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“Welcome aboard!” to our newest, and first familgmbers, Wreno and Wes Wynne!

The 4" of July celebration in Lancaster didn’t turn osttag as we'd hoped, in terms of people in
attendance (although, apparently a lot showed tap dhrk for the fireworks). Still, we had soma fu
and learned some things. Those who were thereesktmenjoy the show.

Only a couple of months out is the possibility afting on an exhibition at the State Fair of Tex#s
not a sure thing yet, but if it goes down we cahgmme of those lessons learned in Lancaster t&.wor
Stay tuned!

4 ships sunk in the July battle is a club recordafgingle event. Hopefully, that won'’t stand longso,
103 scored hits on HMS Nelson is a club record el W hat one may stand for awhile!

North Texas Battle Group
2218 Village Crest Drive
Garland, TX 75044-7140

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

- Dave Barry



CO’s Column
- John Mianowski, CO

As a club, we're clearly in a period of growth. |
think everybody knows that, understands it, and
is doing their part to help achieve our common
goals. Typically, we measure growth in terms of
number of members and number of active ships.
But we're growing in other ways, too. As a club,
we’re maturing and beginning to come into our
own as an organization.

Last month | commented on how we've
leapfrogged ahead of where any of us thought
the club would be at this point. While we should
all be proud of our accomplishments to-date, we
should also be proud of the way we've
conducted ourselves.

This hobby takes a lot of work. Besides all of
our individual projects, there’s quite a bit of

August, 2002 Events

8/11 — General Meeting
12:00 Noon
Mike’s Hobby Shop, Carrollton

8/18 — August Battle
11:00 AM
Huffhines Park, Richardson

infrastructure or “overhead” that needs to be
dealt with so that we can all have our fun. The
more we grow in terms of members and ships,
the more of this overhead will be needed as we
move forward. | think our biggest challenge, but
one that can be overcome, is to make sure that
we keep our perspective and keep having fun.

2002 Club Goals:

Description Goal Current | Change | To Go
To Date

No Battle-Related Injuries 0/12 months 7 months O mdhths
Double Membership 16 14 +6 2

12 Armed Ships 12 9 +2 3

Multiple Battle Sites >1 2 +1 0

Shore Batteries 1+ 1 +1 0

Host A Dual-Format Battle 1 0 0 1

Build A Speed Trap 1 0 0 1

Build A Recovery Craft 1 1 +1 0

July Battle Summary

Team Totals:

Combat Cargo Total

Allied 21470 O 21470

Axis 6970 O 6970
Ship Fleet | Combat | CF Above | On Below | Result| Sink Lost Surren- | Cargo

Points Points Points | dered Runs
Points

Adm. Axis | 6100 61 3 0 SUNK| 6100 0 0 0
Scheer
Lutzow Axis | 160 51 16 0 0 0 0 0
Nelson Allied | 7600 76 84 8 SUNK 7600 0 0 0
Richelieu Allied | 8200 82 50 2 SUNK 8200 0 0 0
Scharnhorst| Axis 710 69 31 2 0 0 0 0
AK-5 Allied | 270 27 0 0 LOST| © 270 0 0
AK-70 Allied [ 2700 27 4 1 SUNK|[ 2700 0 0 0
AK-87 Allied | 2700 27 6 2 SUNK| 2700 0 0 0




July Battle Results
- Michael “Gryf” Weber

After our showing on the"of July with all the
transports sunk and a few warships hurt, we
decided to blood some of the ships that have yet
to see the bottom. The order of battle for the day
was to have a single convoy scenario followed
by a warships-only last side standing. We had
our captains briefing and were on the water at
1:30.

The start of the convoy run looked very good for
the allies. The Richelieu and Nelson succeeded
in separating the Axis ships and cornered the
Scheer in the moss. The fight degenerated into a
quick fight on the allied side of the pond with the
Scheer fighting to get at a transport that was dead
in the water. The Nelson and Richelieu put up a
fierce defense of the ship but the remaining two
ships continued on their travels. The Scharnhorst
and Lutzow were free to roam the pond and
quickly acquired the convoy ships while their
escorts were concentrating on the Lutzow. The
two remaining ships were quickly set upon and
sustained serious damage while they rounded
buoy #2.

A TTO was called to un-moss the Scheer and
Richelieu. The immobile convoy ship was
removed from the pond and called a loss while
the remaining convoy ships traveled to buoy #3.
As soon as the TTO was over the chase on the
two remaining convoy ships was on.
Unfortunately for the Allies, the Axis had done
their work well and both ships slipped below the
surface before they could be caught. With no
more convoy ships on the water we called the
battle over and recovered the ships that had been
sunk.

