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I 
n this issue of , we explore wargaming and feature the modeling work of the very talented 

Jordan Ciccarelli.  Jordan is a graphic designer who dabbles in tabletop wargaming such as Warhammer 40K.  He en-

joys the model-making, painting, and weathering of gaming figures and terrain more than the gaming itself ð a true 

modeler.  In his article òWargaming - It All Comes Down to Weathering,ó Jordan writes about how he got involved with model-

ing and his experience with and passion for weathering his game pieces.  For him, weathering is a tool that allows him to tell 

a story and portray a scene frozen in time.  Be sure to read this delightful story by Jordan Ciccarelli. 

 

In his article òMeasure Your Layout Room ð Twice!ó Bill Beranek walks us through some common mistakes modelers make 

when measuring a room or space for their layouts.  He reminds us that precision is important when it comes to measure-

ments and provides guidance on taking more accurate measurements, including with the use of a laser measuring tool. 

 

With this issue, Darren Johns (aka Dazzy Jay) begins a two-part essay on computer and remote-assisted model railroading 

operations.  In part one he discusses the use of the TrainControllerÊ software to accomplish the computer-aided control 

and automation of a model railroad.  Find out how you too can automate your train operations.  

 

Harry M. Haythorn, in his article òModeling UP 844õs First Excursion Build,ó tells us how the first excursion of the UP 844 

started and how you can model the cars of this train on your layout. 

 

Follow Bill Beranek as he takes you on a journey, from start to finish, of a unique N-scale point-to-point operations-based 

layout that is being built by his client Jim Kalenowski.  In part two of this multi-part series entitled òThe Anatomy of a Model 

Railroad,ó Bill describes, through pictures and commentary, the techniques Jim used to construct his benchwork and lay 

down the tracks. 

 

And finally, read about how the Canadian Pacific railroad is celebrating its past by reviving its former identity banners and the 

famous beaver crest by proudly displaying them on its fleet of engines in Jack Hykawayõs article òThe Past, Moving Along In 

The Future.ó  Itõs always fun to see the nostalgia of the past revived. 

 

We hope you enjoy this issue.   

 

Happy modeling! 

EchsnqÕr Nnsd... 

- JD (Logginô Locos) 
Editor-In-Chief 
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By Jordan Ciccarelli 
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I 
 have the honor of being one of the first wargamers featured in 

.  To not scare away dear readers, I wanted to 

begin by saying that I am not here to talk about game mechan-

ics.  My favorite part of miniatures and wargaming is by far the 

modeling aspect rather than the game part.  I spend more time look-

ing up conversion ideas and paint schemes rather than finding out 

this yearõs meta-pick to run in a space marine army.  I have placed 

near the bottom of every tournament Iõve had the pleasure of taking 

part in.  Just because the fate of my models is decided by dice rolls, 

doesnõt mean that the lessons Iõve learned to get where I am today 

canõt be shared between our hobbies.  Iõm a graphic designer by 

trade and so Iõve had to study art, with the pleasure of being able to 

apply it to my hobbies as well, and hopefully, I can have some les-

sons to share with my fellow hobbyists.  So if Iõve held your attention 



to this point, please consider this my olive branch to the model train 

enthusiasts, the diorama experts, and the model car lovers.  This is 

my promise to keep this article to something that all of us modelers 

can use to hone our craft. 

My Story 

Growing up, I was the kid that made everyone nervous in the hobby 

shop.  Before I even knew what a wargame was, my father had a 

model train setup in the garage that didnõt get past the plywood 

mockup, but I loved it nonetheless.  Even to this day hobby shops 

have a sort of magic to me, and six-year-old Jordan could never quite 

contain his excitement when in one.  I was the typical hobby store kid 

that could move down package-stuffed isles with near-endless ener-

gy in a wonderland of model trains, cars, and tanks.  The endless en-

thusiasm ensured I was enamored with the works on display.  To put 

it simply, I wanted to do what they did, and I wanted to do it myself.  

But my scatterbrained ideas were always much too ambitious for my 

grade-school self.  Allowances, Christmases, and birthdays couldnõt 

quite meet the budget of these grandiose ideas for my very own mod-

el railroad.  As a result, my model trains rarely got further than the 

bedroom floor, and model cars usually ended up as a mess of plas-

tic, glue, and roughly-clipped sprues.  But the passion never faded as 

I grew up.  To this very day trips to the hobby store always possess 

that special magic that gets my creative juices flowing. 

When a neighbor introduced me to Warhammer 40k, my love of vid-

eo games and the desire for a model train set violently collided with 

this hobby.  It was love at first sight.  From there on, I was hooked.  Of 

course, there was a lot to learn - from how to properly assemble a 
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model to my dad finding out the near-permanent stains that resulted 

from giving enamel paints to an eight-year-old boy.  I barely even read 

the rules of the games themselves.  I was too focused on my slowly-

growing model collection, the background stories, and the fully col-

ored hobby sections showing off the professionally painted example 

armies.  Just like the model trains at the hobby shops, I wanted to do 

what they did with Warhammer.  It wasnõt until I was thirteen years 

old when I rediscovered the Warhammer setting with a novel, and I 

actually made an effort to put it all together with a real army for the 

game, and to learn the rules.  Twenty years later, Iõm still here paint-

ing away, even despite defeat after defeat on the tabletop.  My ar-

mies lose, but they look good doing it. 

