How to Make a First Map
So, you want to make maps for Star Wars Battlefront II.  That’s great – but often, a mapper will receive nothing but criticism for his first couple maps.  There are several pits that most mappers fall into on their first maps (including me).  These are the common pits that mappers commonly fall into on their first map:

1. Yavin Features

The default munged map comes with no objects (except command posts), no hills, and the Yavin ground texture and sky.  Most first mappers take care of the objects and hills (more on those later), but leave the texture and sky as they are.  Both of these features will sicken more experienced modders.  Whenever I see the Yavin ground texture and sky, I barely take a look at the map’s review.  Those two features say a lot about how much effort you put into your map.  If you don’t bother to change the sky/texture that everyone hates, it tells us a lot about how much you care about your map.  Change the sky and ground texture.  PLEASE.  You’ll save yourself many criticisms.

2. The 3 Deadly Planets

There are 3 planets that countless maps have been made of.  These maps are: Yavin, Geonosis, and Hoth.  First mappers often choose one of those three planets to base their first map on.  In the words of Maveritchell on a Geonosis first map: “I could end the review there and most people familiar with SWBF2 mods could be pretty sure what they were getting.” (by the way, that was actually a pretty good Geonosis map)  Most people who have been around BF2 maps have seen countless maps from those 3 planets.  They seem the easiest.  On the contrary, those planets are actually the hardest.  Why is this?  Because so many maps have been made from them that in order to succeed, you must create something truly unique.  Do not start with those planets.  I can guarantee you that it will not end out pretty.  Have a creative idea.  Don’t just freeload other people’s ideas –try to think of something yourself.
3. Flat Maps

Many first maps are flat.  As in, the modder doesn’t even take the time to put hills in his map.  This is possibly even worse than the Yavin features.  Go look at the stock BF2 maps and tell me how many of them are completely flat.  The answer: none.  The maps all have hills.  Flat maps are terrible.  There is no variation in the landscape – it is just one big plateau.  I promise you that your first map will fail miserably if you keep it flat.
4. Huge Maps

Most modders will start with huge maps (myself included).  They think to themselves, “How cool would it be if my map took up all the space in Zeroeditor!”  But they don’t realize how big that map will turn out to be.  Most mappers don’t realize that the 2 command posts they placed will take 10 minutes to walk between.  The average attention span will be long gone before the long walk is over.  Do you really think people will stick around long enough to walk for 10 minutes between your command posts?  Please make your map more compact – a small map is always better than a big map.  ALWAYS.
5. Indoor Maps
Many mappers will start with an indoor location.  But here’s the thing: indoor maps are always more complex.  They are much smaller, and more refined.  There are countless more little details you must take care of.  For example: tunnel maps.  Some modders like to start with tunnel maps – and you can see through every single section.  It looks terrible.  Don’t start with indoor maps – outdoor maps are much easier.

6. The Command Posts

In the default munged map, the 4 command posts are in a box formation.  In order to succeed, you must change that formation.  I promise you, a player will sigh in exasperation when they see those 4 command posts like that.  That formation is boring, and we’ve seen it a million times.  Move the command posts around.
7. The Heroes

The default heroes are:
Rep: Anakin Skywalker

Cis: Darth Maul

All: Han Solo

Imp: Boba Fett

Please change the heroes when you make your map.  Why?  Because when modders are testing their maps, they play these heroes over and over.  Additionally, we’ve played them way too many times.  Most mappers will release their first maps with the default heroes.  If you want to have a unique map, change the heroes.
8. Weird Maps
Many first mappers (me included) try to make their first maps unique.  But this can be taken too far.  For example: sometimes, a first map will consist of 10 platforms connected by a ridiculous series of walkways.  These maps are generally very hard to pull off.  Before trying to make a map, repeat 3 times out loud: “I am not Dann Boeing”.  You want to make weird maps?  Go take a look at his maps – I’m sure you will be put off by how much work they take.  Additionally, don’t start with water.  Water requires extra programming, and should be left alone until you are more experienced.

But there is one final instruction!

Do not release your first map without beta testers.  Find some other mappers to play your map before releasing it.  You will get a ton of great feedback.  Never release a map without beta testing it first.
Well, there’s the tutorial.  Follow it, and you will be much closer to making a successful first map.

Oya bur’cya!

– Fierfek
