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Quick Summary 

Hook: 

Tallahassee Fair takes place in a derelict traveling fairground. The player navigates the fairground making their way 
to a roller coaster to rescue Dom.  

Gametype(s): 

Tallahassee Fair is a single-player game level designed for Gears of War (PC). 

Gameplay Overview 

Synopsis 

Tallahassee fair is a single-player map for Gears of War that takes place late at night in a small, abandoned fairgrounds 
site located in an open field and parking lot. The fairground is bounded by wooden and chain link fences. Inside are rows 
of booths for fair games, 2 big top side shows and one medium sized roller coaster. 

Style and tone 

The style for Tallahassee Fair is consistent with the style found in Gears of War. Colors are muted and the atmosphere is 
dark and tense. Specific style considerations for the abstraction of a fair ground will include colorful, blinking lights, 
custom built fair game booths, and a roller coaster constructed using assets from the Gears of War mining cart package. 
 
The tone of Tallahassee Fair creates a feeling of anxiousness in the player. The player is consistently watchful for the 
eruption of locust emergence holes and the advance of fast moving wretches. The addition of a Beserker heightens the 
ŦŜŜƭƛƴƎ ƻŦ ǘŜƴǎƛƻƴ ŀǎ ǘƘŜ ǇƭŀȅŜǊ Ƴǳǎǘ ǳǎŜ ǘƘŜ ǊƻƭƭŜǊ ŎƻŀǎǘŜǊ ŎŀǊǘΩǎ ƳƻƳŜƴǘǳƳ ǘƻ ŘŜǎǘǊƻȅ ǘƘŜ ƳƻƴǎǘŜǊΦ 

Major Elements 

¢ŀƭƭŀƘŀǎǎŜŜ CŀƛǊΩǎ Ƴŀƛƴ ǎǘǊǳŎǘǳǊŀƭ ŀƴŘ ƎŀƳŜǇƭŀȅ ŜƭŜƳŜƴǘǎ ƛƴŎƭǳŘŜ: 

¶ Kryll volumes ς YǊȅƭƭ ǾƻƭǳƳŜǎ ǿƻǊƪ ǘƻ ǎƭƻǿ ǘƘŜ ǇƭŀȅŜǊΩǎ ƴŀǾƛƎŀǘƛƻƴ ŀƴŘ ŦƻǊŎŜ ǘƘŜƳ ǘƻ ŜȄŀƳƛƴŜ ǘƘŜƛǊ ŜƴǾƛǊƻƴƳŜƴǘ 
before movement. Kryll volumes also create an additional hazard while the player avoids locust enemies. Kryll 
volumes will affect both player and locust enemies. 

¶ Street Lamps and Propane Tanks ς Street lamps and propane tanks allow the player to navigate through Kryll 
ǾƻƭǳƳŜǎΦ ¢ƘŜȅ ŀǊŜ ǇƻǎƛǘƛƻƴŜŘ ǘƻ Ŏƻƴǘŀƛƴ ǘƘŜ ǇƭŀȅŜǊΩǎ ƳƻǾŜƳŜƴǘΣ ǘƻ ŎǊŜŀǘŜ ŀ ǇǳȊȊƭŜ ƻŦ ƴŀǾƛƎŀǘƛƻƴ ǘƘǊƻǳƎƘ ǘƘŜ 
environment, and to create battle fronts. Both player and enemies are affected by Kryll volumes. 

¶ Cover nodes- Cover nodes in the form of thematic structures such as fair booths and generic structures such as 
crates and debris create tactical offensive and defensive positioning points. 

¶ Emergence holes: Emergence holes spawn locust enemies used to suppress, flank, and push the player into 
cover or retreat positions. 

