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DESIGNING CAULDRONS FOR
HORIZON FORBIDDEN WEST

15/03/2023/ DENNIS MICKA
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 WHO AM 17

—— PLAYSTATION. HITS —

DENNIS MICKA

SENIOR WORLD DESIGNER
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ORIZON .

WHAT IS THIS TALK ABOUT? R Ot

B Development of the optional Cauldrons in HFW.
= zooming in on the 'Tallneck Cauldron'

B Difference between Quest- and
World Design at Guerrilla.

B My personal experiences and thought processes

= less about the ins and outs of
Level Design.

B Take Aways: the things I've learned

-/

© 2022 Guerrilla
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WHAT IS A CAULDRON?!
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WHAT IS A CAULDRON?! e
| I |

B Subterranean, sci-fi robot foundries.
= Horizon's dungeons.

B Goal: Override the Core to unlock machine
overrides.

Override Unlocked |§
SCROUNGER <

®» Gameplay:
= Exploration & traversal
= Light on puzzles
= Combat: Boss fight

-/
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TIMELINE OF DEVELOPMENT B

Cauldron MU Block-out Playable Art pass 2nd pass i Polish & Bugfixing

Cauldron IOTA Block-out Playable Art pass 2"d pass Polish & Bugfixing

-Tallneck Cauldron-

Cauldron 3 m
P S o D Plable > Wipess D 2pe P ZIAT D PolenGbugung

S, @ O @ - -
2018 2019 2020 2021 2022

Y

Cauldron CHI
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FORBIDDEMN WEST"

THE BEGINNING
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DESIGN TERM STRUCTURE FarGIDOEN wEsT

AT GUERRILLA

Core Design Quest Design World Design

Player Combat User Main Side

Systems Interface e Quests Tutorials Dressing Activities
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CAN I DO CAULDRONS PLZ?

“Okay.’
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ZERO DAWN'

»""’
v : Y 4

PRE-PRODUCTION
STUDYING ZERD DAWN

> Pre-Prod >

(] (] (] (] (]
2018 2019 2020 2021 2022

-/ "
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ATUDYING WHAT CAME BEFORE '{"w
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ATUDYING WHAT CAME BEFORE

THE FORMULA

ORZO|

ZCRO DAWN'

COMPLETED CAULDRON

CAULORON RHO <
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ATUDYING WHAT CAME BEFORE

CAULDRON XI

ORiZO ,

ZCRO DI\WN

)

—-—
/r--ll"""-

1‘0 ’_D

8100 / 36000
EL

CAULDRON XI COMPLETED CAULORON
X e Lauldron 8
i CAULDRON XI

® Cauldron Xl
(from Zero Dawn)
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> Pre-Prod >

2018

2018

PRE-PRODUCTION
PROTOTYPING

2020

2021

FORBIDDEMN WEST"
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PROTOTYPING Eatzo

665 / 1000
alinad
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126 / 205
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ORIZO1

PROTOTYPING

< Obtained 1 Medicinal Berry - ine Pouch (8)

24 8
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PROTOTYPING

E

—

.‘ (t"y

e

~—¢

Section 5: Open Conveyor

205 / 205

0 /1000

OR|ZON

FORBIDDEN WEST"




o HowRrizoN
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PROTOTYPING

FORBIDDEMN WEST"

Wi,

-—

237/420 !
Frrm . e ' SEQUENCE NOT PREDICTED
3 } -, Y

Cauldrons

CAULDRON: IOTA
>Release the Tallneck Head———




PRE-PROD DESIGNING EHULDRDNS FOR ‘HORIZON FORBIDDEN WEST' : 1 ‘_N
oRizo+

TECH DESIGN B

175 /1000

346 / 346
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) THKERWAY 1

Make good use of your
pre-production time!
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> Pre-Prod >

o
2018

-/

2018

PRE-PRODUCTION
PITCHING

2020

2021

HoRiZON

FORBIDDEMN WEST"
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PITCHING e R Howrizo!

