
 

 

 

 

November 2004. 

Club Annual Competition. 

Tonight is competition night! For those of you who have not entered before, here is some 
information: 

• The event is all about having fun and to see what everyone has been building over the 
year. So please do enter your models and don’t feel bashful: as the more models in the 
competition the better it is for everyone. 

• Each model needs to have an entry slip completed with details of the model on front and 
the name of the modeller on the reverse.  

• The tables are divided up into various subjects and scales (classes). If you are not sure 
which class to enter your model into, ask Les or me. 

• We shall be voting this evening but will not announce the results until our Christmas 
meeting.  

• We hope to see you, along with your families, back to collect your awards at the Christmas 
meeting. Everyone will have the chance to vote on their “Best in Show” model and we will 
then present the competition awards. 

Christmas Evening. 

We are holding our Christmas meeting on December 16. As well as the competition related 
things, we also have food, drink and a raffle draw. So please bring contributions along. 

Events since we last met. 

North Surrey Military Modelling Club. 

The less said about this the better. 
For me it was a day of trial, tribulation 
and expense. I shan’t be going back 
there again.  

Forthcoming Events. 

Scale Modelworld. 

The IPMS nationals are being held at the Telford International Centre this coming weekend, 
Saturday & Sunday November 20 & 21. Paul & Dan may be going up on the Saturday to man 
the South Hants club stand. 

Bugle Call 2004 

Our booking has been confirmed for 18 foot of table space for the show at Bath on Sunday the 
28th of November . Over the last few years this has been our last outing of the year and has 
been a good day out (even with the fire alarm last time out).  

North Surrey Military Modelling Group.

Size of show 3/10 Number of traders 5/10 Competition Yes
Busy 2/10 Interesting 3/10
Notes: Quiet. Parking difficult & expensive.

Competition classes not open to models previously placed first.



How can you show your models off to best effect? 

…….some thoughts and ideas on displaying your model. 

Last time I gave some suggestions for finding ideas to help show your model to best effect. 
The objective was to come up with one major theme (or action) and one or two minor ones 
from a short list that you have put together. We now want to evaluate these and give some 
thought to the composition and layout of your display.......... 

 

One of the first “sifting” stages is a practicality check. Does your plan involve the purchase of 
expensive additions and the time needed to construct them? Make sure you want to make the 
time and financial commitment before plunging into such an exercise. 

 

 

 

 

 

 

What space do you have available to keep your finished set piece? The size of my models is 
constrained by the size of my display cabinet! Bear in mind that the size of the diorama is not 
important: some of the most effective ones are quite small vignettes where the story is 
compressed into a small area with a minimum of distractions, allowing the viewer to take in the 
scene immediately. 

The next step is to decide if you are putting the display together for your own benefit or for an 
audience (such as fellow modellers on club nights, the general public at model shows or 
judges in the competition room). If your intention is to convey a story to an audience, then ask 
yourself whether your idea can be put across visually? Some things can be too difficult to pick 
out and comprehend: your viewer may miss them altogether. Also remember the viewer may 
be unfamiliar with the topic in your set-piece, so try not to make your idea too esoteric. If you 
need to resort to a card to explain what is going on in your diorama, you’ve probably failed in 
this respect! 

Suppose a photograph that has captured your imagination is of a pilot & co-pilot standing by 
the undercarriage of a Lancaster bomber. The photograph is probably framed so the 
undercarriage and some of the engine, wing and fuselage are in the photo. The problem with 
transferring this scene to a diorama are numerous: 

♦ the figures would be swamped by the sheer size of the aircraft. 

♦ you can’t crop an aircraft to frame a diorama as you can a photograph. 

♦ big aircraft are a problem full stop, owing to the large amount of unfilled space behind the 
wings. 

In a similar regard, you cannot build in perspective. Let’s consider your set-piece is a fighter 
having its machine guns bore sighted. The target might be 1000 scale yards in front of the 
fighter, so it is not feasible to include this. You can prop the aircraft up on stands and have 
figures with their hands over their ears, but still the scene would look incomplete. 

