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Our May battle on Memorial Day was highlighted by a fine cookout, an unexpected flyby of 4 F-16s, and 
an accumulator explosion aboard Scharnhorst!  None of us had ever witnessed an accumulator rupture 
before, but I doubt we’ll forget it – Mike Weber did a great job of making it back to port without sinking 
(either that, or the allies did a poor job of finishing her off!)! 
 
We’ve been invited to put on an exhibition at the City of Lancaster’s Fourth of July celebration.  This is 
just the kind of thing we’ve hoped to accomplish with our naval revues, but on a grand scale that we 
couldn’t have imagined even a few weeks ago.  There will be lots of people, and they actually want us to 
shoot! 
 
We also got a visit from a representative of the McKinney parks department.  They actually want us to 
start having battles at their Town Lake park!   We’ll be following up to see what can be worked out. 

“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 
 
Just when things are looking pretty-darn good, 
something even better drops in!  I’d like to thank 
whoever it is that’s living a live good and clean 
enough that we should be blessed with so much 
good fortunate lately! 
 
The “pretty darn good” part includes the May 
battle.  The cookout was a fun addition, and 
everybody seemed to like it.  While that may not 
become a regular fixture, I’m sure we’ll do it 
again a time or two before the year is out. 
 
I think we can close out our goal of finding 
multiple battle sites.  The McKinney parks 
department has invited us to hold monthly battles 
on their pond!  Apparently, they liked something 
that they saw when we were up there with the 
North Texas Model Shipwrights for an art 
festival a couple of months ago.  We weren’t 
even officially “there” then, but I guess we made 
an impression anyway!  This is definitely a 
turnaround from the days (not so long ago) when 
we had to be concerned about possibly getting 
kicked out of our regular battle pond at 
Huffhines Park.  For me, that’s always been a 
big concern.  It’s amazing how things work out, 
sometimes.  Now we’ve got two cities who have 
actually come to us! 
 
The big news right now, though, is the invitation 
from the City of Lancaster to put on a show at 
their Fourth of July celebration.  They have a 
one-year-old park, with a pond about twice the 
size of the one at Huffhines Park.  The 
celebration includes various vendors, games, and 
so forth, culminating with a fireworks display.  
From the description, I’d expect a crowd of 
several hundred, if not a couple of thousand 
people.  This is the kind of exposure that we 
couldn’t’ have imagined just a rew months ago, 
and we need to jump on this opportunity with 
both feet! 
 
We only have a month to get ready, so we’ll 
have to make this happen in a big hurry.  And, 
we’ll need every ship that floats as well as every 
member, plus a lot of friends to pull this off 
properly! 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
We need to get as many ships as we can on the 
water.  I’ll be stepping up the refit of my Liberty 
Ships to make sure that all of them are available 
in time.  Others with ships under construction, 
please consider the possibility of pressing them 
into service early.  Even if they’re not quite fit 
for battle, if they’re fit to sail (in other words, 
they float and can propel themselves and steer!) 
we need them on the water!  Those with 
fiberglass hulls, consider finishing out your 
running gear and superstructures first – you can 
cut penetration windows and skin the hull later. 
 
More than anything, though, need people!.  
Every ship we put on the water will need 
somebody to operate it.  Enlist friends and 
family – it’s going to be a family event, after all!  
Besides running ships, we’ll need an announcer, 
an audio operator, and probably one or more 
people just running around keeping things 
moving. 
 
We’ll also need more brochures than we could 
ever hope to produce on our PC printers. 
 
As big as the Lancaster event is, it looks as if it’s 
only going to be a dress rehearsal – Mike Duffy 
is working on getting us into the State Fair this 
fall for an exhibition!  More on this to follow in 
upcoming issues! 

June, 2002 Events 
 
6/7 – General Meeting 
 7:30 PM 

Wild Bill’s Hobby Shop, Irving  
 
6/16 – Static Display 
 12:00 noon 

McInnish Sports Complex, 
Carrollton (Dallas R/C 
Thunderboats race) 

 
6/23 – Monthly Battle 
 11:00 AM 
 Huffhines Park, Richardson 
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2002 Goals Progress 
 0 % 100% 
No battle-related injuries: 5/12 complete  
Double membership: 11/16 complete 
12 Armed ships: 8/12 complete 
Multiple battle sites: 3/2 complete 
Shore batteries: 1/1 complete  
Host a dual-format battle: 0/1 complete 
Build a speed trap: 0/1 complete 
Build a recovery craft: 1/1 complete 
 
 

Know The Rules! 
- Michael “Gryf” Weber 
 
Technical Time Out : The salvation of the 
mossed and unmoving 
 
In our club battle rules we have a provision for a 
technical time out (TTO). This little item 
provides for captains to get their ships back into 
the fray in the best possible fashion. Lets face it a 
ship stuck in the moss or with poorly aligned 
turrets is a major hassle and decreases the fun for 
all. 
 
The purpose of the TTO is to correct minor 
technical problems in a timely manner such as 
props being fouled by weeds, moss or debris, or 
to align turrets etc.  The ship should not be 
removed from the water to clear the problem 
unless it is otherwise unsafe, difficult or 
impossible to correct the problem. You may not 
untangle mine strings, replace missing or bent 
props or repair any damage at all. It is strictly for 
fixing small technical issues not related to 
damage. 
 
