Bonus Multiplayer Racing Missions
for Flight Simulator X: Acceleration

Reno T-6 Class course, Reno Sport Class course, and Austrian Alpine Hoop course
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Introduction

We're pleased to announce the release of three new multiplayer missions for Flight Simulator X: Acceleration,
which you can download for free from FSInsider.com:

e Reno T-6 Class Course
e Reno Sport Class Course
e Alpine Sailplane Hoop Course

If you like air racing in Acceleration, you’ll love these new multiplayer races. If you’ve never tried air racing,
there’s no better time to start!

Note: these missions require the Acceleration expansion.

There’s one word that’s practically synonymous with air racing: “Reno.” The Reno National Championship Air
Races in Reno, Nevada have been run since 1964; today, races at Reno Stead Airport feature five days of pylon-
style racing by six classes of aircraft.

Flight Simulator X: Acceleration features detailed scenery for the Reno Stead airport that portrays the airport
during race week. Each class of racing aircraft has its own pylon course. While we only included missions on the
Unlimited Class course, Acceleration includes the pylons for all of the different courses. Our Lead Designer Paul
Lange wanted to give you a taste of the other courses at Reno, so he created two new multiplayer racing
missions for you: a T-6 Class race and a Sport Class race. Both of these use different courses than the Unlimited
Class races.

If you prefer a quieter kind of racing, Mission Designer Brandon Seltz created a new multiplayer sailplane race
for you that requires you and your opponents to weave your way through a challenging alpine hoop course in

Austria. While you’re not flying as fast as the aircraft at Reno, glider racing presents its own unique challenges.
First and foremost, you have no engine!

Ready to race? Download the new missions from the Downloads page of FSinsider. To install the missions,
simply double-click on the BonusRacingMissions.msi file you downloaded, then follow the on-screen
instructions.

Finding the Missions

Because these new racing missions are multiplayer missions, they won’t show up on the single-player Missions
screen (but you can fly them by yourself — see the note below). To use the missions, you or an opponent first
needs to host a multiplayer session (via GameSpy or a Local Area Network/Direct Connection to an IP address).
You can learn more about using Multiplayer in the Learning Center within Flight Simulator.

Note: If you want to practice flying alone to learn a course, you can fly a multiplayer race as a single player.
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To load one of the new racing missions, the host needs to select Mission as the “Session type.” On the next
screen, he or she can select one of the missions:

e “Reno T-6 Class Flying Start” (Beginner)
e  “Reno Sport Class Flying Start” (Beginner)
e “Alpine Sailplane Hoop Course” (Advanced)


http://www.fsinsider.com/

Once the host has read the briefing and set any desired hosting options, other players can join the session.
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The 5.0646-mile T-6 course at Reno is much smaller than the 8.4803-mile Unlimited course. This is because the
T-6 Class aircraft (WWII trainers including the T-6 “Texan,” the Canadian-build “Harvard,” and the U.S. Navy
“SNJ”) fly slower than the highly-modified WWII fighters of the Unlimited Class. A racing T-6 typically tops out at
an average course speed of around 240 mph. This is about half the speed of a Mustang but much faster than a
“normal” T-6. Most of the speed gains realized on a racing T-6 are from weight reduction and from using
aluminum tape to cover panel line gaps and improve aerodynamics. Of course, they also have some special
sauce when it comes to getting the most power possible from a stock Pratt & Whitney R-1340 engine.
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Paul and Brandon duke it out in the Alpha Sim T-6. Paul tries (and fails!) to pull ahead on the last lap.

To learn more about real-world T-6 Class racing, and to see the course layout, see the official Reno Air Racing
site.

Using another aircraft

You can run the T-6 Class course in the default Acceleration Unlimited Class racer (a P-51D Mustang), or use
another aircraft. If you use the Mustang, a good technique to keep things fair (assuming you trust your
competitors) is to agree on a maximum power setting ... and never exceed it.

