Rating Simulations by our criteria...

The overriding concern of simulation cockpit builders is whether we can take a particular simulation and "extend" it hardware-wise to take advantage of our efforts at designing and building a cockpit. Therefore, our concerns are:

1. Sight: 

a. Does the simulation take advantage of multiple screen resolutions? Hardware acceleration? Does it use OGL/Which particular version of DirectX?

b. Multiple windows/monitors on the same computer? Built in or aftermarket multiple client/server outside views across a network? MFD screens or outside views? 

c. Mouse look/VR panning/cockpits?

d. View angle modification?

e. Can you save the view settings?

2. Sound: 

a. Does it support stereo/surround/locational sound? If so, which standard?

b. Does the simulation have easily modified sound (i.e. reworkable for extra bass)? 

c. Do the sounds themselves enhance the "suspension of disbelief"?

3. Speech: 

a. Does the simulation support/allow the use of voice input software / Roger Wilco type software?

4. Touch: 

a. Does the simulation have customizable control(key) mapping?

b. Does it support multiple axis mapping/multiple controllers? To what extent?

c. Does the simulation have force feedback and how good is it?

d. Motion control?

5. Programmability:

a. Does the simulation come with an API interface (ala Fly!, FS98/2000) so a programmer can extend the capabilities? If so, what type of API (DLL API, (D)COM Interface)?

b. Can the program be controlled by these interfaces or are they output only?

c. Does the simulation support a version of shared memory?

d. Accessability to system variables: A ranking of 10 would mean that every variable was available -- flight data, position of every switch, status of every indicator, status of every system (fuel tank levels, hydraulic fluid levels, hydraulic system pressures....).

e. Can the simulation be modified in some way to make it more accurate or extend the basic engine into other vehicles?

6. After sales :

a. Will the designers of the simulation work close with the community at large, to extend the functionality of the game?

b. Does it have good aftermarket support/will it be around a while?

c. Good documentation?

Of course, then there are the other things:

7. Systems simulation.
a. Do all the simulated indicators, gauges and controls operate in accordance with the type they're representing? 

b. How good is the simulation in terms of fidelity to what it simulating?

c. Perception? Does it just plain suck?

