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1) INTRODUCTION 

Welcome to SCG Air  

This manual is intended to be a one stop quick-guide to 

everything we do, our ethos and getting involved.  The manual 

is not intended to be an “in depth” reference and you are 

advised to look on the main SCG webpages for specific detail 

on things like combat manoeuvring and the full Dead is Dead 

ruleset. 

Please note that this manual is not designed to “baby step” 

you through the basics of flying or setting up things like 

Teamspeak whispers.  This is deliberate because we want to 

convey the KEY points here without getting swamped in the 

minutia. There is a lot of information on the basic stuff 

already out there and we are always happy to help squad 

members with any specifics.  

 

2) GENERAL INFORMATION 

2.1 A word about what is “Good Enough to Fly” 

If your application to join us is accepted and you are taken 

from your “probate” status into the ranks, take it as a given 

that you’re a part of the family and welcome to join in any of 

our casual flights and campaigns including Tactical Air War.  

This does come with one proviso: you try your best to get down 

those basic skills you need to fly in a group.  

The other “big thing” in SCG are our popular “Dead is Dead” 

events. This is where you nurture your persona through a 

career and try to keep him alive. In return you get stats and 

virtual rewards. More importantly, you get an opportunity to 

fly in an environment that is taken more seriously where we 

attempt to use real world combat tactics as a group to come 

out on top. 

2.2 Communications 

SCG uses 3 main methods of communication: 

1) The SCG Website – this is the main resource for SCG and 

contains all our forums, events calendar, training 

material and links to our skin packs etc.   
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2) The SCG Discord Server – this is a quick communications 

tool. It should not be used as a substitute for the main 

SCG site although we do link some of the important things 

from the main site there also.  We use the voice channels 

in discord for more casual flying. 

 

3) The SCG Teamspeak Server (comms.simulatedcombatgroup.com 

password “enjoy”) – this is the main resource we use for 

communications in Dead is Dead and larger Casual events.   

It is important that you get familiar with using Teamspeak on 

the fly and learn how to set up whispers if you intend to fly 

in our Dead is Dead Events.  

There are lots of online tutorials to help you with this. 

 

2.3 Standards of Behaviour 

We expect all our members to respect one another and the wider 

community.   

1. Any substantiated personal abuse against another 

member of SCG will be tackled with ZERO tolerance.   

2. We keep Real World politics out of our virtual world 

and our views to ourselves 

3. We deal with group politics respectfully and via the 

formal Command Group process if necessary 

4. We don’t “Chute Kill”    EVER 

5. We don’t “police” other’s servers  

6. We encourage all members to keep out of online and in- 

game arguments and represent the SCG tag with honour 

7. We don’t fly against one another IN SCHEDULED EVENTS 

unless it is a part of the event (for instance an 

internal group campaign) 

8. We respect the right of members to fly whatever side 

that they want OUTSIDE OF SCHEDULED EVENTS provided 

that they attempt to  make contact with other SCG 

members in that server first 

9. We encourage all our members to learn how to fly in a 

group and we do expect our members to put some effort 

into learning the skills required to do this well 

10. Any grievances that cannot be resolved quickly and 

amicably should be referred up the SCG ranks 
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2.4 Squad Hierarchy 

SCG operates as a meritocracy.  With the expectation of the 

STAB (Staff and Command Officers), whose positions are 

primarily appointed because of administrative requirements and 

responsibilities, positions within the units have been awarded 

on flying and leadership merit. The positions do not, however 

necessarily reflect the historic ranks which may have been 

awarded. You may also see long time members taking more a of 

back seat role these days but rightfully keeping their ranks. 

So, it is perfectly possible to see a Major sitting within the 

lower positions of a staffel being led by a lower ranked 

officer. What is important here is that it’s the POSITION 

within the unit not the historic rank that is important in the 

chain of command. 

 

2.5 Command within Organised Events  

STAB officers are, in theory, senior in position but should be 

considerate to their Staffelkapitans when flying within the 

regular Staffel itself. They should not take over events 

organised by their Staffelkapitans nor apply undue pressure to 

secure this consent. Pulling rank is frowned upon in these 

circumstances and repeated infractions could result in the 

removal of that member from their position.  

