
Skydive Suffolk Policy: Aircraft 

 

 Helmets must be worn or must be secured from take-off to 1,500 feet (500 meters). 

 

 Seatbelts must be worn from when you take your seat in the aircraft until 1,500 feet (500 meters). 

 

 The door must remain closed from take-off to 1,500 feet (500 meters). Jumpers seated near the door 

must remove their seat belts before opening the door.  

 

 Ground speed and jump run direction are posted daily in the hangar. 

 

 Exit order is:  

 1) Belly flyers, largest to smallest group 

 2) Free flyers, largest to smallest group.  

 3) Students and Tandems 

 4) Wing Suits 

 

Trackers must plan with the others on the load based on intention, group size, and wind conditions. 

 

Exit separation is determined by ground speed – see exit separation graph for a guideline. 

 

 Exit lights: 

 Yellow = Open the door and stand by to exit. 

 Green = Exit 

 Red = Do Not Exit 

 

 

 

  



Skydive Suffolk Policy: Canopy Flight  

 

 If you plan to open above 4,000 feet (1,200 meters) you must inform the manifest and be cleared by 

the Drop Zone Safety Officer. Opening above 4,000 feet may be restricted if more than one aircraft is 

flying. 

 

 Turns = collisions. At all times during the canopy descent, minimize turns. Spiraling under canopy is 

strongly discouraged. 

 

 Unless you are on a low pass with the intention of executing a high performance landing, turns are 

limited to 180 degrees in the Main Landing Area and 90 degrees in the Alternate Landing Area. 

 

 Final approach is always parallel to the fence line in either landing area. Forget about the wind—

think of landing on a runway, just like an airplane does. 

 

 Landing direction is established by the Wind Indicators (either wind socks, wind blades or flags). In a 

direct crosswind situation the first person to land sets the direction or the landing direction can be 

established beforehand. In both instances you must land in the same direction as the first person and 

rest of the load. 

 

 The landing pattern is considered to begin at 1,000 feet (300 meters) above the surface.  

 

 No ‘S’ turns or sashays in the landing pattern.  

 

 No flight in deep brakes in the landing pattern. 

 

 Canopies that are below you in the pattern have the right of way even if your descent rate is higher 

and you will land before them. 

 

 Tandem canopies are exempt from the wind direction rule and always have the right of way. 

 

 

   

  



Skydive Suffolk: Known Landing Hazards 

 

All wind conditions 

 

RISK: Collisions between canopies.  

 

Statistically you are as likely to die from a canopy collision as a low turn. This trend is doubly alarming 

because unlike a low turn, a collision may not be your fault. No one type of canopy or pilot is more or less 

likely to be involved in a collision. They can occur between any combination of fast and slow parachutes, in 

light or heavy traffic, to experienced and novice jumpers alike. 

 

MANAGEMENT: Never assume that you see all traffic. We all have a blind spot behind us, especially 

below and behind. We can all be distracted by other traffic or be too focused on our landing spot. This risk 

can only be reduced by flying in a manner that minimizes potential collisions. 

 

Every turn increases collision risk. Your turns may not be expected or anticipated by other pilots. They 

always create changes in speed and descent rates. Finally, any turn over 90 degrees will take you to some 

degree into the “blind spot” that you have behind and below you. 

 

Jumpers with slower parachutes should be aware that faster parachutes will be overtaking them from above 

and behind in the pattern. For this reason it is imperative to fly a straight, intelligible pattern and keep your 

canopy speed up. “S” turns, flight in deep brakes, or spiraling create a major collision hazard. 

 

Just as the custom on the highway splits the lanes into fast (left) and slow (right), the custom at Skydive 

Suffolk is for fast parachutes to land close to the buildings in the Main Landing Area. Slower parachutes 

should stay more to the middle and outside of the landing area. 

 

Jumpers with faster parachutes need to recognize that slower canopies below them in the pattern have the 

right of way even if the faster canopy will overtake them and land first. Fast parachute pilots need to be 

careful not to cross in front of slower canopies, which can present wake turbulence to them or be perceived 

as an impending collision. 

 

With light or calm winds, or direct cross wind  

 

RISK: Traffic landing in opposite directions. 

 

MANAGEMENT: Avoid committing too far to one end or the other of the landing area. This puts you in a 

position where you cannot do a normal approach if the traffic pattern develops opposite to what you 

anticipated. A position well off to the side of the landing area, roughly perpendicular to the center line, 

allows you to adopt either pattern easily. Never assume that the pattern will be the same from jump to jump!  

 

People who find themselves landing in the wrong direction have made three mistakes.  First, they were not 

paying attention to the pattern high enough to make an adjustment.  Second, they put themselves in a 

position that did not allow for a change in their pattern. Third, they went ahead and flew to the landing area 



anyway. If you are high enough to turn towards the landing area, you are high enough to turn away! If you 

do find yourself outside of the pattern, you are obliged to land off. 

 

With winds from the south 

 

RISK: When the wind is from the south there can be turbulence downwind of buildings in the Main Landing 

Area. This turbulence can cause loss of lift or even canopy collapse, resulting in hard landings. 

