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“How to Speed Up
Your 2D Flight Profiles”

By John Manfredo

Have you ever noticed when starting an animated flight
in the 2D profile that it seemed like it took forever for the
sprites and background to load? While it may seem to take
longer to load on slower machines, you can speed it up a bit.

THE SOLUTION: CHANGE DEFAULTS

There are some ways that you can speed up your 2D
flight profile animations. The loading and appearance of the
flight profile screen is determined by the settings in the pref-
erences dialog. The dialog divides the settings into logical
groups. To begin with, open a Rocksim design file and click
on a simulation. Then select the “2D flight profile” but-
ton which will start a “simulation progress” box. After the
simulation is finished, the current sprites and background
will start to load. You can click on “abort setup” a couple of
times until you get to the animation screen as you can see in
figure 1.

CHANGING YOUR PREFERENCES

At this point, go ahead and select the “Preferences” but-
ton which will take you into the “Flight Profile Preferences”
screen. It is here that you will begin to make adjustments
that, in the long run, will speed up the loading and speed of
the simulations.

ﬂsh this Button

\Figure 1 Entering into the Preferences

THE SIMULATION SAMPLE COUNT

On the “Flight screen” tab as shown in figure 2 you
will see something labeled “Simulation sample count”. The
sample count is the number of simulation data samples used
to create the flight profile. This value determines the reso-
lution of the flight animation. Higher numbers yield finer
detail in the flight at the expense of memory and processing

Flight profile

_[- Flight screen i Flight track | Rulers | Vecto

| Allow scrolling of

Simulation sample count IIDGD

Figure 2: This means, it calculates the
position "3000 times" during the flight.

time. This default value is set at 3000 samples. One of the
ways, therefore, that you can speed things up is to change
this value to only 1000 samples as shown in figure 3. Unless
you are trying to gain a lot of insight into the details of ev-
ery second and then some of your flight, this will not affect
things very much.

Flight profi
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Background color: [

Figure 3: Lower the Sim Sample Count.

SPEEDING UP SPRITE CREATION
Now let’s hop over to the “Rocket Image” tab and make
a few adjustments there.
If the animations are not using your current rocket de-
Continued on p. 3
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Page 2


http://www.apogeerockets.com

ISSUE 148 - SEPTEMBER 13, 2005
P E A K O F F L

I G H T

sign as the sprites, go ahead and check the box as you see in
Figure 4. I mean, if you’re going to do this, why not go all
the way and make the rocket look just like your design! This
will turn on the “Rocket animation image source informa-
tion” boxes.

IMAGE ANGLE STEP SIZE

You’ll start with the “Image angle step size”. To ex-
plain this, there are a series of images created for each stage
of the configuration. These images are the “sprites” that |

Fligh

!..Flight screen [.Flight track [ Rulers

| Use the current rocket design to cr

Check this Box

Figure 4: Check to Use Current Design

talked about in Newsletter Issue Number 146. The purpose of
this is to render the images at various angles from 0 to 360
degrees. This angle step size determines the number of im-
ages created for each stage configuration. For example, a
two-stage rocket will have a lot more images than a single-
stage configuration. Values between 5 and 10 degrees are a
good starting point. Smaller angle step values produce more
realistic flight animations at the expense of memory and in-
creased load times. An example of this is that an angle step
size of 5 degrees results in the creation of 71 images per
stage configuration, or to put it another way, it would create
71 little images of your rocket at all the conceivable angles
of its flight. The default is 5 (shown in figure 5) so you are
going to change this to 15 as seen in figure 6. This way, in-
stead of making images of the rocket from every 5-degree
angle, Rocksim will make an image every 15 degrees. Thus,
overall, the total amount of images will be decreased.

IMAGE HEIGHT AND WIDTH

Next, we’ll look at the “image height and width”. These
are the size of the sprite images that are generated in the
form of pixels. Image dimensions of 128 x 128 for both
height and width are the default starting points and seem
to be a good place to begin tweaking things. By lowering
these numbers to 100 x 100 the image loading will go a little
quicker also. In figures 5 and 6 I have changed these figures.

| Fught screen | Flight track | Rulers | Vector overtay | <

# Use the current rocket design to create the animatian im

Rocket ankmation image source infarmation

SR S P Alter this Number

Iimage file path

Image width: 100

Imuge Bieig

Il Sngle L0Ep

Figure 5: Default Setting is 5 degrees.

| Flight sereen | Flight track | Rulers | Vector overlay

l_li! Use the curment rocket design to create the animation

Rocket animation image source infarmation

Image file prefix
Change "Step Size" to 15°

Image fle path
| widthe 100
Image heighs

Image angle step 51

Figure 6: Change the increment to "15*

Keep in mind that the actual size of the image on the anima-
tion screen will always be slightly smaller than this value.

