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About &Kydive Air Adventures

While learning this new and exciting sport,
everyone here at the SKYDIVE AIR
ADVENTURESwill make it as fun and
exciting as possible. As yowcontinue to
develop your skills in Formation Skydiving,
Canopy Formations, Style, Accuracy, and
Freeflying or even in becoming a
Professional Skydiver, we can give you the
finest training available!

We pride ourselves on being not just the
friendliest and most helpful Drop Zone
around, but also the most professional.
If you have a question about any of our
facilities, training, or safety, ask any
me mber of our USPA
make sure you get the right answer.



DISCLAIMER

This manual is na intended, in any way, to teach an
individual how to skydive.
It Is only to be used as a reference source in confunction
with a complete
ACCELERATED FREEFALL FIRST JUMP COURSE,
Conducted by a qualified USPA AFF Instructor.

WARNING

Training and/or experience are required to lower the risk of serious injury or
death!

Never use any skydiving equipment unless you have read the warning labels and
documentation, and completed a controlled program of instruction in the use of
that equipment.

Lower the risk of death, serious injury, canopy damage and hard openings by
never exceeding the limits shown on the warning label.

Warning labels can usually be found on the following locations:
Ramair parachute 8 Center panel, tail section.

Harness/Container systen® Backpad.



THEORY OF THE ACCELERATED FREEFALL PROGRAM

This program is called ACCELERATED FREEFALL (AFF) because the learning
process is three to five times faster than other traditional skydiving programs; all the
jumps included in this program are all FREEFALL SKYDIVES.
The program in which you will be participating is called the ISP (Integrated
Student Program). The syllabus or training program can be foun in the USPA SIM
Manual (United States Parachute Association Skydivers Information Maral) you can
purchase itat the Air Adventures store or you can download it at www.uspa.org. All of
the instructional staff here, at Skydive Air Adventures are certified by USPA as AFF
Instructors.
Within this USPA ISRprogram there are four methods to teach and learn how to
skydive. Out of the four programs, Skydive Air Adventures teaches he AFF program
This program is taught to a national standard, and designed to provide one on one
instruction for the student who is seriously interested in becoming a skydiver, similar to
private skiing or tennis lessonsThe entire AFF program includes eightlevels or categories
of instruction, with Performance Objectives (D6 s) f or eac hOdlsevmust bTeh
achieved to graduate to the next category or level. During the first three categoriesof the
AFF program, students exit the aircraft with two instructors hol di ng t he stude.]
0 as shown below - to assist in stability and give direct instruction during the 5560

secads of freefall. Categories D-1 thru E-2 are made with one AFF instructor and
providesi ncreasing freedom as ©Omceyosdreuddne withdhe s ki | |

formal AFF program (Categories A thru E2) you are considered off AFF Status and you
will move on to Categories F thru H which are considered coach jumps where the coach
or AFF Instructor will refine and advance your skills.

This program is flexible enough to be modified to meet the special needs of each
student. It is not uncommon to skip or repeat a category/level depending on the
studentds individual skill s. Progression thr
perform in freefall as well as under canopy.

Good luck, and welcome to the amazing world of skydiving!



http://www.uspa.org/

SCHEDULE FOR THPAY

Complete Necessary Paperwork: waivers, USPA Membership, etc.
Il nstructordés Introduction

Tour of Facilities

Gear Familiarization

<Break>

Classroom Training

Lunch Break

Practical Training

Dirt Dives

AFF LEVEL | SKYDIVE!

USPA AFF REGULATIONS

Maximum gro und wind speed for all students is B mph. ( Waivered by USPA)
Minimum exit altitude for all AFF jumps is 9000 feet.
Minimum USPA pull altitude is 4000 feet on all Student jumps.

Maximum time between AFF jumps is 30 days. Going this long is NOT
RECOMMENDED. This delay not only decreases the amount of learning
accomplished, but will also require a retraining session and repeat of the last
successful level.

COMMON AFF PROCEDURES AT SKYDIVE AIR ADVENTURES

The aircraft flown at SKYDIVE AIR ADVENTURE&e usially a 13 seat King Airor
6 seat (ssna 206

Exit altitude is typically from 13,500+ feet for the King Air and 11000t feet for the
Cessna 206

Video of the AFF Levels isavailable for each skydive, ask your instructor.

