Copilot Needed a Story.
Flight Simulator Already Had One.

A strategic argument for why the most obvious narrative container was
sitting on the runway the whole time.



THE PROBLEM

Copilot launched everywhere... except the one place where
"copilot" actually means something.

©, Users didn't know what Copilot was
= Marketing had to invent metaphors
22 PMs had to retrofit use cases

- Leadership had to explain the brand

© Everyone pretended "copilot" was self-explanatory

Spoiler: it wasn't.



Microsoft Flight Simulator already had
everything Copilot needed.
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A literal copilot role A built-in narrative A global audience of ritual-driven
power users
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A culture of long-haul flights A second-voice expectation

baked into the cockpit

This wasn't a metaphor. This was a runway.



Simmers in Their Natural Habitat
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'Seven monitors. One hobby. Zero regrets.’ '‘Cyber-pilot monk mode: engaged.’ ‘Charts, kneeboards, snacks. NASA-grade
commitment.’



Still in Their Natural Habitat

-
"Twelve Arduino boards. Homemade "Flying a 14-hour route at 2:13am. "Watching sunrise over the virtual
avionics. Absolutely normal behavior." Because commitment." Atlantic like a religious experience.”

The dedication is real. The altitude is not.



THE CULTURE L#

Long-haul cockpit culture is the
perfect narrative container.

°=  Procedural

A~ Rhythmic
© Professional
© Dryly funny

.\.5

Built on call-and-response

63 Requires a second voice

Requires presence, not personality

Jo



Copilot didn't need a persona.
It needed a communication protocol.

X WHAT COPILOT HAD v WHAT MICO-MODE IS

Generic assistant voice 4 Concise
Personality-first Procedural
Emotional tone v Dry
One-size-fits-all vs ¥ Cockpit-native
O Non-emotional
i Non-anthropomorphic
Always relevant
¢ Always verbal



PILOT

MICO-MODE

MICO-MODE

PILOT

MICO-MODE

CLIMB PHASE

Passing ten thousand.
Copy. You're clear to pretend you didn't forget the landing lights.

Don't worry, I turned them off for you. Again.

Vertical speed looks good.

Good is generous, but yes, we are technically ascending.



CRUISE PHASE

Next waypoint in twenty-three minutes.

Or, as simmers call it: just enough time toquestion your life

choices.

How's the fuel?

Enough to get us there, not enough to get usanywhere more interesting.



ENVIRONMENTAL COMMENTARY

Sunrise in six minutes. Prepare for the emotional clarity that only comes from watching it al

We're passing over Greenland. It's beautiful. Not that you'll see it — you're in VR and facir



MICO-MODE ACTIVE

DESCENT + LANDING

'Ready for descent checklist?'

'Always. Unlike your flaps, which are currently.. aspirational.’

'Wind's picking up. If we survive this landing,I'll log it as pilot skill.
If not, I'll log itas pilot character development.'



Flight Sim already supports everything Copilot needs.
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Checklists Callouts Navigation ATC
& © O
Environmenta Long- Voice
I Haul Interactio
Triggers Pacing n

Copilot could have slotted in with zero friction.



One metaphor. One identity. One story. One Copilot.

v’ Given Copilot a story v Given users a metaphor v Given marketing a spine

v Given PMs a use case v’ Given leadership a narrative v Given the public a way to understand the brand

ECOSYSTEM ROLLOUT

[s(( Flight Simj> 88 Windows > L[] Surface —> & Auto > [] Mobile

This is what Copilot lacked.



Copilot needed a story.

Flight Simulator already had one.
We just... didn't take off.

Scored with Copilot, conducted by Leslie Lanagan
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