
 
Vol.3 No. 8 July, 2004 

The newsletter of the North Texas Battle Group. 

 
North Texas Battle Group 
3524 County Road 1157 
Greenville, TX  75401 
 
 

The June battle was abbreviated by thunderstorms, but damage was inflicted anyway.  An UNREP 
scenario was tested, where warships needed to hook up to their team’s oiler to avoid calling 5 minutes.  
An evening exhibition for the Kaufman Chamber of Commerce went well, with a couple of ships getting 
sunk. 
 
Start Brand Ranch, with your ships, is definitely the place to be for the July 4th weekend!  We’ll be 
having an exhibition “R&D” night battle Saturday night, to see how that works out.  Sunday, we’ll have a 
makeup battle where the points count!  Rooms are available at the ranch – contact Wreno Wynne if you 
haven’t already, to make reservations! 
 
We’ve been officially invited back to Lancaster.  While too late for this 4th of July, there’s an open 
invitation to hold battles there whenever we want. 

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

- Dave Barry 



Scuttlebutt from the CO 
- Jerry Ethridtge, CO 
 
Seems like Mother Nature has it out for us. 
June's battle turned out to be par for the course 
with high winds and rain blowing in after the 
battle got started.  I would like to thank the 
safety officer, Jeff, for being on top of the 
situation by monitoring weather reports and 
knowing exactly when we should suspend 
operations and where the trouble areas were 
located.  Mike Weber's knowledge of weather 
patterns and behavior also aided in our almost 
total avoidance of getting wet and caught off 
guard.  Unfortunately, the speed trap did not 
weather the storm very well. It was totally DOA 
when I loaded it in the truck that afternoon. After 
it had time to dry out, it came back to life but is 
now acting a little flaky. A good cleaning of the 
electronics with alcohol is probably all that it 
needs. 
 
Mother Nature will also want to burn us to a 
crisp this summer.  Be careful on those perfect 
battle days with no wind and no rain clouds in 
the sky.  On those days, the sun can become your 
enemy real fast. Drink plenty of liquids and use 
sunscreen.  I've already been burned once this 
season, and I have no wish to repeat the 
experience. 
 
We finally got to try out an underway 
replenishment scenario which we had been 
planning ever since the club built two cargo 
ships for that purpose.  John Mianowski's clever 
system for simulating ship hookup worked just 
fine, however the Altmark suffered a broken  
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
boom on the port side on her first attempt to 
replenish the Scharnhorst.  We were finally  
successful by switching to the starboard boom 
and completing the required 20 second hookup.  
I look forward to more unique scenarios as the 
season progresses.  For one, the upcoming night 
battle during the 4th of July festivities.  Although 
the battle will be operating under R&D rules, 
and will not count as an actual battle, it should 
be both interesting and fun. 
 

June Battle Report 
 - Mike Duffy, XO 
 
Well the weather was a major factor yet again.  
We have been really snake bit this year. 
 
We managed to get about half an hour of battling 
in before we had to suspend due to lightning.  The 
Allies concentrated on the Altmark; their strategy 
was to deny the Axis a means of bypassing the 5-
minute rule for rearming.  The Axis concentrated 
their fire on the allied warships attempting to 
deny Cimarron ships to replenish.   The only ship 
that looked in any danger was the Dallas mostly 
due to a pump failure.  When the battle was 

suspended, the Axis had a nice lead in hole 
production. 
 
The real fun began after most left the battle site 
late in the day.  Captain Burns’ fleet had an inner 
conflict.  Dallas took on the Espana; Captain 
Burns piloted the Espana and entrusted Captain 
Duffy with the Dallas.  It was a close-quarters 
battle; and Espana had every advantage - bigger 
and depressing guns, more maneuverability, and 
presented a smaller target.  Dallas got 
dangerously close too often, but managed to pull 
away for some quality shots with her fixed range 

July Events: 
 
7/3 Exhibition/R&D Night Battle 
 Star Brand Ranch 
 10:00 PM Start of Sortie 
 
7/4 Makeup Battle (April) 
 Star Brand Ranch 
 10:30 Setup 
 11:30 Captains’ Meeting 
 12:00 1st Sortie 
 
7/10 General Meeting – Saturday 
 1:00 PM 
 BDs Mongolian Barbeque 

5910 N. MacArthur, Irving 
 
7/17 Battle! 
 Star Brand Ranch 
 10:30 Setup 
 11:30 Captains’ Meeting 
 12:00 1st Sortie 



guns.  Dallas entered the water with haste, 
forgetting her pump batteries.  She created a 
major list and was unable to bring her guns to 
bear.  Soon she succumbed.  Captains Burns 
turned over Espana to the Evil French Captain 
Duffy who decided to see how the little Espana 
could handle open water.  She sailed into the 
sunset about 10 scale miles (400yds).  Her hull 
bobbed and pitched, but maintained good forward 
motion.  The captain turned her around and 
headed back, she made it back about 300 yards 

back into the cove when she was hit broadside 
with a wave and sank.  During recovery her float 
was pulled off, now her location had to be 
triangulated by 2 shore spotters.  On only the 5th 
underwater search, the ship was recovered.  Upon 
inspection it was learned the Dallas had put a 
massive hurt on the small ship and she had 
handled that damage very well.  Much larger 
ships would have sunk far quicker with the same 
damage.  
 

