
The Work of Jon Roberts

You can find a large 
selection of artwork samples 
by Jon on his blog “Fantastic 
Maps”. Check it out.

Mapping Guide: Jon Roberts' Overland Style 

Introduction
Welcome to the March issue of the 
Cartographer's Annual 2011. 
I'm particularly pleased to present 
a style this month, that was 
designed by one of the most 
outstanding fantasy cartographers 
I've seen on the web: Jon Roberts. 
His work has appeared in many 
role-playing publications and every 
single piece he creates is stunning 
in its own right. 
Now you get a chance to use his 
extra-ordinary artwork for your 
own maps. 
We've created a bitmap-based overland style from Jon's artwork, enabling you 
do create maps using the standard procedures as explained in the CC3 User 
Manual and Essentials Guide. Of course I'll also provide a step-by-step guide 
in the following pages.

Starting the Map
Start out as usual, using the New  
drawing wizard. Choose the map type 
Overland Maps, map style Annual Jon 
Roberts and the option Decide your own 
setting.  
From the template wizard create a map of 
the size you want. For this example I will 
create a map of 1000x800 miles, enough 
to show a good-sized region.
You can add any cartouches, a title and a 
scale bar at this point, but I prefer to do this at the end of the creation process, 
so I simply put in my size values and click "Finish" at the first opportunity, 
saving the map in a convenient location.

Drawing the Landmass

Use the Default Landmass  drawing tool 
to draw your landmass and coast outline. 
Tip: An interesting coastline is a first and 
important step to an overall good-looking 
map. Think of fjords, bays, river mouths, 
islands, reefs, peninsulas, and capes, and 
what this geography might mean for the 
people living in the region.
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Mountains Bitmap Fill

The Terrain drawing tools 
also contain a bitmap fill for 
the actual mountain 
symbols. I rarely use 
something like this, because 
I prefer the control I have 
over individual mountains.

But by all means give it a try 
and see whether it works 
well for your own style.

Mountain Ranges
Usually the next thing I draw are the major 
mountain ranges of the area, as they 
define the geography almost as much as 

the coastline. The Terrain  drawing tools 
include one for mountain backgrounds, 
which you can use to outline the general 
area of your mountain ranges.
Then click the Mountains catalog button 
and start placing  symbols.

Rivers
Now I add rivers and lakes to the map, 
because the mountain ranges give me a 
good idea where these should flow. The 
Rivers  drawing tools contain settings for 
lakes and a variety of river widths. 
Tip: Pay attention to the flow of your rivers. 
One of the most common mistakes in 
fantasy map-making is to create impossible 
river flows. Take a look at a real world atlas 

to get an idea how river systems look. 

Terrain
Next up are the different terrain fills 
available by clicking the Terrain  
drawing tool button. Add deserts, swamps, 
grassland farmland areas, plains, scrubs 
and so on to the map. I prefer to skip 
forests at this point as they are easier to 
add after I've put in cities and roads. 
Tip: River valleys tend to be fertile areas, so 
surround your rivers with green grassland 
or – in civilized regions – farmland areas.

Structures and Roads
Let's add cities, town, special sites to the 
map. You'll find the necessary symbols in the 
Structures  catalog. The connect at least 
the major settlements by roads using the 
Road  drawing tools.
Tip: If you are using the map for a game, take 
special care with the structures symbols and 
roads. This is what your players will interest 
most and – if they get to see the map – and 

they will most likely base their plans on these signs of civilization.
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Sheet Effect for Large Scale 
Maps

Currently sheet effects (the 
size of a Glow for example) 
do not scale with the size of 
the map. 

This can make it difficult to 
produce maps that are 
much larger than the 
template they are based on. 

The solution is to go 
through all the effects in a 
map and multiply all size 
properties with the factor by 
which the map is larger than 
the template. 

Then save the effects as a 
new setting to make them 
available for future maps in 
the new size.

Forests
Now after I know where my cities and roads 
are, I start to place forests. The Jon Roberts 
style uses a bitmap fill from the Terrains  
drawing tools for all larger forest and jungle 
areas. I like to punctuate the edges and very 
lightly wooded areas with single tree 
symbols from the Vegetation  catalog.

Text Labels
It's time to add text labels to the map. The 
Jon Roberts style uses a very common font as the default (Times New Roman), 
which is a nice contrast to its elaborate bitmap symbols. But you can use any 

true type font you have installed of course. 
It usually pays off to experiment a bit until 
you find a font that really matches your 
map.
Tip: Use the Text along a curve command 
(from the Draw menu) to label larger 
features like mountain ranges, coasts and 
kingdoms. This often looks nicer than using 
the standard straight text command. First 
draw a smooth path or arc to define where 
the text will go, then use Text along a curve 
on this entity.

Final Touches
At this point I add a few finishing touches to 
the map, like some navigation lines and sea 
contours (both available as a drawing tool) . 
Go over your map and have a look which 
areas look empty and add some small 
features (hills, trees, villages, etc) to liven 
them up. 

Sheet Effects
Finally it's time to turn on sheet effects to see 
the map in its full glory. You can tweak the 
effects to your liking if some details don't match your expectations. 
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The Final Map
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