I think humorous ideas are great, but they can be among the most difficult to carry out. Shep 
Paine categorises “diorama humour” into three types: 

Simple diorama idea, but can be expensive (in 1:48) for the refueller.



1. “The major joke”, where humour is a central theme. It must be made to dominate so it is 
the first thing the viewer sees. To assist with this, keep the scene as small and simple as 
possible. Moreover, do make sure the joke is funny. 

2. “The minor joke”, where humour provides a supporting role to a serious or humorous major 
joke. These are somewhat easier to do & add some fun to your project.  

3. “The delayed action joke” depends on the viewer not seeing the humour immediately. As 
such, it needs timing. Hide the joke & then give viewers clues to find it.  

So at this point we have decided upon a key idea and, possibly, one or two lesser ones for our 
display. The concept and some practicalities have been thought through and now want to 
develop the scheme further.  

If your diorama is simply one piece, there is clearly a limit to the choice of arrangements open 
to you. Decide on how big the base wants to be and at what angle the model is to be placed 
on it (avoid letting the size of an available base make this decision for you). Place your model 
onto a flat surface and angle it as you want. Position books, rulers, card or whatever to 
establish a border around it. Leave a little breathing room but don't overdo it: 1" or 2" around a 
vehicle is fine. An aircraft can be wingtip to wingtip, but don't have the wings overhanging. 
Placing your vehicle or aircraft an inch or so back off centre gives the impression of it being 
more likely to go forwards than backwards. Unless your aircraft is lining up for take off, have 
concrete seams running at another angle and never, ever, put anything parallel with the edge 
of the base. 

You can now decide on the groundwork and 
how many additional details to include. A single 
figure is always a good addition (but I would say 
that, wouldn’t I). It will not compete with the 
model for attention; provides a measure of scale 
and can be positioned to draw attention to a part 
of the model you want noticed (your eye is 
always drawn to an attractive figure)! My 
personal preference is to have the figure looking 
straight back at the viewer. You could have one 
or two figures engaged in some action, such as 
for a fighter armed with a large cannon you 
might have armorers loading ammunition. 

A story diorama requires considerably more thought in terms of layout and composition. There 
should always be one centre of attention, with the rest of the action supporting it. Do not go 
over the top with scenes within the scene as this leads to confusion and have no more than 
one or two sub-plots. 

Keep your primary goal in mind throughout construction. When obstacles arise then make 
adjustments to work round them: rearrange, add or take away figures; reposition vehicles; 
enlarge or reduce the size of buildings, replace vehicles or aircraft with smaller ones. 

There will be certain items you want to attract more attention to than others. As there is a 
pattern in most ways viewers look at things, it is possible for you to control & guide the viewer, 
making him notice things in a certain order (we’ll come to how you do that a little later). Start 
by laying out the pieces, using the actual models (even if you have to blu-tack or white glue 
them together) as soon as possible. You don’t need to include items of minor detail. Shuffle 
the pieces around until they look right and raise items to their correct height if your diorama is 
not a flat one. Include figures and take your time at this point as you may need to make 
alterations to their stance and so on. Now is the right time to experiment by moving the pieces 
around looking to improve on how you depict your idea. In the process of doing this, you may 
find one idea leads to another and even stumble upon a much better idea for your set piece or 

A single figure vignette can look really good. 



other ideas which look terrific but don't fit in with your current plan: note them down for another 
time. 

Make sure every figure and item fits in with your design idea and does not conflict with it. 
There should be a logical reason for everything in the diorama being where and as it is.  

The viewer should see the main idea first and without delay. Look at the relative size of the 
elements in your diorama: if your main idea is too small and concentrated, are  surrounding 
features (particularly buildings) swamping it? The eye is drawn to the tallest & highest objects, 
so this is where you want to have your main idea located and not the background scenery. Cut 
them down or remove items altogether from the foreground if it helps your idea to be seen and 
comprehended more easily. If a vehicle is too big, can you use a smaller one? If there is too 
much going on, don't be afraid to weed it out. 

