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“Welcome aboard!” to John Thomas, our newest member!  No word yet on what ship John’s going to 
start off with but he says he’s got several in mind. 
 
The water is getting warmer, as some people are discovering.  Here’s hoping that the comfortable 
temperatures will make people a little more willing to take some risks! 
 
Subjects of “Ships We May Never See” features in the last two issues of 1MC have been sighted.  
There’s a guy in Australia who offers fiberglass hulls for both HMS Agincourt battleship and HMS 
Abdiel cruiser-minelayer!  Maybe those ducks aren’t so odd after all! 
 
Despite the wind, the 3/24 Naval Revue came off very well.  A couple of good solid prospects showed 
up, several who had seen flyers or picked up brochures, and some who just saw what was going on and 
walked up.  With any luck we’ll get a couple of new members out of it! 

“Big Gun Radio-Controlled 
Warship Combat is one of the 
most important advances in 
guy thinking since the potato 
gun.” 
 

- Dave Barry 
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CO’s Column 
- John Mianowski, CO 
 
Slowly but surely, we’re turning this into a 
“real” club!  When I first started doing this, there 
was nobody else in the area and forming a club 
was the farthest thing from my mind.  Dustin 
showed up (glad to see you getting active again, 
bud!) with his experience from the South Coast 
Battle Group.  One of the first things he said 
was, “Let’s start a club.”  So, here we are.  
Dustin picked the name, with a little guidance 
about some things to avoid. 
 
I believe that if we’re going to do something, we 
should do it right.  That doesn’t mean we have to 
do it all at once, though.  Informality works fine 
for a small group, but the more people we get 
involved the more organized we’ll need to be.  
We’re doing fine – we just need to keep at it.  
Each time we meet or have a battle, it gets a little 
better. 
 
Something I recommend that everybody do is 
review the rules regularly – like maybe an 
evening, the week before a battle, for instance.  I 
don’t have the entire rules memorized, and I 
wouldn’t expect anybody else to, either.  Still, 
the rules provide our framework to operate in  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
and the better we each understand them the 
better we’ll be at building and fighting our ships.  
I always try to keep a printed copy of all rules 
with me at meetings. 
 
As for “game day”, our XO is putting together a 
“Battle Book” that will contain a printed copy of 
all the rules, individual ships’ references, scoring 
sheets – and the phone numbers of all the scuba 
divers that we know! 

That Sinking Feeling! 
- Mike “Gryf” Weber 
 

You build a ship with the knowledge that one day 
it might slip beneath the waves. When you launch 
her and battle her for the first time you expect it, 
you know the enemy is more experienced and 
capable than you are. After dodging a bullet for so 
many battles the readiness you have for a sink 
disappears; you expect to survive this day as you 
have other days. You’re prepared when you’re 
new and unsure of your performance, but once 
you evade death a few times you’re not ready to 
admit defeat. 
 
Now you watch as your ship gets lower and lower 
in the water. You still cling to the hope that you 
will get it to shore before she visits the bottom. 
It’s a feeling of helplessness and loss that can 
make even the steadiest captain frantic. Dashing 
around attempting to retrieve it before the 

inevitable. That poignant moment of disbelief 
when all you see floating on the water are the 
recovery float, superstructure and gun turrets. 
And the sharp stab of defeat unlike any you’ve 
felt before. This defeat is final. You can’t just 
reset the board for a new game or pick up your 
boat and have rematch.  
 
After accepting that you’ve sunk, swimming after 
the ship is the easy part. In the end you just need 
to get the ship ready for next month. The guns 
need to get cleaned up, the servos checked out 
and the receiver checked. A heavy-duty 
shakedown cruise a couple of weeks before the 
event and she’ll be up and running and the sink 
will be forgotten. After you have put all this work 
into a ship the thirst for vengeance is there and 
unquenchable.  

 

April, 2002 Events 
 
4/13 – Naval Review 

12:00 Noon 
Location TBD 
 

4/14 – General Meeting 
12:00 noon 
Mike’s Hobby Shop, Carrollton 

 
4/21 – Battle 

11:00 noon 
Huffhines Park, Richardson 
 

4/28 – Naval Review 
12:00 Noon 
Rheudasil Park, Flower Mound 
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March Battle Summary 
 

Combat Segment: 
 
Axis 
Ship Above 

(x 10) 
On 
(x 25) 

Below 
(x 50) 

Sunk 
(CF x 100) 

Lost 
(CF x 10) 

Total Points 

Scharnhorst n/a n/a n/a 8100 0 8100 
Adm. Scheer 3 0 0 0 0 30 
Lutzow 5 0 0 0 0 50 
     TOTAL 8180 
 
Allied 
Ship Above 

(x 10) 
On 
(x 25) 

Below 
(x 50) 

Sunk 
(CF x 100) 

Lost 
(CF x 10) 

Total Points 

Hood 0 0 0 0 0 0 
Nelson 0 0 0 0 0 0 
AK5 2 0 1 2700 0 2700 
AK 63 2 0 0 0 270 270 
AK 70 2 0 0 0 0 20 
     TOTAL 2990 
 

Convoy Segment: 
 
Ship Convoy Runs 

Completed 
AK 5 4 
AK 63 4 
AK 70 5 

TOTAL 13 
 
Needed to win (Allied): 12 

Analysis: 
 
Clearly the loss of Scharnhorst cost the axis the combat segment and with it the overall battle.  Without that 
one sunken warship, the combat segment would have been as lopsided in the axis’ favor as it ended up being 
in the allies’.  Scharnhorst’s damage was pretty extensive but still would not have overcome the allies’ losing 
two Liberty Ships.  Lack of any scoring damage to the allied warships, it seems that the axis concentrated 
their efforts on attacking the convoys, although not well enough to prevent them from achieving their 
assigned objective.  Once again, the forces of good triumph! 
 
