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Please	
  ensure	
  you	
  have	
  registered	
  a	
  credit	
  card	
  with	
  the	
  FBO	
  on	
  arrival	
  for	
  fuel!	
  

___________________________________________$
$

PILOT	
  INFORMATION:	
  
NAME	
  (FIRST/LAST):	
  	
  ______________________________________________________	
  
CALL	
  SIGN:	
  ___________________	
  	
  	
  	
  	
  	
  	
  	
  AIRCRAFT	
  TYPE:	
  __________________________	
  
CELL:	
  _________________________	
  	
  EMAIL:	
  ___________________________________	
  
NAME	
  OF	
  HOTEL:	
  _______________________________________________	
  
CURRENTLY	
  AN	
  RPA	
  MEMBER?	
  YES	
  /	
  NO	
  :9/!9'*$&-*; 	
  

___________________________________________	
  
CIRCLE	
  ALL	
  THAT	
  APPLY:	
  

FAST	
  WINGMAN	
  	
  	
   	
   FAST	
  FLIGHT	
  LEAD	
  	
   	
   FAST	
  CHECK	
  PILOT	
  
RPA	
  FORMATION	
  IP	
   	
   PRIOR	
  MILITARY	
  FORMATION	
  	
   RECOMMENDED	
  FOR	
  CHECKRIDE	
  	
   	
  
SOME	
  FORMATION	
  TIME	
   	
   NO	
  FORMATION	
  TIME	
   	
   I	
  WANT	
  FAST	
  TRAINING	
  
AEROBATIC	
  EXPERIENCED	
  	
   NO	
  AEROBATIC	
  EXPERIENCE	
   I	
  WANT	
  AEROBATICS	
  TRNG	
  
WHAT	
  ARE	
  YOUR	
  TRAINING	
  OBJECTIVES,	
  IF	
  ANY,	
  AT	
  THIS	
  CLINIC?	
  _______________________________	
  

___________________________________________	
  
	
  

All	
  pilots	
  and	
  other	
  attendees	
  must	
  read	
  and	
  sign	
  the	
  following:	
  
$
.<=$!=>+?@A$"BCD?E$#EEDFB@?BDG$&HG=AE$,@?<=ABGI$@G>$5CJK/G$BE$GD?$@G$@BAE<DH$=L=G?$@G>$H=$@EEMN=$#O+&'3.*'7$GD$
CB@PBCB?J$DA$A=EQDGEBPBCB?J$RDA$JDMAS$DA$?<=$QMPCBFE4S$E@R=?JS$<=@C?<$DA$N=G?@C$DA$Q<JEBF@C$H=CCKP=BGI$H<BC=$JDM$@A=$
@??=G>BGI$DMA$=L=G?T$OJ$EBIGBGI$?<BE$>DFMN=G?S$JDM$@IA==$?D$%&'($%#!)'*++$@G>$?@U=$GD$C=I@C$@F?BDG$@I@BGE?$?<=$
&RRBF=AES$#I=G?ES$+?@RRS$*NQCDJ==ES$2DCMG?==AES$"BCD?E$@G>$#BAFA@R?$&HG=AE$DR$?<=$!=>+?@A$"BCD?E$#EEDFB@?BDG$@G>$@IA==$
?<=E=$Q@A?B=E$<@L=$-&$C=I@C$DA$NDA@C$CB@PBCB?J$DA$A=EQDGEBPBCB?J$RDA$JDMA$E@R=?JS$<=@C?<$DA$N=G?@C$DA$Q<JEBF@C$H=CC$P=BGIT$
7DM$@IA==$?D$IBL=$MQ$@G>$?@U=$GD$C=I@C$@F?BDG$@I@BGE?$ME$P=F@ME=$DR$JDMA$=VQ=AB=GF=E$@?$?<BE$=L=G?T$.<BE$BE$@$QABL@?=$
=L=G?$DG$QMPCBF$C@G>WPJ$EBIGBGI$P=CDH$JDM$@IA==$?D$?<=$@PDL=$E?@?=N=G?$@G>$%&'($%#!)'*++$?<=$!=>+?@A$"BCD?E$
#EEDFB@?BDGS$B?E$N=NP=AES$LDCMG?==AES$DRRBF=AE$@G>$E?@RRT$
$
/?$BE$MG>=AE?DD>$@G>$@IA==>$?<@?$?<=$Pilot	
  HBCC$@EEMN=$@CC$A=EQDGEBPBCB?B=E$@E$"BCD?K/GK9DNN@G>$DR$<BE8<=A$@BAFA@R?$@?$@CC$
?BN=E$>MABGI$@GJ$@G>$@CC$@F?BLB?B=E$H<BC=$@?$?<BE$=L=G?T$.<BE$BGFCM>=E$>MABGI$@CC$>M@C$BGE?AMF?BDGS$A=I@A>C=EE$DR$H<D$BE$
DQ=A@?BGI$?<=$@BAFA@R?$@?$?<@?$Q@A?BFMC@A$NDN=G?T$.<=$/GE?AMF?DA4E$EDC=$RMGF?BDG$BE$?D$QADLB>=$@=ADP@?BFES$MGMEM@C$
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@?$@GJ$?BN=T$.<=$Pilot	
  BE$A=EQDGEBPC=$RDA$>=?=ANBGBGI$?<@?$?<=$@BAFA@R?$BE$@BAHDA?<J$@G>$QADQ=ACJ$N@BG?@BG=>$@G>$?<@?$@CC$
A=XMBA=>$Q@Q=AHDAU$@G>$=XMBQN=G?$@A=$DG$PD@A>$?<=$@BAFA@R?T$
$

