🎨 SVCC COMMUNITY ART PROJECT
Hex-Empire: Terrain Expansion Pack
Client Design Brief & Technical Specification for Student Illustrators
	🎯 The Project Overview
Welcome artists! You have been commissioned to create an authentic Expansion Art Pack for Hex-Empire, a grand tactical strategy game played on a modular hexagonal map.

We have engineered an in-game feature allowing any player to open their Game Settings, choose your class or your name from the '🎨 Artist Tile Pack' menu, and the game will instantly reload to render the entire world map with your bespoke hand-drawn terrain! Any tiles you do not draw will automatically fall back to the default pack, meaning you can design as many or as few as you like!



	🧭 MANDATORY RULE: TILES MUST ALL FACE THE CORRECT DIRECTION!
All tiles in Hex-Empire are POINTY-TOPPED HEXAGONS. Drawing in the wrong orientation will cause the artwork to be rotated 30° or 90° sideways when imported into the game!

• ▲ 12 O'CLOCK POINTED PEAK: The top of your paper MUST have a pointed corner pointing straight UP (like a roof spire).
• ▼ 6 O'CLOCK POINTED PEAK: The bottom of your paper MUST have a pointed corner pointing straight DOWN.
• | | VERTICAL SIDES: The left and right edges are completely vertical straight parallel lines.
• ☀️ UP IS UP: Mountain summits, tree canopies, and sky point towards 12 o'clock; ground & roots at 6 o'clock!
• ❌ NEVER DRAW FLAT-TOPPED HEXES: Never draw with a horizontal flat edge across the top or bottom!



📐 Rules of the Canvas
🔷 The Shape (Pointy-Topped Hexagon): Pointed peaks at 12 & 6 o'clock, with vertical straight sides on left and right.
🔍 2x Resolution Canvas: Draw inside an 18cm × 18cm physical square (or 2048 × 2048 px digitally). When scanned, the game engine shrinks it to 1024 × 1024 px for crisp high-DPI quality.
🎨 Bleed Margin (+10% Overhang): Do NOT stop drawing at the black hexagon outline! Paint and color past the line all the way to the edges of the square to eliminate white gaps between tiles.
🛡️ Safe Focal Zone (Inner 75%): Keep key hero elements (mountain summits, farmsteads, ancient trees) inside the inner 75% circle so they are never clipped by tile boundaries.
🎮 The Stage Rule (Playability): The tile is the stage for soldiers, roads, and cities. Avoid hyper-busy black scribbles near edges. Sunlight comes from the Top-Left (10 o'clock), casting soft shadows down to the right.

🗺️ The 7 Required Terrain Biomes & Resource Yields
⚠️ IMPORTANT: Every tile's artwork must visually reflect the resource it yields in the game economy!
	Biome
	Resource Produced
	Game Economy Role
	Visual Cues & Variants (1–5)

	🌾 Wheat Field
(field_1 - field_5)
	🌾 WHEAT
	Primary food supply; feeds growing populations and active army upkeep.
	Golden ripe wheat, plowed furrows, rolled hay bales, scarecrow, freshwater well.

	🐑 Pasture / Meadow
(pasture_1 - pasture_5)
	🐑 SHEEP
	Livestock & wool for diplomatic trade, cavalry mounts, and growth.
	Grazing white sheep, wildflower knolls (poppies/clover), babbling brook, ancient standing stone.

	🪵 Deep Forest
(forest_1 - forest_5)
	🪵 WOOD
	Timber for constructing roads, towns, bows, and siege catapults.
	Dense ancient oaks, alpine pine conifers, woodsman clearing with cut logs, autumn canopy.

	🧱 Rugged Hills
(hill_1 - hill_5)
	🧱 BRICK
	Clay & stone masonry for paving roads, towns, and stone castle walls.
	Terraced clay hillside, cut stone quarry face, weathered boulder tor, heather moor.

	⛏️ Epic Mountains
(mountain_1 - mountain_5)
	⛏️ ORE
	Iron & metals for weapons, heavy Legion armor, and City upgrades.
	Snow-capped jagged summits, iron mine timber adit, mineral veins, volcanic basalt crag.

	🐟 Deep Sea
(sea_1 - sea_5)
	🐟 FISH
	Naval transport passages; coastal waters provide fish food.
	Deep sapphire ripples, turquoise reef shallows, frothy waves with fishing buoys, whirlpool.

	🏜️ Arid Desert
(desert_1 - desert_5)
	🚫 NONE (0)
	Barren wasteland; natural barrier and defensive attrition zone.
	Sweeping wind dunes, cracked drought mudflat, desert oasis with date palms, ancient fossil bones.




🎨 Official In-Game Reference Tiles (Visual Style Guide)
Study these two real in-game terrain tiles from Hex-Empire. Notice how each tile is strictly oriented with a pointed peak at the top (▲ 12 o'clock), parallel vertical edges (| |), and visual artwork matching its produced resource:
	▲ 12 O'CLOCK PEAK (SKY) ▲
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▼ 6 O'CLOCK PEAK (GROUND) ▼

field_1.png  •  🌾 PRODUCES: WHEAT
🌾 Wheat Field (Farming & Food)
• Golden wheat crops radiating outward.
• Sunlight originates from top-left (10 o'clock).
• Grains extend past the black outline into the outer bleed margin so tiles connect smoothly.
• Feeds armies & prevents starvation!
	▲ 12 O'CLOCK PEAK (PEAKS) ▲
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▼ 6 O'CLOCK PEAK (BASE) ▼

mountain_1.png  •  ⛏️ PRODUCES: ORE
⛏️ Snow-Capped Mountain (Ore & Armor)
• High-contrast snow crags & mineral strata.
• Peaks rise towards the 12 o'clock top pointed vertex.
• Tallest summits kept within the 75% safe focal zone.
• Provides Ore to forge swords, armor & upgrade Cities!





🖨️ Printable 2x Student Drawing Template
Print this page on standard A4 or Letter paper. The template below is calibrated to 2x physical drawing scale (18cm × 18cm). Draw directly inside or use a lightbox / window to trace. Color past the black hexagon into the outer bleed square!
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