FORBIDDEN WEST"

® Basic Cauldron

= Eauldro@

& Tallneck Cauldran

= Cauldro @

Cauldron 4

Flooded (merged with San Fran subway?&.‘,\w g ."'.‘ K
Purpose 3 N
- Construct aquatic machin&s:

@ Cauldron 3

FOCUS:

. * Swimming mechanics B

® Dying & overgrown Cauldron " loverng e
* Currents

— Eauldron EHl ENEMIES: * Electrified water

Aquatic machines

CORE ROOM:
Boss:

® Flooded Cauldron R s
= Cauldron KAPPA p—

Turn back on the power in the
Cauldron & machinery starts moving,
but water is

A
now electrified "
* Flood rooms to reach new areas
*  Water seeps from the walls, 4 3
sometimes like waterfalls 2 :
e e
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PITCHING R

QUEST V5 WORLD DESIGN

Quest Design

Narrative Design Block Out Design Block Out Narrative
Summary Doc Doc Summary

World Design

Y
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THE FIRST ONE

S B Slocout | Plagable WAREED T 3pass YRR
L J o L

2018 2019 2020 2021

Y

HoRIZON

FORBIDDEMN WEST"




Time: 203.36 Scale: 1 Day: 1 Time: 17:42:32
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2490 /10000
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sPlayer: (105.60 116.12 26.43) (tile coords: 0, 0), 6.05 m/s, health: 250.00, Godmode, Cauldron_1 | Total play time: 00:04:31

Build: HRZ2 1956/4909901 09:30 - Tue Jun 12 2018 - ReleaseSymRtObg
(Cam; (105.65 111.85 28.31), fwd: (0.10 0.99 -0.09), [fov:70.0 fp:50.0 2:1.0] [r:7.00m] [n:0.200 £:16000.000] [sd:0.750] [gfxmode:None] [hdr:Off] [Ildm:0.83| 1.0 £:0.8] [name: ThirdPersonPlayerCamera] [TVcap: 1920x1080 HDR: No]

[Bugs/Issues]
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REFLECTION /
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WHAT WORKED?

B |t was good enough!
= Scored well

WHAT DIDN'T?

® Too big

= Goal shown too late

B Too disorienting
* Too much looping around

B Combat spaces too small

® Bad pacing
M = Too cramped with everything
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EHULDRDN Mu FORBIDDEMN WEST"

ON THE CUTTING FLOOR
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EHULDRDN Mu FORBIDDEMN WEST"

15T ART PASS
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I I

EHULDRDN Mu FORBIDDEMN WEST"
s T il : _autl! i i ’ i -~

2ND ART PASS

'al
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EHULDRDN Mu FORBIDDEMN WEST"

MAP SIZE COMPARISON
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) THKERWAY #2

Bigger isn't always better.
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FORBIDDEMN WEST"

I0TA

THE TALLDRON’

[ [ ) o e

2018 2019 2020 2021 2022

Y .
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s | e Tt A
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/]@

layer: (11.26 BS4.85 449,65) (tile coords: 0, 3] ), 3.84 m/s, health: 280.00, World_HRZZ | Total play time: 00:05:29 Y
am: [14. 78 856.77 447 60)_ fwd: (-0.66 -D.380.65). [fov: 700 fo-S0.0 21 01 le-6.65m] [n0.200 F16000.0001 Isd-0 7501 [efxmode Nonel Ihdr- O lidm 0 831 1 0110 8l Iname/mode ThirdPersonPlaverCamera/ParkourHandsBraced Jumal [TVean: 1920x1080 HDR: Nol

15

Time: 205.32 Scale: 1 Day: 1 Time: 20:09:1

7680 /1501 wamneror occusions
b

‘i“\
G’

¥

Build: HRZ2 8894/5125263 14:45 - Mon Feb 11 2019 - ReleaseSymRtDb
1Al Air Navigatior



TALLDRON DESIGNING EHULER:DNS FOR ‘HORIZON FORBIDDEN WEST'

TALLNECK CRULDRON

HowizoN

a0

PP N WEST”

Tallneck + Cauldron

== Tallneck Cauldron
== WIN
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TALLNECK CRULDRON
-- ALMOST DIDN'T HAPPEN

0 /15000

7 “What if we ride a Tallneck
out of a Cauldron?!”
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aCOPE REDUCTIONS

SAVED THE TALLDRON

b

4+ 1148

@ Close

..I‘ll'

ATHY

1 iy

N
<% e
» Yo i .’/;
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) TAKEAWAY #3

When stuck, move onto something else
(if possible)
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FORBIDDEMN WEST"

I0TA

PAPER DESIGN

® ® [s] ®
2018 2019 2020 2021 2022

Y .

