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Our two-day battle with cookout over Memorial Day weekend was a lot of fun – and a lot of work!  From 
the look and the sound of it, everybody had a really good time.  The battling was good, too, despite the 
threat of rain on Sunday and the distraction of food on Monday.  It was observed that two-day battles are 
tough, with a lot of late night work required, to get ships back into fighting form for the second day. 
 
We’ve got our first-ever road trip planned this month, to visit the Midwest Battle Group in Valparaiso, 
Indiana (near Chicago).  They’ve moved their battle to the weekend following ours, which makes our trip 
possible.  It’s going to be tough, for those who are making the trip, to patch up and be ready to fight again 
in a week.  Mike (Gryf) Weber is working out the details of things such as carpooling, where to stay, and 
what to do with our “off” time. 

“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, Commanding Officer 
 
The Memorial Day battle gave us a good taste of 
what it’s like to host a bigger event than what we 
usually do.  With two days of battling, plus the 
need to make repairs in a much shorter than 
usual time period forced everybody to work 
harder than they’re used to.  As somebody com-
mented, “That was a lot of work!” 
 
A hearty “Thank you!” to those who did go 
above and beyond to help pull the event off.  
First, to Jeff Garrison for coordinating the Mon-
day cookout portion of the program.  The picnic 
was great, from all I could hear and see, and was 
much easier the second time around according to 
Jeff.  Thanks, too, to Todd Wikel for making 
sure that the cooking got done and allowing the 
rest of us to battle. 
 
Thanks to Mark Crowder for manning the time-
pieces, and to Bobby Clark for keeping the score.  
Thanks to the wives, girlfriends, kids, and others 
who made it a true “family” event. 
 
Also, thanks to whoever’s kid that was that 
found a set of barrels that blew off of USS Pitts-
burg, must have been four years ago!  I never 
imagined that I’d ever see those again! 
 
While it certainly was a lot of work, I think eve-
rybody had fun.  There have been off and on 
talks for several years about hosting bigger 
events, and doing stuff like this helps show us 
what sort of things we’ll have to do to pull off 
some of the more grandiose plans. 
 
Even if we never host a “national” battle, as we 
grow so will our support needs.  Keeping score, 
keeping track of times, what’s happening in the 
ever-more-complex scenarios, dealing with vio-
lations – all of these and probably more are go-
ing to require more attention as we get more cap-
tains and more ships on the water.  We may be 
approaching the day where we’ll need a half 
dozen officials to manage each battle. 
 
The question is, who can we get to officiate?  
Nobody wants to give up their chance to run a 
ship in battle, but the people who have opera 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
tional ships are the ones who know the rules and 
scenarios best, and are the most qualified.  But 
that doesn’t mean they are the only ones.  One of 
the best lessons that I think that we, as a club, 
learned from this past weekend is that we can ask 
some of the not-yet-captains to pitch in, and they 
are more than willing to help and do a good job. 
 
For several months we’ve talked about assigning 
“tasks” on battle days to those who don’t have a 
ship to campaign.  The logic behind this in-
cludes: 
 
·  Getting stuck with an “undesirable” detail 

may be an incentive to get going on their 
own ship, so that they don’t have to have 
the detail on battle day. 

·  Having something useful to do might keep 
somebody who doesn’t have a ship yet from 
getting bored and going away. 

·  The more complex and detailed our scenar-
ios become, the more help is needed to keep 
track of things.  This is nearly impossible to 
do if you’re running a ship. 

·  There should be a continuing rotation of 
“support” personnel, as new members join 
and those without ships get ships.  Rotating 
through the support duty should be a good 
way to get somebody acquainted with 
what’s going on. 

 
For the first three years or so, we didn’t even 
keep score!  Now, we need support staff at every 
battle.  It shows how far we’ve come! 

June, 2003 Events: 
 
- 6/8, 1:00 PM  General meeting 

John Mianowski’s house 
2218 Village Crest Drive, Gar-
land 
972-496-9066 

- 6/15 – Battle! 
10:00 Setup starts 
12:30 Captains’ meeting 
1:00 Battle Starts 

- 6/27-30:  Road trip to Midwest Battle  
Group 
Contact Mike (Gryf) Weber for 
details 



May Battle Report 
- Mike “Gryf” Weber 
 
We arrived at the pond on Sunday to see how 
high the water was and how the weather would 
act for us. A night full of storms and the threat of 
more kept us wondering if we could proceed.  
The first hour or two was spent talking, watching 
the catfish races and watching the water recede. 
Mike Duffy had his La Fantasque class destroyer 
ready for its trial run and ran it on the pond. We 
decided if the weather was fine for such a small 
ship the rest of us were game and we prepared 
for battle. 
 
