
APRIL CLUB MEETING 

The next Wright Flyers club meeting will be on 

April 28, 2015 at 7:30PM in the Hernwood 

Elementary School. 
 

MINUTES OF MARCH MEETING 

 The WF meeting was called to order by Vice-

President Murad (Mo) Muhammad on March 

31, 2015 at 7:29 pm. There were 12 members in 

attendance.  

 The Treasury Report given by Treasurer 

Andrew Yurkovich was accepted as read 

 Mo read the Minutes from the Feb. 2015 WF 

meeting and they were accepted as read.. 
  
Old Business: 

 The current club officers were nominated and 

re-elected by a voice vote. A club Secretary and 

Safety Officer are still needed. The Safety 

Officer is needed to maintain our AMA 

Charter, so someone needs to step up and 

volunteer.   

 Vandalism and strong winds have made it 

necessary that we redesign the pilot stations. 

Your input would be appreciated. 

 Don’t forget to submit your AMA membership 

renewal. 
  
New Business: 

 No new business discussed. 
 

Meeting adjourned 7:55 pm. 
 

 

 

April 2015 
 

SHOW & TELL 

 
.Stewart Bruce showed off his newly completed 

Top Flite AT-6 Texan. 
 

.RAFFLE 

 This month’s raffle was a Dremel Moto Tool, 

donated by Dremel, of Bosch Tool Corporation, 

that was won by Murad (Mo) Muhammad. 

 
 

 

 

WRIGHT FLYERS CLUB IS AN ASSOCIATE MEMBER OF  

THE DEPARTMENT OF RECREATION AND PARKS OF  

BALTIMORE COUNTY 

 



 

HAPPY BIRTHDAYS 

Walter Hawkins    -   May  8 
 

THOUGHT FOR THE DAY 

 “The most beautiful line is:  ‘But, I love you.’  

The most painful line is: ‘I love you, but’.” 

(Unknown) 
 

BLURB 1 

  Looking down at his patient, the doctor decided to 

tell him the truth. "I feel that I must tell you, you 

are a very sick man. I don't think you have much 

time left. Now, is there anyone you would like to 

see?" 

  Bending down toward the sick man, the doctor 

heard him softly answer, "Yes." 

  "Who is it?" 

  In a little stronger tone, the patient said, "Another 

doctor." 

 

TIP OF THE MONTH 
 

PREPARING FOR LANDING 

(Author unknown) 
 

  Someone told me once that landing is the only 

maneuver that we fly that is absolutely mandatory. If 

you think about it, this makes complete sense. We 

don’t have to take off, but once we do, the only thing 

that we must do is land! So, once you have learned 

the takeoff, it’s a good idea to make sure you are 

100% competent in landing. 

  The tricky part about landing is the fact that you 

will be flying so close to a stall. Unlike full-scale 

pilots, we do not have an airspeed indicator and the 

connection to the plane that allows us to feel the stall. 

However, to me, landing a model aircraft is still very 

much a “by feel” thing. We just feel the stall in a 

different sense. The way we feel it is in our thumb 

that is on the stick that controls the elevator. As our 

model flies slower, the wing will need a higher angle 

of attack to maintain altitude. Therefore, while you 

are setting up for landing, if you suddenly have a 

need to add more and more elevator to maintain your 

altitude, it is time to add throttle to avoid the 

impending stall. 

  Now, let’s talk about the hardest concept to grasp. 

When flying a model airplane, especially during 

landing, the concept is this: elevator controls speed, 

while throttle controls rate of descent/ascent. Most 

people believe the opposite to be true. This is 

painfully obvious when you are flying close to the 

ground and you run out of up-elevator and your plane 

comes crashing to the ground. The biggest mistake 

people make is using elevator alone to try to maintain 

their descent to landing. Instead you want to use 

throttle to slow your descent and avoid contact with 

the ground and elevator to slow the plane down, as it 

gets closer to touchdown. 

 

MAKING LIFE EASIER 

  Landing at different fields can add to the 

complexity of landing a “difficult” model. When 

you are landing a model that you need to focus on 

flying, you will want to lighten the load wherever 

you can. Here are a few things that I use to make 

things easier on my brain. The first things that I like 

to utilize are landmarks. When I first arrive at a 

new field I will take a few minutes to scan the area 

and look for visual landmarks. Some of my 

favorites are peaks of hills or mountains in the 

background, power poles, trees, or other things that 

stand out to the eye. Next is knowing the stall 

characteristics of the model that I am flying.      