 

MANAGEMENT: Like rocks in a stream, buildings have wake turbulence directly downwind. This increases 

geometrically with wind speed. Avoid landing in the area downwind of buildings or trees. Moving your 

landing point further from the buildings and trees, to the extreme downwind section of the landing area, will 

reduce the risk. 

 

RISK: If the landing pattern in the Main Landing Area is to the west and the landing pattern in the Alternate 

Landing Area is to the south, the two patterns can potentially cross each other in the area northeast. The 

crossing patterns present a significant risk of canopy collisions. 

 

MANAGEMENT: Be extremely vigilant of traffic heading to the landing area you are not going to land at, 

as well as the traffic landing in the same landing area as you. For the greatest level of safety, adjust your 

pattern to avoid this intersection area. If landing in the Alternate Landing Area, use a left hand pattern. If 

landing in the Main Landing Area, do not overfly the Alternate Landing Area.  

 

With winds from the north in the Main Landing Area 

 

RISK: A crosswind from the north increases the risk of being pushed across the landing area towards 

obstacles or other traffic, especially along the “beer line” in the Main Landing Area. 

 

MANAGEMENT: Until you develop the skill to land in a strong crosswind, choose a landing area more 

appropriate to your experience level. One of the two areas is always better than the other on a windy day. 

 

 

 

    

  



Skydive Suffolk Policy: Back-to-Back Loads 

If you or your team is hoping to do back-to-back loads, you are responsible for making it  to the plane 

in good time.  

 The plane will not wait for you, and your slot may not be returned if you miss the load.  

You may need to arrange with your packers to deliver your rigs without the brakes and slider set for 

packing.  

 You may have to forego dirt diving and using the mock-up.  

  



Skydive Suffolk Policy: Camera Jumps 

Jumping with any type of camera, including Go Pros and Contours, adds a significant element of risk 

to any skydive. Risks include but are not limited to: 

 Cameras falling off, creating a hazard to persons and property below. 

 Pilot chute bridles or steering lines or emergency handles snagging on the camera. 

 Distraction from critical safety issues such as misrouted chest straps, exit lights, freefall and 

canopy traffic, etc. 

 

The USPA recommends a minimum of 200 jumps AND instruction in camera flying prior to using a 

camera on any skydive. Skydive Suffolk fully supports this policy. 

 If you wish to jump a camera at Skydive Suffolk: 

 Make the recommended 200 jumps first. 

 Familiarize yourself with the USPA’s Skydiver’s Information Manual, Section 6 – 8. 

 Seek advice from an experienced camera flyer. 

 

  



Skydive Suffolk Policy: Low Passes or High Openings 

 

Any high openings or low passes need to take into account the number of airplanes flying, other skydiving 

activities, and canopy descent rate. There will be some days where we cannot accommodate these activities.  

LOW PASSES 

Low pass jumpers need to be aware that we cannot guarantee you will be landing alone unless only 

one plane is flying. Inquire with the Dropzone Safety Officer (DZSO) if multiple aircraft are flying. 

 

On a low pass, your jump run may be in any direction convenient to the aircraft climb and other 

skydiving activities. We will try to put you upwind of the landing area. If you have a special goal or 

flight pattern requirement talk to the DZSO before the jump so he can communicate it to the pilot. 

HIGH OPENINGS 

Jumpers wishing to open high (above 4,000 feet), such as CF jumpers or canopy flight courses, must 

discuss their flight profile with the DZSO. High opening canopies will be assigned an airspace box 

that they must remain in until below 1,500 feet/500 meters. 

 

Even if just one plane is flying, jumpers exiting below full altitude must remain in their airspace box 

because the aircraft may have other passes. Example: CF jumpers exiting at 8,000 feet/2,400 meters, 

followed by an FS team exiting at 10,500 feet/3,200 meters. 

 

Jumpers wishing to deploy at full altitude (13,000 feet/4,000 meters) must exit last. Exiting first 

eliminates our option for doing a second pass. Under no circumstances should high openers at full 

altitude exit first unless it is planned and approved by the DZSO on a case by case basis. These 

canopies will also have an assigned airspace box and must immediately fly to it. We can adjust the 

jump run to keep you in a safe airspace box. 

  



Skydive Suffolk Policy: Tracking Jumps, Including Angle Flying and other Jumps with Significant 

Horizontal Movement 

Jumps that have a horizontal movement planned into them present a number of safety issues and need to be 

carefully planned. As the sport evolves, new activities bring new risks. Recently skydives with a significant 

horizontal component have become popular. As reports come in about real-world accidents, and incidents 

that could have had serious consequences become more frequent, Skydive Suffolk finds it necessary to 

implement some safety policies for this type of skydive. 

Please study this briefing sheet and if you have any questions ask the Dropzone Safety Officer (DZSO). 

A Tracking Dive is defined as one in which the majority of the time is spent in a track, with a fairly 

normal freefall descent rate and a substantial amount of horizontal movement. The flight path 

typically covers up to a kilometer (.6 mile) or more of horizontal distance and is often in a straight 

line or has only slight course changes. 