¶ Roller coaster: The roller coaster set piece is an interactive structure that also serves as a landmark for the 
player. Via an electric switch set piece, the player turns the roller coaster on. The rollercoaster carts begin to 
move down the track and will instantly kill any actor in its path. 
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Major Objectives 

¢ƘŜ ǇƭŀȅŜǊΩǎ Ƴŀƛƴ ƻōƧŜŎǘƛǾŜ ƛǎ ǘƻ ƳŀƪŜ ǘƘŜƛǊ ǿŀȅ ŦǊƻƳ ǘƘŜ ŜƴǘǊŀƴŎŜ ƻŦ ǘƘŜ ŦŀƛǊ ǘƻ ǘƘŜ ǊƻƭƭŜǊ ŎƻŀǎǘŜǊ ǿƘŜǊŜ 5ƻƳ ƛǎ ōŜƛƴƎ 

held captive. The player must revive Dom and return to a Raven chopper. The player succeeds in this objective when the 

player returns to the raven with Dom. The player fails in the objective if they are killed before they are able to revive 

Dom and return to the Raven chopper. 

Environmental Hazards 

Environmental hazards include: 

¶ Kryll volumes-Players avoid Kryll volumes by navigating between lighted street lamps or by shooting and 

igniting propane tanks. Player death by Kryll volumes is highly likely, but avoidable. 

Technical Overview 

Mission Location 

¶ Setting: A derelict travelling fair located south of the city in a parking lot between a storage facility and a 
wooded area. 

¶ Time: 2:00am 

¶ Season: Early fall 

¶ Weather: The night is clear, save for a few clouds shrouding the full moon above. There is a slight breeze, and 
the silence of the night is broken only by chirping crickets.  

Gametype(s) 

¶ Gametype 1 (Single-player) 
o Min Players:  1 
o Ideal Players: 1 
o Max Players: 1 

Items/Powerups 

¶ Weapons/Ammo: Ammo crates and grenades are located in locations where fighting takes place or to draw the 
player to particular locations in the map. Additional weapons from downed enemy soldiers are available to the 
player. 

¶ Vehicles: N/A 

¶ Interactive Elements: The player uses the roller coaster to kill the Beserker.  

Difficulty 

Difficulty rating: 6/10. Difficulty relatively low, the roller coaster provides ample cover from enemies. 

Mission Metrics 

¶ Play Time: approximately 10 minutes 

¶ Physical Length/Area: Play area is 4096x4096 though player is only able to navigate through the space along 
lighted paths. 

¶ Visual Themes:  
o The ground is littered with papers, food containers, empty bottles and wood and rock debris.  
o Time and battle ridden fairground booths  
o A rusty roller coaster 
o Asphalt and street lamps  
o Dark, moon-lit night 



Singleplayer LDD  Tallahassee Fair 

Toby McCall P a g e  | 7 9/2/09 

Level Details 

Theme/Mood 

The theme of Tallahassee Fair communicates a derelict traveling county fair with fair booths and a roller coaster. Street 

lamps and peripheral set pieces create a space whose main use is not to house a Fair. This creates the feeling that the 

Fair is a traveling one, hence its relatively small scale.  

The mood of Tallahassee Fair communicates  

What is the theme of the level? How do you plan to get it across to players? 

How do you want players to feel when playing this level and how do you plan to accomplish it? 

Special Character/Vehicle Needs 

¶ N/A 

Key Assets and Exact Amounts 

¶ Weapons/Ammo: 2 Ammo packs, 2 Frag grenades 

¶ Vehicles: N/A 

¶ Interactive Elements: Power switch that turns on the roller coaster  

User Interface 

¶ Pre-Game Information: Intro cinematic camera fly over 

¶ In-Game Information: Objective notification at level start 

¶ Post Game Information: Exit cinematic 

Gameplay Mechanics 

¶ Prerequisite Skills 

¶ Skills Learned 

Backstory/History 
¢ƘŜ ¢ŀƭƭŀƘŀǎǎŜŜ CŀƛǊ ǿŀǎ ƻƴŎŜ ŀƴ ŜƴƧƻȅŀōƭŜ Ŏƻǳƴǘȅ ŦŀƛǊ ǘƘŀǘ ǘƘŜ ƭƻŎŀƭǎ ƭƻƻƪŜŘ ŦƻǊǿŀǊŘ ǘƻ ŜǾŜǊȅ ȅŜŀǊΦ Lǘ ǿŀǎƴΩǘ ŀǎ ƭŀǊƎŜ ŀǎ 

those fancy fairs in big cities, but for a small town, the fair offered nights of excitement and thrills. After the locust 

attacks, well, much was lost. When everyone fled or was killed, whole cities emptied. Tallahassee was no different. The 

fair rides and booths still stand where they did the day of the attacks, rusted and torn by time and war. 