Stay current, stay safe, and useommon sense.



EQUIPMENT



The Student Parachute System
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SydiveAir Adventures

Sandard Equipment Check

Container
Back Front

1. ReserveData Card in date. 1. Three Ringsproperly connected 9
2. AAD armed: Press once & release. Papa ring, Mama ring, Baby ring,

Press & release each time the light yellow cable thru the loop .

comes on (3 times). A zero and 2. Cutaway Cable through loop.

an arrow pointing down at the 3. Riser Loopthrough grommet & eye

end of the countdown signals that of housing.

the AAD is armed & ready. 4. RSLsecurely connected.
3. RSLring between guide rings. 5. Cutaway Pad & Reserve Handé
4. Reserve Cablanoves freely in secure.

housing. 6. Chest Strap & Friction Adaptorin
5. Riggers Seahtact & stamped. good condition.
6. Reserve Pinstraight and clean. 7. Leg Strapsouted correctly.
7. Closing Loop in good condition,

and halfway down pin.

Main Handle

1. Handle is only thing showing.

2. Closing Loop is not frayed.

3. Bridle is not twisted and is tucked
away.

4. Flapis closed

Other Equipment - S.H.A.GG.E.R.
Shoesa tennis shoes/runners, no boots, sandals, or shoes with hooks.
Helmet fits well with the straps comfortably secured.
Altimeter at zero.
Goggles are clean and fit well.
Gloves d If it is 40 degrees are lower on the ground
Equipment - Jumpsuit does rot limit access or vision of handles or
altimeter.
Radio on correct channel, tested, and turned off.
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~

All students are required to wear a jJumpsuit, helmet,
gogaqles and a visually accessible altimeter. Your parachute
container must be equipped with a Reseve Staltic Line
(RSL) and Automatic Activation Device (AAD).




OPERATION OF THE STUDENT HARNESS AND CONTAINER SYSTEM

The normal opening sequence of the main parachute is an organized and consistent
event.

The skydiver pulls and throws the main handle to full arms extension deploying the pilot
chute, extending the bridle, and pulling the pin out of the closing loop. The main
container then opens, after the pilot chute catches air, and initiates the opening sequence:

1. Pull- The main deployment bag, containing the main parachute is lifted from
the main container, by the pilot chute bringing the suspension lines to full line
stretch

2. Lift Off- The deployment bag then opens, allowing the main parachute to be
extracted from the bag, initiating inflation

3. Deployment- As the parachute inflates, the slider moves down the suspension
lines until it reaches the tops of the risers

4. Inflation- Once the parachute is fully inflated, release the brakes, perform a
controllability check, and fly down to a safe landing

ParachuteDeployment Sequence

1. Pull 2. Lift Off 3. Deployment
4. Inflation



AIRCRAFT



AIRCRAFT PROCEDURES

Students are always trained for the typeof aircraft to be used for their skydive.
There are many different types of aircraft used in skydiving and the specific procedure
may vary depending on the aircraft used.

STANDARD PROCEDURES.:

a) Always receive a full gear check from a Staff Instructor before boarding the
aircraft.

b) Always do a 6 point gear check at least 3 times before entering the plane.

c) Approach the aircraft from the rear or side to avoid the propellers, NEVER
APPROACH THE FRONT!

d) If you ever have to approach an aircraft from the front, walk at least a wings
length away from the fr ont and side of the aircraft.

e) Always remain with one or both instructors while boarding the aircraft.

f) Mentally review the skydive during the ride to altitude, relax, and review the
key altitudes as they are passed.

g) Remain seated until directed by theinstructors to do otherwise.



GEAR PROTECTION

N
PN

Protect the deployment and cutaway handles at all times when entering the
plane, when other jumpers are going by you or sitting close to you.

Keep movement to a minimum to avoid catching handles or pins.

In the event of an open container in the aircraft, contain the parachute and do
not let it escape.

If the parachute or pilot chute escapes out the door, it must be immediately
foll owed out I f i1t 1Is yours, a ar det autf
of their way. Check the parachute and be prepared to initiate emergency
parachute procedures.

Always perform a 6 point gear check at least 3 times before exiting the plane.



