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Background

Flight simulation units have been around for
decades and are most often used for pilot training
and research in aircraft design and development,
as well as in aircraft characteristics and control
handling. Most flight simulations either project or
utilize monitors as a graphical display for the user.

Project Goal

Our goal is to take the user experience to a new

Project Status

Remote control has been realized but requires
further refinements to eliminate signal errors.
Due to our unique propulsion system,
communication between simulation program
and Arduino is still undergoing design.
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