PILOT	
  OR	
  ATTENDEE	
  SIGNATURE:	
  ___________________________________________	
  
	
  
DATE	
  (dd/mm/yyyy):	
  ___________________________	
  
$



STEP 1: TIME HACK   

STEP 2: MISSION OBJECTIVES 

Primary, Secondary and Training. 

STEP 3: WEATHER & ENVIRONMENT 

Metar / TAF (departure/enroute/arrival)
Airport wind analysis (departure/arrival)  
NOTAMS 
Airspace/ATC/Terrain issues 

STEP 4: SEQUENCE & STANDARDS 

Flight Call Sign 
Position ID: Lead, #2, #3, #4 
Other A/C (photoship, etc.) 
Dissimiliar aircraft issues/concerns 
Preflight needs, fuel, air? (est. step time)  
Start, Takeoff & Control Times (if applic.) 
Frequencies (Tactical, Gnd, Twr, etc.)
Mission Sequence Overview: 
 -  Start/Taxi/Takeoff  
 -  Working Area Sequence 
 -  Recovery / Landing 
 - Debrief—Location 
Hard Deck / Altitude Block 
Fuel checks, Bingo, Joker 
Parachutes/Flight Suits/FAST Cards 

STEP 5: CONTINGENCIES 

Alternate/Secondary mission 
Alternate Lead 
Drop Outs/Min Required 
Go-No-Go Weather Criteria 
Emergency Procedures: 

- Takeoff Emergencies: 
 — Abort. Radio Calls & Proced. 
 — Problem immediately after t/o 
- In Flight Emergencies: 
 — Collision 
 — BDA 
 — Bailout / Crash landing SAR 
 — Chase / NORDO 
- Landing Emergencies 

Emergency/Divert Fields 
HEFOE Signals (only if NORDO) 
Lost sight & break-out procedures 
Use of KIO vs. Terminate Calls

STEP 6:  EXECUTION  
 
COVER DETAILS AS REQUIRED: 
Takeoff, Rejoin, Climb, Enroute.  
Maneuvers (in sequence of events) 
Lead change procedures  
Formation recovery and landings 
 
STEP 7: WRAP UP 
 
SPECIAL EMPHASIS ITEMS: 
Radio Discipline, FOD, Flight Control 
Checks, Maneuver Limitations, Rolling 
G/Over G Awareness.  
Questions?

Questions?

 
 
 
INDIVIDUAL CREW BRIEF: 
Transfer of aircraft control  
Intercom failure  
Emergency checklist procedures  
Egress on ground 
Bailout procedures 
 
 
MASS FORMATION BRIEF : 
Mass formation call sign and individual  
flight call sign assignments 
Mass flight lead & individual flight leads 
Communication plan

 

-up
 

 

 plan
 

 
 

 
 

 

rgencies
 

Smoke aircraft placement & procedures
Parking & Taxi plan
Runway line
Takeoff (last ship airborne call)
Assembly
Formation manuevers in sequence
Pattern (box, dogbone, etc.)
Stack, Symmetry, Offset, Interval 
Airshow box, crowd line/CAT show line
Recovery
Eme
Practice walkthrough on ramp

 
 
 
 
 
 
 
 

RedStar Pilots Assoc.
Formation Briefing Card  









RPA 
Formation Training Record: Wingman 

Jan 2011 

Student __________________________________     A/C type ___________ 
 

Sortie #         

Date         

Number of a/c in flt Student’s position in flt                 
RPA formation manual—general knowledge         
Briefing—understanding of responsibilities         
Start         
Taxi / run up         
Takeoff, departure:         
  ~ Element takeoff         
  ~ Single-ship, interval takeoff         
  ~ Rejoin after takeoff         
Station keeping/lazy eights (15°± 5º pitch & 40º ± 5° bank)         
Cross-under         
Echelon turn (40º ± 5º of bank)         
Route position         
Close trail (15°± 5º pitch & 40 ± 5° bank)         
Extended trail (may be flown acrobatically based on pilots’ skills)         
Lead change         
Pitchout and rejoin         
Overshoot (under-run)—turning & straight ahead         
Break out         
Simulated emergencies (KIO, NORDO, lost sight, bailout, chase-ship 
actions) 