A
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FORBIDDEN WEST"

HOR
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PAPER DESIGN DESIGNING CAULDRONS FOR ‘HORIZON FORBIDDEN WEST'

PRPER DESIGN
VS IN-GAME INTERIOR MAP

\.\, B \.« :

B (hear) final
interior map

B Proposed high

level map #4
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PRUBLEME Tﬂ EDLVE FORBIDDEMN WEST"

FOR THE IOTA'S DESIGN

® Cauldrons don't need Aloy

= |OTA would need its production
halted - somehow...

® Aloy wouldn't be interested in
helping a machine [get built]

= Make it Aloy's problem
- somehow...

®» How do we get Aloy on top of a
Tallneck as it's exiting the Cauldron?

» Aloy would need the Tallneck
to solve the problem

 What could a Tallneck
do to help Aloy?
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FORBIDDEMN WEST"

I0TA

VERSION 1

.. X
® ® [s] ®
2018 2019 2020 2021 2022
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VERSION O " rgnEel

FORBIDDEN WEST"

B Proposed high
level map #1

B (hear) final
interior map
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HOoRIZON
VERSION 1 E et

HIGH-LEVEL BLOCK OUT
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VERSION 1

HIGH-LEVEL BLOCK OUT

365 /365

HoRIZoN

FORBIDDEN WEST"
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HOoRIZON
VERSION 1 E et

HIGH-LEVEL BLOCK OUT
Gal 3y . PR Tl L L e A
oy LY 365 / 365
v ) O 1S 00 Bk fon oecuaon
e ' = TN CAULDRON IOTR
_~J S B Uil e ' [Enter the Cauldron)
Q > [Find another way in)
vt.:‘w y = ‘
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VERSION 1

HIGH-LEVEL BLOCK OUT

295 / 365

__—d

CAULDRON IDTA
[Enter the Cauldron)

e Rappel Down

HOoRIZON

FORBIDDEN WEST"

i _are

965 / 150C wamnG ror Occusiont
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VERSION 1

HIGH-LEVEL BLOCK OUT

4

— CAULDRON IDTA
. 3 J b \ : [Scan the Core]

F | o . . N ] T ol
LY 365 / 365
Jas X I T I
1 E &:‘_‘l:r:l:.‘.:_;z‘

HOoRIZON

FORBIDDEN WEST"
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" I
VEREIUN 1 FORBIDDEMN WEST"

HIGH-LEVEL BLOCK OUT

|
| ) o
URU | =
4 T )
- RN = R L R —— RN
- % l':\x
: A
I d
E & “;",; 2 f‘|
; « ‘; fr
4 .z
Yo/ ¢ 51



N
VERSION 1 DESIGNING CAULDRONS FOR ‘HORIZON FORBIDDEN WEST'

VERSION 1

HIGH-LEVEL BLOCK OUT

T )
R .

365 / 365

CAULDRON IDTA

[Scan the Core]

HoRIZoN

FORBIDDEN WEST"
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VERSION 1

HIGH-LEVEL BLOCK OUT

365 / 365

_——d

CRULDRON IDTA

[Scan the Core)

HOoRIZON

FORBIDDEN WEST"

3415 / 1500 wuminG ror occiusion
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VERSION 1 e et

HIGH-LEVEL BLOCK OUT




HOoRIZON

FORBIDDEN WEST"
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VERSION 1

HIGH-LEVEL BLOCK OUT

ki LY 3657 365
L *é\ N
:_ » 1 = ey e |
W : —— CAULDRON 10TA
~ J \ : [Scan the Core] \
._ < e \
{4 \
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VEREIUN 1 FORBIDDEMN WEST"

NO MORE HEPHAESTUS

> ’ -

VI
HEPHAESTUS: Appluing countermedsureSag
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VERSION 1 ﬂgqy—

REFLECTION

WHAT WORKED?

