
 

The best way to properly use this guide is to open both the World Tool and the wiki page for Madera 

(http://wiki/display/TWNChannel2/Designers+Visual+Guide+to+Madera) 

Before getting into it, there are two very important things to note. 

1.  Unlike previous zones, a good chunk of this zone already has a lot of mission design work done to it.  

It is in your best interest to make sure you are working with Design Data turned on in the World Tool so 

you can see what areas already have stuff going on.  It would also be a good idea to talk to either 

Jeremy Gess or Brendan Thorne before working in any area to see what design work they might have 

already done or what they are planning.  This way you will be sure to not shift anything around that 

might break all of their work. 

2. It is important to note that art props are currently found spread across three placement sets due to 

this zone having been previously “arted up”.  The majority of my stuff can be found in mdm_test_set 

whereas the other art stuff is located in mdm_overland_art and mdm_eastpeak.  Please feel free to 

obliterate the mdm_test_set and all objects in it once Art has done their pass. 

 

http://wiki/display/TWNChannel2/Designers+Visual+Guide+to+Madera


 

 

 

The North East portion of Madera contains these notable areas: 

 Drakes’ Field (a major crossroads and houses an Arkfall) 

 Raider Island (will possibly contain portal to Black Hole dungeon) 

 Bug Oil Refinery 

 Fort Quentin (major Raider Compound with sub-boss fight) 

 Old Man Murray’s House (secret side missions) 

 Greenbrae Ridge 

 Bonaire (contains access bridges to southern portions of Madera) 

Each of these areas will be discussed in more detail following. 

 

  



FORT QUENTIN 
 

 

 Fort Quentin is the main Raider foothold in Northern Madera.  It has been built to be more of a 

linear gameplay experience, similar to an indoor dungeon.  So keep that in mind if anything has 

to get changed around. 

 I’ll break down each section on an individual basis below but the main flow is thus: 

o The player arrives on the outskirts of the facility and has to fight his way across the 

bridge. 

o He enters the main courtyard and is forced to head west first and then north, hugging 

the western perimeter. 

o Once he clears the western building he’ll see a massive water reservoir thingee in the 

center (as seen on the image above) 

 If the player heads east from there he’ll enter into a little dead end side area 

where a collectible will be hidden 

o Heading south will continue him on the main path and he’ll wrap around the water 

reservoir and head east until he reaches the far side of the third large building. 

o The player then makes his way north until he reaches the exit which leads him to the 

boss fight. 

  



Fort Quentin Starting Area 

 

 

 The player starts the Fort Quentin experience on the far side of the bridge from the facility.  

There is a guard station here with two barricades right by the start of the bridge. 

 The guard station has been left open right now and guards path out of it, but it could be closed 

off and used as a spawner if you need to seal it up. 

 If there is anything else that we could use here to make the place look more like a check point 

(like maybe one of those guard kiosks that the EMC had) that would be nice, but not necessary. 

 There is a large rock on the right side of the road that is the primary cover object.  It would not 

hurt if art could squeeze something else in on the left that could be used as cover as well. 

Other Details 

Prop:  Anything we can use for a po-tech guard kiosk?  



Fort Quentin Front Gate 

 

 

 After getting past the guard shack, the player now has to fight his way across the bridge 

 Snipers are positioned all along platforms built up against the perimeter walls and will rain down 

fiery hell on anyone trying to cross the bridge. 

 There is one turned over truck that the player uses for cover but it could be any object as long as 

it is really big. 

 The front gate is open so dudes can pour out from there to assist in the fight.  Please make sure 

the bridge stays pretty clear of debris. 

 On the corners of the front walls are two spot light towers (spotlights will need to be added). 

 Please note that the terrain does NOT extend past the wall.  We need to be sure the player has 

no way around the outside of the facility and has to run through it.  The water terrain will have 

to be set up to be deep water as well (if I haven’t already done it). 

 Other Details 

Art Prop:  Need spotlights added to the spotlight towers (just like the ones in the Tar Pit) 

  



Fort Quentin Front Section 

 

 

 After crossing the bridge the player finally enters the compound itself.  They will be travelling 

north and west through the first portion as the flow pushes them along the western perimeter. 