        

Traffic patterns:         
~ Overhead 360°         
~ Element approach & landing (nose wheel)         
~ Element go-around         
 Post-flight taxi/shut down         
Communication: radio protocol         
Communication: hand signals & aircraft signals         
General airmanship & situational awareness         
Debriefing         
4-Ship:         
~ Second element rejoin (#4)         
~ Diamond (15°± 5º pitch & 40º ± 5° bank)         
~ Fingertip (15°± 5º pitch & 40º ± 5° bank)         
~ Extended trail (may be flown acrobatically based on pilots’ skills)         

Instructor’s initials         

Instructor Codes:  D= Instructor demonstrated     X= Student performed       S= Safe            P= Proficient 
 
 
Wingman solo requirements: Student must be safe in all maneuvers and must be capable of performing both the rejoin and 
overshoot maneuvers. 

 
Instructor Notes: 
__________________________________________________________________________________
__________________________________________________________________________________
__________________________________________________________________________________ 
__________________________________________________________________________________
__________________________________________________________________________________ 



RPA 
Formation Training Record: Flight Leader 

Jan 2011 

Student __________________________________     A/C type ___________ 
 

Sortie #         

Date         

Number of a/c in flt Student’s position in flt                 
Mission planning         
Briefing         
Start         
Taxi / run up         
Takeoff, departure:         
  ~ Element takeoff         
  ~ Single-ship, interval takeoff         
  ~ Rejoin after takeoff         
Station keeping/lazy eights (15°± 5º pitch & 40º ± 5° bank)         
Cross-under         
Echelon turn (40º ± 5º of bank)         
Route position         
Close trail (15°± 5º pitch & 40 ± 5° bank)         
Extended trail (may be flown acrobatically based on pilots’ skills)         
Lead change         
Pitchout and rejoin         
Overshoot (under-run)—turning & straight ahead         
Break out         
Simulated emergencies (KIO, NORDO, lost sight, bailout, chase-ship 
actions) 

        

Traffic patterns:         
~ Overhead 360°         
~ Element approach & landing (nose wheel)         
~ Element go-around         
 Post-flight taxi/shut down         
Communication: radio protocol         
Communication: hand signals & aircraft signals         
General airmanship & situational awareness         
Debriefing         
Table-top instructional skills         
4-Ship:         
~ Diamond (15°± 5º pitch & 40º ± 5° bank)         
~ Fingertip (15°± 5º pitch & 40º ± 5° bank)         
~ Extended trail (may be flown acrobatically based on pilots’ skills)         

Instructor’s initials         

Instructor Codes:  D= Instructor demonstrated     X= Student performed       S= Safe            P= Proficient 
 
 
Flight Leader solo requirements: Student must be safe in all maneuvers. 

 
Instructor Notes: 
__________________________________________________________________________________
__________________________________________________________________________________
__________________________________________________________________________________ 
__________________________________________________________________________________
__________________________________________________________________________________ 



 
RPA ver 1.2 Apr 2010 

 
RPA/FAST RECOMMENDATION FOR EVALUATION 

 
 
 

This form records a pilot’s demonstrated formation proficiency and readiness for the practical test for wingman or flight leader (as 
indicated below). The applicant must have completed all RPA training requirements and meet the qualifications specified in 
FAST Foundation and Principles before being recommended. Four-ship formation is desired to accomplish this recommendation 
flight but the flight is not valid unless a minimum of three aircraft  are flown in the formation. Proficiency requirements are 
detailed in the RPA/FAST practical test guides. The endorsing pilot must be a current, FAST qualified flight leader or check pilot 
and may observe from any seat or position within the flight. If the applicant successfully completes the recommendation flight, 
this form should be presented to the RPA check pilot for final evaluation. The RPA/FAST Recommendation for Evaluation form 
will be retained by the check pilot at the time of evaluation and will be archived or destroyed at the discretion of the association. 

Required tasks are in bold font 

Mission planning & briefing (flight leader)  

Start/taxi/run up  

Takeoff/departure (choose one):   

— Element takeoff  

— Single-ship, interval takeoff  

Rejoin after takeoff  

Route position  

Station keeping/lazy 8s (wingman in #4)  

Cross under  

Echelon turn  

Diamond (wingman in #4)  

Close trail  

Extended trail  (non-aerobatic)  

Pitchout & rejoin  

Under run (overshoot)  

 

Required tasks are in bold font 

Lead change  

Simulated emergencies/abnormals:  

— Knock it off  

— Break out  

— Lost sight  

— NORDO  

Traffic patterns (choose one):   

— Overhead 360°  

— Element landing (nose wheel aircraft)  

— Element go around  

Taxi/shutdown/post flight  

Communications (radio/visual)  

General lead airmanship (flight leader)  

Situational awareness  

Debriefing & instruction (flight leader)  

 

Flight Leader or Check Pilot Endorsement 
I have observed the pilot listed above and find him/her to be proficient in accordance with the RPA/FAST practical 
test guides in all tasks indicated. I recommend the applicant for the qualification indicated above. 

