
Virtual cockpit keyboard layout for FS2002. 
 
The release of the FS keyboard layout by Gary Geoghegan recently prompted me to finally do a re-
work of the entire keyboard assignments more suited to virtual cockpit fliers such as myself.  I have 
also included a 2D cockpit users version as well for those who like to fly heavies or planes without 
virtual cockpits. 
 
This is an entire re-work of the default assignments.  If you choose to use it you will basically need 
to re-learn all the keyboard shortcuts.  And this layout is only for users who have a joystick or yoke 
with rudders.  I have removed the keyboard flight surface commands as they are no longer needed 
on the keyboard.  I can’t remember the last time I needed to use the yaw, roll or pitch commands on 
the keypad. 
 
So, why have I felt it necessary to play around with the default settings to such an extent?  Because 
for a long time now I have felt that the default assignments have been haphazard and to a large 
extent not very user-friendly.  For instance to alter the throttle, prop and mixture settings involved 
difficult combinations of keys.  Frequently used commands often required the use of key 
combinations when one key would have been better. 

 
The various functions were scattered around the keyboard, with radio and autopilot commands 
mixed together with engine and flight control commands.  My first priority was to allocate definite 
areas of the keyboard to specific functions.  Once learnt this layout is much more user friendly. 
 
The view keys are now grouped along the first row of keys under the Function keys, and also the 
number pad keys.  Engine and prop commands are grouped at the left where they can easily be 
accessed.  Autopilot commands are grouped  together, as are the radio commands on the line below.  
Brakes have been made more accessible.   
 
Commands that would normally be accessed as part of a start-up sequence or during less demanding 
parts of a flight, such as starters, fuel commands, autopilot settings, radio settings, trim settings, and 
minor view commands have been allocated key combinations. 
 
The Function keys have been entirely allocated to failures, so that all you need to do is hit an F# key 
at random and have a failure.  Every so often I intend to change the allocation of the failures. 
 



USE OF THE LAYOUT. 
 
This configuration is designed to be used ONLY with the Num Lock function OFF! 
 
The first thing you will notice is that the panel views, engine commands and eyepoint keys have 
priority.  No longer do you need to press shift+number to get a panel.  Simply press the single 
number key along the top row and there’s the panel window.  
 
 
 
 
  
 
 
 
The power, prop and mixture settings are logically arranged where the left 
hand can increase or decrease the three functions with just six keys.  It 
allows you to rest your left hand in a much more relaxed situation while 
giving instant logical access to the primary engine functions.  
 
 
 
 
 
 
 
The eyepoint setting keys have been allocated to the numberpad and are 
instantly accessible.  This was done to make circuits much more realistic.  In 
the real world if a strut or pillar gets in the way you simply lean forward or 
sideways to compensate.  Now with the 8, 4,5,6, and 2 keys combined with 
the spacebar, instant movement inside the cabin is available. 
 
 
 
The other major change I made was to reverse the increase/decrease and 
increase slightly/decrease slightly keys.  I have found that I rarely used the 
full increase/decrease functions, so it seemed logical to make the ‘slightly’ 
keys the priority function. 
 
 

 
2D views are still available through the numberpad 
7,9,1 and 3 keys with varying combinations.  You 
will note that the look ahead key isn’t easy to  use, 
that’s because the space bar does the same job. 

 
 
 
 
Flaps and spoilers have been moved to the top right.  
 
 



 
Lights and landing light functions are all on the number keypad.   
 
 
 
 
 
 
 
 
 
The Top Down, Map,coords and a/c labels are also over on the number keypad.  
 
 
 
 
 
 
Instruments and gauge functions are grouped near the bottom.   
 
 
 
 
 
 
 
 
 
 
 
 
Fuel, carb, cowl flaps and startup etc are all 
grouped around the primary engine function keys.  
 
 
 
 
 
 
 
 
 
 
 
 
 
The simulation rate, slew, sound and joystick toggles now occupy the T key. 
 
Cycle views is now on the 0 (zero) key. 
 
Chat functions are grouped around the enter key. 
 



The exit simulator function is Control+shift+C. 
 
The Pause key is now the pause function! 
 
Gear still occupies the G key! 
 
Aileron trim, elevator trim and rudder trim are over on the right hand number keypad. 
 
 