AIRCRAFT EMERGENCY PROCEDURES

a) FAA regulations require that a seatlelt be worn during taxi and take -off till 1000
feet and if landing.

b) Hard helmets will be placed on your head and the chin strap firmly buckled and
will be worn until reaching an altitude of 1000 ft.

c) Inthe event of any aircraft emergency students are requied to take direction from
their Instructor.

d) In the event of an emergency landing, helmet and seatbels are to be worn.
Assume the hard landing position.

e) In the event of an emergency exit, follow the Instructord s I nstructi ons
using either the regrve or the main parachute. Count to two by thousands, and
pull the assigned deployment handle. For a low exit, this will be the ONLY time
you will ever pull your Reserve Handle only!

f) Above 4,500 feet expect to exit as planned for your AFF jump, possibly with one

Instructor.
CLIMBOUT AND EXIT PROCEDURES
CLIMB OUT
One of the Instructors wild.l check the spo:
before he/she climbs out. The student then gets and maintains eye contact with the other
Instructor, and waits for t he command: 0 Ge t The stutleat witl tale ad oo r 6.

position on the outside step (King Air). They will place their left foot out first (in front),
and their right foot will then be placed behind the left foot , the student will place their
hips in the door frame and assume an ARCH position.

After assuming the exit position in the door, the student takes a deep breath
before beginning the HOTEL CHECK The entire exit sequence begins at this point, and
the student is in command of the exit; a loud voice and exaggerated movement is very
important.




| Side Door Positioning | Tailgate Positioning |

SIDE DOOR CLIMBOUT AND EXIT PROCEDUREXING AIR & CESSNA206)

HOTEL CHECK
a) CHECK IN!I! Check in with the instructor on the inside. WAIT FOR THE O.K.
from t hat instructor
b) CHECK OUT!!! Check with the instructor on the outside. Once again, GET
THE O.K. from the Instructor before looking away

EXIT COUNT
a) PROP!Head up, looking at the propeller
b) UP! Move body up onto the toes
c) DOWN!!! Move body down, knees slightly bent
d) ARCH!!! Step out of airplane, presenting your hips into the wind with your
head up and get immediately into the freefall arch

TAILGATE CLIMBOUT AND EXIT PROCEDURES

HOTEL CHECK
a) CHECK RIGHT!!! Check in with the instructor on your right side. WAIT FOR
THE O.K. from that instructor
b) CHECK LEFT!! Check with the instructor on your right side. Once again,
GET THE O.K.from the Instructor before looking away

EXIT COUNT
a) PRORI!I Head up, looking at the pilot
b) UP!I Move body up onto the toes
c) DOWN! Il Move body down, knees slightly bent
d) ARCH! Step back out of the plane, presenting your hips into the wind with
your head up and get immediately into the freefall arch

-Much | i ke a quarterbackds count, a clyear Hot €
motion will ensure that both student and instructors make the exit as a single group.

- Upon exiting the student will concentrate on Arching by looking up at the plane.

- Once in freefall, take a deep breath, relax, and begin the flow of the skydive.



FLOW OF THE

SKYDIVE



BODY POSITION / ARCH
From the very first moment of exit until the canopy opens it is important to maintain a
stable arch. This is the basic stable body position for skydiving A good arch will always result
in a stable, face to earth body position.

Side View
Knees Bent 457 Toes pointed - Hips Lowest Point 6 Shoulders & Elbows at 90°

Front View
Hands Level with Earsé Head Up, Looking Forward

Top View
Body Symmetrical andRelaxed




FREEFALL HAND SIGNALS
During the freefall portion of akydive, verbal communication is not possible. Freefall
communication is done through the use of hand signals by the Instructor(s). These signals may be
given throughout the skydive as necessary.

Legs Out

Circle of Awareness (CQ})

If Instructor(s) shake you.
Arch




LEVEL |

After the exit count - Exit the plane with your hips into the wind , ARCH and keep your
head back This will help m aintain a good body position during the initial transition from
vertical to horizontal during the first five seconds of freefall. It is important to note that when
first exiting the aircraft, a face to earth position is neither immediately achieved nor desired!
The relative wind is coming from the aircraft
vertical position during the first five seconds of freefall.