 
Name ____________________________________________________  Date flown _______________________________________ 
 
Signatory org ____________________________________________  Phone ____________________________________________ 
 
Signature ________________________________________________ 

APPLICANT 
 

Name ________________________________________________  Signatory org ________________________________________ 
 
Phone _______________________________________________  Aircraft type _________________________________________ 
 
Recommended qualification: Flight Leader      Wingman   



RPA/FAST FORMATION EVALUATION 
 

RPA ver. 1.2 Apr 2010 

 
 
 
 
 
 
 
       Note:  required tasks are in bold font 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

APPLICANT 
 
Name _________________________________________________ Signatory org  __________________________________________________ 
 
Phone ________________________________________________ Aircraft type ___________________________________________________ 
 
Qualification:  Flight Leader        Wingman   Date of Evaluation _____________________________________________ 
 
   
 ORAL PHASE S U 
Hand & aircraft signals   
Element takeoff   
Single-ship, interval takeoff   
Departure & rejoin   
Wing work/station keeping   
Route   
Cross under   
Echelon   
Diamond   
Close trail   
Extended trail   
Pitch out & rejoin   
Lead change   
Under run (overshoot)   
3-ship vic   
Overhead 360° pattern   
Element landing & go around   
Break out   
Knock it off   
Blind/visual    
Formation instruction (flight leader)   
 

FLIGHT PHASE S U 
Mission planning & briefing (flight leader)   
Start/taxi/run up   
Takeoff/departure (choose one):    
— Element takeoff   
— Single-ship, interval takeoff   
Rejoin after takeoff   
Route position   
Station keeping/lazy 8s (wingman in #4)   
Cross under   
Echelon turn   
Diamond (wingman in #4)   
Close trail   
Extended trail  (non-aerobatic)   
Pitchout and rejoin   
Under run (overshoot)   
Lead change   
Simulated emergencies/abnormals:   
— Knock it off   
— Break out   
— Lost sight   
— NORDO   
Traffic patterns (choose one):    
— Overhead 360°   
— Element landing (nose wheel aircraft)   
— Element go around   
Taxi/shutdown/post flight   
Communication (radio/visual)   
General lead airmanship (flight leader)   
Situational awareness   
Debriefing/instruction (flight leader)   
 

CHECK PILOT 
 
Name_______________________________________________ 
 
Signatory org ______________________________________ 
 
Phone ______________________________________________ 
 
Signature __________________________________________ 
 
SAT:      UNSAT:      INCOMP:  
 
Comments/ recommendations: 
 

APPLICANT 
 

Signature __________________________________________________ 
 

Forward this form to the RPA FAST records chairman for issuance of 
your FAST card 



RPA ver 1.2 Apr 2010 

 

 
RPA/FAST FORMATION PROFICIENCY REPORT  

 
 
 
 
 
 

Flight Leaders/Check Pilots:  In keeping with the RPA’s culture of excellence, one of your most important responsibilities is 
to document the currency and competency of the formation pilots with whom you fly. This form is the RPA’s tool to record 
proficiency. Four-ship formation is desired to accomplish this proficiency check but the flight is not valid unless a minimum 
of three aircraft are flown in the formation. You must be a current, FAST-qualified flight leader or check pilot to endorse this 
form. You may observe from any seat or position within the flight. You may not endorse yourself. All flight leaders are required to 
demonstrate both flight leader and wingman proficiency. Wing proficiency for flight leaders may be flown from any wing position 
and must include lazy eights, cross under, echelon turn, close trail and turning rejoin. Proficiency requirements are detailed in the 
RPA/FAST practical test guides. Note: List the names of all pilots who satisfy the proficiency requirements. If any pilot in the 
flight is unable to perform the tasks to RPA/FAST standards, or is not FAST qualified, do not include his/her name on this form. 

Required tasks are in bold font 

Mission planning & briefing (flight leader)  

Start/taxi/run up  

Takeoff/departure (choose one):   

— Element takeoff  

— Single-ship, interval takeoff  

Rejoin after takeoff  

Route position  

Station keeping/lazy 8s (wingman in #4)  

Cross under  

Echelon turn  

Diamond (wingman in #4)  

Close trail  

Extended trail  (non-aerobatic)  

Pitchout & rejoin  

Under run (overshoot)  

 

Required tasks are in bold font 

Lead change  

Simulated emergencies/abnormals:  

— Knock it off  

— Break out  

— Lost sight  

— NORDO  

Traffic patterns (choose one):   

— Overhead 360°  

— Element landing (nose wheel aircraft)  

— Element go around  

Taxi/shutdown/post-flight  

Communications (radio/visual)  

General lead airmanship (flight leader)  

Situational awareness  

Debriefing & instruction (flight leader)  

 
 
Pilot’s name ____________________________________________ wing/lead          phone ________________________________________ 
 
Pilot’s name ____________________________________________ wing/lead          phone ________________________________________ 
 
Pilot’s name ____________________________________________ wing/lead          phone ________________________________________ 
 
Pilot’s name ____________________________________________ wing/lead          phone ________________________________________ 
      circle current qualification 

Flight Leader or Check Pilot Endorsement 
I have observed the pilots listed above and find them to be proficient in accordance with the RPA/FAST practical test 
guides in all tasks indicated. 

