
Mapping Guide – Area Hex Map 
 

This guide shows how to create an Area Hex Map, as described in the World of 

Tolrendor Mapping Guide, using Campaign Cartographer 3. 

 

Normally, the process involves one of the following steps:  

 

1. Translating a hand-drawn version of the Area Map into a computer version: 

 

 
 

 

 

 

becomes … 

 

2. Working from an extract of a larger (e.g. World Map) to create a computer 

drawn Area Hex Map: 

 

 
 

 

 

 

becomes … 

 

Step 1: Start with the Area Hex Map Template 

  

 

I always start 

with a pre-

prepared 

template, as 

shown on the 

left.  

 

 

 

 

 

 

 

 

 

 



 

This is just a normal Campaign Cartographer file that uses the Overland Hex style 

from the July 2010 Cartographer’s Annual series. A general guide to mapping with 

this style is provided with Annual issue. This template however is set up with the 

following custom features:  

 

Feature Layer Sheet 

The map drawing area is 

sized to 480 miles across by 

320 miles high. This is the 

standard size for my Area 

Maps. 

N/A N/A 

10 mile across hex grid, 

shown in the picture above 

(Colour = Grey, #251) 

HEX/SQUARE GRID GRID – this can have 

effects (e.g. Transparency 

or Glow) applied later.  

10 mile across hex grid with 

a numeric hex grid. (not 

shown) 

(Colour = Grey, #251) 

HEX GRID WITH TEXT GRID 

80 mile square grid (matches 

the grid scale on the 

standard ‘World’ Map).  

(Colour = Grey, #251) 

WORLD_MAP_GRID GRID_WORLD-MAP 

(this has been applied on a 

different sheet to allow 

separate effects to be 

applied). 

A ‘Screen’ sheet applied 

around the edge of the 

drawing area to mask off 

anything that overlaps. 

NOTE – in the template this 

is shown in a non-white 

colour so you can see its 

there. At the end of the 

drawing process you can 

alter the colour to white. 

SCREEN SCREEN 

Land background. You can 

select this as the main 

background if the bulk of the 

map is land. 

(Colour = Light Green, 

#124) 

BACKGROUND BACKGROUND 

Sea background. You can 

select this as the main 

background if the bulk of the 

map is sea. 

(Colour = Light Green, 

#124) 

BACKGROUND_SEA BACKGROUND 

Two custom layers have 

been added to the map into 

which the source maps can 

be inserted as a guide  

AREA_MAP_HANDDRAWN, 

and  

WORLD MAP EXTRACT 

MAP_INSERT – this 

sheet is the top sheet, so 

normally has a 

Transparency effect 



applied so the rest of the 

map can be seen through it 

while working.  

Two custom sheets have 

been added to the map in 

order to screen the coastline 

properly. The use of these 

sheets will be explained at 

Step 3.  

N/A COAST SCREEN, 

SYMBOLS SEA.  

 

These are ordered in the 

Sheet list with other 

sheets:  

 

- LAND (lowest) 

- SYMBOLS 

- COAST SCREEN 

- SYMBOLS SEA 

 

Step 2: Insert the Source Map 

 

As mentioned above, the drawing area of the Area Map = 480 miles wide by 320 

miles high. It is assumed that the source map image (if any) is cropped to represent 

exactly this area.  

 

Insert the source map into the file (Draw -> Insert File) with the Layer set to 

AREA_MAP_HANDDRAWN and Sheet set to MAP_INSERT. Use grid snap 

settings to click the first corner at the top left of the map, and the second corner at the 

bottom right. This should now look like the below: 

 

 
 

Note how the Transparency effect on the MAP_INSERT sheet enables the computer 

drawing to be seen through the hand-drawn scanned image.  



 

Step 3: Draw Coastline 

 

Set the Layer to COAST/SEA, the Sheet to LAND, and the Colour to Light Green 

(#124 – this is the same colour as the ‘Farmlands’ symbol in the Hex Symbols set, 

and is a good default choice for landmasses).  

 

Using the Smooth Poly tool, draw in each separate land-mass, tracing the coastlines 

from the source map, and using Grid Snap and Ortho tools where necessary to follow 

the edge of the map. Don’t worry too much if you go over the edge of the map, as the 

SCREEN layer will trim it from view:  

 

 
 

Step 4: Add Land Symbols 

 

This is where the real hex mapping starts, which is as easy as selecting the symbols 

you want to place from the catalogue, and painting them on, using the source map as a 

guide.  

 

Because of the ease of placing hex symbols, this is a very quick and efficient way of 

mapping, especially as you can paint swathes of hexes with the same symbol simply 

by holding the left button of your mouse down and sweeping it across the map. You 

also don’t have to delete mistakes; you simply replace the erroneous hex symbol with 

another one!  

 



 
 

Step 5: Trim the Coastline  

 

After adding symbols you will see that where a symbol is placed on a hex next to the 

coastline, it may overlap and jut out into the sea: 

 

Some hex mappers (and in fact 

software) are content to have the 

coastline follow the hex symbols.  

 

I don’t like this, as I prefer to see a 

smooth coastline even on a hex map, 

so this is where I apply a little trick’, 

using one of the custom sheets 

(COAST SCREEN). Set the Sheet to 

this, and the Layer to COAST/SEA 

 

Then, using the one of the Overland 

drawing tools, and using the ‘Trace’ option (which allows you to ‘copy’ the line of the 

Land shape from Step 3, draw a Smooth 

Polygon that represents the sea.  

 

Because the COAST SCREEN Sheet is 

‘higher’ in the Sheet stack than the 

SYMBOLS sheet, this will now mask off any 

overlaps, giving a nice smooth coastline, as 

shown below: 

 

 



 
 

 

Step 6: Add Sea Symbols 

 

Now is the time to add hex symbols which represent sea features (e.g. deeper water, 

reefs, waves etc). These go on the SYMBOLS SEA sheet, which obviously is 

positioned above the COAST SCREEN sheet, otherwise they wouldn’t be seen!!  

 

One drawback of this procedure is that you won’t be able to add any symbols directly 

next to the coastline (i.e. would overlap the coastline). Again, this is because of the 

sheet order, as these symbols would hide the coastline and land symbols as they are 

on a higher sheet. This hasn’t proved a major problem for me, but it anyone has any 

workarounds, let me know!!  

 

 



Step 7: Add Details 

 

At this point, the (slightly) tricky work is done, and it’s just a matter of adding details 

such as inland water features, rivers, roads, cities and towns, labels etc.  

 

The result, an Area Hex Map which I think really captures the style of my old hand-

drawn maps, but with all the advantages of being electronic:  

 

 
 


