BUILD YOUR OWN AIRCRAFT IN XPLANE 11- PLANEMAKER

BY DAVE ROTHWELL

THIS DOCUMENT IS IN “BETA” - PLEASE FEEL FREE TO SUGGEST IMPROVEMENTS
BUILD YOUR FIRST AIRCRAFT IN PLANEMAKER

SIMPLY FOLLOW THE INFORMATION ON THE IMAGES TO REPRODUCE THE DEFAULT CESSNA
172 IN XPLANE. THE INTERFACE IS SLIGHLTY “UNWELCOMING” AT FIRST BUT YOU WILL GET
THE HANG OF IT. FOLLOWING THIS EXAMPLE YOU SHOULD BE ABLE TO GRASP ALL THE
CONCEPTS YOU NEED TO DESIGN A COMPLETELY NEW AIRCRAFT FROM SCRATCH.

REMEMBER TO SAVE OFTEN ..

XPLanEN

PLEASE DO NOT EDIT ANY DEFAULT AIRCRAFT: LETS MAKE ONE YOU CAN HAVE FUN WITH
You might need to ZOOM IN on this document to see some of the details

CTRL and ROLL your middle mouse button to ZOOM IN.

Planemaker can be found in the XPlane default folder. On Uni PC’s that is on the C: Drive

Open Planemaker IMPORTANT - - START A NEW PROJECT - FILE/NEW and SAVE AS - -

in ANEW FOLDER in the EXTRA AIRCRAFT folder le: C:\X-Plane 11\Aircraft\Extra Aircraft\
YOURFOLDER (call it something unique to you)



OPEN THE AUTHOR TAB RENAME YOUR PLANE

JJame f9i [Call you plane something
a2 [Name
il ?;PAK]'I'EE Give it a Number E Supports user flight
L M supports Al flight
a Always use Experimental Flight Model
Tt
Suthor | YOU
file version
design
studio
aircraft
description
notes
[ uitralight B clider
a Experimental a Seaplane manufacturer
a General Aviation a Helicopter . ]
B Ariner A vroL Name yours and give yourself a callsign
B wilitary A science Fiction .
A Cargo Copy the green ticks

Your plane will ONLY be saved in that folder on that PC. If you want to keep it for another
machine you will have to copy it across — SIMPLY COPY AND PASTE YOUR FOLDER

THERE ARE LIMITED UNDO FUNCTIONS SO SAVE OFTEN IF YOU MESS UP REOPEN THE
MODEL WITHOUT SAVING

Press SPACEBAR to toggle between SOLID and WIREFRAME model use WSAD keys to rotate
your model

DON'’T BE put off by the complicated interface... you’ll get used to it — CLICK THE
STANDARD TAB to access the screens you see below you. This first bit is the hardest....

Build the fuselage first. Enter the numbers exactly as drag the nodes (dots) into place to copy

the Cessna shape. A bit like moulding clay/carving wood USE THE COPY AND PASTE FUNCTION
after getting a section right... SAVE IT then work on/reshape the next section. DONT press those
silver L/R arrows. that ADDS a section. The numbers ABOVE the sections mark how the location

of the fuselage segment. .take your TIME @get oneright, copy it, change it, rpt..

Click the numbers and type in the values - or use the grey up and down buttons...

ZOOM IN TO SAVE YOUR EYES



Top/Battom _|[Front/Back

Do this section first

BODY LOCATION

& aircraft has fuselage (might be no for flying wings)

BODY TEXTURE

Zoom in and copy the location of the nodes below.
Take your time, it can be quite tiring on the eyes
Think of this as moulding clay or shaping a wooden fuselage
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WINGS

This first wing section is where the FLAPS are situated — green ticks
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The second is where the ailerons are
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Wing 3 is the STRUT under the wings —they join on to Fuselage



WING 3

Wing 1 [wingz | e [ving |[Horiz stab__ |[vertstab 1 |[vert Stab 2 |[wing Flex | ELGRGI RIGT WING 1 &3]
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There is nowing 4..
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Bouncers tab —just the top line

Sliders and ARC Colours can be ignored

ENGINE SPECS
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SOME OF THESE ABOVE NUMBERS WILL VARY AS YOU PROGRESS IN THE BUILD.
THEY MIGHT BE UNEDITABLE AT THIS TIME
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ENGINE NACELLE - TRY THE “ELLIPSE” FUNCTION

_ ][ |[Cear |[crear |[Clear |[crear |[Clear |[crear
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GO TO LIMITS 1 AND 2 TAB
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WARNINGS TAB IS NOT REQUIRED.
WHO NEEDS WARNINGS EH?

Some of the tabs have been missed out to keep it simple at this stage. | have all the
slides if you need to get more complex. . but at this level you won’t need that info.

Time for some wings



CONTROL GEOMETRY is next...
This is an important bit
Oh and save regularly .. if you haven’t been

SPECIAL/ select show with STILL/MOVING controls —your plane will come to life..
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Control Geometry
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NO SPEEDBRAKES.. who needs SPEEDBRAKES?