 
Name ____________________________________________________  Date flown _______________________________________ 
 
Signatory org ____________________________________________  Phone ____________________________________________ 
 
Signature ________________________________________________ 



Over the skies of _____________, on the _____ day of_____________ in the 21st century, did, with complete 
disregard of all common sense, self preservation and personal safety,  conduct an exceptional display of aerial 
mastery rivaling the intrepid aviators of the USAF “Thunderbirds” in cool execution and incredible bravery, 
while strapped with some doubt, trepidation, and nauseating fear in his sleek, super-stupendously-sexy warbird 
emblazoned with the Red Star of the RPA. This daring, intrepid pilot, of increasing formation experience, but 
exceptional fortitude, ventured upon his two ship solo checkout, despite the overwhelming risk to himself and 
his flight mates, who will be recovering from the experience for some time to come.  Thus the RedStar Pilots 
Association on this day does attest that the above named aviator did, with a modicum of apprehension and the 
maximum of skill, cunning, misplaced confidence and a splash of dumb luck, successfully convince, con, and trick 
his instructor in to believing this aviator should be allowed to venture forth in the skies mere inches from his friends 
without a leash.  This certificate is hereby presented to stand in eternal testimony that this most significant and 
erstwhile aviation event is now a matter of official record and accords the bearer deep respect and admiration.

Two Ship
Solo Certificate

LET IT BE KNOWN AND MADE A MATTER OF RECORD THAT:

RPA Instructor RPA Member

MEMBER MEMBER



Four Ship
Solo Certificate

LET IT BE KNOWN AND MADE A MATTER OF RECORD THAT:

RPA Instructor RPA Member

Over the skies of _____________, on the _____ day of_____________ in the 21st century, did, with complete 
disregard of all common sense, self preservation and personal safety,  conduct an exceptional display of aerial 
mastery rivaling the intrepid aviators of the USAF “Thunderbirds” in cool execution and incredible bravery, 
while strapped with some doubt, trepidation, and nauseating fear in his sleek, super-stupendously-sexy warbird 
emblazoned with the Red Star of the RPA. This daring, intrepid pilot, of increasing formation experience, but 
exceptional fortitude, ventured upon his four ship solo checkout, despite the overwhelming risk to himself and 
his flight mates, who will be recovering from the experience for some time to come.  Thus the RedStar Pilots 
Association on this day does attest that the above named aviator did, with a modicum of apprehension and the 
maximum of skill, cunning, misplaced confidence and a splash of dumb luck, successfully convince, con, and trick 
his instructor in to believing this aviator should be allowed to venture forth in the skies mere inches from his friends 
without a leash.  This certificate is hereby presented to stand in eternal testimony that this most significant and 
erstwhile aviation event is now a matter of official record and accords the bearer deep respect and admiration.

MEMBER MEMBER



Certificate of Formation Qualification 
 

Presented By the RedStar Pilots Association to: 
 
 

______________________________________________________________ 
 

In recognition of the successful completion of the prescribed course of formation training as 
required by the RedStar Pilots Association and the Formation and Safety Team (FAST) 

 
Specializing in 

Four-Ship Formation 
 

The RedStar Pilots Association hereby confers upon this aviator the title of 
 

Wingman 
 

Recorded on this __________ day of __________ in the year __________ 
 
 

____________________________________  ___________________________________ 
                          Check Pilot                         Qualifying Pilot 
 

 
 



Certificate of Formation Qualification 
 

Presented By the RedStar Pilots Association to: 
 
 

______________________________________________________________ 
 

In recognition of the successful completion of the prescribed course of formation training as 
required by the RedStar Pilots Association and the Formation and Safety Team (FAST) 

 
Specializing in 

Four-Ship Formation 
 

The RedStar Pilots Association hereby confers upon this aviator the title of 
 

Flight Leader 
 

Recorded on this __________ day of __________ in the year __________ 
 
 

____________________________________  ___________________________________ 
                          Check Pilot                         Qualifying Pilot 
 

 
 



RPA Invoice Verion 1.0 

RPA CLINIC ORGANIZER INVOICE   Page 1 of ___ 
 
 

All training clinics should, as a minimum, “break even” on costs between collected event 
fees, sponsor fees and your production costs. Please send this invoice with collected 
event fees as needed via US mail. If depositing checks directly, please send via fax or 

as an email attachment. Retain for record or include receipts if mailing. 