A ship on TTO shall remain fair game for 30 
seconds after which time a cease-fire shall be 
called by the skipper declaring the TTO. The 
skipper shall then correct the problem after 
returning the ship to the nearest shoreline. 
 
Rules are posted on the club web site at 
htp://www.ntxbg.org.  Here’s the relevant 
section: 
 
 
 
 

Rules of Combat 
X. The Game 
G.Technical Time Out (TTO) 
          1.The purpose of the TTO is to correct 
minor technical problems in a timely manner 
such as props being fouled by weeds, moss or 
debris, or to align turrets etc. 
          2.Any participant may call a Technical 
Time Out (TTO) at any time. 
          3.The Referee may call Technical Time 
Out (TTO) or "Moss" on a ship at any time. 
          4.A ship on TTO shall remain fair game 
for 30 seconds after which time a cease-fire shall 
be called by the skipper declaring the TTO. The 
skipper shall then correct the problem after 
returning the ship to the nearest shoreline. 
          5.The ship should not be removed from the 
water to clear the problem unless it is otherwise 
unsafe, difficult or impossible to correct the 
problem. 
          6.If the float and line of any ship is 
accidentally deployed during a game the ship 
immediately goes on a Technical Time Out and 
must return to the nearest shoreline and clear the 
problem 
          7.If a ship that is currently on "5 
MINUTES" calls a TTO, and if the ship is 
removed from the water, the five-minute time 
begins anew after clearing the problem and 
replacing the ship in the water.  
              a.If the ship is not removed from the 
water the 5-minute time is suspended during the 
TTO and is resumed when the TTO is over. 
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May Battle Report 
- Michael “Gryf” Weber, XO 

 
The May battle was a fun event for all who 
participated. We had a spectacular turnout for the 
barbeque and a large group of spectators sitting on 
the hill waiting for us to start fighting. It’s a kind of 
neat to have an audience to wow with your exploits. 
 
The battle shaped up with the Hood and Richelieu 
raiding the German supply lines to North Africa. 
This scenario had the convoy ships flying the 
Kreigsmarine banner and the Lutzow, Scheer and 
Scharnhorst acting as escorts. Battle damage was 
pretty heavy all the way around with everyone 
taking a few hits here and there.  
 
We introduced our first shore battery for this battle. 
It was situated at the terminus of the cargo run, 
pylon #4. Of course the shore battery was on the 
side of the raiders so every cargo ship had to endure 
the fire from Malta as they passed by. Fortunately 
for them this was new technology and did little 
damage. I expect that to change in the future. 
 
Other noteworthy events were the mossing of the 
Hood and Richelieu as they jockeyed to catch cargo 
ships at pylon #2. The problem was fixed Ad hoc, 
but a TTO would have given the same results with 

an official flair. At one point in the battle the 
Scharnhorst and Richelieu, captained by a couple of 
mean cusses, locked horns and hammered each 
other mercilessly. The scoring shows it. Those two 
ships account for over 65% of the total damage 
points for the entire battle.  
 
Near losses were the Scharnhorst and Richelieu. 
The Scharnhorst suffered a catastrophic failure of 
the accumulator on turret Bruno. This shoved the 
hull outward into a bulge opening a dangerously 
large split. As Scharnhorst was limping back to port 
and be recovered the captain of the Richelieu turned 
hard to intercept. She nearly capsized in the effort 
and Captain Duffy put into port to fix her list. 
Scharnhorst was out of the battle for the day, but 
the Richelieu went back out after a few minutes of 
work. 
 
The day ended around 4:30 when we were chased 
off by a thunderstorm. All in all it was a great day 
of battling. The crowd, the food and the fight made 
the entire day enjoyable. Even the rain at the end 
did little to dampen spirits.  
 

 

Tactically Speaking 
- John Mianowski 
 

I don’t know if anybody else noticed it, but the 
recent regatta, with the North Texas Shipwrights in 
McKinney, provided a useful lesson for us.  Some 
of the shipwrights’ members do some very fine 
work, which we can always learn from.  They also 
deal with some of the same (or at least similar) 
problems that we do, particularly making things 
move on their ships. 

 
This lesson was provided by A.J. Knowles, “the 
guy with the German police boat.” that’s loaded 
with sound and visual effects.  He’s got a siren, 
lights, rotating radar – you name it, it’s functional.  
A.J.’s radio (a Robbe F-14 Navy – a very nice 
radio, by the way) is loaded with knobs and dials, 
and A.J. has printed labels attached to remind him 
of which control controls what.  Even so, he 
admitted that he loses track of things frequently. 

 
Keep in mind (and herein lies the lesson) that 
A.J. doesn’t have anybody shooting at him!  
There’s no heat of battle to contend with, and he 
still gets it wrong often enough.  Anybody who 
has been in combat knows that things don’t get 
simpler when the ball bearings are flying. 
 
Remember this when you’re thinking of adding 
some fancy new feature to your ship.  Think 
about how it will affect the ship’s ability to fight, 
and your ability to operate it!  Think hard about 
the ergonomics of any transmitter change that 
you make. 
 
In the end, it’s the captain that wins the fight, not 
the ship. 


