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Improve your  

Swing Ship from  

the Ferris Wheel 

outfit 8257  

This colourful outfit is one  of my favourite and many 

years ago I built the Swing Ship model with additions 

like the Pirate Ship banner on top, a boarding platform 

with stairs and handrails but it still didnõt swing very 

well. It would start fast then slow down so I tried 

replacing t he rubber band with a direct drive.  

That didnõt work at all as the motor groaned  

under the strain and smelt like it was  

about to catch fire! I went back to  

the rubber band drive and used  

a speed controller to try and match  

the  speed of the motor with the speed  

of the swing boat as best I could.  

Recently a Mecconoboy in England  

was having the same problem so I  

started thinking about how to vary  

the swing speed of the boat. The  

bottom line is you canõt. The  

frequency is determi ned  

by physics. T  is t he period  

of the motion, the time for  

a complete oscillation  

(outward and return)  while  l 

is the length of the pendulum and g is the  

gravitational constant (  å 9.81 m/s2 ). As the  

length i s fixed the only way you change the  

speed is to put it on the Moon as Andy Knox  

so eloque ntly pointed out. After mulling over it  

for so me time I came up with a way of synch ing  

the motor with the boat so that the motor does  

one revolution each time the boat reaches  

the limit of its arc.  

 

All you need are  2 microswitches and a 60RPM motor.   One switch is 

mounted so as to be pressed down when the ship reaches the end of its 

arc while the other is mounted so as to be pressed down when the bolt on 

the bush wheel is top dead centre. When you first apply power the Motor 

Switch is pressed down an d being in a Normally On configuration it is Off 

so no power is applied to the motor. As the ship is resting at the bottom of 

its arc the Ship Switch is not pressed down and being wired in the 

opposite Normally Off configuration it is Off so no power is ap plied to the 

motor. With neither switch in the On position nothing happens but now 

the magic of electronics begins. Push the ship far enough to press down 

the Ship Switch and it will be On long enough to start the motor turning 

at which point the bolt on t he bush wheel moves away from the Motor 

Switch and power is now applied to the motor even if the Ship Switch is  

               returned to the Off position. The motor will continue until the  

               Motor Switch is pressed down by the bolt on the Bu sh Wheel at  

               which point it stops until itõs triggered again by the Ship Switch. 

              The trick is to make sure the motor runs fast enough to complete 

one full rotation before the Ship Switch is triggered again. Anything 

between 60 a nd 100 RPM should be fine.  

Left. Careful adjustment 

is required to make sure 

the Motor Switch is fully 

depressed at Top Dead 

Centre.  

Right.  Use a long lever to 

make sure the bolt on 

the crank can pass over 

fully without getting 

caught under the lever 

on the return journey.  

Long lever triggered by ship  

 

Short lever trigger ed by bolt  

   on bush wheel driven by  

      the  motor.  