For the most realistic T-6 Class experience, you can download a third-party T-6. To test his new mission, Paul
used the excellent T-6/SNJ by Alpha Sim. Although you may be able to pick up a freeware T-6, the Alpha Sim T-6
is very well received by the community and has become a favorite of many people.

“It may seem that a T-6 would be docile compared to the fire-breathing Mustang,” Paul says. “But we’ve run the
course several times here at the office and the races were always very close. There was just as much yelling and
cheering flying T-6 races as there usually is when we fly Mustangs.”

If you have a T-6 (or want to use any aircraft other than the default Mustang), you can switch to it in the Briefing
Room before launching a race (click the “Change Role or Aircraft” button). If you’re flying with other players,
they can switch aircraft in the same way.

Changing the default aircraft for the mission
To make the T-6 (or any other aircraft) the default aircraft for this mission so you don’t have to select it each
time, you can alter the mission file. Reno_MP_T6.xml is located in the C:\Program Files\Microsoft


http://www.airrace.org/classT6.php
http://www.alphasim3.com/

Games\Microsoft Flight Simulator X\Missions\Racing\Reno_T6_Course directory(unless you installed Flight
Simulator to a different place).

Open Reno_MP_T6.xml in a text editor such as Notepad, and change each entry that looks like the section
below (there are eight of these sections, one for each defined player). Replaced t p M writh@n$ dedtainer
title for the aircraft you want to use (see code sample below). The container title is listed at the top of the
aircraft’s aircraft.cfg file (located in that aircraft’s subdirectory of C:\Program Files\Microsoft Games\Microsoft
Flight Simulator X\SimObjects\Airplanes).

<SimMission.Player Instanceld="{5679345A-6304-4817-93D8-2CD5B8EFBAE4}">
<Descr>Player01</Descr>
<WorldPosition>N39° 40' 4.46",W119° 55' 14.01",+006500.00</WorldPosition>
<AltitudelsAGL>False</AltitudelsAGL>
<Name>Racer 1</Name>
<Orientation>0.000,0.000,96.000</Orientation>
<IsOnGround>False</IsOnGround>
<Airspeed>200.000</Airspeed>
<ContainerTitle>P51 Racer</ContainerTitle>
<RacerData>
<ObjectReference id="T-6Course"
Instanceld="{0D42A33C-44E6-42D3-ADF6-FCEF78COE27D}">
</ObjectReference>
</RacerData>
</SimMission.Player>

Note that it ds oahasgethegaraad inthe .ft &ld, thaugh ndt required.

0 A Ol dvaticedperformance tweaks
If you download a T-6 and want to get more realistic racing performance out of it, you can tweak the aircraft.cfg
file a bit. Paul says:

“I had a non-racer T-6, which isn’t as fast as a T-6 raced at Reno, so | decided to modify my aircraft a
little. To do this | added the supercharger we created for the Flight Simulator X: Acceleration Mustang,
reduced the airframe weight a little, and reduced the drag a little. | ended up with average race speeds
of around 230 mph. With a little practice I'm sure | could have gotten even better speeds. If you decide
to experiment, be sure to back up your original files first before you try different values.

“Try the values below to modify the Alpha Sim T-6 for racing speeds. Although | allowed my manifold
pressure to go as high as 45 and started engine detonation at 40, be aware that running full throttle
with these settings can incur damage. | didn’t include an ADI system because a racing T-6 doesn’t have
ADL.”

Changes to the T-6 aircraft.cfg file:

[piston_engine]

turbocharged=0

max_design_mp=45.000
min_design_mp=5.000
critical_altitude=7000.000
emergency_boost_type=0
emergency_boost_mp_offset=0.000
emergency_boost_gain_offset=0.000
emergency_boost_duration=0
supercharged=1 ; on/off
supercharger_boost_low_end=1.00 /Imultiplier on manifold pressure at low RPM



supercharger_boost_high_end=2.75 //multiplier on manifold pressure at high RPM
supercharger_power_cost=0.22 /Ipercent of horsepower required to drive
detonation_onset = 40

Paul also reduced the parasite drag and aileron effectiveness to get the performance where he wanted it for
racing (just his own personal preference):

[flight_tuning]
parasite_drag_scalar = 0.45
aileron_effectiveness =0.7
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The Sport Class at Reno was invented to allow high performance kitplanes to compete in air racing. Sport Class
racers may be less expensive to own and operate than rare or exotic warbirds, but these days they are actually
faster than stock warbirds. In some cases they’re as fast as some modified warbirds! Typically, races are run at
speeds over 300 mph.
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Paul puils aheadii'nithe Australian Simulation Glasair Ill. Back on the ground, and still friends.