Visual References 
What is the color palette, and how it is used to portray the environment? 
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Color Palette 

 

Figure 1 Color Palette 

Terrain/Vegetation 

 
Figure 2 This image shows a parking lot terrain and street lamps 

similar to level 

 
Figure 3 This image gives an example of the structures cluttering the 

parking lot environment 

 
Figure 4 This image, minus the water, shows the chain fencing and 

street lamps in the fairground 
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Models/Architecture 

 
Figure 5 This image shows both the roller coaster structure as well 

as the dark, cloudy atmosphere in the level 

 

 
Figure 6 This image shows the basic size of the fair 

 
Figure 7 This image illustrates the derelict, abandoned state of the 

roller coaster structure 

 
Figure 8 This image shows the basic structure of the fair's game booths 

 
Figure 9 This image shows an abandoned fairground bordered by 

fencing similar to the level's game space 

 

 

  



Singleplayer LDD  Tallahassee Fair 

Toby McCall P a g e  | 10 9/2/09 

Textures/Lighting 

 
Figure 10 This image illustrates the blue/black sky with low 
clouds/mist as well as the low lighting in the environment 

 
Figure 11 This image communicates the full moon lighting effect in the 
level. Though the level takes place at night, the full moon provides a 

global light source 

 
Figure 12 This texture shows an example of the rust on the roller 

coaster 

 
Figure 13 This image shows an example of the parking lot asphalt 

texture 

 
Figure 14 This texture show an example of the wood texture for the 

fair booths 
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Detailed Maps  

Walkthrough/Detailed Map Description 

Area 1.1 

Legend 

 
Figure 15 Level Legend 
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¶ Description/flow

 
Figure 16 Full level view showing (blue) level begin and forward flow, and (green) exit flow and level exit. (Xs) mark enemy encounters 
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Figure 17 An emergence hole will erupt below the bit top tent 

 

 
Figure 18 The player rescues Dom after they kill the Beserker with the roller coaster cart 
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Figure 19 one exit path takes the player through a hall of fair booths and wretch ambushes 
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Gameplay 

 
Figure 20 The player enters the abandoned fairgrounds and navigates forward by igniting propane tanks to scare off Kryll 

 

 
Figure 21 The player reaches the big top tent and a Locust emergence hole 
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Figure 22 The player positions the Beserker on the roller coaster tracks and flips the switch, turning on the coaster and killing the 

Beserker with the moving carts 

 

 
Figure 23 One possible exit takes the player through a hall of fair booths and wretch ambushes 
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Figure 24 Finally, the player and Dom reach the raven. Objective completed! 
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Progression Chart  

 

Level Progression Chart

Time (min) 0 1 2 3 4

Terrain/Objective Enter Fairgrounds Shoot propane tanks to avoid Kryll

Opponents

Challenges

Wow Moments

New Skills/Weapons

Time (min) 5 6 7 8 9

Terrain/Objective Enter big top tent Emergence Hole erupts Make way to roller coaster using propane tanks

Opponents

Challenges 2 Drones attack

Wow Moments Emergence hole erupts

New Skills/Weapons Rifle, Cover, Frag grenade

Time (min) 10 11 12 13 14

Terrain/Objective

Take out Locust 

sniper atop roller 

coaster Take out locust guards holding Dom Position Beserker on tracks

Opponents

Challenges

Player must take out 2 drones 

while a sniper attacks from 

above. Rescuing Dom as soon as 

possible will make the fight 

easier.

Wow Moments

Player flips a switch and roller 

coaster carts start to rush down to 

kill the beserker on the tracks

New Skills/Weapons Rifle, Cover, Propane tanks. 

Legend

1 square = 30 seconds

Fairground entrance

Big Top Tent

Roller Coaster and exit

Challenge Highlight

Wow Moment

New Weapon/Skill

Locust Sniper, 2 Locust Drones, 1 Beserker Kryll and 2 groups of 3 wretchs 

Tallahassee Fair

Shooting propane tanks, walking lighted areas only. Player should 

Player must find and ignite propane tanks to navigate through 

Kryll

Kryll and 2 Locust Drones

Exit to raven using lighted paths

 