The Axis had the Richelieu, Scharnhorst and the 
Graf Spee on the water while the Hood, Dallas 
and Iowa were escorting the convoy ships. A 
wile melee erupted by buoy #1 with all ships in 
attendance. The Allies did a good job of tying 
the Axis up for a few minutes while the convoy 
ships slipped away. The Richelieu chased after 
the convoy ships while the allies boxed the 
Scharnhorst in for some tough love. The captain 
of the Dallas called five minutes and informed 
the allies the Richelieu was after the transports 
and the allies broke up and raced to protect their 
charges. 
 
The Lexington made her combat debut. A big, 
fast ship, the Lex made a few short combat runs 
but was pulled for further tuning. The Richelieu 
hammered a transport trying to make its second 
cargo run and the transport stayed afloat long 
enough to attempt a run to buoy #3. Unfortu-
nately for him the Scharnhorst had been staking 
out buoy #3 and gave the transport one salvo 
very high on the side and the transport sunk like 
a stone. The last transport completed her runs 
and the sortie ended.  
 
Sortie #2 started with a good amount of maneu-
vering and very little firing. The Graf Spee and 
Dallas danced while the Missouri maneuvered to 
protect the convoy ships. About halfway through 
the sortie the Richelieu lost propulsion and 
drifted right next to shore. The Missouri, Nelson, 
Dallas and Lexington all started to hammer her. 
The Nelson parked close and took quite a few 
across the bow before retiring with “wimpy gun 
syndrome”.  She made port, but ended up sinking 

on the way back to rejoin the fray. Scharnhorst 
did her best to break up the feeding frenzy on 
Richelieu and in the end she had over eighty 
holes in her but she survived the sortie. 
 
Monday was another late start. We setup the 
picnic area and grills and started fighting at 
2:00PM. The Axis were on the pond in force 
with the Musashi, Richelieu and Scharnhorst on 
the water. Musashi retired early due to radio 
problems and would not make it back in for the 
rest of the sortie. The Allies came out hard and 
fast trying to blast a path for the convoy ships. A 
serious fight occurred by buoy #1 and a lot of 
steel was thrown around. The Hood took a few 
superficial hits and kept fighting. Within 5 min-
utes it was apparent that Hood was pumping wa-
ter back into the ship, instead of out. She was 
quickly brought to port and her pump situation 
fixed. The battling was furious for a few more 
minutes but tapered off as ships replenished. 
Much to the Axis chagrin no convoy ships were 
sunk despite ample opportunity to sink them.  
 
Sortie two: The Axis were first out of port but 
the Dallas came out to contest sea control but 
declined to engage the three battlewagons. The 
Hood and Missouri made their way out with the 
convoy ships and the firing started in earnest. 
Hood retired early in the sortie due to problems 
but Dallas and Missouri were still contending. 
The Dallas captain spent a fair amount of time on 
the pond keeping the Axis from gaining control. 
The battling was sporadic until the last 10 min-
utes of the sortie. The Dallas alone protected a 
convoy ship from the Scharnhorst. She stayed 
close enough to the Scharnhorst that all of the 
holes were made in the gray. The transport com-
pleted the run and the Dallas survived 10 or 12 
holes. The Missouri arrived back on the scene 
after replenishment and she and the Scharnhorst 
danced until the Musashi and Richelieu were 
back on the water. Richelieu managed to put a 
few holes in the Dallas during this time and the 
Dallas made for port. The wild melee on the 
pond was brought to a halt at the whistle ending 
the sortie. 20 seconds after the whistle the Dallas 
slipped beneath the waves. She was sunk, but the 
sortie ended too soon to score the sink. 