The Sport Class course is 7.086 miles around, which is a little smaller than the Unlimited Class course but a little
bigger than the T-6 Class course.

While at Reno in 2007, Paul met with some of the Sport Class pilots and crew, and they were very interested in
using Flight Simulator X: Acceleration to practice the course as well as use it as a mechanism to expand visibility
for the sport. These discussions motivated Paul to create this new Sport Class multiplayer mission.

The Sport Class racers are so fast that they fly the same pace lap as the Unlimited Class, and then for all
subsequent laps they fly their own Sport Class course. The course in Acceleration is reflective of the 2006 course,
as we modeled it after the location of the pylons back then. The positions may have changed a bit for the 2007
races.

To learn more about real-world Sport Class racing, and to see the course layout, see the official Reno Air Racing
site.


http://www.sportclass.com/
http://www.airrace.org/classSport.php

To learn more about some real-world Sport Class aircraft, see:

http://www.relentlessairracing.com/
http://www.pbase.com/wjpearce/dg
http://www.lancair.com/Main/legacy.html|
http://www.aerochia.com/race planes.html
http://www.christopherwebbfilms.com/CTD/

Using another aircraft

You can run the Sport Class course in the default Acceleration Unlimited Class racer (a P-51D Mustang), or use
another aircraft. If you use the Mustang, a good technique to keep things fair (assuming you trust your
competitors) is to agree on a maximum power setting ... and never exceed it.

For the most realistic Sport Class experience, you can download a third-party Sport Class aircraft. Paul found two
that seem to fit the bill. First up, the Glasair Ill from Australian Simulation. The Glasair Il is a high-performance
aircraft that is raced in the real-world Reno Sport Class, so it’s a good fit for this course. Another fun Sport Class
aircraft is the Rutan 61 Long-EZ (another real-world Sport Class racer), and Alpha Sim has a great one that
includes a racing variation. The Long-EZ is an interesting plane to fly because it has the prop in the back, and a
canard up front. It’s light, responsive, and fast.

If you get one of these Sport Class add-ons, be prepared for a unique experience. As Paul puts it: “When
Brandon (mission designer Brandon Seltz) and | ran our first Sport Class race, he wasn’t quite prepared for the
sensitivity of the aircraft at these speeds. With the Nitrous Oxide on, the engine doesn’t last long, so | was able
to win with relative ease after he damaged his engine! It was fun anyway, and if given a second chance he
probably would have beaten me. Needless to say, | didn’t give him a second chance!”

If you have a Sport Class aircraft (or want to use any aircraft other than the default Mustang), you can switch to
it in the Briefing Room before launching a race (click the “Change Role or Aircraft” button). If you're flying with
other players, they can switch aircraft in the same way.

Changing the default aircraft for the mission

To make a Sport Class aircraft add-on (or any other aircraft) the default aircraft for this mission so you don’t

have to select it each time, you can alter the mission file in the same way as explained above for the T-6 mission.
Reno_MP_SportClass.xml is located in the C:\Program Files\Microsoft Games\Microsoft Flight Simulator
X\Missions\Racing\Reno_SportClass_Course directory (unless you installed Flight Simulator to a different

place). Just change the “container title” to the one for your aircraft. Not e t hat i to6s also good
the aircraft in the .flt file, though not required.
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If you download a Sport Class aircraft and want to get more realistic racing performance out of it, you can tweak

the aircraft.cfg file a bit. Paul says:

“As with the T-6, | wanted to test the course with the performance the Sport Class aircraft are
experiencing today, running with anti-detonation injection and multiple turbochargers or superchargers.
So | modified the aircraft.cfg to max out the manifold pressure, add the supercharger, add the ADI
system, and (just for fun) add nitrous oxide injection! These aircraft really scoot with this much power
on tap, and it takes a light touch to keep from over-controlling. | also bumped up the max rated speed
so | wouldn’t overstress the aircraft immediately.”