An Angle Flying Dive is defined as one in which there is a horizontal component, but the angle is 

much steeper than a conventional tracking dive, resulting in a faster fall rate and less horizontal 

movement. The horizontal component may involve several direction changes. Some people call these 

atmonauti or tracing dives. 

Experience Requirements: 

< 100 jumps: you may not go on Tracking or Angle Flying dives except with an instructor or 

organizer approved by the DZSO of the day. Maximum dive size is two, including the instructor. 

Solos are the exception, but solos must clear their flight path with an organizer, instructor, or the 

DZSO. 

100 – 200 jumps: you can only go on dives led by an approved organizer or instructor. 

Over 200 jumps: your first ten tracking or angle flying jumps must be with an organizer or instructor. 

 To lead a tracking jump or to coach tracking: you must have a minimum of 500 jumps, including at 

 least 25 tracking dives as a follower. You must ensure everyone on the dive is familiar with the 

 following concepts:  

 extremely high risk of forceful freefall collisions, and how to minimize risks 

 importance of getting clear of the regular jump run 

 how to design a flight plan that guarantees everyone will make it back to the landing 

areas 

 how to determine where other groups are before flying back towards the jump run  

 what to do if a jumper is left behind the group 

 

Leaders may not be on their back unless they have an experienced flyer as their mirror image face to 

earth, in order to ensure accurate directional control. Leaders must screen all participants for skill 

and experience appropriate for the size of the dive. Dives in which anyone can sign up are not 

allowed. 

 

No one may lead or coach angle flying unless approved by the DZSO of the day. 

 



General Policies 

Always tell manifest if you are tracking so they can note it on the load sheet. This allows other 

skydivers to know what is going on, especially if there is more than one tracking dive on the load. If 

there are multiple tracking dives it is up to you to determine how to divide the airspace up safely. 

Obviously, you must also work out the airspace with any wing suits. In most circumstances we will 

limit dives with a horizontal component to two per load. 

 Every day there will be a direction, that we will assign for wing suits and tracking dives.  The 

Manifest Office or the DZSO can provide you with this information.  

There is no fixed exit order for tracking dives, however, exiting first is not allowed without direct 

approval from the DZSO. Exit order will vary with the other groups on the load. Use common sense 

and pick an exit order that will keep you away from the regular jump run and still allow you to make 

it back to the landing area. 

 Angle Flying is not tracking! Angle flyers should leave in the same exit order as freeflyers and must 

 design the skydive to fly perpendicular to the jump run, taking tracking and wing suits into account. 

Never assume that our staff will see you if you land out or have a malfunction. Because tracking dives 

open away from the normal jump run there is a very good chance we will not see you! If you are 

going to land out, use your safest technique and do not expect a ride. For the same reason, if you have 

a cutaway take careful note of where you opened under your reserve.  

Be cognizant who you jump with. Tracking dives have a high rate of injuries from freefall collisions, 

from exit to opening - as high as all other freefall activities combined. This is to be expected since 

tracking dives involve both horizontal and vertical movement and there may be a lot of people in 

your blind spot. Many tracking dives are also poorly planned and/or involve a variety of experience 

levels. If you are new to tracking dives, you must jump with an experienced organizer or coach until 

you understand the complexities involved. 

It is your responsibility to make a flight plan that guarantees you will not fly into someone 

else’s airspace AND makes it possible to land on the DZ. 

If you exit first and have a slow falling group exiting behind you, be careful not to fly back to 

the jump run line under canopy until you are sure the airspace is clear. 

  

 

  



Skydive Suffolk Policy: Wing Suits 

Please study this briefing sheet carefully. If you have questions ask the Drop Zone Safety Officer (DZSO).  

Always tell manifest if you are making a wing suit jump. We will record this on the load sheet. It is up 

to you to determine if the rest of the load is compatible with your jump. If there are already multiple 

wing suits or trackers, you may be assigned to a different load. 

 

On every jump it is your responsibility to plan a flight that will keep you away from other jumpers 

AND allow you to land on the DZ. Planning suggestions: learn how to find the wind conditions online 

before you jump. Our DZSO can show you useful websites where you can find detailed wind 

information. Using this information, determine what general area you must open in to land on the DZ. 

Then, make a flight plan that will take you to this opening area without crossing over the normal 

jump run or putting you near any other high canopies, trackers, etc. This plan must include the 

possibility of a 180 degree second pass.  

 

Do not ask the pilot for any variation from the normal jump run. If you would like a specialty jump 

run it must be approved by the DZSO before you manifest. 

 

Opening close to tandem canopies or flying over the normal jump run will result in immediate and 

prolonged grounding. If you are on a load with Tandems, you must land in the Alternate Landing 

Area. 

 

Never assume that our ground staff will see you if you land out or have a malfunction. Because wing 

suits open away from the normal jump run there is a very good chance we will not see you! If you are 

going to land out, use your safest technique and do not expect a ride. For the same reason, if you have 

a cutaway take careful note of where you opened under your reserve.  

 


