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T OBSERVATIONS OF THE FOUNDING FATHER
By Stan Watkins

Greetings Combatants!

Well the new hot topic is “Campaign Battle"
(perhaps this is a misnomer, as it is really a
Sea Control game). It has alot going for it and
sounds like alot of fun. It is a combination of
Convoy, Fleet Battle, and Target Gunnery with
lots of extra provisions. I think it is a Tom
Jass plot to finally provide a way for the
Allies to achieve victory. Chris Pearce is also
heavily involved. It will take a tremendous
amount of pre-Nats coordination to make it work
well. My suggestion is that the guy who builds
and battles with an authentic scale model of a
Convoy ship needs incentive. How about allowing
him to man a remote controlled shore battery for
some set time interval (say 30 minutes)

following each mission that he captains fis

convoy ship. This way he gets the oportunity to
fire at the warships menacing his port when he
is not operating his convoy ship. Just a
thought.

As far as an "At the Dockyards" progress report,
my USS Detroit (CL8) has a completed hull
framework with shafts and rudder installed., I
built it at Fluegels over Christmas vacation. I
intend to have it well checked out and
proficient (what, Stan have a proficient ship?
Impossible!) before Nationals. I will probably
practice on Fluegels Lutzow as he will probably
be in Amarillo for several weeks this summer
(there are some benefits to being a school
teacher).

Fluegel rejected my challenge of his Z-Boat
against the 0'Bannon while I was in Dallas. The
Big "0" wanted revenge for last year's
humiliating defeat by Fluegel"s Z-Boat but no
matter how I insulted his cowardly ways he could
not be convinced to defend his honor. Although
he heeped insults on the 0'Bannon the Z-Boat
stayed in his PVC pipe “"boat box". We had
beautiful weather too. The Detroit 1i11 get
your Lutzow for that (if you'll come out and
fight!). He kept on talking about his lake
looking too much 1ike a Norwegian fjord.

Finally the Z-Boats crew scuttled her, right
there in the PVC tube rather than come out and

fight! Well, I guess you readers will never see
this because surely the Hull Busters' editor
would be ashamed to print the real truth about

his cowardly Z.

Well, to Fluegel's relief that is almost all.
Almost but not quite! Fluegel since you refused
to defend your lake when challenged by a smaller
oponent (Wny? Because he knew he would be sunk
to the bottom of the "Z"!) I hereby declare hpips
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Let's Battle! (come on Flueg!

Stan
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ZCAMPAIGN” -- A NEW BATTLING GAME

RY

Presently our fleet battles may be compared to Wl
aircraft battles where numbers of crafts engage
each other in opposing fleets, but most of the
battiing is done one-on-one or two-on-one, with
very little owverall strategr in evidence. Our
present game is exciting and fun, but does not
closely parallel WJII naval fleet battling.

We intend that the rules of our proposed "game"
will produce a battling scenario that more closely
resembles a naval campaign like Guadalcanal,
Supply convoys must be established and run through
to the forward base to replenish the supplies
depleted by battling, forward base shore
bombardment is recognized as a tactic, ship repair
facility capabilities are provided at both the
forward base and a “homeland" location, damaged
ships may Dbe repaired and returned to the
continuing battle, etc.

The campaign is continued until =z-= +$leet
surrenders, or is destroyed or is neutralized. We
hope that the tactical and strategic decisions
that both #fleets face and must solve are a
realistic depiction of a WWII Pacific campaign.

GENERAL RULES
All  of the rules of R/C Mode! Warship Combat apply

(such as safety, ship classification, ship
construction, singleshot guns, ship speed,
magazine loads, etc.). Certain rules are, however,
changed in the paragraphs that follow. Unless
specifically amended below, all general rules are
in effect throughout the campaign.

CAMPAIGN MAP .
During the condict of a campaign each fleet will
require a forward base and a homeland base
location. The opposing fleet’s forward bases
should be separated by a distance of at least
fifty feet. The homeland bases should be a far as
possible from the forward bases, but accessible
from the shoreline, Ships will be placed into and
removed from the water at the base locations, so
these locations must be accessible. Ships removed
from the water at either the forward base or the
homeland base may be taken to the pit area for
repair work. Shore bombardment from the opposing
fleet will occur at the forward base location, so
spectator safety should be kept in mind when the
forward base locations are chosen.

Each fleet should plainly mark out the location of
its bases.

CONDITIONS AT GAME START
The conditions at each fleet’s forward base and
homeland base are described below:

1. Each :apfzin may designate two warships
that he may use during the campaign. Only one
of these ships may be located at the forward

continued on next page





































