Read Me First

This is the final release version of this aircraft. Designed using  FSDS 2. I realise there are errors with this model but not too obvious I hope. I completed this project to satisfy a need I had for a functional model of the Canberra as it was configured when I worked on these A/C in the RAAF. Searching the net for a suitable model did not reveal any that met my full expectations in either configuration or flying qualities. I must thank the many people who assisted with this project with a special mention to Warwick  Carter for the assistance with learning  the basics of FSDS and helping with the animations, Dave Friswell for all his work on the Air file which I believe is darn good, Charles Kranenburg for the original documentation for the Canberra and also for his beta testing and arranging for an Ex RAAF Canberra pilot to test fly this model. Also a heap of others who assisted along the way. Thanks all. 

This release has a fully active, animated pilots virtual cockpit on the Armed, Clean and Fuel models, there is also a fully active, animated navigators virtual cockpit on the NavEx model. This enables you to simulate a flight training exercise as the navigator from the back seat. Take offs and landings can be done from the 2D pilots cockpit.

Dave Friswell has fine tuned the air files for all 3 versions of this A/C so they all fly a little differently depending on configuration.

Extra pilot animations and texture improvements have also been added along with some extra A/C detail.

Basic animations

Landing light – operates from the cockpit switch or CTL + L. May need to be set from the cockpit initially to get the animation to kick in. (seems to happen on some computers).

Bomb Bay doors – operated by the Concorde nose animation. You will have to set up two keys in the key assignments. I use , and . as they are convenient.

Main exit – operated by the wing fold animation. Again you will have to set up a key in the key assignments for this.

Bomb release – operated by the tail hook animation.  Again you will have to set up a key in the key assignments for this. Note only the wing tip bombs dropping will be visible if operated with bomb doors shut. With bomb doors open all 6 bombs will be seen to drop in sequence. Head out on a mission fully loaded and return empty. Note repeating the animation will put the bombs back on board the A/C.

Ejection sequence – Operated by the normal main exit keys, Shift + E. If activated on the ground the canopy and nav hatch will blow off but the crew will not eject. In the air all leave the A/C. Repeating the key strokes will bring them all back aboard. Sorry about that.

Rest state for this model is engines stopped, main door and bomb doors open, (bomb doors were opened to take pressure off the hydraulic seals and also to allow ground crew to read the G meters which were located in the bomb bay.) In this state you should see engine blanks in place and chocks under main wheels. Crew will have departed the A/C. Point to note - engines take a long time to spool down so be prepared to wait about 30 seconds after chocks appear before engine blanks go in. (remember main door has to be open.)

Start sequence – Closing main door removes engine blanks and adds crew to A/C. Starting engines removes chocks when revs build. Bomb doors, speed brakes and flaps should be cycled to test hydraulics before taxiing.

Happy flying. Any comments on this A/C or requests for changes, updates etc can be posted on the forum at   http://www.aussim.com.au/default.asp  where I am a regular visitor. My handle is Tornado on this forum. I will be happy to consider any changes, enhancements etc but reserve the right to pick which I will contemplate attempting.

Bill Holker