CONDUCTING YOUR FIRSTSKYDIVHTHE DIVE FLOW)
(Once in freefall start the skydive objecives below)

1. CIRCLE OF AWARENESEOA):
a) Look out toward the horizon for a heading. You can use the sun, a house, a laked

anything at a 45°angle. (Heading awareness).

b) Look at the altimeter, and read the altitude at that time. (Altitude Awareness)

c) Check with the reserve sidelnstructor for any instruction. Look at him and respond
to any signalsuntil receiving a thumbs up okay signal

d) Look at the Main Side Instructoras above in 6cd.

2. PRACTICETOUCHES (A3 s )
The following will be performed in a slow and ¢ oncise manner.
a) ARCH: Perform a positive arch.
b) REACH: Place the right hand on the handle (bottom right side of container) while
bringing the left hand over the head, palm down.
c) TOUCH: Be sure you can feel the handle.
d) RECOVERReturn to a neutral body position.

(If you feel the Main Side JM placing your hand on the handle, let them assist you!)

3. 2\° COA - Performed a in the same manner as above (1).



CONDUCTING YOUR FIRST SKYDIVECONT)

4. SHORT CIRCLES
a) Look at the heading and altimeter every 3-5 seconds. 8ort Circles help to ensure
heading and altitude awareness.
b) Give the Instructors an opportunity to provide instruction.

5. LOCK ON
a) Look at the altimeter at 6,000 feet.
b) Watch the needle until it reaches 5,500 feet (about two seconds)
c) At 5,500 feet wave off by crossing the arms once overhead
d) Follow the wave -off with a smooth pull sequence.

6. PULL SEQUENCE
NOTE: PULL TIME IS NOT PANIC TIME, SLOW AND SMOOTH

a) ARCH: Perform a positive arch.

b) WAVE OFF:Wave your hands above your head indicating pull time.

c) REACH: Reach to the bottom/right side of the container and bring the left hand
HIGH above the head, palm down.

d) PULL:Grab the handle and throw at full arms extension with palm up .

e) CLEAR:Look over the right shoulder to ensure pilot chute launch.

f) CHECK CANOPY: Count to five by thousands and check for main parachute
deployment. Then execute a controllability check.

The Student and Instructor will practice the dive flow and all procedures before making
the skydive so that they will be smooth and consistent for the jump.

EXIT PROBLEMS

a) Tumbling on exit (or during the skydive): ARCH!!!
b) Shakingd You feel your instructors shaking your harnessARCH!!
c) Loss of onelnstructor during the skydive: Continue with the remaining instructor.

d) Loss of bothInstructors: Pull immediately!



CANOPY
CONTROL




CANOPY CONTROL
Once your canopy is open take these actions to insure safe canopy control procedures

Checkyour3S o s :
Square Sable and Steeralte

1. VISUALLY CHECK CANOPY Fully Inflated and square with the parachute flying straight
and fully inflated (stable) and you able to steer it (steerablg by doing a controllability
check (below #4).

2. RELEASE BRAKES The toggles are stowed in a halfbrake configuration to keep the
parachute from surging forward at full speed upon deployment & pull down on both at
the same tme to begin flying the canopy. Always fly your canopy with your arms fully
extended in the full flight position.

3. CHECK AIRSPACB If on a head-on collision course, both canopies make right turns to
avoid collision; and remember that the low canopy always has the right of way.

4. CHECK CONTROLABILITYd The canopy should be steerable Confirm this with the
following procedure:

a) UseA.P.T. Altitude, Position, & Traffic - Do | have enough Altitude to get back to
the landing area, what is my Position in with other canopy traffic as well as how
far am | away from the DZ, & Always check for Traffic before you turn

b) Turn parachute 180° to the right, Turn parachute 180" to the left.

c) Flare parachute to 100% brakes for 23 seconds, and then return to full flight.
*If the parachute passes these tests it should be landable*

The final decision about cutting away the main canopy
belongs to the individual flying the canopy!
And the decision altitude for a Student is3,000 feet!

5. LOCATE THE AIRPORT ANDINSTRUCTORS 8 Find the landing and holding areas. The
instructors and other skydivers are often good references for landing. Locate the
windsock, wind blades, flags or other items for wind direction. You should be in your
holding area by 2000 ft., if you are not you should look for an alternate place to land.