Anytime I fly a new model I like to take her up to 

altitude once I know everything is working as it 

should and pull the throttle back. I then apply more 

and more elevator until I reach stall and see what 

the plane’s response is. This will remove any 

surprises when I am on final and altitude is at a 

premium. These two pointers can help save a 

number of models if you take the time to utilize 

them anytime you are at a new field or flying a new 

model. 

DIFFICULT-TO-LAND MODELS 

 

  Of the different configurations of models, the tail-

dragger plane is definitely more difficult to land well. 

Of course, we have to count out the “floaty” 3D 

models and aerobatic planes such as the Extras and 

Edges that are so popular. 

  In general, our models are not difficult to land. Even 

most of our “heavy-metal” warbird models are so 

lightly wing loaded that they really don’t qualify as a 

“difficult” to land aircraft. However, even though 

they don’t have high wing loading, the fact that many 

of them are tail draggers makes this the “trickiest” 

class to land so we will focus here. 

  So, what qualifies as a good landing with a tail-

dragging warbird? To me, it is a nice, 2-point 

touchdown with no bounces and a controlled rollout. 

The most common mistake we make, as modelers, is 

not carrying enough speed when landing our 



warbirds. Just because the wing will fly down to a 

walking pace does not mean that is the speed we 

should land these models. Landing too slow will 

cause the bounces and uncontrolled rollout 

previously mentioned. 

  I will first address airspeed. I like to land my models 

about 5 to 10mph above stall speed. This keeps 

enough airflow traveling over the vertical fin and 

rudder to control yaw on touchdown as well as over 

the horizontal stab and elevator to keep enough pitch 

authority to minimize bouncing. 

The next point of conversation is the attitude of the 

model. Unlike the 3D aerobatic planes we want to 

come in with the nose fairly level. Try to avoid 

coming in nose high like a jet fighter. This just leads 

to trouble. 

  The third bullet point would be the flare. Since we 

have ample airspeed to keep the plane flying the flare 

is going to be more of a leveling out. I like to flare at 

about 6 inches above the runway. Once I level the 

plane off at this altitude, I will pull the throttle back 

to idle and allow the plane to slow. As the wheels get 

to the point of contact with the tarmac I will slowly 

release the back pressure on the elevator lessening 

the tendency of the tail to drop which creates a 

positive angle of attack of the wings, which will 

ultimately lead to the model taking to the skies again 

unintentionally. 

  Once the main wheels are solidly on the ground, I 

focus on my rudder control and be sure to keep the 

model tracking as close to the centerline as possible. 

Finally, once my plane’s air speed is below flight 

speed, I will slowly add the up-elevator back in to 

firmly plant the tailwheel on the ground to avoid the 

undesirable nose over that we have all witnessed at 

the field. 

 

 

FINAL WORD 
 

  If you take the tips above and focus on improving 

your skills one at a time, you definitely will see an 

improvement in your landing skills. All of the above 

points have proper timing. Additionally, every model 

you fly will require different timing for each of the 

points. Be patient and work on each step one at a 

time with every model you fly. Eventually, 

everything above will become second nature and you 

will not hesitate to fly any new model no matter how 

“scary” it is supposed to be on landing. Now get out 

there and shoot some landings!  

 

BLURB 2 
  
SOME ADVISE FOR WORK (courtesy of Steve 

Meekins) 

         Subject: What Makes 100%? 

         

  This is a strictly mathematical viewpoint...it goes 

like this: 
 

   What Makes 100%? What does it mean to give 

MORE than 100%? Ever wonder about those 

people who say they are giving more than 100%? 

We have all been to those meetings where someone 

wants you to give over 100%. How about 

achieving 103%? What makes up 100% in life? 
 

         Here's a little mathematical formula that 

might help you answer these questions: 
 

         If: 

         A B C D E F G H I J K L M N O P Q R S T 

U V W X Y Z 
 

         is represented as: 

       1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 

19 20 21 22 23 24 25 26. 
 

         Then: 
 

         H-A-R-D-W-O-R-K 

        8+1+18+4+23+15+18+11 = 98% 
 

         and 
 

         K-N-O-W-L-E-D-G-E 

         11+14+15+23+12+5+4+7+5 = 96% 
 

         But, 
 

         A-T-T-I-T-U-D-E 

         1+20+20+9+20+21+4+5 = 100% 
 

         And, 
 

        B-U-L-L-S-H-I-T 

        2+21+12+12+19+8+9+20 = 103% 
 

        AND, look how far ass kissing will take you. 
 

         A-S-S-K-I-S-S-I-N-G 

         1+19+19+11+9+19+19+9+14+7 = 118% 

         

  So, one can conclude with mathematical certainty 

that while Hard work and Knowledge will get you 

close, and Attitude will get you there, it's the 

Bullshit and Ass Kissing that will put you over the 

top.  