As you can see in figure 7, save these sprites in the
"media" folder or like you may have noticed, I chose to save
them in a folder named "medial" so that the default sprites
will be intact if I ever decide to rid myself of sprites. This
way I don’t accidentally delete the default sprites. This is
totally optional, though. Also, please note that although this
is shown on Macintosh, the selection of the destination in
Windows will be similar.

As shown in figure 8, you should name the sprites after
your rocket to make it easier to distinguish them from others
that you may create. After you save the sprites click on the
button that says, “Generate rocket image data...”.

Continued on p. 4)
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Figure 8 Name your design

FINISHING UP

This will begin your generation of sprites, which will
go a lot quicker than usual! This is seen in figure 9. Once the
sprite generation is finished, click “OK” as seen in figure 13.

At this point, the animation images and background
will load (faster, with any luck), you will be able to click the
“play” button, and off will go your design also in a swifter
fashion. Hopefully, this will help you get a little more enjoy-
ment out of Rocksim. If you have never tried Rocksim and
khave no idea what I’m talking about, then please go to this

Figure 9: Generation of a sprite image.
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Figure 10: Click on "OK" to load Sprites

link: http://www.apogeerockets.com/rocksim demo.asp and try
it for yourself for 30 days free! See why Rocksim is the
preferred rocketry software for thousands of people, includ-
ing the National Space Foundation!
About the Author

John Manfredo is the education coordinator at Apogee
Components. He’s Level 1 High-Power Certified, and has
been building his own rockets for the last 30 years.

.

it. Compare it to other programs at:

/Compare RockSim And SAVE Money!

RockSim saves you money by preventing mistakes during
design, and in motor selection. But don't take our word for

www.ApogeeRockets.com/education/downloads/TARC_software_comparison.pdf

hoe
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WEB SITES WORTH VISITING

| came across a very nice website while “hanging-ten” forward. The page -called
on the web this past week. Jim Ballard and T.J. Tidwell's “Our Fleet” shows off some
site, “Rocketdreemz”, http://www.rocketdreemz.com/rocket of their handiwork in a way

dreemz_001. that shows you the scale of
htm is a really the rockets. | like how they
cool website make separate sections for
in  minimalist both Jim and T.J. to show
fastion that | the individual accomplish-
feel it is a “no ments of both of them. The
frills” site. Hold page that shows T.J.’s Level

on, that is sup- 1 certification gives us a view
posed to be a of the nicely done L-1 rocket
compliment! for this young man.

By “no frills” | mean to say that it has interesting features A variety of things are

make it worth the time to peruse through, but not so much shown and described on
information that it overloads the brain cells and causes those the “tips” page including a
around you to wonder why smoke is coming out of your ears tube jig designed with large tubes
and not your rocket! Ok, enough of my attempt at humor. in mind and a simple, homemade
To start things off, the home page displays a beautiful altimeter test chamber! I've got to
photo of Jim’s “K” Factor under the full boost of an Aerotech try that, guys!
K550W. They also have nice, big logos of NAR, Tripoli, and The “tools” page shows a
TARC. | really like the i bunch of items | wish | had. There
fact that they openly sup- ol | is a nice gallery of their rocketry
port and are out there for endeavors as well as the standard
Team America. It's been “links” page that has a list several
a great event for kids all good sources of supplies. Take
over the country. a look and add a bit more to your
The navigational knowledge base. | know that | have
menu is nice and straight- learned a couple of new things.

.

DEFINING MOMENTS

streamlined than the lower

part of the model. After the
A technique related to multi-stage rockets, is a special rocket motor is done burning

rocket design called a boosted dart. A boosted dart during the flight, the dart
is similar to a two-stage rocket, but the top “stage” separates from the lower part

doesn’t have a rocket motor in it. The bottom stage of the model because its drag
uses a conventional rocket motor with a delay charge, is lower. The small dart then
and not a booster type rocket motor. The unpowered coasts significantly higher
upper portion; called the “dart,” is smaller and more than otherwise possible.
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How do you import an existing Rocksim design,
that you found on the internet, into the program? Easy
answer. Let’s go through the procedure.

Let’s say that you want to find a specific kit design
file. Many vendors put the Rocksim files on their web-

* NASROC & Mo

Resources

CP Library

Glossary Active Contest:

Mfg+Motors

"Virtual" Rock

Ti[ig,.FHinE here
Tools/Calcs

Figure 1: Choose the LibraryFigure

sites, but if not, a great resource is to go to Essence’s
Rocket Review’s website which can be found at http://
www.rocketreviews.com. After the page loads, you will
click on “RocksimLib”. Then click on the link to "Kits."
This will take

Rﬂﬂkﬁlm le ranr you to a page
""" AGE - PP that is full of

choices as far
as how you
want to look
for a design

Il Kis Modifications QOP Jfile.

it design and simulation progra
perating systems. It can be use
o rockets!