My family always had a question that has stuck with me to this day.  

What makes gaming with miniatures different from video games?  

My best answer has always been that the forces I command are 

uniquely mine.  Even if I paint a character from an established set-

ting or model a vehicle from a historical era, there is nothing quite 

the same as the one into which I, Jordan Gabriel Ciccarelli have 

poured effort.  To me, the magic of miniatures wargaming is that 

even before the model hits the table to roll off into mock combat it 

can possess a story and a personality of its own.  Even when working 

in established settings, I take a piece of that setting and tell my own 

story within it via modeling.  Iõve come to realize this goes back to my 

ill-fated aspirations with model trains.  Iõm not just making a railroad, 

Iõm making my railroad.  Iõm not just modeling a town, or a tank, or a 

soldier, rather Iõm modeling my unique vision of this subject and tell-

ing its story in this one moment portrayed by its pose, its paint job, 

and all of the unique details, conversions, and flourishes that come 

from my work.  Itõs this sort of storytelling that Iõve become addicted 
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to, and one that canõt properly be expressed in other mediums.  May-

be thatõs why Iõve never won a tournament; maybe Iõm too focused 

on the story told in a work of plastic rather than the events that un-

fold in the actual game. 

Why Weathering? 

So what does my evolution in modeling have to do with my armies 

being covered in rust, mud, gore, and grime?  As the above progres-

sion may show, Iõve always had a desire to get my models dirty.  

When it comes to the forces I portray on the tabletop, I tend to favor 

ones that have been through the dirt and grime of their war zones to 

achieve a lived-in feel.  I rarely favor the clean look of something 

fresh off of the assembly line and instead want to feature something 

thatõs been in the thick of a conflict for weeks on end.  Thatõs some-

thing I can communicate to a viewer, without even saying a word, 

through weathering. 

Weathering is a valuable tool to let a model project tell its story, just 

like the actual sculpt or base.  It all goes into the storytelling that 

your piece can communicate to a viewer without having to directly 

tell it to the viewer.  A model features its subject frozen in a specific 

time and place, but some events that led up to that time.  That is 

what I believe weathering can portray in a modeling project.  For ex-

ample, the ogre shown on the previous page can communicate a 

more brutish nature despite his foppish dress code because of the 

weathering used on his metal weapons.  Why would he need the 

sharpest blade when he can simply use brute force to smash aside 

his opponents?  So why would he care that salt water has corroded 

his favorite anchor?  He may be well dressed, but clearly, he must be 
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a dangerous and scary fighter if his weapons are covered in fresh 

gore.  This isnõt his first fight today, so beware! 

Just because my examples are from wargamingõs more brutal set-

tings, this doesnõt give me a monopoly on weathering.  These just 

happen to be the dramatic examples I favor in my work.  These arenõt 

even exclusive to the brutal war-torn settings often clashing on the 

tabletop.  To put it simply, what stories are your projects trying to tell?  

Just because your model railroad may be as peaceful as can be 

doesnõt mean that coal isnõt a messy fuel source.  Nor does it mean 

that your pickup truck hasnõt been used before.  Not every single 

piece needs to be fresh off of the showroom floor.  Weathering can 

be a way for even a static figure to tell its unique history which in turn 

works to give a lot of personality to a model.  It can be that extra little 

element that adds a new layer of realism to our work by giving it a 

CǊƻƳ ƭŜƊ ǘƻ ǊƛƎƘǘΣ ǇǊƻƎǊŜǎǎƛƻƴ ƻŦ Ƴȅ ǇŀƛƴǝƴƎǎ 
ǎƪƛƭƭǎ ŀƴŘ ŀƴ ŜǾƻƭǳǝƻƴ ƻŦ ǘŜŎƘƴƛǉǳŜǎΦ 



past as well as a present.  The extra visual spark that hammers 

home what our subject has been through before the time and place 

in which we have frozen it.  Now, the question is what personality do 

you want to give to a model, and how do you give it? 

Learn to Paint Clean, Then Paint Dirty 

Pictured on the previous page, you can see how my painting has pro-

gressed over the years - the literal evolution from the painter I de-

scribed above to the one writing this article today.  Beginning with 

Uruk Hai Berserker, to an old member of my first space marine army, 

to starting to grow confident in my painting with a Ork Shoota Boy, 

and finally to my latest complete miniature for a new Dungeons and 

Dragons campaign, you can see the progression.  Seeing this pro-

gression as a painter, it became clear to me that I always had a de-

sire to paint models dirty, grimy, war-torn, and weathered.  Now, 

whether or not I was successful with past projects is entirely another 

matter. 

Based on my experiences, I can offer one piece of advice when get-

ting into weathering: learn to paint clean, and then paint dirty.  This is 

one of the most difficult challenges to overcome when it comes to 

weathering.  How do you make a model look dirty, but make it look 

dirty with purpose?  How do you ensure that your work comes off as 

purposeful rather than lazy?  What makes the difference between 

mud slopped onto a tankõs tread as it would be in real life, versus a 

painter who just wanted to save himself some time?  There is no 

magical technique, product, or process that can provide a catch-all 

answer to these questions.  Weõre all modeling different things, and 

so our subjects would all be weathered in different ways. 
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