Machine Set-up

So all the money has been spent and your machine is sitting there looking shiny and new. You might say to yourself, “ok…. ready to go!” Uhhhh…sorry…not quite yet. What about the set-up? Up until this point you will have dabbled with pitch curves, servo ATV’s and rates to a point where the helicopter will, maybe, hover and fly a circuit fine but for some reason when you try to carry out an accurate manoeuvre the machine is still a bit of a pig. Why? 

Well, it’s like this, there are common mistakes made and often repeated by modellers when they try to set a helicopter for 3D flying. You will more than likely experienced this yourself at the club, after having asked for help about flying 3D and the first (and possibly the only) thing you are told is to set your collective pitch at plus and minus ten degrees and you will have a machine that is 3D capable! In a nutshell, and not to put too fine a point on it, but….no! This is unfortunately not how it works and those who go about their 3D set up in this manner will generally never progress beyond the inverted hover, for good reason.

The 3D model helicopter is about much more than the collective pitch range. It is a system made from components, which interact every time it is used and therefore must be treated as a complete system when undergoing set-up. The quick fix is inadequate, and time spent on the bench, early on, will make your progression through 3D faster and less painful on the pocket. So let us look at each of these components one by one and see how each will have their own set-up requirements.
If you have any questions on this or other topics in the 3D Setup Tips section mail me at info@3dheliireland.com and I will endeavour to answer your question.