6. LISTEN TO THE RADIO?d Listen to any radio instruction. The instructors will be providing
you with the best advice possible from their vantage point. Radios are electronicdevices
that can fail. If the radio does not operate properly, fly the canopy as taught in the
classroom to either the landing area or an open field, and always remember to look out in

front of you to flare! _'You do not need a radio to land your parachute !




LANDING PATTERN

The standard landing pattern in skydiving is the same as that of an airplane. In three

legs, it consists of aDownwind Leg a Base Legand a Final Approach. Before making any
skydive, it is always wise to select a landing pattern ad look at an aerial photograph of the
dropzone and surrounding areas to select landmarks that will aid in recognizing the landing
pattern while under canopy.

Here at SKYDIVE AIR ADVENTURESe perform a left hand pattern for landing. What

this means isthat once you enter the landing pattern, you will be making left hand turns
between your downwind, base and final. Different dropzones have different landing patterns,
so make sure to check on them before you jump.

1)

2)

3)

DOWNWIND LEG Beginning at 1,000 feetAGL, fly from the Holding Area down the
wind line with the wind at your back. The downwind leg goes off to right side of, and
just past the target, depending on the winds. Longer for light winds, shorter for strong
winds.

BASE LEG:At approximately 500 feet a 90° turn toward the target starts the Base Leg;
Fly the canopy straight until parallel with the target.

FINAL APPROACH: The Final approach starts at approximately 250 feet, making your
last 90° turn into the wind . You must be at full flight (arms fully extended) at 100-150
ft to be prepared to land.  FINAL IS FINAL A crosswind, or downwind
landing is better than making a low, hard turn.

**Types of turns that are allowed while applying your landing pattern*****

Above 1500 3608s are all owed
Below 1000ft to 250ft - Only 90°degreeturns allowed
Below 250ft - Only 45°degreeor less allowed

AT NO TIME SHOULD YOU MAKE A SHARP TURN ON FINAL APPROACH

OR ATTEMPT TO SALVAGE A DOWNWIND LANDING
WITH AN AGGRESSIVE TURN.
SHARP TURNS RESULT IN VERY RAPID ALTITUDE LOSS



EXAMPLE OF LANDING PATTERN
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LANDING

A controlled freefall and flight to the landing area is fun, but any skydive is not over
until landing safely.
FI'y your canopy, donodot | et

1. FINAL APPROACH: Keep facing into the wind, except for minor corrections (45
degrees or lessjo avoid obstacles, and stay on the windline.

2. PREPARE TO LAND: Feet and knees together, knees slightly bent, in preparation
for a PLF.

3. TOGGLES: Keep the toggles all the way up (in full flight), and eyes looking ahead
toward the horizon.

4. FLARE: The flare is performed as a single smooth maneuver to bring the canopy in
for touchdown. DO NOT LOOK STRAI GHT DOWN!
8-10 feet, bring the toggles smoothly down to full arms extension (into your crotch)
in a slow, controlled manner. This will bring the parachute to a full stop just before
touchdown. Be ready to perform a PLF on landing.

5. PERFORM A PARACHUTE LANDING FALL (PLF):A PLF is the best way to
distribute the landing forces to avoid injury. The feet and knees are held together
with the knees slightly bent

3. Side of the Thigh 4. Buttocks 5. Shoulders

The PLF finishes with the feet arching over to throw off the final energy of the landing.



HIGH WINDS (10-18 mph.):

To avoid being dragged by the parachute in higher winds, remain on your feet, if you
find yourself lying on the ground get up immediately and collapse the canopy immediately
upon landing. To do this, release one steering toggle and reel in the other toggle hand over
hand unti |l hol di ng t he eeenbgprytdngteeml wark both T hi
standing up and sitting on the ground and will collapse the parachute, so that it will not
catch air. After the canopy is collapsed run around behind the parachute to keep it from re-
inflating.

TURBULENCE IN THE LANDING AREA

This will occur due to an obstacle in or near the landing area, and will vary depending
on wind speed, as well as wind direction. A good rule of thumb is to double the obstacle in
size and lay it over downwind. This will be where most of your turbulence is. Fly thru
turbulence using smooth, minimal input with arms all the way up in full flight as much as
possible.

Places for turbulence:

1) Near and over runways

2) Buildings

3) Trees

4) Roads

5) Over different terrain features/colors 8 from dark to light (e xamples runways,
forests,etc.)t ur bul ence comes up and under youé.