Comments have been made about whether the teams should be evened up, in terms of either warships, 
convoy ships, or both.  In particular, the idea of only one side running convoys has been discussed as a point 
where the team running the convoys may have an advantage over the team that doesn’t.  We’ve attempted to 
mitigate this by setting goals for the convoy-running team the last two battles – which have been achieved 
both times, but just barely.  Counting combat points throws a whole new aspect into the mix, though.  When 
combat points are factored in, the side running the convoys may be at a significant disadvantage.  If not for 
electrical problems on the Scharnhorst, the axis would likely have come away with a sizeable win, due to the 
sinking and loss of a pair of Liberty Ships.  The allies would have had a very difficult time overcoming the 
point these ships represented with non-sink damage alone – something axis would have had to be sunk to 
give the allies a chance. 
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Tactically Speaking 
- John Mianowski 
 
I really do study this stuff when I get a chance.  I don’t mean just at 1:144 scale and with ball bearings – I 
actually seek out information about real, live naval tactics both past and current.  I look for ways to apply 
what the big boys are doing (or have done) into our little ball bearing simulation game. 
 
One of my favorite books is Fleet Tactics – Theory and Practice by Capt. Wayne P. Hughes, Jr. USN (Ret.).  
This is a very contemporary volume, even having a recent update in the last year.  Hughes puts forth five 
cornerstones that he considers to be crucial points about naval warfare.  While the connections between these 
pillars of the 1:1 world and our scale model battles may not be obvious in all cases, I think they’re worthy of 
consideration. 
 
Men matter most.  In the “real world” leadership, morale, training, physical and mental conditioning, will 
power, and endurance are the most important elements in warfare.  Sound tactics, extensive training, and 
careful planning will win a great victory when they are accompanied by an unwavering determination to 
inflict – and accept – losses.  In our game, each of us is the captain of a crew of one, commanding a unit in a 
navy of a handful at most.  This cornerstone translates most closely into a willingness to fight – to put one’s 
ship; their creation; the fruit of countless hours of work; their “baby” deliberately in harm’s way. 
 
Doctrine is the glue of good tactics.  Doctrine is the commander’s comprehensive battle plan – his standing 
operation order. It is not a detailed script for attaining every possible objective, however.  While conformity 
is expected, good commanders are also expected to act on their own initiative.  Therefore, in the execution of 
good doctrine there is always tension between conformity and initiative.  Admiral Nelson always went into 
battle with a comprehensive plan of action, which was well communicated to his captains.  Everybody knew 
what was expected of him, and what to expect from each other.  Once the battle starts, anything can happen.  
“No plan survives contact with the enemy,” said 19th century Prussian army leader Helmuth von Moltke.  In a 
scale model battle, doctrines can be set as well.  When my “wingman” knows what I will do in a particular 
situation, he will have the confidence to also know what he should do to support my action. 
 
To know tactics, you must know technology.  The technology of warfare is constantly changing, and 
commanders must keep up with developments to maintain their edge.  But, while one must keep up with new 
systems, one must at all times be prepared to fight with what is available now.  Our scale world is poised on 
the edge of a technological revolution, but we can’t get so caught up in new gadgets that we lose the ability 
to effectively fight with our existing weapons. 
 
The seat of purpose is on the land.  The foremost objective of a fleet is to destroy an enemy’s fleet, but 
beyond that immediate goal is always some higher purpose.  The great decisive fleet battles throughout 
history have always been connected with events on land.  By defeating the French fleet at the Nile, Nelson 
cut off their army; by defeating the combined fleet at Trafalgar, he prevented an invasion of England.  The 
sea has always played a vital role in the world economy, and securing its use for oneself – while denying it to 
one’s enemies – is a vital strategic objective of nations.  Our hobby traditionally neglects this cornerstone.  
I’d like to see more scenarios developed that emphasize it. 
 
Attack effectively first.  Today’s naval weapons can be delivered sometimes before the enemy even knows 
the threat is there.  We don’t have that luxury.  Still, the concept of seizing the initiative applies.  Unlike a 
medieval duke, we can’t hunker down in our stone castles and hope the enemy goes away (a tactic that 
wasn’t all that successful, even at the time).  On the water there are no ramparts and the edge goes to the one 
who can maneuver himself into position for an effective shot first.  Hit the other guy first, before he can hit 
you – it’s as true on the pond as it is any other form of conflict. 
 
While this is a very shallow glossing-over of the points of Hughes’ book, I think you’ll find that the main 
points translate well into our game. 