 
June Battle Scores: 
 
Axis         
Ship Combat Points Cargo Points Above On Below Result Sink Points Cargo Runs 
Richelieu 40 0 4    0  
Scharnhorst 100 0 5  1  0  
Altmark 60 0 6    0  
         
Allied         
Ship Combat Points Cargo Points Above On Below Result Sink Points Cargo Runs 
Nelson 90 0 9    0  
Dallas 450 0 10 2 6  0  
Cimarron 10 0 1    0  
 
Battle Totals: 
 
Team Combat Inflicted Pts Combat Sorties Won Cargo Cargo Sorties Won 
Axis Total 550 1 0 0 
Allied Total 200 0 0 0 
 
Year-To-Date Standings: 
     
Team Inflicted Combat Pts Combat Sorties Won Cargo Points Cargo Sorties Won 
Axis 24530.0 4 4000 2 
Allies 33065.0 3 1250 1 
 

Ship Reliability 
- by Jeff Burns 
 
After the last official battle, Mike Duffy and I 
staged an exhibition battle for a visiting VIP, and 
it turned out to be a full reliability test of the 
newer systems/processes in my ships.  My USS 
Dallas went up against my SNS Espana.  Duffy 
assumed command of the Dallas, while I took 
out the Espana.  The details are in the battle 
report, but the gist is both ships ended up 
beneath the waves.  After recovering the Dallas I 
ran through a quick systems check, and she was 
combat-operational again almost immediately.  
After Espana's tough recovery and impending 
loss of daylight, I didn't have time to properly 
review all systems, but propulsion and weapons 
were still online and she passed a systems check 
on the bench later that evening.  Overall the new 
systems and reliability improvements passed 

their biggest test since their inclusion 7-8 months 
ago.  I've been documenting the steps taken; 
assembling a new tech article with the data 
gleaned from this effort so others may also turn 
their ships around more quickly and spend more 
time having fun on the water, and less time on 
the bench.  Below is a excerpt from the new 
article: 
 
I think one of the larger items to improve 
reliability is to remember the KISS principle.  
This doesn't necessarily mean just to stick to the 
old "tried and true", but to make sure a design 
isn't either overly complex, or is more than you 
alone can reliably maintain over the coming 
years.  Peer review can be your friend here to 
help honestly assess the design.  You can also 



simplify the transmitter control layout for easier 
combat operations.  Less buttons and dials are 
better in combat; please reference a) the KISS 
principle, followed most closely by b) Murphy's 
Law.  Currently I'm also focusing more and more 
on reduced maintenance systems these days, as 
the more maintenance a system requires, the less 
reliable it will be overall as it ages.  This is 

largely due to human error during maintenance, 
or lack of time when a system has a complicated 
or time intensive maintenance routine.    
 
Stay tuned to the website for the rest of the 
article. 
 

 

Treasurer’s Report 
- Wreno Wynne, Treasurer 
 
As of June 24, 2004: 
 
Beginning Balance: $ 890.00 
 
March receipts: 
0  Membership Dues @ $20 each $0.00 
0 Prepaid full year battle assessments @ $50 each  $0.00 
0 Monthly Battle Assessments @ $5 each $5.00 
Fund Raiser Sales (T-Shirts) $75.00 
Equipment Reimbursements $0.00 
Total Collected in Period $80.00 
 
Expenditures: 
Ammunition $78.21 
CO2 $24.03 
Newsletter $72.79 
Total Expenses in Period $175.03 
 
Ending Balance: $794.97 

 
 
Annual Summary: 
 
8  Membership Dues @ $20 each $160.00 
1  Family  Membership Dues @ $30 each $30.00 
Battle assessments $375.00 
Fund Raisers $75.00 
Equipment Reimbursement  $400.00 
Total Collected :  $1040.00 
 
Expenditures: 
Shows  $70.00 
Ammunition $78.21 
CO2  $24.03 
Newsletter _$72.79 
Total Expenses in Period $245.03 
 
Ending Balance: $794.97 
 

One Battle Assessments ($5 each) was collected at the May mini Battle, as the battle was tentatively 
rescheduled. 
 
5 shirts were distributed for which payment has not yet been made, leaving an additional $75 in uncollected 
funds. 
 

Editorial 
- John Mianowski 
 
Everybody has a right to build whatever they 
want to build.  Diversity is a good thing, 
especially concerning ships on the water.  “Ships 
on the water” is a key point that may get 
overlooked sometimes, however.  There’s been a 
trend within the club lately toward smaller ships.  
I feel that what should be an interesting sideshow 
may be growing out of proportion.  Destroyers, 
subs, PT boats, and their ilk are all great, but 
what the club needs right now is a lot more 
capital ships – cruisers and larger – on the water.  
I’m afraid that the emphasis on smaller ships is 
to the detriment of large ship construction. 
 
Small ships are cool, and the technology to make 
them work is cool, but so are capital ships.  It’s 
the capital ships that can stay out in the battle all 

day, dishing out punishment and taking it in 
return.  Small ships take an inordinate amount of 
time and effort to get working right, for the 
contribution that they make to a battle.  Getting 
everything working right in a smaller package 
can soak up a lot of a captain’s time.  Smaller 
weapons loads and batteries make for less time 
in the thick of it come battle day. 
 
By all means, everybody should build what they 
want.  There may be a point where there are 
enough capital ships on the water – or even so 
many that they’re running out of maneuvering 
room – but we’re nowhere near that point yet.  
There are more than enough capital ships as yet 
un-built that diversity of the fleet shouldn’t be an 
issue. 