6) Near other canopiesd wake turbulence

7) Downwind prop wash of a taxiing aircraft

OFF FIELD LANDINGS:

1) Choose a big, clear open field by 2,000 feet 3| ook f or i nstructors
emergency exit.

2) Stay away from un-natural straight lines, as they may be fences or electrical wires.

3) Transfer landing pattern to new area.

4) Look for, and avoid, obstacles.

5) Flare, and perform PLF as needed.

6) Wait for instructor assistance.

7) Be polite and courteous to property owner.

LANDING PRIORITIES- Remember when landing your canopy on the DZ of off; apply the
following Landing priorities:

1) Always land with a level wing over your head ( have level wing by 300ft )
2) Avoid obstacles land in aclear field (decide by 2000ft)
3) Flare to at least half brakes and be prepared to PLF

If you have the choice between landing with a bunch of cows, and just one, go to the bunch
of cows & one cow will likely be a bull and will charge.



RECOVERING YOUR GEAR

The best way to return the equipment to the packing area is to gather the parachute up
neatly to prevent it from dragging along the ground as you walk in. Dragging the canopy
can damage the equipment, and/or shorten its life span. And makeyour packer very
unhappy.

1) Loop the suspension lines like a garden hose, alays moving towards the canopy,
DO NOT DRAG THE CANOPY!
Keep wrapping line until you cannot pick up any more at the top of the slider.
2) Once all the lines have been gathered,pick up the canopy, deployment bag and
pilot
chute.
3) Sling it all over one shoulder, making sure not to drag anything.
4) Your Instructor will show you where to place your gear to be packed. Be sure it is
out of direct sunlight.
5) Remember to keep your head on a swivel and look for other jumpers landing near
you, your skydive is not over until you gather your gear and exit the landing area
and return safely to the packing area.




OBSTACLES

In virtually every circumstance,
any obstacle or hazard can beavoided.

LOOK AWAY 8 STEER AWAY!II
ORul e of thumbdéd Avoi

Following each of these basic steps outlined for the major hazards can lessen the severity of
hazardous landings. Be sure there is enough altitude to make safe turns as it is oftgreferable
to land crosswind, or even downwind, to avoid landing on an obstacle. Making a decision
early is the best way to deal with obstacl es.
|l and there, dondét | ook there!

1. TREE LANDINGS

a) Face into the wind at half -brakes to slow the parachute down.

b) Aim for the biggest, bushiest part of the treed try and catch a main branch to avoid
falling.

c) Feet and knees together to prevent groin injuriesd not crossed.

d) Elbows in, looking down for throat and vital or gan protection.

e) Prepare for a PLF.

f) If suspended in the trees do not move, or cut away the parachute. Secure yourself
and wait for help.

e) WATER LANDINGS: NEVER CUTAWAY THE PARACHUTE ABOVE THE
WATER!!

a) Face into wind.

b) Disconnect the RSL andeleasethe chest strap.

c) Flare half brakesd water is very difficult to judge.

d) Feet and knees together.

e) Take a deep breath and prepare for a PLF.

f) Once in the water slide out of the harness.

g) If the parachute lands on top of you, DO NOT PANIC. Swim down and away
from th e canopy 0 and up stream if in a river.

a) Think thin!

b) Bring toggles to half-brakes

c) Feet and knees together.

d) Prepare to PLF.

e) If on the ground with the parachute caught in the wires, disconnect RSL, and
cutaway. Avoid any wires on the ground and walk away.

f) If suspended from the wires, do not move or attempt to reach the ground. Wait
for the instructors or a representative of the local power company for assistance.

DO NOT LET ANYONE TOUCH YOU!



g) BUILDINGS:
a. If landing into side 0 prepare for PLF and roll into building.
b. If landing ontop &
i. Disconnect RSL carefully under canopy
ii. Flare for top of building
iii. Either cutaway once safely landed, or reel in canopy handover-hand

5. OTHER OBSTACLES:

a) Vehicles

b) Fences

c) Runways

d) Airplanes

e) People

f) Animals

g) Anything other than a clear, unobstructed area

PAY ATTENTION TO WHERE YOU
ARE FLYING, AND STEER TO Avoip| AT AN ALTITUDE OF 1000 FT. DO

ALL OBSTACLES FROM NOT FLY OVER ANYTHING
HIGHER ALTIUDES! YOU DO NOT WANT TO LAND ON !