 

2.6 Policy Making 

Policy, promotions and membership decisions are decided by a 

monthly meeting of Stab members and Staffelkapitans and 

Training Officers.  This is called the “Command Group”.  The 

group normally consists of around 9-15 members and a Quorum of 

5 is required to make a decision.  All policy is set by a 

majority vote of those present. Once a policy or decision is 

set or changed it will be published. It is expected that all 

policy is adhered to.  

The group will consider suggestions from any SCG member. To 

have a suggestion considered, a member must first raise it 

with their Staffelkapitan and then submit a written outline of 

the idea or proposal to them. The Staffelkapitan will then 
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submit the item to the Command Group. The Staffelkapitan does 

not need to agree to the proposal for it to be submitted.   

 

2.7 Training 

The way we train in in SCG is perhaps slightly different to 

many other squads. We don’t hold “Training Events”. We have 

found that these are not popular and that everyone is not able 

to make them. We also found that the training didn’t really 

get used in the combat servers.   

Our training now works over a four week cycle and looks at 

specific aspects of group air combat in each period. In week 1 

senior officers meet first to establish a routine that can be 

easily replicated and undertaken during any online flight.  

Once agreed upon, the training lesson plan is published in the 

SCG Training Section and the senior officer group passes down 

the training to the flight leadership in week 2.  

In weeks 3 and 4, the lessons are incorporated into everyday 

online flying whenever possible. There may also be elements 

within the training plan that members may practice offline.  

We think this method better allows for a larger participation 

and ensures we are all on the same page.  

In addition to specific training, our regular flights should 

also be an environment where new members can quickly pick up 

the basics of formation flying and we encourage all our flight 

leaders to help their flight perfect their basic skills during 

these sessions.   

2.8 Using the Air Combat Events Calendar on the SCG Website 

The Calendar sits at the heart of the SCG website. It’s here 

that you can find out what’s happening, who’s attending, what 

position or role they will be playing and any other 

information relevant to to the event including links to full 

briefings for things like Friday Night Bomber Flights.     

When an event is posted, the originator will automatically ask 

for participants to be invited with an email notification that 

contains a link but it is always wise to check the calendar 

routinely.  
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Please take some time to respond to your event invites with 

either Attending/Not Attending/Maybe. This gives the event 

organiser a good idea of who is coming and helps them to plan. 

Turning up unannounced isn’t usually a problem but it can put 

additional pressure on the leaders, especially is someone has 

missed the briefing also.  

If for some reason, you cannot make an event that you marked 

as attending, you can change the message. Please try to do 

this AT LEAST 1 HOUR before the event.  

If the event is a dead is dead event you may get invited even 

though you have not yet qualified to take part. This is 

because we want everyone to know the event is taking place so 

that we don’t end up flying against one another on the same 

server during a Dead is Dead event.  

 

3 DEAD IS DEAD 

3.1 What is “Dead is Dead”? 

Dead is Dead is a concept where members take on a “persona” 

and guide them through their career, trying to keep them 

alive. Don’t worry, there’s no dressing up, saluting or the 

like but it’s an easier way to run personas in different units 

concurrently without one affecting the “career” of another.   

Taking part in Dead is Dead is also the way to obtain 

promotions within the Units, get historic ranks and awards and 

earn the right to have made and use custom aircraft skins in 

squad events.  

We do recognise that Dead is Dead is not for everyone however 

and we will never insist our members take part if they don’t 

want to. SCG members are always more than welcome to fly only 

in our casual fly outs.  This said we don’t see Dead is Dead 

participants as elite Steely Eyed Killers either and many of 

us get our enjoyment from supporting the group effort in the 

roles given rather than “ace-ing” every flight. 
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3.2 How to Qualify to Fly Dead is Dead 

To fly Dead Is Dead we do expect reasonably high flying 

standards. Those taking part should be able to stay in 

formation without too much effort and should have a solid 

understanding of roles and Air Combat Manoeuvring principles.   

