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Greetings Heroscape map-builders! The art of building tournament-ready
maps for Heroscape has been in development for over two decades,
beginning with the first Heroscape tournament players in the early 2000’s. As
time has gone on, the standards for what makes a fun, balanced, and playable
competitive map have steadily risen as players and mapmakers alike
discovered, through trial and error, what makes for the best Heroscape
gameplay experience.

For the aspiring Heroscape tournament mapmaker of today, there are many
mapmaking best practices to be aware of. Many of the maps you see in the
Heroscape Organized Play Map Pool have been designed with more features
in mind than you might think!

Building maps for tournament play is a little different than building mayps for
your Heroscape home games. In casual play, imagination is the limit for what
battlefields you can devise, and players typically have the opportunity to
decide their armies based on the map—whether it houses a colossal chasm
or river of lava or epic mountain range.

However, in tournament play, the expectation from players is that no matter
what army they bring to an event, that they'll be able to have a fair and
competitive match against their opponent where any obstacle presented by
the map affects both players equally. This creates a much different approach
to map-making!

With this in mind, presented below are some of the features and qualities
that competitive mapmakers look for when building maps, and that we at
Renegade also evaluate when looking at further maps to induct into the
Heroscape Organized Play Map Pool. These are recommendations rather than
rigid guidelines, but they might help you in your journey of designing
tournament-style maps.



f#1: Start Zones

Start zones on tournament-style Heroscape maps should consist of 24 hexes.
Although not strictly necessary, it a perk if among those 24 hexes there is a
6-hex flat area that can accommodate the Marro Hive's baseplate.

#2: Terrain Requirements

Tournament maps are typically built not from a random collection of
Heroscape tiles, but from specific sets. The expectation for tournament maps
is that they can be built using between 2 and 4 Heroscape sets. A map’s
terrain requirements might look like:

Required Sets: Age of Annihilation Master Set (x1), Battle for the Wellspring
(x1), Grove at Laur’s Edge (x]1)

It's suggested that if you incorporate these sets into your map, that you use
most of the pieces from those sets. If you are including Grove At Laur's Edge
only to use a single jungle tree, you may wish to consider if the set is
necessary at all, or if that tree could be removed from the map to further
reduce the number of sets required.

#3: Glyph Locations

Glyphs should be equidistant to both players when possible. Typically, it is
recommended that glyphs be at least 7-9 spaces of non-flying movement
away from both players, so that they cannot be reached by standard 5-move
non-flying figures on the first turn. There should be 2 glyph locations on a
tournament map, often set to the left and right sides of the battlefield.

ft4: Elevation

Think carefully about where the high ground is positioned on your map!
Having islands of height too close to the start zone can create a situation
referred to as ‘yours and mine’, where two enemy groups of ranged figures
can sit for most of the game and be difficult to assail without traversing to
meet them across low ground.



Height should be distributed near the center of the board in a fashion that
encourages armies to clash in the middle of the board.

Most competitive maps avoid having height higher than Level 4, at which
point flying figures start to develop a particularly strong advantage over
non-flying figures.

#5: Chokepoints

Avoid having 1-hex-wide paths (either created by having water spaces close
together, narrow bridges over rivers of water, gaps between trees, or so on)
that would allow access to the opposing side of the map to become choked
up. These narrow chokepoints can quickly become clogged up with engaged
figures, allowing ranged figures to fire from behind without putting
themselves in immediate danger.

#6: Pathing

Be conscious of the paths that figures will take from the start zone towards
the enemy team. The average figure has 5 move, but with certain
arrangements of elevation, it is possible to create situations where most
figures moving out of the start zone will not be able to move their full
movement of 5 (such as moving 4 spaces and then encountering height,
which requires at least 2 more movement to move up).

#f1: Footprint

The bigger the map size, the less convenient it will be to transport and
construct on game store tables for tournament play. However, a map that is
too small might either place its start zones too close to its glyph locations, or
place start zones too close to each other. 16 hexes wide and 19 hexes long is a
good place to start when determining how large your map should be,
although many maps go bigger from there!

While not always possible to avoid, it is important to keep in mind that some
ranged flying figures (such as Zelrig) can cover a lot of ground in their first
order marker, and if start zones are too close together, might be able to attack
the enemy start zone on the first order marker of the game.