 
CLINIC NAME: ___________________________________________________  
 
CLINIC REGION or STATE: ___________________________________________________  
 
CLINIC AIRPORT: ___________________________________________________  
 
CLINIC DATES:   (dd/mm/yy) ___________________________________________________  
 
FIRST NAME: ___________________________________________________  
 
LAST NAME: ___________________________________________________  
 
MAILING ADDRESS: ___________________________________________________  
 
 ___________________________________________________  
 
PHONE / EMAIL: ___________________________________________________  
 
TOTAL EVENT FEES COLLECTED/DEPOSITED:$ ___________________________________  
 
Please attach a separate sheet if needed (download page 2 if need).  Typical costs include photocopying, 

bulk water, bulk food, facility rental fees, equipment rental fees, catering, office supplies, hotel and car 
rental fees, and other direct costs required to conduct your event/clinic. 

 Description: Cost: 
 

 __________________________________: ................................     $ _________  
 
__________________________________: ................................     $ _________  
 
__________________________________: ................................     $ _________  
 
__________________________________: ................................     $ _________  
 
__________________________________: ................................     $ _________  
 
__________________________________: ................................     $ _________  
 
__________________________________: ................................     $ _________  
 
TOTAL: ..........................    $ __________________________________  



RPA Clinic Invoice Page 2 

RPA CLINIC ORGANIZER INVOICE   Page 2 of ___ 
 
 

This is page two (2) of the Clinic Organizers Invoice. Please send this invoice to RPA 
treasurer via US mail, fax or as an email attachment. Please include receipts; if 

emailing, retain receipts for record. If no receipt exists, please indicate so on this form.  

 
CLINIC NAME: ___________________________________________________  
 
FIRST NAME: ___________________________________________________  
 
LAST NAME: ___________________________________________________  
 
PHONE / EMAIL: ___________________________________________________  
 
 Descriptions:      Cost: 

 
 __________________________________: ................................     $ _________  

 
__________________________________: ................................     $ _________  
 
__________________________________: ................................     $ _________  
 
__________________________________: ................................     $ _________  
 
__________________________________: ................................     $ _________  
 
__________________________________: ................................     $ _________  
 
__________________________________: ................................     $ _________  
 
__________________________________: ................................     $ _________  
 
__________________________________: ................................     $ _________  
 
__________________________________: ................................     $ _________  
 
__________________________________: ................................     $ _________  
  
__________________________________: ................................     $ _________  
 
 
TOTAL: ..........................    $ __________________________________  



RPA Clinic IP/CP Invoice 

RPA CLINIC IP/CP INVOICE 
 
 

If you are the “designated” clinic IP and/or CP, the RPA will reimburse clinic hotel, car 
and fuel costs associated with your role at the clinic. These positions should attempt to 
share one vehicle. Please send this invoice to RPA treasurer via US mail, fax or as an 
email attachment. Please include hotel and car receipts; if emailing, retain receipts for 
record. You must be identified as the “designated” IP and/or CP for the clinic you are 

claiming repayment for. 

 
CLINIC NAME: ___________________________________________________  
 
CLINIC REGION or STATE: ___________________________________________________  
 
CLINIC AIRPORT: ___________________________________________________  
 
CLINIC DATES:   (dd/mm/yy) ___________________________________________________  
 
FIRST NAME: ___________________________________________________  
 
LAST NAME: ___________________________________________________  
 
MAILING ADDRESS: ___________________________________________________  
 
 ___________________________________________________  
 
PHONE / EMAIL: ___________________________________________________  
 
 IP:  CP:  DIR:  OTHER: 

 
 

Explain your role/duties: _________________________________________________________  
 
 
 
 
 
 
 
 
 
 

Hotel Chain: _____________________________________________________  
 
Hotel Costs: .........................     $ _____________  
 
Rental Car: _____________________________________________________  
 
Rental Costs: ..........................    $ _____________  
 
Fuel Costs: ..........................    $ _____________  
 
Other Reimbursable:...............    $ _____________  
 
Explain: _____________________________________________________  
 
TOTAL: ..........................    $ __________________________________  



RPA Incident Form Version 1.0 

AIRCRAFT INCIDENT REPORT 
WE HIGHLY RECOMMEND YOU DO NOT SPEAK TO ANYONE FROM THE PRESS 

 
IMMEDIATE ACTIONS: 
 

• ASSIST THE INJURED 
• CONTACT 911/EMERGENCY RESPONSE TEAMS 
• CONTROL THE SCENE. REMOVE NON-ESSENTIAL PERSONELL 

 
 
 

 
Pilot Name: Call Sign: Aircraft Type: Aircraft Tail Number 

Date and Time of Incident: Location of Incident: Duration of Flight: 

Aircraft Altitude and Airspeed: Formation participants: Passenger Name: 

Flight Conditions (weather, turbulence, winds): 

Description of Event: 

Description of Damage and/or injuries (if applicable): 

Signed: Contact Phone Number: Address: E-mail: 

 
 

Please make a copy of this report for your records and insurance company.  This 
document will not be shared with the general public or the press.  We will not share this 

information with the FAA unless you have given us specific permission to do so. 