In addition to adhering to the basic rules set out below, 

members wishing take to part in Dead is Dead events must first 

satisfy a member of the STAB, a Training Officer or a 

Staffelkapitan that they are competent.  

The best way to do this will be to arrange to fly in a couple 

of Casual events with one of the above. Once they are 

satisfied with your general performance they will then “stamp 

your chit” and you’ll be good to go.  

 

3.3 Dead Is Dead Events –The Basic Rules 

A full set of rules relating to our Dead is Dead events are 

published on the main SCG Web pages and are not repeated here. 

If you intend to fly Dead is Dead you will need to read and 

understand them fully.   

Below is just a summary of the “Golden” Rules. Basically, if 

you do not think you can stick to these you can probably save 

yourself some time reading the fuller rules!   

Breaking these rules may result in a member being excluded 

(temporarily or for longer periods) from the events for the 

sake of the wider group.  

Dead is dead events can be scheduled by Staffelkapitans or 

Stab Officers. 

To take part: 

1. you MUST have set up a persona for the unit you will be 

flying with 

2. you should have the latest SCG skin packs installed 

3. you should make yourself familiar with the full rules 

4. you must sign up – don’t just turn up – it is unfair on 

the leaders 

5. you must read and understand any briefing provided 
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6. you must turn up – if you cannot attend please let the 

organiser know at least 1 hour before 

7. you can arrange to turn up later with the leader but 

understand you may be given a reserve status if slots are 

limited 

8. You should be online at least 10 minutes before the event 

starts 

9. You must submit an after-action report (AAR) after the  

event. 

 

3.4 Real Life Interventions and Dead is Dead 

In SCG we like to think we have our priorities straight and 

Real Life comes first, even in a Dead is Dead event. Here are 

the basics: 

1. If you expect to be distracted or called away during the 

event, please do not sign up for it. 

 

2. If something happens in mid event that isn’t life 

threateningly urgent but needs your attention, inform the 

leader and engage auto-level on the understanding that it 

will be your responsibility to regroup when you return.  

The group will not loiter for you. 

 

3. Being able to fly in only 1 of the usual 2 missions isn’t 

a problem. Just state this early and we will try to 

accommodate. Please remember that priority will always be 

given to those who can take part more fully though.  

 

4. If you gotta go, you gotta go. Real life is ALWAYS more 

important.  
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4 TERMINOLOGY, FORMATIONS AND AIR COMBAT MANOEUVRES 

SCG has always been fortunate to have in its ranks some truly 

talented leaders and individually skilled members and we never 

seek to limit or stifle these skills. The other strength of 

SCG is in its co-ordinated group flying. In SCG, everyone can 

play their part and take pride in working as a team to achieve 

objectives and get home safe.  Better still, we can look great 

doing so! 

To help new and old members alike, here is a breakdown of the 

basic terminology, formations and Air Combat Manoeuvres we 

use. More details on each aspect of formation flying and air 

combat, including lessons, can be found on the main SCG web- 

pages under the Training Sections.   

4.1 Formation Names and Standard Terms 

 

 

 

ROTTE – two aircraft flying 

together. The Wingman positions 

slightly higher than the leader 

to make turns and keeping in 

formation easier. 

 

  

KETTE – normal Three aircraft 

flying together. The Wingmen 

positions slightly higher than 

the leader to make turns and 

keeping in formation easier. 

 

  

SCHWARM– 2 rotte or 2 kette or a 

mix flying together (here 2 

rottes flying in a finger 4 

formation) 

 

 

 

 

  

WELDED ECHELON – close formation 

(here in a rotte) with the 

wingman trailing their leader at 

their higher 5 or 7 o’clock 

positions between 20 and 50M.  

Applies to Rottes and Kettes 
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LOOSE ECHELON - lose formation 

(here in a rotte) with the 

wingman trailing their leader at 

their higher 5 or 7 o’clock 

positions between 100 and 250M.  