WEIGHT AND BALANCE.



00300 00330 00400

00030

00001,721.00

00000325000

0000000000

0000000000

0000255800

0000000000

0000000000

rmal

rmal




NOTE: THIS IS ONLY FOR WEIGHT AND BALANCE INVESTIGATION FOR YOU, AND DOES NOT AFFECT X-PLANE IN ANY WAY!

Weight & Bal |[Tanks ﬁ CG Check

Enter the arm and maximum weight of the passengers and cargo that you ex
Then go to the next tab over to see the range of weight and balance you coul

ct to carry here.
encounter in flight!

00,000,000.0
CESEE S

000017210 (b} 00330 ) [ empty craft
(=== ==
000001750 (Ib)| 003.70](ft) | fuel tank #1
=== ==
00,000,1750 (b} 003.70](ft) | fuel tank #2
=== F
00,000,000.0 (b} | 000.00](ft) | fuel tank #3
S EEEE R ==EEE
00,000,000.0 (b} 00000 (ft) | fuel tank #4
TOCOEOToT ToToT
00,000,000.0 {Ib)| 000.00](f) | fuel tank #5
(=== ==
00,000,000.0 (Ib)| 000.00](ft) | fuel tank #6
=== F
00,000,000.0 (b} | 000.00](ft) | fuel tank #7
===
00,000,000.0 (b} 000.00](ft) | fuel tank #6
S EEEEEEE ==EEE

{Ib) [ 000.00 1 (f) | fuel tank #9

00,000,000 (1) [ 000.00] (ft)
ooUoRoooT == == )
00,000,000.0] (1) [ 000.00 ift)
ooUoRooDoT == == )
00,000,000.0](Ib) [ 000.00 (ft)
UoUouooo0 oogoT
00,000,000.0] (b} [ 000.00 (ft)
== EEEE ) ==
00,000,000 (1) [ 000.00] (ft)
5555 R ToToT
00,000,000.0](Ib) [ 000.00 ft)
ooUoRoooT == == )
00,000,000.0] (1) [ 000.00 ift)
UoUouooo0 oogoT
00,000,000.0] (b} [ 000.00 (ft)
OoUouooo0 oogoT
00,000,000.0] () [ 000.00] (ft)
==EEEE ) ==
00,000,000 (1) [ 000.00] (ft)
==-EEE ===

‘Welight & Bal ||Tanks

that load.

fwd limit 3.30
wgt min 1721

empty craﬁm
fuel tank #1, 0000000
E=EEEEE
fuel tank #2 0,000,000
ooooooo
fuel tank #3 0,000,000
oooeTeT
fuel tank #4 0,000,000
ooooooo
fuel tank #5 0,000,000
CCE S
fuel tank #6 0,000,000
CECEE
fuel tank #7 0000000
CCE
fuel tank #8 0,000,000
EECEE T

fuel tank #9| 0,0 00,000
Oo0oo0e

CG Set

Each red dot is a possible loading configuration. See
here what range of weight and CG you could see in
flight! Enter weights below to see the weight and CG for
0,000,000
oooe000
0000000 |
E=EEEEE
0,000,000
Oooooo0
0,000,000
Oeoeoug
0,000,000
Oooooo0
0,000,000
eSS
0,000,000 ]
e EE s
0,000,000
Oooeo00

0,000,000 ]
e T

0,000,000
oooe000

cg 3.30 atcurrent test

weight 1721 at current test

3.37 | aft limit

2071 wgt max

Go to the EXPERT TAB - select AIRFOIL




You only need the first two tabs — props and wings

=] Clark-Y (root) afl )/ Clark-Y (good propeller) afl
- X - X

Clark-Y (root).afl Clark-Y (good propeller).afl

MNACA 2412-root.afl

.. NACA 2412-root.afl
NACA 2412-root.afl

- a 2
— = NACA 2412-root.afl

] NACA 2412-root.afl ] NACA 2412-tip.afl
- - -tip.

NACA 2412-tip.afl

NACA 2412-root.afl

NACA 0024 (symmetrical).afl

.. NACA 0024 (symmetrical).afl
NACA 0024 (symmetrical).afl

- - .
- | NACA 0024 (symmetrical).afl

] NACA D006 (symmetrical).afl

=] NACA 0006 (symmetrical).afl

NACA 0006 (symmetrical).afl
NACA 0006 (symmetrical).afl

] NACA 0009 (symmetrical).afl ] NACA 0009 (symmetrical).afl
- B - B

NACA 0009 (symmetrical).afl NACA 0009 (symmetrical).afl

BACK THIS PLANE UP!! BEFORE YOU ALTER IT/ CHANGE ITS PARAMETERS.
Save it one last time and open XPlane. Select new flight and try out your creation

Would be best to see if it works as you expected. you might have to tweak a few things
but if you want to TOTALLY alter some of the settings, SAVE AS and make A COPY of your
aircraft. . changing the AUTHOR settings etc. you can then alter power/cg/wings etc

HAPPY EXPERIMENTING - Dave Rothwell