May Battle Results 
 
Sunday, Sortie #1 
Axis 
Ship Combat 

Points 
Cargo 
Points 

Sea 
Control 

Cargo 
Runs 

Above On Below Result 

Adm. Graf Spee 150 0  0 10 0 1  
Richelieu 9400 0  0    SUNK 
Scharnhorst 160 0  0 16 0 0  
TOTAL 9710.0 0 184 
 
Allied 
Ship Combat 

Points 
Cargo 
Points 

Sea 
Control 

Cargo 
Runs 

Above On Below Result 

Hood 9460 0  0    SURRENDERED 
Dallas 175 0  0 5 1 2  
Missouri 40 0  0 4 0 0  
Lexington 190 0  0 4 0 3  
AK-?? 2700 250  1    SUNK 
AK-70 10 0  0 1 0 0  
TOTAL 12575.0 250 904 
 
Sunday, Sortie #2 
Axis 
Ship Combat 

Points 
Cargo 
Points 

Sea 
Control 

Cargo 
Runs 

Above On Below Result 

Adm. Graf Spee 100 0  0 10 0 0  
Richelieu 985 0  0 61 9 3  
Scharnhorst 60 0  0 6 0 0  
TOTAL 1145.0 0 60 
 
Allied  
Ship Combat 

Points 
Cargo 
Points 

Sea 
Control 

Cargo 
Runs 

Above On Below Result 

Nelson 8950 0  0    SUNK 
Dallas 155 0  0 8 1 1  
Missouri 120 0  0 12 0 0  
Lexington 200 0  0 5 0 3  
TOTAL 9425.0 0 0 
 
Monday, Sortie #1  
Axis 
Ship Combat 

Points 
Cargo 
Points 

Sea 
Control 

Cargo 
Runs 

Above On Below Result 

Musashi 10 0  0 1 0 0  
Adm. Graf Spee 20 0  0 2 0 0  
Richelieu 210 0  0 21 0 0  
Scharnhorst 50 0  0 5 0 0  
TOTAL 290.0 0 315 
 
Allied 
Ship Combat 

Points 
Cargo 
Points 

Sea 
Control 

Cargo 
Runs 

Above On Below Result 

Hood 515 0  0 14 7 4  
Dallas 70 0  0 7 0 0  
Missouri 70 0 0 0 7 0 0  
AK-5 60 250 1 1 6 0 0  
AK-70 35 250 1 1 1 1 0  
AK-74 0 0 0 0 0 0 0  
TOTAL 750.0 500 61 
 



 
Monday, Sortie #2 
Axis 
Ship Combat 

Points 
Cargo 
Points 

Sea 
Control 

Cargo 
Runs 

Above On Below Result 

Musashi 180 0  0 13 0 1  
Richelieu 320 0  0 27 0 1  
Scharnhorst 205 0  0 13 1 1  
TOTAL 705.0 0 43 
 
Allied 
Ship Combat 

Points 
Cargo 
Points 

Sea 
Control 

Cargo 
Runs 

Above On Below Result 

Dallas 335 0  0 16 5 1  
Missouri 170 0  0 17 0 0  
AK-70 130 250  1 3 0 2  
AK-5 0 250  1 0 0 0  
AK-74 10 1000  4 1 0 0  
TOTAL 645.0 1500 85 
 
Battle Totals: 
 
Team Combat Cargo Sea Control 
Axis 11850 0 602 
Allied 23395 2250 1050 
 

Year To Date: 
 
Team Combat Cargo Sea Control 
Axis 67500 1250 1513 
Allied 74760 7750 1777 

 

Club Construction Project 
 

We’re looking at starting a project where we col-
lectively build a pair of ships to be used in future 
scenarios.  The scenarios would involve under-
way replenishment (UNREP) and one each allied 
and axis ship would be built specifically for this 
purpose.  Leading candidates so far are the 
Altmark for the axis and Cimarron for the allies.  
Both were actually used for UNREP; the Altmark 
was particularly famous as the support ship for 
the Graf Spee. 
 
What will set these ships apart from other trans-
ports is the pseudo-UNREP capability.  We’re not 
planning to charge anybody’s batteries on the 
pond, or fill up their gas bottle – the UNREP will 
be a simulation.  A pair of “whiskers” will extend 
over the side, for about a foot.  Connected to the 
whiskers will be a switch.  To replenish, a war-
ship will have to touch the whisker, closing the 
switch, turning on a light or activating some other 
signal.  UNREP scoring will be based on the 
amount of time the ships are in contact.  Ideally, 
the whiskers will rotate up out of the way when 
not in use. 
 