YOU NEEDTO DECIDE BY2000 FT IF YOU ARE GOING TO LAND OF THE
DROP ZONE AND YOU WILL TRANSPOSE THE PATTERN YOU WERE GOIN(
TO USE ON THE ALTERNATE LANDING AREA.ENSURE THAT THIS AREA IS
FREE OF OBSTACLES AND HAZARDS
NEVER MAKE RADICAL TURNS ON FINAL APPROACH TO AVID AN
OBSTACLE. YOU SHOULD KNOW WHERE YOU ARE GOING TO LAND AT
1,000 FEET WHEN STARTING YOUR LANDING PATTERN.
Remember that you are responsible for your own safety.
If you do not feel comfortable with your abilities, please review your training
And/or t alk with a staff Instructor before proceeding.




MALFUNCTIONS &

EMERGENCIES



PARACHUTE MALFUNCTION PROCEDURES

A videotape of parachute malfunctions will be shown with a review by the Instructor
to assist in the proper identification of the various typ es of malfunctions.

Malfunctions are broken down into two majo r categories: total and partial OR freefall
and canopy.

TOTAL: Container Lock (NOTHING PULLED/NOTHING DEPLOYED)
Total malfunctions are high speed; ALTITUDE IS LOST VERY QUICKLY!

After THREEunsuccessful attempts at locating or pulling the main handle:

a) Arch

b) Look at and grasp the Cutaway Rllow with your right hand and place the left hand
on top of your right hand for assistance.

c) Once you have the Cutaway Pillow - Look at the Reservehandle.

d) Peel the Cutaway Pillow and pull to full arms extension - while keeping your eyes
on the Reserve handle.

e) Once the cutaway pillow is fully extracted 0 Reach with your left hand and place it
on the reserve handle, place your right hand on top for assistane and Pull the
Reserve handleto full arms extension.

f) Arch & check for deployment.

*Always pull your Cutaway Handle before your Reserve Handle to
prevent the possibility of a two -canopiesout situation*

PARTIAL: Main handle has been pulled and you have anything less than a controllable
parachute to land under.

NOTE: While some of these types of malfunctions are at a lower speed than
a total malfunction, altitude is still lost at an increased rate.
Always be aware of your Altitude!

A) Emergency procedureswill be conducted in the same manner for slow speed and
high speed malfunctions. ( See above)

After the Reserve Canopy has deployed in either situation, grasp the steering toggles (usually
red), clear the brakes and fly the canopy to a safe landing.Your reserve parachute flies much
like your main parachute, it is also square and steerable.



THE RULE OF HREES

a) In the event of a hard pull, or no handle is found, you get three attempts to locate
the handle before carrying out emergency procedures.

b) You get three attempts to fix any problem before performing emergency
procedures.

c) You have a 3,000-foot hard deck & this means you have to have a goodreserve
canopy over your head by 3,000 feet! If no canopy has been deployed,
immediately cutaway and pull your re serve!

THE DECISION ALTITUDE IS000 FEET

This means that if there is not a controllable parachute that can be landed safely by3,000
feet, or if there is any doubt, perform your emergency procedures

ALL STUDENTS WILL PRACTICE THE MALFUNCTION PROCEDERIN A TRAINING
HARNESS UNTIL THE PROCEDURES ARE PERFORMED IN A SMOOTH, EXACT AND
TIMELY MANNER.

THE INSTRUCTORS WILL REVIEW THESE PROCEDU
PRIOR TO EVERY SKYDIW,
TWO CANOPIES OUT SCENARIOS

There are three ways that two canopies can stabilize. Twoare landable; one is not and has to
be cutaway in order to survive.