® Looping the Player around
®» Construction of Tallneck

WHAT DIDN'T?

2 The flow at the end
® The narrative
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) TAKERWRY #4

Be adaptable.
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FORBIDDEMN WEST"

I0TA

VERSION 2

® ® [s] ®
2018 2019 2020 2021 2022

Y .
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VERSION 2

FORBIDDEN WEST"

PAPER DESIGN

B (hear) final

B Proposed high

interior map

level map #3
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HIGH-LEVEL BLOCK OUT

e

"“_,..n\'

w
5 ‘.) 2 e Rt h E
PP 0 /15000 " GaE o ;

x B

o
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VERSION 2 T

HIGH-LEVEL BLOCK OUT
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VEREIUN 2 FORBIDDEMN WEST"

HIGH-LEVEL BLOCK OUT

0 /15000




N

VERSION 2 DESIGNING CAULDRONS FOR *HORIZON FORBIDDEN WEST I : "{iz I
" I
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HIGH-LEVEL BLOCK OUT

280 ./ 280

0 /15000
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VERSION 2 T

HIGH-LEVEL BLOCK OUT
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HIGH-LEVEL BLOCK OUT

280 / 280

0 /15000
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VERSION 2

HIGH-LEVEL BLOCK OUT

280 / 280

- —

HOoRIZON

FORBIDDEN WEST"
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HowRizoN
VERSION 2 s

HIGH-LEVEL BLOCK OUT

275 /280 /
, O3SVAIED] i o ocrison

CRULDRON IOTH "

[Find a way out of the Cauldron]
[Free the Tallneck head from the cl)r\p]
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VERSION 2

HIGH-LEVEL BLOCK OUT

275 / 280
[ ] |
|

CAULDRON IDTH
[Find a way out of the Cauldron]

[Override the Tallneck}

Aloy cllimbed all the way to the head of the Tallneck

HoRIZoN

FORBIDDEN WEST"
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VERSION 2 AR

DIDN'T MAKE IT EITHER

® Horizon lore says:

= “Machines get assembled in the S ro—
Core room.” ' » GEMINI

» “Core Rooms always have a
‘Core Brain'.

®» GEMINI would feature a
merged twin Core

Beta: The-core is stable. HEPHAESTUS:is

ent contained e
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VERSION 2

REFLECTION

WHAT WORKED?

B Surfing Tallneck head
®» Reduced level size

WHAT DIDN'T?

P The narrative
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Y TAKERWAY#5

Fail early
(and re-iterate)
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FORBIDDEMN WEST"

I0TA

VERSION 3

..BACK TO PRAPER DESIGN

Design Block-out
[} [} ] ®
2018 2019 2020 2021 2022

Y .

A
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MOST VALUABLE LESSON FaraImoE ST

FROM CAULDRON 4

HoRrizoN

© 2022 Guerrilla FORBIDDEN WEST %
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B |0TA's 4th
paper design
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PAPER DESIGN

COMPARISON

| Z-O

HOR

FORBIDDEN WEST"

P Version 3

B Version 2

li
B Version |

4
\ A/
3 o

B Version O

=

Y
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) TAKEAWAYH#E

The imposter syndrome is real.
But don't let it get you down!
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FORBIDDEMN WEST"

I0TA

VERSION 3

HANG ON. WE'RE GETTING THERE!

