. Speed and sequence of extension and retraction not realistic.

4. Flaps demo only:

a) Instability when flaps lowered,

b) No change in attitude with flaps.

5. Misshapen circle or not constant height.

6. Circle height exceeds 15 meters.

7. Circle not centered on judges’ position.

8. Retraction not commenced abeam judges.

9. Entry and exit paths not parallel with the judges’ line.

10. Entry and exit tracks not the same.

11. Un-scale-like climb out.

12. Too far away or too close.
Stall Turn:

The model aircraft starts in level flight, noses up to a vertical flight path until it comes to a stop. At

which point the model aircraft yaws through 180 degrees, then dives and finally recovers straight

and level on a flight path in the opposite direction to the entry. Entry and exit should be at the

same height. The competitor should specify whether the turn shall be to the left or right. Low

powered aircraft types would be expected to execute a shallow dive at full throttle in order to pick

up the necessary speed before commencing the maneuver
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Errors:

1. Start and finish not parallel with judges’ line.

2. Pull up not positioned to give best view to judges.

3. Climb and descent not near vertical.

4. Insufficient height gain.

5. Model aircraft does not stop.

6. Competitor does not specify or achieve nominated left/right turn.

7 Entry and exit paths are not at same height.

8. Model aircraft does not exit within half span displacement of entry track.

9. Entry and exit paths not parallel with the judges’ line.

10. Too far away/too close/too high/too low.
Immelmann Turn:

From a straight and level flight the model aircraft pulls up into the first half of a circular loop

(commensurate with the performance of the subject type), and when inverted, performs a half roll

before resuming straight and level flight on the opposite track. Low powered aircraft types would

be expected to commence the maneuver by executing a shallow dive at full throttle in order to

pick up the necessary speed.
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Errors:

1. Track of the half loop not vertical.

2. Half loop not centered on judges’ position.

3. Half loop is not sufficiently semicircular.

4. Roll starts too early or too late.

5. Excessive height loss in the roll.

6. Track veers during the roll.

7. Does not resume straight and level flight on the opposite track to entry.

8. Maneuver not flown parallel with judges’ line.

9. Size of maneuver and speed not in manner of the prototype.

10. Too far away/too close/too high/too low.

Loop:

From straight flight, the model aircraft pulls up into a circular loop and resumes straight and level

flight on the same heading as the entry. The throttle may be reduced at the top of the loop as

appropriate to type, and opened if necessary when normal flight is resumed. Low powered

aircraft types would be expected to execute a shallow dive at full throttle in order to pick up speed

before commencing the loop.

Note: Whilst the loop is intended to be a circular maneuver, the ability of a low powered aircraft

to achieve a perfect circle will be significantly less than that of a jet or high powered

aerobatics machine. A slightly elongated loop by the former would therefore expect to

score as well as a perfect circle achieved by the latter, but a grossly misshapen circle

would be significantly down marked. This also applies to other options involving looping

maneuvers.
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Errors:

1. Track of loop not vertical

2. Loop not sufficiently circular, commensurate with the subject type.

3. Inappropriate use of throttle.

4. Size and speed of Loop not in manner of prototype.

5. Not centered on judges’ position.

6. Does not resume straight and level flight on same track and height as entry.

7. Maneuver not flown parallel with judges’ line.

8. Too far away/too close/too high/too low.
Cuban Eight:

Model aircraft pulls up into a circular inside loop until 45° nose down. The 45° inverted flight is

held until a half roll when abeam the judges, 45° up right then held until entry height is achieved

when a similar circular inside loop is flown to repeat the maneuver in the opposite direction.

Straight and level recovery is to be at the same height as the original entry. Throttle may be

closed at the top of each loop, as appropriate to subject type, and reopened during each descent.

A low powered aircraft would be expected to execute a shallow dive at full throttle in order to pick

up speed before commencing the maneuver
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Errors:

1. Maneuver not performed in a constant vertical plane that is parallel with the judges’ line.

2. Loops are not circular.

3. Loops are not the same size.

4. Half rolls are not centered on the judges’ position.

5. 45º descent paths not achieved.

6. Model aircraft does not exit maneuver at same height as entry.

7. Model aircraft does not resume straight and level flight on same track as entry.

8. Inappropriate use of throttle.

9. Size and speed of loops not in manner of prototype.

10. Too far away/too close/too high/too low.
Split S (Reversal):

From straight flight, the model aircraft performs a half roll and when inverted performs half of a

circular inside loop (commensurate with the performance of subject type), and resumes straight

and level flight on a flight path opposite to that of the entry. The throttle should be closed at the

inverted position, as appropriate to type, and opened when normal flight is resumed.
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Errors:

1. Model aircraft changes track during half roll.

2. Model aircraft inverted too long or too short.

3. Inappropriate use of throttle.

4. Track of half loop not on line or vertical.

5. Half loop is not sufficiently semicircular.

6 Too fast or too tight a half loop.

7. Does not resume straight and level flight on opposite track to entry.

8. Half loop not centered on judges’ position.

9. Maneuver not flown parallel with the judges’ line.

10. Too far away/too close/too high/too low.
Spin Three Turns:

From straight and level flight, the model aircraft decelerates into a stall and commences the spin

through three turns and recovers to level flight on the same track as the initial flight direction.