1) Bi-Plane
a) Best situationd one in front of the other
b) Do not unstow any brakes
c) Can be flown by holding the inner two Risers together 3f r ont canopyds
canopyods fronts.
d) Do not fl are, prepare for PLF
2) Sideby-Side
a) Also landable 6 canopies are next to each other, and touching
b) Do not unstow any brakes
c) Using the rear, most outside Riser$)
d) Using harness turns, and minor input, steer canopy to landing area and prepare for PLF
3) Downplane
a) Worst scenario- both canopies are flying away from each other, with you in the
middle face to earth
b) The only way to survive this is to cutaway your main above 1000ft and fly your
Reserve to the landing area just as you would your Main.

e a



Canopy
(Rectangular,
Fully Inflated)

e O,

< Steering
\ / / Lines
p’ / //
Suspension Lines
(Straight from Risers
to Canopy) i » :
— Risers

A good canopy is Sjuare, Stable andit is Seerable (ThreeS 6 s ) . A Controll abil
each jump to confirm the Canopyds Stability.

(a) Left turn 180 degrees
(b) Right Turn 180 degrees
(c) Flare (Both toggles to 100% Brales)

If the canopy does not smoothly perform these actions,
then you should initiate Emergency Procedures immediately!
The canopy must perform all three maneuvers!




Correctable Problems

Line Twists Closed End Cells
(Kick them out) (Hold Brakes at 100%)

Slider Up Line Twists, Closed End Cells, Slider

(Pump Brakes) ] Up )
(As above, fix one problem at a time)

These 6problemsdéd are correctable under canopy,
actions. The student should pay attention to the altitude and take appropriate action at the
decision altitude.

If you have line twist get out of them by kicking aggressively in the other direction, you do
not unstow your toggles until the line twist are un-done. If the slider remains up, or the end
cel s remain closed, a controllability check wil

If you do not have control:
Cut Away and Deploy the Reserve by 3,000 Feet.
THIS IS THE DECISION ALTITUDE!




Total and Partial Malfunctions
P o~

Total Pilot Chute in Tow
(Cut Away & Pull Reserve /mmediately.) (Cutaway & Pull Reserve/mmediately.)

Horseshoe Bag Lock
(Cut Away & Pull Reserve.) (Cut Away & Pull Reserve.)




Streamer Line Over/Knotted Lines/Spinning
(After counting to 5, (Try and pump brakes, if still not controllable

Cut Away & Pull Reserve) Cut Away & Pull Reserve.)

Holes in the Canopy:

a) If the hole is smaller than your head and you cannot see sunlight through it, check
controllability and make determination

b) If you can see sunlight through it, astaway and pull Reserve

c) If you can fit your head through the hole and there is no sunlight through it,
cutaway and pull Reserve




Difficulties

Broken Lines

| f only one I|line is broken, a Controll abi l
condition. This will also depend on where the line is broken. If the Controllability Check is
good, avoid any hard turns under the canopy. If more than one line is broken, the canopy
should be Cutaway, and the Reserve Deployed.Cutaways should be performed by 3000 ft.!

Pilot Chute Under the Nose

Occasionally, the Pilot Chute might get caught under the nose (front) of the canopy.
Generally the flight of the canopy will be unaffected, and a controllability check will confirm
this. If the Controllability Check is good, avoid any hard turns under the canopy.

In either case, If there are any doubts:
Remember the decision altitude is3,000 feet!




THE AFF

CATEGORIES
A THRUE




AFFCAT A - Level | DIVE
FLOW

1) Climb Out

2) Hotel Check & Exit Count

3) Arch on Exit

4) Circle of Awareness

55 Three (3) PTO

6) Circle of Awareness

7) Horizon, Altitude, Arch,
Legs,& Relax

8) Short Circl es

99 Wave Off & Pu

PerformanceObjectives

1) Exposure to Freefall

2) Heading Awareness

3y Correct PTOSs
4) Altitude Awareness

5) Pull

6) uccessful Canopy Control




AFF CAT B- Level Il DIVE FLOW

1) Climb Out

2) Hotel Check & Exit Count

3) Arch on EXxit

4) 3-5 seconds to stabilize

5) Circle of Awareness

6 Two (2) PTOs

7) Check Altitude - Team Turn Left 90
degrees

8) Check Altitude - Team Turn Right 90
degrees

9) Check Altitude - Forward Movement
For 4 Seconds

10)Heading, Altitude, Arch, Legs, &
Relax

11)No more maneuvers after 7000 ft.

12)Lock on at 6,000

1BYWave Off & Pul | a

PerformanceObjectives

1) Heading Awareness

2) Turns

3) Forward Movement

4) Solo Pull

5) Succesful Canopy Control, Fly
Recognizable Pattern with
Assistance




