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Icosahedral Blank Map
Here's my take on a gaming classic - the icosahedral globe projection, handy for mapping planets, large asteroids, or any other ellipsoid you plan to run an adventure on someday.

The two versions I cut my teeth on were the Traveller and GURPS Space versions, which in practical terms differed only in the number of hexes they had on them. My version departs from these in the same way, but with (I think) good reason.

This version's triangle-sides are exactly 10 hexes long (unlike the 7-hex Trav and 9-hex GURPS versions), which grants both finer granularity in the hex-mapping and also gives us some cleaner numbers to work with. Specifically, the equator/circumference is exactly 50 hexes (so the width of a hex, for travel-time purposes, is the planet's circumference divided by 50), and there are also exactly 50 hexes' total area in each of the 20 triangles, for a grand total of exactly 1,000 hexes on the map.

This last number is useful for planning the correct surface liquid for your planet ... if you know your world is 80% water (for example) that means 800 water hexes and 200 land hexes. Easy peasy (or at least, easier peasier).

Be sure and hit your favorite search engine with the phrase "icosahedral projection" for lots of fun info on maps in this style (you can find several pages that show you what the Earth looks like when drawn this way, for example). This projection isn't just the handiest for gaming (though it definitely is that, since hex-to-hex travel is consistently accurate at any latitude, due to the more equal distribution of the map's distortions) it's just handy in general, and worth learning more about.

A second version is provided without any hexes.

This pair of maps is Copyright 2010 by S. John Ross. Permission is granted to print unlimited copies for private use. Enjoy!

www.cumberlandgames.com
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