During descent the model aircraft may drift with the wind.
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Errors:

1. Engine not throttled back at point of stall.

2. Entry into spin not clean and positive.

3. Not a true spin but merely a spiral dive (which should score zero).

Note In a true spin descent path will be close to C of G of model aircraft. A spiral dive is a

tight vertical barrel roll.

4. Not three complete turns.

5. Start of spin not centered on judges’ position.

6. Model aircraft does not resume straight and level flight on same track as entry.

7. Entry and exit paths not parallel with judges’ line.

8. Entry and exit not in level flight

9. Too far away/too close/too high/too low.
Roll:

From straight and level flight, the model aircraft rolls at a constant rate through one complete

rotation and resumes straight and level flight on the same track. Low powered aircraft would be

expected to execute a shallow dive at full throttle before the maneuver. Competitors should

nominate any special type of roll that will be performed, eg. Slow, Barrel, Snap.
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Errors:

1. Rate of roll is not constant.

2. Style of roll not typical to prototype.

3. Roll not centered on judges’ position.

4. Entry and exit at different heights.

5. Entry and exit at different speeds.

6. Entry and exit tracks and line of roll not parallel with judges’ line.

7. Does not resume straight and level flight on same track as entry.

8. Style of roll not as nominated.

9. Inappropriate use of throttle.

10. Too far away/too close/too high/too low.

Touch and Go:

The model aircraft commences by descending from base leg, which may be either curved or

straight as required by the pilot. The turn is continued through 90 degrees onto final approach.

The model aircraft then lands and takes off again into wind without coming to a halt. The main

wheels must roll on the ground for a minimum of five meters. Flaps will be used if applicable.
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Errors:

1. Maneuver does not commence on base leg.

2. Turn onto final approach too tight or not 90°.

3. Descent from base leg not smooth and continuous.

4. Model aircraft does not achieve correct landing approach prior to touchdown.

5. Model aircraft does not achieve a minimum ground roll of 5 meters.

Note: if prototype has two main wheels then both wheels must roll on ground for a minimum

5 meters.

6. Model aircraft bounces on landing.

7. Inappropriate use of flaps.

8. Climb out not smooth or realistic.

9. Approach and climb out tracks not the same.

10. Does not make best use of landing space available for wind direction.

Overshoot:

The model aircraft commences by descending from base leg, which may be either curved or

straight as required by the pilot. The turn is continued through 90 degrees onto a higher than

normal landing approach on low throttle, using flaps if applicable. On reaching the centre of the

landing area at a height of approximately 3 meters, power is applied to check the descent. After

normal flying speed and attitude are attained the model aircraft climbs straight ahead. The aim of

the maneuver is to simulate an aborted landing due to a higher than normal landing approach.
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Errors:

1. Maneuver does not commence on base leg.

2. Turn onto final approach not smooth and continuous or not 90°.

3. Model aircraft does not achieve correct high landing approach.

4. Model aircraft does not achieve correct landing speed or attitude.

5. Not continually descending until power applied.

6. Model aircraft descends to significantly above or below 3 meters.

7. Lowest point of maneuver not achieved in front of judges.

8. Not smooth transition of speed & attitude from approach, through descent check to climb-out.

9. Inappropriate use of flap and/or gear.

10. Model aircraft could have landed from approach.

11. Model aircraft does not climb away smoothly.

12. Approach and climb out tracks not the same.

13. Too close or too far away.

Side Slip:

The model aircraft commences the maneuver in level flight by reducing power on base leg, and

then turns onto a higher than normal final approach that is parallel with the judges’ line. As the

model aircraft enters the turn it starts a Sideslip by the application of opposite rudder to the

direction of turn, achieving a yaw of at least 20º off track. A marked loss of height must be

apparent whilst maintaining final approach speed. The aim of the Sideslip, if continued, would be

to effect a landing in front of the judges. Before reaching the judges’ position however, the

Sideslip is corrected, normal flight is resumed and the model aircraft carries out an overshoot

from below 5 meters before climbing away. The purpose of this maneuver is to demonstrate a
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marked loss of height on final approach without an excessive build up of speed or the use of flap.