 I have tons of raised platforms that run all throughout Fort Quentin.  Enemies run back and forth 

adding movement to the scene as well as some verticality.   

 The player should not be able to access those walkways by jumping up onto stuff.  I have done 

a pretty thorough pass of making sure objects were scaled down enough that the player could 

not jump onto them and then onto the path.  Please keep that in mind if you start swapping out 

props. 

 There are plenty of cover props placed in strategic positions for the combat that has already 

been laid out so most of them should stay where they are.  They can be swapped out for 

something of equivalent size though. 

 There should be no gaps between buildings so the player will be forced to follow the path we’ve 

laid out for them.  As such, gigantic occlusion planes have been dropped into all the buildings 

helping to break up the play space into loadable chunks. 

 If you have to drastically change anything here, please let me know about it.  I have a lot of NPC 

pathing set up that could easily get broken if lots of stuff starts changing. 

Other Details 

N/A  



Fort Quentin Back Corner 

 

 

 The player will pass through a set of shipping containers and arrive in the North West portion of 

the compound. 

 There is an open house here that the player will have to enter to do something (TBD exactly 

what) so it needs to remain open and be decorated somehow.  We’ll probably need some sort 

of computer to interact with. 

 There are a lot of patrolling NPC’s in this area so you need to be very careful in shifting things 

around.  Make sure large areas don’t get blocked off and not too much ground clutter gets 

added. 

 The large water reservoir thing has giant occlusion planes in it to help the frame rate.  

Technically that water reservoir could be swapped out for something else, but we need 

something HUGE there that occlusion planes can fit into. 

 As you can see in the diagram above, there is a walled off section that is considered optional 

content.  Gameplay is pretty loose in there so feel free to play around with that area.  I currently 

have a yellow cube inside a lean-to acting as a collectible. 

 Please let me know if anything gets drastically changed. 

Other Details 

Props:  Intractable Computer console.   

  



Fort Quentin East side 

 

 

 The final leg of Fort Quentin has the player traveling north up the eastern most side of the 

complex making his way toward the exit. 

 The player will come across an open garage that he can travel through to use as cover for the 

upcoming encounter.  Feel free to shift stuff around in there. 

 Above the player and attached to the walls are raised platforms that enemies move back and 

forth on. 

 There is an open house the player will have to enter (exact reasons still TBD).  Odd are good he’ll 

have to interact with a computer console again (possibly to open the exit gates). The house will 

need decorations placed in it. 

 Much like the front gate, there is a spotlight tower that is currently missing the spot light actor.  

That will need to be added. 

 There is plenty of fighting going on in this area hence the heavy amount of cover props all over 

the place.  Feel free to change those up and move things around slightly, but if anything 

drastically shifts please let me know. 

Other Details 

Props:  Intractable Computer console.  Possibly a gate that can open/close 

  



FORT QUENTIN BOSS FIGHT 
 

 

 Once the player exits the facility they will be entering into a boss fight.  The fight basically breaks 

down to the player chasing a sniper down the two long stretches of broken freeway until he 

reaches the pier at the end and attempts to escape on his boat.   

 The player will be popping in and out of cover to dodge the sniper shots  as well as other NPC 

fire, while trying to destroy barrels conveniently placed near the boss  (destroying the barrels is 

what forces the boss to move onto his next checkpoint). 

 There are a ton of car props (and a few rocks here and there) used as cover.  Feel free to swap 

those out with the new vehicles or with other cover props if need be as long as they stay in 

roughly the same place.  And feel free to add even more cars if your budget allows it. 

 There are sniper platforms attached to the freeway sign to give this area some much needed 

verticality so we’d like to keep that if at all possible. 

 The water around the outside of this area will have to be marked as “deep water” so the 

player can’t just jump in and swim past everything. 

 If things need to drastically change, please notify Jeremy as he handled the combat for this 

portion of Fort Quentin. 

Other Details 

N/A 

  



Fort Quentin Boss Fight Continued… 

 

 

 When the boss reaches the end of the freeway he will descend down onto a pier and then climb 

aboard his barge. 

 As of right now, the player is supposed to shoot special barrels around the edge of the pier 

which will “blow up” the boat and kill the boss. 