Applies to Rottes and Kettes 

 

 

 

 

 

 

 

 

FINGER 4 WELDED – Schwarm in even 

spread flying less than 50M apart 

 

 

 

 

 

 

  

FINGER 4 LOOSE – Schwarm  in even 

spacing flying between 100M  and 

500M apart 

 

 

 

 

 

 

  

COMBAT SPREAD – single rotte 

flying with 100M-1Km separation 

side by side  

 

 

 

  

ELEMENT SPREAD – two or more 

rottes, kettes or schwarms flying 

welded echelon sub formations in 

a combat spread. Could also split 

a kette with a 2:1 element ratio 
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4.2 Turns and Splits 

The first thing to understand is the difference between “Turn 

“and “Split”. If a Split is called everyone should expect an 

engagement to follow quickly.  

The following manoeuvres and ACMS are not discussed in detail 

here. More detail is contained with each discipline’s lesson 

plan in Training Tab the on the main SCG Webpages.  

4.2.1 Turns 

  

TAC TURN –Turning a formation 90 

degrees by having the outside 

aircraft to the direction of the 

turn cross behind the aircraft to 

its inside and so on so that the 

formation turns but the aircraft 

swap sides in relation to the 

leader 

 

More widely called the “crossover 

turn”  but we use “TAC” to avoid 

confusion 

 

 

 

 

 

 

 

CHECK TURN  - every aircraft in 

the formation turns at the same 

time on the command “Go” 

 

This is a good turn to quickly 

bring trailing elements into line 

or for going from a loose echelon 

to a combat spread. Works up to a 

45 degree change in heading.  

 

 

 

  

REVERSE TURN – essentially 2 TAC 

turns one after the other but in 

this case the final aircraft that 

turns initially immediately 

starts the second part of the 

turn without returning to level 

flight.  

 

 

 

2 
3 

4 

 
1 

1 

2 

3 

4 
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OPPOSING TURN – a full 180 

reverse where elements in combat 

spread turn into each other 

 

4.2.2 Splits 

A Note on “Hot” and “Cold” These terms are used to describe 

the state of engagement in relation to the friendly aircraft 

and are a shorthand communication to better help team members 

understand their situation.  

HOT – I am hot/You are hot.  I am the aircraft being 

engaged/You are the aircraft being engaged 

COLD – I am cold/You are cold. I am the free aircraft/you are 

the free aircraft/the attacker has broken off you/me and the 

threat has passed. 

 

 CROSS SPLIT – Air Combat 

Manoeuvre (ACM) where the Enemy 

Aircraft (EA) is forced into an 

energy sapping turn as the hot 

defender cuts across their nose 

after the defending pair have 

reversed onto the attacker.  

 

 

 

 

 

 

 

 

The Manoeuvre must be called 

early (min distance 3km) to 

avoid the EA being able to pull 

a lead pursuit in the first half 

of the turn. 
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 OPPOSING SPLIT – defensive ACM 

that is effectively the first 

half of a cross turn but where 

the intention is to reverse and 

either blow through an attacking 

aircraft with superior energy or 

force them into a further ACM 

where their advantage is lost.  

Must be called early (min 

distance 3KM) to avoid the EA 

being able to pull a lead 

pursuit in the first half of the 

turn. 

 

FLAT 

  

BRACKET SPLITS – are aggressive 

ACMs where the aim is to move 

either side of the target to 

diminish their Situational 

Awareness (SA) before turning 

back into the target hence 

reference to “ [    ]”. This ACM 

is used in Head On situations. 

 

Brackets fall into three main 

categories – flat, High and Low. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

BRACKETS ARE NOT TO BE CONFUSED 

WITH THE SANDWICH NOR IS IT 

SIMPLY PUSHING APART. BRACKETS 

ALWAYS CLOSE. This ACM can be 

done in any plane not just the 

horizontal. 

HIGH 

LOW 
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SANDWICH SPLIT (HIGH CLOUSURE)– 

a defensive ACM also called the 

“bag ‘n’ drag” where the 

defenders aim to draw the 

attacker in between the pair. A 

sandwich ACM sees both elements 

turn the same way and can be 

done in any plane. In a high 

closure the hot element’s turn 

needs to be sharp and about 90 

degrees in order to force an 

overshoot, force a reduction in 

enemy’s E state and provide a 

good guns defence. 