RedStar Pilots Association www.flyredstar.org 



The Game of CRUD 

What is Crud? 

Crud is an unauthorized, unrecognized, thoroughly Canadian and probably illegal 
variation of pool or billiards that is played using your hands. The game is rumoured to 
have been created by bored Royal Canadian Air Force (RCAF) pilots during WW II who 
were waiting in Gander, Newfoundland for their flights to the UK. Further speculation 
has it that the originators were unable to play traditional pool because some the previous 
visitors to the Gander airfield had broken all of the cues. 

Today, the game has spread to militaries all over the world and is enjoyed by all branches 
of service. One of the biggest attractions to the game for members of the military is that 
the full-contact "Combat" version allows junior personnel to physically challenge senior 
officers with no risk of punishment. 

Rules 

Set up 

1.     The game can be played on virtually any pool or billiard table. It is strongly advised 
that players seek and receive permission of the table's owner before beginning play. It's a 
bit late once the bouncers (or the police) have been called... 

2.     Players divide themselves into two numerically equal teams. If an odd number of 
players is present, the additional player can act as one of the game's officials, or one team 
may use a Ghost Player 

3.     Officials: The game requires a Judge, particularly when rival teams are involved. 
The Judge is positioned at one of the side pockets, and must be holding a beverage in a 
cup or glass (usually a beer in a beer glass). The beverage ensures the Judge's physical 
safety: if the Judge is bumped/jossled in such a way as to spill the beverage, the 
offending player loses a Life and must replace the beverage. Particularly contentious 
games use a Judge and a Linesman (opposite sides of the table - and yes, both have 
beverage glasses). Having both a Judge and a Linesman is also effective if the Judge is 
not perceived as being completely neutral (ie. is a member of the organization fielding a 
rival team). A Scorekeeper can be employed, as well, to keep undisputable track of 
player's Lives (see rule 4). 

4.     Each player begins the game with three Lives. The Lives are tallied on some sort of 
Scoreboard (since players may have or develop poor memories, due to intoxicants or 
head injuries). 

5.     A team's Order of Play is established at the beginning of a game, and recorded on 



the Scoreboard. Order of Play is critical; a team must play in order, or a member of that 
team will lose a Life. 

6.     A complete game consists of a series of rallies. Teams (represented by a single 
member at a time) will alternate between Shooter and Receiver. 

7.     Two balls are used: the Cue ball, and the Object ball. If available, a striped pool ball 
(9 through 15) should be used as the Object ball, as this makes it easier for all participants 
to see if the ball is still moving. 

8.     The Judge will then discuss any local rules with the two teams. For example, it is at 
this point the Judge will declare what closed corners, drop balls, and contact rules are in 
effect. 

9.     To determine which team goes first, the lead players (according to each team's Order 
of Play) take the Object and Cue balls (respectively), stand together at one end of the 
table and simultaneously their balls from one end of the pool table to the other. (Example: 
the Red Team lead throws the Object ball, the Blue Team lead throws the Cue ball). The 
balls will bounce off the bumper at the opposite end and return. The team whose ball 
which returns closest to the near bumper without touching it can choose to be the Server 
or the Receiver. 

Service 

10.     The Server and Receiver stand at the near end and far end of the table, respectively. 
The Receiver places the Object ball one forearm length from the far end, more-or-less 
centered between the side bumpers. The Server rolls/throws the Cue ball towards the 
Object ball in such a way as to strike the Object ball. The Server has three chances to do 
this. The Server can wait until the Cue ball has stopped completely before taking another 
chance (that is, the Cue ball can bounce off of multiple bumpers before hitting the Object 
ball). During service, the Receiver may distract the Server in any way he/she sees fit, but 
must not completely obscure the Server's view of the Object ball (this is easier to 
demonstrate, but there are many evil ways of distracting the Server that are within the 
spirit and letter of the law). 

11.     If the Server does not strike the Object ball with the Cue ball in three or less 
attempts, the Server loses a Life. The Receiver then becomes the Server, and the next 
player from the unsuccessful Server's team becomes the next Receiver. 

12.     If the Server strikes the Object ball with the Cue ball, the Receiver becomes the 
Shooter. 

 



 

Rally 

13.     All subsiquent attempts by a Shooter to strike the Object ball with the Cue ball 
must be done from one of the ends of the table. The typical convention is that one of the 
Shooters legs must be completely past the corner pocket. 