Errors

1. Model aircraft does not smoothly enter Sideslip upon turning final approach.

2. Model aircraft is not yawed at least 20º off track during Sideslip.

3. Rate of Sideslip and descent are not constant.

4. There is insufficient height loss.

5. Excessive speed is built up during descent.

6. Approach track not maintained or not flown parallel with judges’ line.

7. The Sideslip is not corrected before passing the judges.

8. Overshoot is not below 5 meters.

9. Not a smooth transition during return to normal flight and climb-out.

10. Too far away/too close/too high/too low

Flight in Triangular Circuit:

The model aircraft approaches in a straight and level flight to a point directly in front of the

judges. It then turns away to track 60º away from the judges’ line. It then flies straight and level

for a minimum of 150 meters, turns to track parallel with the judges’ line, flies a further minimum

of 150 meters, then turns to track towards the judges and flies a further minimum of 150 meters

to a position above the centre of the landing area, which completes an equilateral triangle (i.e. a

triangle with sides of equal length and angles of 60°), before making a final turn to intercept the

original entry track.
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Errors:

1. Not commenced and finished at points equidistant from the judges.

2. Model aircraft changes height.

3. Rate of turn at corners not constant or inside corners of triangle not 60°.

4. Sides of the triangle are not straight.

5. Sides of triangle are not equal lengths.

6. Sides of the triangle are too long or too short.

7. Apex of triangle not centered on judges’ position.

8. Correction for drift not properly made.

9. Start and finish tracks not the same.

10. Start and finish tracks not parallel with judges' line.

11. Too far away/too close/too high/too low.

Flight in Rectangular Circuit:

The model aircraft approaches in straight level flight to a point directly in front of the judges. It

then continues for a minimum of 75 meters before it turns away to track 90º from the judges’ line

and flies straight and level for a minimum of 150 meters before turning to track parallel with the

judges’ line for a further minimum of 75 meters. It then turns to track directly towards the judges

for a minimum of 150 meters, to a point in front of the judges, before completing a final turn to

intercept the original entry track. This maneuver describes a rectangle over the ground.
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Errors:

1. Not commenced and finished at points equidistant from the judges.

2. Model aircraft changes height.

3. Rate of turn at corners not constant or corners not 90°.

4. Legs are not straight.

5. Legs too long or too short.

6. Opposite sides of rectangle are not of equal length

7. Correction for drift not properly made.

8. Final leg of rectangle not centered on judges’ position.

9. Start and finish tracks not the same.

10. Start and finish tracks not parallel with judges' line.

11. Too far away/too close/too high/too low.

Wingover.

The model aircraft approaches in straight and level flight on a line parallel with the Judges’ line.

After passing the judges’ position a smooth climbing turn is commenced away from the judges. At

the apex of the turn the bank should be at least 60º. The nose of the model aircraft then lowers

and the bank comes off at the same rate as it went on. The turn is continued through 180º to

recover straight and level flight at the same height and on a heading opposite to that of the entry.

A low powered aircraft would be expected to execute a shallow dive at full throttle in order to pick

up speed before commencing the maneuver.
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Errors:

1. Start and finish positions not as indicated.

2. Insufficient climb achieved.

3. Insufficient bank achieved

4. Climb and descent angles not equal throughout maneuver.

5. Model aircraft does not fly a smooth and symmetrical arc.

6. Entry and exit paths not parallel with judges’ line.

7. Overall size of maneuver not realistic for prototype.

8 Model aircraft flight path not smooth and steady.

9. Too far away/too close/too high/too low.

Inverted Flight.

Model aircraft half rolls into inverted attitude and makes a straight inverted flight of 100 meters in

length, and then half rolls out of inverted attitude and resumes normal straight flight. A low

powered aircraft would be expected to execute a shallow dive at full throttle in order to pick up

speed before commencing the maneuver.
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Errors:

1. Half rolls not performed on same track as inverted flight.

2. Model aircraft does not fly a straight course.

3. Model aircraft gains or loses height.

4. Model aircraft does not remain inverted for the prescribed duration.

5. Maneuver not centered on judges’ position.

6. Maneuver not flown parallel with judges’ line.

7. Too far away/too close/too high/too low.

Derry Turn

The model approaches at a high speed in straight and level flight on a line parallel with the

judge’s line. The model aircraft then makes a steep (in excess of 60° bank) one quarter circle turn

in a direction away from the judges, without loosing height. When centered in front of the judges

the model aircraft makes a half roll in the same rolling direction as the entry, again directly

followed by a steep one quarter circle turn in the opposite direction, and then flies off straight and

level on a line parallel with that of the entry to the maneuver. The maneuver should be smooth

and continuous.
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Errors

1) Entry not in parallel with the judges’ line.

2) The maneuver not centered in front of the judges.

3) The rolling maneuver in front of the judges not axial .

4) The roll in centre not in the same direction as the entry to the maneuver.

5) The roll not carried out on a line directly away from the judges.

6) Any hesitation between the end of the first quarter turn, the roll and/or the start of the second

turn.

7) Exit not parallel with entry.

8) Significant height difference during the maneuver.

9) The maneuver misshapen as seen as part of a figure eight.

10) The maneuver is executed too low or too high to be easily judged.

Pilot Name :……………………………………………………………………………………………….
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	Taxi and Take Off
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	Landing and Taxi out
	

	
	Realism in Flight
	Engine Sound
	

	
	Realism in Flight
	Speed Of the Model
	

	
	Realism in Flight
	Smoothness of Flight
	

	
	Realism in Flight
	Choice of Options
	


[image: image26.jpg]