There was a 30-minute break while the ships
were patched and made ready for the next battle.
The rules here were simple. Once on the water
no ship could be removed until it was sunk or no
more enemy vessels were around. The Allies had
17 %" inch guns to the Axis 21 7/32" guns. Shell
weight and displacement were about even, but
the Axis had a speed advantage over the Nelson.

The battle started with the Nelson and Richelieu
staying very close and doing well at fending off
the Axis attacks. 15 minutes into the battle the
Richelieu developed problems and returned to
port for repairs. This allowed the Axis to
pummel the slower Nelson mercilessly. The
Nelson replied as best as she could, but the hits
were clearly taking their toll. The Lutzow,
seeking an opening, attempted to slip across
Nelsons bow to fire on her. Alas, the turn was ill
timed and the Nelson rammed the Lutzow. The
Lutzow bobbed back and forth for a few
moments then slipped beneath the waves. When
all damage would be counted the ship that sank
first turned out to be the least damaged.

The Richelieu returned to the battle but
continued to have problems and was in and out
of port several times. While on the water she
accrued significant damage gathering 57 hits.
This was enough to cause here distress for while
she sat in port being worked on she simply could
not stay afloat and sank at the dock leaving
Nelson alone.

In the ensuing melee the Scharnhorst snuck a
shot at Nelson’s stern and blew a rear
accumulator up. The damage to the hull was not
significant and the gun was clamped off and
Nelson resumed the battle. Lutzow and
Scharnhorst, both pumping water continued to
hammer Nelson. To her credit Nelson succeeded
in disabling both of Scharnhorst’s front guns and
jamming the rear gun to one side. Finally Nelson
succumbed to the damage she sustained and the
grand old lady slipped beneath the waves. She
took over 100 hits to sink and was a tough
opponent.

The battle succeeded in sinking every active ship
in the club that had yet to sink. A great time was
had by all and all the victorious captains bought
a round for the vanquished at Applebee’s
afterwards. Hopefully we’ll have more and more
sinks like that as our captains get better at their
jobs.



Tactically Speaking

- John Mianowski

This isn’t sniping — one sholbes nokequate to
one Kkill - at least, not usually. There are
exceptions, of course, but one can’'t make a
living on exceptions. The fact of the matterfs, i
you want to sink the other guy you've usually
got to put more than a single hole in him. And,
unless he’s some poor hapless unarmed
merchant, putting yourself in a position to get
more than a single shot off is also going to put
you in a position where he can put some into
you! That's just the way it is in combat.

As we’ll see, one sure way to limit yourself
along with your enemy to a single shot is the
bows-on approach or passing shot. This is
diagramed in Figure 1. In a passing shot, both
ships are going in opposite directions, ahd

Vg are the speeds of each ship, and D is the
distance that their courses take them from one
another. For the sake of this illustration, we’'ll
assume that Ship A and Ship B both have 28-
knot speed and are on parallel reciprocal courses
two feet apart.

Figure 1.
Parallel Courses, Reciprocal Headings.

.The captain of Ship A figures he can take a shot
with his forward guns aimed at 45° to port, then
rotate a further 90° to 135° relative and snap off
another shot The captain of Ship B is thinking
something similar. But let’s just see if this will
work:

- 28 knots scales to 40.2 sec./100’, or just
under 2¥ feet per second. Both ships are
closing one another at almost 5 feet per
second!

- Using a 2’ course offset and 45° angles
makes the math easy — The distance

between where the first and second shots
are lined up is 4 feet.

With any gun allowed by our format, the ships
will pass out of range before that second shot
lines up! If we're talking about ¥4” guns here,
the ships will be 40 feet away when they're
ready! You're not going to sink many ships that
way.

Instead, consider Figure 2.:

Figure 2.
Parallel Courses, Common Headings.

Obviously, if the speeds are the same they can
maintain their relative positions indefinitely. ,So
let's make 4 = 29 kts and Y = 31 kts. This
means that Ship B is overtaking Ship A at a rate
of 2 kts; the difference in scale speeds comes out
to about 2.13 in/sec. closure rate (use the chart i
the Technical Appendix and work it out!). Now,
if the first shot is taken at 135°, 8 seconds later
Ship B will have gained about 17 inches on Ship
A, putting it still 5 inches back of dead abeam!
Another 8 seconds and Ship B is about a foot
ahead of Ship A’s beam, where'&$hot can be
taken. 8 seconds and 17 inches later, there’s
probably a good enough angle for yet another
shot.

Note that this assumes that neither ship changes
speed — all Ship B needs to do to get even more
shots is to let up on the throttle a bit. Noteals

that Ship A gets the same shooting opportunities.

We're working with a simplified example here,
and then there’s the matter of getting yourself
into the right position in the first place. Thadls
topic for a future article.