14.     The Shooter may make as many attempts as necessary to strike the Object ball with 
the Cue ball, until the Judge declares the Object ball to be dead. 

15.     Play continues with Shooters alternating between the two teams, taking their turn 
in the Order of Play established at the beginning of the Game (and recorded on the 
Scoreboard), until a player loses a Life. Once this occurs, Service begins with the next 
Shooter (specifically, the next player after the one losing the Life, on the opposing team) 
acting as the Server. 

Losing a Life 

16.     The Prime Directive: If the Object ball comes to a halt before the Shooter is able to 
hit it, the Shooter loses a Life. 

17.     The Object ball must always travel at least 6 inches (one rotation) after being 
struck by the Cue ball. If it doesn't, the offending Shooter loses a Life. 

18.     If any player leaves a body part on the surface of the table (or very close to it), such 
as a hand (for example, the next Shooter hoping to rapidly grab the Cue ball), and the 
Shooter hits him with the Cue ball, that player loses a Life. In general, any interference 
with the Object ball in any way results in a loss of a Life by the player causing said 
interference. 

19.     If the Shooter shoots the Cue ball from the side of the table, and hits the Object 
ball, the Shooter loses a life. 

20.     If the Object ball is struck in such a way by the Cue ball that it leaves the table, the 
Shooter loses a life. 

21.     At least one of the Shooters legs must be in contact with the floor when making a 
shot. Otherwise, the Shooter loses a Life. In the case that that one leg is past the corner 
pocket (see rule 13), the leg at the end of the table is the one that must be touching the 
floor. 

22.     If the Object ball is sunk into a legal pocket (see closed corners), the previous 
Shooter loses a Life. EXCEPTION: If the next Shooter has been able to, or is deemed by 



the Judge as being able to, grab the Cue ball before the Object ball enters the pocket, that 
Shooter loses a Life. 

23.     If a player takes his turn out of order, AND this situation is detected by the Judge, 
the Linesman (if any), the Scorekeeper (if any), or a member of the opposing team (and 
subsequently corroborated by the Judge), a member of the offending team chosen by the 
Judge (preferably the one most responsible for the confusion) loses a life. 

Losing a Player 

24.     When a player loses all three of his/her Lives, that player is out of the Game. Play 
order is adjusted accordingly. 

Winning the Game 

25.     When a team loses all of its players, the Game is over, and the surviving team 
wins. 

26.     It is customary for the players of the losing team to buy each player of the winning 
team a beverage; one house rule dictates that the choice of beverage is left to each player 
on the losing team, however. 

27.     It is also customary for the Captain of the losing team to by each official a 
beverage of the official's choice. 

Other Play Restrictions and "Combat Crud". 

NOTE: "Combat Crud" is a full body-contact version of Crud that can result in painful, 
crippling, and yes, even life-threatening injuries, and is not recommended. As such, the 
following rules do not apply to Combat Crud. You have been warned. 

27.     The Cue ball must not leave the playing surface. Should this occur, the Shooter 
loses a Life. 

28.     Players may not walk on the table, unless it is permitted by local custom (for 
example, Combat Crud tables are surfaced with indoor/outdoor carpet) and specifically 
permitted by the Judge. 

29.     While taunting one's opponent is legal and often encouraged, players may not 
physically interfere with each other. Inteference calls may result in the Judge warning the 
offender, or removing a Life. (In "Combat Crud", you may interfere with the Shooter, but 
only while he is attempting to get the Cue ball. Holding using the hand(s) and arm(s) is 
not allowed, but body pinning, tripping and hip checks are. Once the Shooter is in 
possession of the Cue ball, interference must cease). 



The Last Word 

30.     The Judge may interpret these rules as he/she sees fit, and modify or extend them 
within reason as local circumstances dictate. 

31.     The Judge's rulings are FINAL. 

Definitions 

• Shooter - The player whose turn it is to pick up the Cue ball and shoot it at the Object 
ball. 

• Server - The first Shooter. 
• Receiver - The next Shooter. 
• Near end - The end of the pool/billiards table the Server stands at. 
• Far end - The end of the pool/billiards table the Receiver stands at. 
• Dead - Refers to the Object ball's state once it has stopped moving, has ended up in a 

pocket, or leave's the playing surface. A dead Object ball results in a loss of Life. 
• Closed corners - The corner pockets on the near end of the pool/billiards table. Closed 

corners are generally not playable/not permitted by the Judge if the table is small 
(ie. the table at Crackers). A Shooter who sinks the Object ball in a closed corners 
loses a Life. 

• Drop ball - When the Shooter's shot is primarily in the vertical plane, that is, it consists 
of dropping the Cue ball on the Object ball. 

• Ghost player - The Ghost player has three lives, but these are the first three lives a team 
loses, regardless of which real player on the team loses the life or lives.  
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