 There will be a lot of combat happening on the pier so make sure there is plenty of cover and 

plenty of room for NPC’s to move around.  

 We will also need some sort of spawner that can be used here.  I believe Jeremy was currently 

using a Raider Trailer. 

 I left the barge blank right now but it should be decorated to look a lot more “Waterworld-

ish” if at all possible 

 I’m not sure if we are getting any more destructible type props but if we could get some that 

could be used to fashion a po-tech like barge, that would be awesome and that way the boat 

could have pieces of it blow up for the finale. 

 If not, if we could make sure that we could attach some fire effects to the various pieces, that 

would work too. 

Other Details 

Prop request:  Some destructible props that could be integrated into the framework of the barge so it 

looks like some of it blows up for the finale AND a new Raider spawner. 



 

The three topics listed below deal with a set of objects that you will see popping up all over Madera and 

therefore didn’t really fit in any one particular area.   

 

ABANDONNED MINES 
 

 

 Throughout most of Madera Mines you will see abandoned mines like the one pictured above.  

As of right now all of them at least have a mine spawner and a few pieces of cover.  Most of 

them have something (like fencing) that looks run down or falling apart and usually a mine cart 

and some track.   

 Please feel free to decorate these up however you see fit and establish your own “look” for 

them.  It would definitely be nice if you could include items that look run down and damaged 

and that you place lots of weeds/bushes around to look like no one has used them in a long 

time.  If they have similar design the player will be able to identify them from a distance. 

 We might want to do some combat in them so please make sure some of the props can be used 

for cover. 



ARKFALLS 
 

 

 I currently have four arkfall encounter spots laid out in Madera, one in each quadrant of the 

zone.  I made sure each area was at least 100 meters across to make sure there was enough 

room. 

 In each spot I dropped in a bevy of cover objects whether they are rocks, or crates, or shipping 

containers, or whatever.  Feel free to swap out those props or even move them around as long 

as there is a good variety and plenty of places for both enemies and players to hide. 

 You need to make sure that from the center of the arkfall out to the cover perimeter that there 

is a “No Man’s Land” of empty space that can be used for navigation.  So please don’t fill the 

area with a lot of extraneous objects.  Yes, the places where arkfalls happen will probably look 

a little barren but I think we need that for gameplay.   A few extra cover props here and there in 

the No Man’s Land wouldn’t hurt. 

 If you find other places in Madera that would work better for the arkfalls, by all means please let 

us know.  Once you have actually “arted up” areas you might see spots that are easier to clear 

out or adjust that allow arkfalls to be in more isolated spots or give the player more landscape 

to fight on.  The spots I chose seemed to be the most open and in locations where the player 

had some good visibility of the impact. 

  



RIVER JUMPS 
 

 

 As of right now I have two jumps that allow the player to cross over the major river, but only if 

they turbo jump (and only if they turbo jump in the dune buggy…the quad doesn’t quite make 

it…haven’t tested the hover bike yet). 

 Please make sure the lead up to the ramp is straight and smooth so the player can get up to 

maximum velocity and make sure the spot where they land is kept clear of any props or 

decoration so the player can have a nice smooth landing. 

 I would like to get some sort of ramp prop built that would clearly signify to the player that it is a 

“turbo jump only”.  There has always been talk that players might have some vehicles that don’t 

have turbo and if that ends up being the case I’d like them to have a way of knowing “Oh I can’t 

make that jump so I won’t even try” so we can avoid a lot of player frustration.  We would 

definitely use this prop in all other zones as well. 

Other Details 

Prop request:  A turbo boost version of the normal 20 degree ramp  



 

Sorry that it was so long this time but I tried to keep it organized to easily digestible sections and it’s 

easy to print out only the pages that you are working on (if you even need to print something out).  I try 

to provide nice images and easy to read breakdowns to give you the most amount of info I can, but if 

you guys ever feel like this is way too much please let me know. 

Like always, if you have any questions, comments or concerns, just drop me a line. Remember that I’m 

always willing to revise stuff to make it work better for ART (Jeremy and Brendan are too…even if they 

don’t know that).  And if you guys have any ideas that you think would make an area better, don’t be 

afraid to share.  I want to make the best game we can and we can only do that through cooperation  

 

 

 

 

 