Having attracted the viewer see the main event, you now want to guide him around everything 
else. People tend to look at things from left to right, much like reading a book. Pay close 
attention to where your figures are placed, what they are doing and where they are pointing to, 
shouting at or moving towards. Viewers will instinctively glance in the same directions so you 
can now direct the gaze of the viewer 
from one point to another: 

♦ You may have man a shouting to 
man b, standing next to figure c, 
who is looking at figure d. 

♦ If you have figures looking back into 
the centre of the scene, it redirects 
the viewer back in that direction, 
rather than off the display. 

♦ If you do have figures looking off the 
edge of the base, there needs to be 
a reason for it.  

♦ If you have troops in combat, don't have them 
shooting or attacking in different directions at once. 

♦ Avoid having a figure standing alone, away from the 
main action without him having a valid reason for 
being where he is. 

Another way to guide the viewer is by use of 
background clutter and materials. The eye has a natural 
tendency to follow straight lines. Things like footpaths, 
fallen logs, picket fences, streams, etc, can be used, 
but don’t make it too obvious or precise. 

 

 

 

Changes in elevation such as embankments, roadside 
ditches, streams, rock faces can all add interest and it is 
well worthwhile experimenting with different ground 
levels. Water can look good: even if it is only puddles. 

 

 

 Interesting scene involving different heights. 
A little ambitious for 1/48 scale? 



Having now arranged everything, take a look to see if your composition is well balanced. In 
general, the weight of attractions on one side should equal those on the other. So if you have 
a big event on one side, have a couple of smaller ones on the other. The same applies to 
shapes. 

Open space is also a factor: a small object standing visually alone can have as much impact 
as a larger object in tighter space. Note, balance (a good thing) is not the same as symmetry 
(a bad thing). Symmetry should be avoided and included in this may be using an irregular 
shaped base rather than a rectangular one. 

The message here is that it pays to experiment and observe. 

Dead space in your display should have sufficient content to guide the viewers eye smoothly 
over it. Such things as leaves on the ground, oil marks, small shrubs, runway cracks, 
grass/weeds, branches & twigs, small animals (snakes & lizards are good for deserts & can be 
made from putty).  

At the end of this stage, spend a week or so just fiddling 
around with the pieces to make sure you have your idea 
thoroughly worked out before moving on to building 
(which I’ll go onto next).  
(Should you wish to dig further into groundwork, you can do no 

better than to get a copy of Shep Paine’s book which details 
everything. Note that it was published aeons ago and has not 
been revised to include the latest materials and ideas. A great 
deal of what I mention in this article can be found in his book, 

although I have done my best to put my own slant to it and 
avoid mere plagiarising). 

Current ideas in my head (but feel welcome to try for 
yourselves) are: 
♦ Aircraft on elevator: side elevator used on later WW2 

carriers (Essex class and after),  
♦ Aircraft landing on carrier: use wire for arrestor hook through aircraft & deck.  

♦ Have LSO to one side. 
♦ Jet overcomes problem representing spinning propeller. 

♦ Hurricane doing bomb skipping in middle east desert campaign.  
♦ Corsair on Pacific island setting. 
♦ Aircraft refuelling: early & late types of refueller. 
♦ Gladiator in desert. 
♦ Early Spit or Hurricane alongside caravan. 
♦ Aircraft being hoisted from the sea. 

“Test Trout” Competition. 

The inaugural Test Trout competition will be held on January 20. A model of any subject, scale 
or vintage that can be linked to the theme “Russia” will be eligible. 

The next theme of “Heroes” will be held along with the St George’s trophy in April. 

Airbrush Technique. 

Our intention is to hold this event until the summer months. 

Verlinden & Osprey also have books
 on building dioramas. 

 



Website of the month. 

Many thanks to Luke for this one: www.airliners.net. Luke’s found some photos of an Army 
Westland Gazelle helicopter. I took a browse through the “gallery” pages and found some 
astonishing photos there. Highly recommended if you fancy something a little different. 

Next Meeting: December 16. 

This is our Christmas evening and we welcome family members along as well. Please bring 
any food, drink, prizes for the raffle, items for bring and buy sale (whether for yourself or for 
donating to club funds). 

Happy modelling! 

Pat Camp 

Tel: 02380 266828, email pmjccamp@supanet.com or Patrick.camp@jet.uk  

 

 