For this
example,
scroll down to
find the “Pratt
Super Six” de-
sign. As seen below when you find your design, right-
click on it and go to “save as” for Windows users and
“download link to disk™ for Mac users.

This will bring you to a screen where you will
choose the destination folder. Although Windows and

Submit What do we nead?

Figure 2: Click "Kits"
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il I’;u:rlrl-:_jﬁm:_hm Configure Folder Actions
Figure 3: Right-click to Download

Macintosh look different, the folder will be the same.
You can see the path for Mac below and for Windows
you simply look in the “programs” folder and find the
Rocksim program folder, which will have the “designs”
folder in it. Left-click the “designs” folder and click the

Figue 4: Save the File into
the Design Folder.

“save” button. You now will have this Rocksim design
in the program when you start it again! The same proce-
dure may be performed for any Rocksim design that you
find. Keep in mind that designs created in older versions
of Rocksim will not be compatible with version 8, so
you will need to convert them. For more on this please
see Newsletter 146 at: http://www.apogeerockets.com/
education/downloads/Newsletter146.pdf

If you have a question, please feel free to send an
email to me at johnm@apogeerockets.com
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TIP OF THE FIN I

| think we have all at one time or another had a
misfire with an Aerotech “Copperhead” igniters. | would
have to say that sometimes Copperheads can be tricky.
See basic how-to information at http://www.apogeerock-
ets.com/copperhead_igniter.asp.

In addition, sometimes there are more challenges
with older White Lightening motors. You see, as this
fuel ages it changes, which makes it more difficult to ig-
nite. For example, in reload kits, you may have noticed
what appears to be "white speckles" on older propellant
slugs. Gary Rosenfield of Aerotech explains it this way:
"The effect is caused by an interaction between a metal

Sanding the Inside of the Grain

fuel, Ammonium Perchlorate oxidizer and atmospheric
moisture when the humidity rises over about 50%.Basi-
cally, what they are recommending is that you store the
reload kits where the humidity is low, and don't open the
sealed plastic bag until you are ready to use the propel-
lant. Otherwise it would be exposed to more moisture
in the air.

If you use Copperhead igniters, I've found that there
are a couple of things you can do to give yourself an im-
proved probability of ignition the first time.

For example, if the motor is a White Lightening re-
loadable and has a “C” slot core, use a section of coarse

sandpaper and run it lightly along the inside of the slot.
This will rub away some of the white stuff and make
the surface slightly "fuzzy". This increases the surface
area, which makes ignition a lot easier.

Before Bending the Pyrogen Tip

After Bending the Pyrogen Tip

In addition, before you put the igniter into the motor,
bend the pyrogen head of the igniter at its neck a little
to increase the odds that the igniter head is touching
the propellant (see the comparison pictures for "before"
and "after"). If you are in the market for some igniters,
see the following page: http://www.apogeerockets.com/
Aerotech_motors.asp#First_fire_anchor . Or, if you sim-
ply just need some new motors to replace those old,
tired, worn-out motors that have been around forever
see our motor page at http://www.apogeerockets.com/
rocket _motors.asp .

If you have a tip and we use it in this newsletter,
we'll send you a HUGE 5-foot diameter parachute!

Please send them to johnm@apogeerockets.com
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DO YOU KNOW A BARGAIN WHEN YOU SEE IT? GHECK OUT THESE GREAT DEALS TODAY.

BUILDING COMPONENTS SOFTWARE
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A Bountiful
Bundle of
Colorful

Parachutes-

Our NEW combo
pack contains a combi-
nation of our nylon 24"
chute, 36" chute, 58"
chute, and two DynaStar
32" plastic chutes.

Five chutes in all!
$50.15

[Product #29230]

[ T

Educators Ensemble-

Another NEW combo package that includes all you need
to be on top of your lessons throughout the year. Why
not make it easy on yourself with the 5 top selling pub-
lications from Apogee Rockets. All for the low price of
$52.30 [Product #01079]

Building
skill Level 1-

In Building Skill Level 1
Model Rocket Kits, you
will be guided through the
construction and launch of
your rockets with a series of
short videos. By watching them,
you will be on the short path to
becoming a rocketry expert.

$13.95 [Product #01065]
Building Skill Level 2 CD-ROM now
available! $19.95 [Product #01074]

BOOKS & PI.IBI.IGI-\TIIJNS ROGKET KITS

Stonebreaker, The Asteroid Killer-

Out of this world fun can be had with this mid-size rocket that
flies on Estes “C-E” engines. You’ll love the slow liftoffs and
the big billowing plume of smoke. Being a Skill Level 2 kit,
it’s easy to build and sure to turn heads at your next launch!
%$31.97 [Product #05028]

POGEE

COMPONENTS

To order visit us at our web site, www.ApogeeRockets.com, or call 719.535.9335
1130 Elkton Drive, Ste. A, Colorado Springs, CO 80907 USA
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