F


http://www.relentlessairracing.com/
http://www.pbase.com/wjpearce/dg
http://www.lancair.com/Main/legacy.html
http://www.aerochia.com/race_planes.html
http://www.christopherwebbfilms.com/CTD/
http://www.aussim.com.au/glasair/default.asp
http://www.alphasim3.com/store/product_info.php?products_id=235&osCsid=16ac53bd75fe226e35ba6804c2fb22b1

Changes to the Glasair lll aircraft.cfg file:

[piston_engine]
max_design_mp=45.0

supercharged=1 ; on/off
supercharger_boost_low_end=1.00 //multiplier on manifold pressure at low RPM
supercharger_boost_high_end=2.82 /Imultiplier on manifold pressure at high RPM

supercharger_power_cost=0.22
detonation_onset = 41

[AntiDetonation System.0]

reservoir_size = 20 ; gallons

flow_rate =2.8 ; gallons per minute

reservoir_position =-3.0, 1, 0.0 ; long (+ is fore), lat (+ is right), vert
max_mp_compensate = 39 ; MP above which ADI cannot compensate for

[Nitrous System.0]

reservoir_size=10.0 // gallons
flow_rate=5.0 /I gallons per minute
mp_boost=1.25 /I multiplier on MP

[Reference Speeds]
max_indicated_speed=340
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Brandon enjoyed flying the one sailplane race mission in Flight Simulator X: Acceleration so much that he
decided to build a different type of sailplane mission to challenge you. “Running this course is kind of like
downhill skiing,” he explains. “To succeed, you’ll have to fly as fast as possible through the hoops. The challenge
is deciding when to circle in thermals for more altitude, and when to just go for it and hope you have enough
altitude to make it through the course and still win. In our tests of this course, we consistently had very close
finishes flying at high speed very close to the ground. Certainly exciting flying for our soaring fans!”

Climbing for a hoop in close competition. Your mission? Just fly through the hoops.

The course takes place in the Austrian Alps near St. Johann airport (LOl). It starts in the air. You simply fly
directly to the first hoop as quickly as you can, then fly sequentially through each hoop after that. There are a
total of 27 hoops in the course, and we used arrows to indicate which way to turn if the next hoop isn’t
obviously in front of you. It may take you a few runs through the course to learn the turns. From then on, fly fast
and thermal if you need to. It’s all about speed and good decisions.



If you have a non-English version of Flight Simulator X: Acceleration

If you have the French, Italian, German, Spanish, Japanese, or Russian version of Flight Simulator X: Acceleration,
you can copy the translated sound files for racing missions to these new missions, so that the audio will be in
your language. Just copy the files from

C:\Program Files\Microsoft Games\Microsoft Flight Simulator X\Missions\Racing\Reno MP flying start\sound
into the following three folders (replacing the files that are there):

..\Microsoft Flight Simulator X\Missions\Racing\Reno_T6_Course\Sound

..\Microsoft Flight Simulator X\Missions\Racing\Reno_SportClass_Course\Sound

..\Microsoft Flight Simulator X\Missions\Racing\Alpine_Sailplane_Hoop_Course\Sound

In addition, copy the file thruhoop.wav from

C:\Program Files\Microsoft Games\Microsoft Flight Simulator X\Missions\Racing\HoopRaceCourse\Sound
into (replacing the file that is there):

..\Microsoft Flight Simulator X\Missions\Racing\Alpine_Sailplane_Hoop_Course\Sound

Note that if you installed Flight Simulator X to a different location than the default, the paths above will be
slightly different.