 

 

SANDWICH SPLIT (LOW CLOUSURE)– a 

defensive ACM also called the 

“bag ‘n’ drag” where the 

defenders aim to draw the 

attacker in between the pair. A 

sandwich ACM sees both elements 

turn the same way and can be 

done in any plane. In a low 

closure the hot element’s turn 

can be less severe and more 

leisurely.  

 

 HALF SPLIT – a defensive ACM 

that is essentially a sandwich 

split but where the attacker has 

switched their attack to the 

extending element. Here the 

element initially attempting to 

draw the enemy reverses their 

turn to get on the 6 of the EA. 
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THATCH WEAVE SPLIT – a defensive 

ACM where paired elements 

initially pull a sharp guns 

defence before reversing their 

turns in order that the hot 

element crosses in front of the 

cold element so that a pursuing 

attacker passes into the gun 

path of the cold defender. 

Essentially a friendly “flat 

scissors”  

 

  

TRAILING ATTACK – In this ACM 

the wingman offsets their leader 

and allows sufficient distance 

between them so that they are 

able to cover the lead, react to 

any counter manoeuvre 

(especially any attempt to climb 

up on the lead following the 

pass) and potentially make a 

further attack if necessary. In 

such attacks there is a 

reasonable chance that the enemy 

with break LEFT whilst pulling 

up slightly (muscle motor 

reaction – easier to push the 

stick left than pull it to the 

right) so be ready for it.  
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4.3 INDIVIDUAL ROLES WITHIN FORMATIONS – VERY IMPORTANT 

Within any formation each position plays a role and it is 

important everyone understands what those are. Failure to 

carry out a role puts the whole flight at risk of being 

bounced. Carrying out these roles competently and consistently 

is the most important aspect of flying with SCG. 

 

4.3.1 Roles in WELDED formations  

Whenever a welded formation is flown, only the leader has a 

responsibility for spotting. All other aircraft should 

concentrate on keeping accurate formation with their 

respective leader. Welded formations are good for keeping 

formations together in bad conditions and for nice images but 

are generally bad for situational awareness and safety in a 

combat zone.  

 

4.3.2 Roles in LOOSE Formations 

“Loose is life”. A loose formation allows more of its members 

to scan for danger without the fear of a collision.  

  

Loose Rotte 

 

1 responsible for monitoring 

the airspace around 2 

 

2 responsible for monitoring 

the airspace around 1  

 

 

  

Loose Kette 

1 responsible for spotting 

threats and targets 

 

2 responsible for monitoring 

the airspace around 1 and 3 

 

3 responsible for monitoring 

the airspace around 1 and 2 

 

1 2 

 

3 

 

2 

 

1 
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Combat Spread 

 

1 responsible for monitoring 

the airspace around 2 

 

2 responsible for monitoring 

the airspace around 1  

 

  

Element  Spread 

 

1 responsible for monitoring 

the airspace around 3 and 4 

 

2 responsible for maintaining 

formation with 1  

 

3 responsible for monitoring 

the airspace around 1 and 2 

 

4 responsible for maintaining 

formation with 3  

 

  

 

Finger Four Loose 

 

1 responsible for scanning for 

threats and targets 

 

2 responsible for keeping 

formation with 1 and scanning 

the 6 and high six  of 3 and 4 

 

3 responsible for keeping 

formation with 1 and 

specifically scanning the 6 

and high six of 1 and 2.  May 

also look for targets under 

the nose of 1 as a secondary 

task 

 

4 responsible for keeping 

formation with 3 and scanning 

the 6 and high 6 of 2 

 

 

1 

2 

 

3 

 4 

 

1 2 

 

1 

 

2 

 

3 

 

4 
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4.3.3 Responsibilities when escorting and CAP-ing 

There are no specific role changes from above and the leaders 

will position their flights so that their spotting takes in 

the escorted aircraft or area of CAP in place of scanning for 

targets of opportunity.  

 

5. A FINAL WORD 

We hope you enjoy your time flying with SCG. Remember we are 

ALWAYS open to suggestions and new tactics so don’t be shy 

about speaking up!  

Clear Skies Pilot! 

 

 