The plan is to build the ships together, using 
wood frame construction.  This will be a coopera-

tive effort, with those who haven’t built any ships 
yet given the most opportunity to get their hands 
dirty, with veteran builders providing supervision, 
support, general directions, and occasionally ask-
ing, “Are you sure you want to do that?” 
 
This will be a several week project and is open to 
anybody who wants to work on their model ship-
building skills!  It’s going to run the gamut from 
turning a set of “plans” into something that can 
actually be built from, all the way to testing on 
the water.  We’ll need some donations for equip-
ment and materials.  Contact John Mianowski or 
Mike (Gryf) Weber if you’re interested in partici-
pating in this project in any way. 
 
Something that seems to have been lacking lately 
is the sort of camaraderie that develops when a 
group gets together to build something.  “Build-
ing sessions” are something that we used to do 
frequently, but there hasn’t been much interest in 
doing this for awhile and our meetings have be-
come more business/social oriented (not that 
there’s anything wrong with that).  With some 
luck, and a little bit of work, we should end up 
with some ships that can be used for a variety of 
interesting scenarios. 



Editorial:  Technical Timeouts 
- Mike Weber 
 
I’d like to take a minute and address our usage of 
the technical time out (TTO) we have in our rule 
book. The Battle on Memorial Day has an inor-
dinate number of TTOs. These TTOs were a 
significant interruption at least three points in the 
battle and, in the end, shaped the course of the 
battle.  
 
The first TTO occurred in the middle of a heated 
melee by buoy #1. This TTO stopped 4 ships 
from firing at each other and actually battling. 
The second TTO was called perhaps 3 minutes 
later with the same result as the first. A third 
TTO was called after the battle had broken up 
and allowed ship positions to shift and ground to 
be lost by the aggressors. 
 
The basis of the TTO is to allow people to bring 
their ships back to battle ready condition. There 
is no provision for a ruling on a TTO or an im-
properly called TTO. Folks are supposed to call 
them if they need them. However calling a TTO 
because your turrets are a bit out of whack seems 
excessive. If you have propulsion and can make 
it back to port that is the best place to fix what 
ails you.  
 
TTOs deprive the rest of the group of battle time. 
Shooting stops and ships drift away from combat 
courses. Lining up that pretty shot and hearing 
“TIME OUT!” is a most frustrating event. No 
one likes to have it happen to them yet I see a 
TTO called for the most ridiculous reasons. 
 
TTOs are not for repairing ships. Perhaps the 
rules should reflect this but it’s fairly obvious. If 
you have something broken go to port. Repair it 
there and allow the rest of the club to battle. 
 
I believe the following rules should be followed 
for TTOs: 
 

1) TTOs cannot be called for ships out of 
control or in any need of repair. 

2) If you have propulsion TTOs cannot be 
called for realigning your turrets. GO 
back to port and fix the issue there. 

3) TTOs cannot be called when there are 3 
or more ships in shooting range of each 
other.  

4) Moss is not a valid TTO call with the 
moss conditions on the pond Monday. 
The XO and CO (or two highest ranking 
there) will evaluate the state of the pond 
and declare if a TTO may be called due 
to moss. This information will be 
passed to the club at the captains meet-
ing. 

5) TTOs, when called should stop the sor-
tie clock to make up for the battle time 
players lose  

 
In short the TTO is a simple item allowing us a 
little freedom to keep ships battling. When the 
TTO gets in the way of the battle then there is a 
problem with the way the TTO is being used. 
The rules for a TTO are very lax right now. I 
personally don’t want a huge list of rule govern-
ing the use of the TTO but I prefer that over hav-
ing a battle impeded by their frequent, and need-
less, use. 
 

CO’s note: 
 
The TTO rules of our club were inherited from 
the “standard” rules that served as a basis when 
our rule set was created.  As stated in our Rules 
of Combat, “…The purpose of the TTO is to 
correct minor technical problems in a timely 
manner…”  It goes on to define several items 
that the TTO rule is specifically intended for, 
including moss, misaligned turrets, & dragging a 
float line.  While many of the actual calls made 
may have been technically within the rule, our 
overall intent is to allow the game to proceed, 
not interfere with it. 
 
If we need to change the TTO rule, then we 
should follow process and propose the change.  
At the very least, though, we should all try to 
show courtesy for one another by reserving the 
TTO for only those matters that can’t be re-
solved by returning to port. 