[} [} ] ®
2018 2019 2020 2021 2022

Y ”

A
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VEREIUN 3 FORBIDDEMN WEST"

1T PLAYABLE

s== _—_d
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VERSION 3 e et

1T PLAYABLE

120 /7 350

RARMADILLO
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VERSION 3 T

15T PLAYRBLE
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VERSION 3 T

15T PLAYRBLE

% Obtained 4 Chillwater (Freeze Ammo Part) (5] & ¢
% Obtained 4 Metal Vessel (Grenade Ammo Part) (13) ‘
» Obtained 3 Ridge-Wood (Bow Ammo Part) (119)

% Obtained 5 Sturdy Spike (Bolt Ammo Part) (39) ."
% Obtained 6 Met}Shfrds(gsn. / / ~

g
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VERSION 3

1T PLAYABLE

290 / 350

% Obtained | Health Berry (Healing Item) (45)

+
__ e
FdpmE

5

HOoRIZON

FORBIDDEN WEST"
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VERSION 3

15T PLAYRBLE

228 / 650

T
6 #

— = B=——= = ‘

CAULDRON IDTA

[Find a way out of the Eauldroni
[Free the Tallneck head from t_he def’t‘kngl arm]

(;\

Y

(4]

S
)
@
p
N
V' Frae' the

) | ‘l"e!\f/'-/

/AN

P

head/Tr,

7

3 . 7 )
4 s : oy A1
né d%chvamn X
'-{ . ,.‘: - ‘All

HoRIZoN

FORBIDDEN WEST"

1077 355G STREAMING MEMORY: 637 MB
RTINS

15
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VERSION 3 T

HIGH-LEVEL BLOCK OUT

- o e L : 1 W o
275/ 280 ) < 9345 / 150
) ’ - ek WAITING FOR OCCLUSION
s S -
)
”

CAULDRON IDTA

[Find a way out of the Cauldron]

[Follow the head to the Core]
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VERSION 3
157 PLAYABLE

305/ 350

% Obtained | Health Berry (Healing Item) (40)

us -

=) R
<n‘, >

b

HOoRIZON

FORBIDDEN WEST"
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VERSION 3 T

HIGH-LEVEL BLOCK OUT

275 / 280
I T
!

CAULDRON IOTA

[Find a way out of the Cauldron]
[Follow the head to the Core]

ns}.
sy

o verridenm 4
erride OOlRe(harglng‘_.(
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VEREIUN 3 FORBIDDEMN WEST"

HIGH-LEVEL BLOCK OUT

275 / 280
9345 /150! yumne
e e S

15

CAULDRON IDTA

[Find a way out of the Cauldron]

i [Tallneck assembled, but the Arm is still stuck, One of the hoses
[Override the Tallneck]

comes loose (for Aloy to climb)]

f

- -

n Ide Tool Recharging ey
p 4 ~ - 3 ~"
. ~
)
= %
A

o il
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) THKERWAY #7

Keep people involved.
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VERSION 3

157 PLAYABLE &

% Salvaged | Brol eco :;

LA
% Obtained | Sparker (Shock AmmoRart) (241
% Obtained 2 Viscous Ferrofluid

em){5eShards)

h Tech/Ammo Pﬁ-t!_{ﬁ.‘
9 Obtained | Sturdy Spike (Bolt o Part) (40)

9 Obtained | Exquisite Machine Bone (Weapon Upgrade Item) (2)
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9 Salvaged 1 Broken Mink Heart (Scrap Item) (8 Shards)
9 Obtained | Sparker (Shock Ammo Part) (21)
% Obtained | Metal Vessel (Grenade Ammo Part) (16])
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Designing backwards
-0r around set pieces



AN

2N PASS DESIGNING CAULDRONS FOR ‘HORIZON FORBIDDEN WEST 1 _N
HoRizo]

FORBIDDEMN WEST"

I0TA

2" PASS

M - Clyable T 2¥Pass  20AR T

®
2018 2019 2020 2021 2022

M 101




2N PASS  DESIGNING CAULDRONS FOR ‘HORIZON FORBIDDEN WEST' | I O“\?I Z‘O‘}\l

END PHEE ‘ ‘ FORBIDDEN \XIEST
MUST FIX ISSUES Y

B Too many player deaths
B Core Roomi(s) too small
B Some missed the Tallneck reveal

B Testers got stuck in the space
undereath the Core




2ND PASS  DESIGNING EHULERDNS FOR ‘HORIZON FORBIDDEN WEST }_I»O“rai Z‘O“IN
END PHEE FORBIDDEN WEST"

PLAYER DEATHS

336/ 380

{8 =t

Override Tool Recharging™
w2
8 i\
7 /
s »




2% PASS  DESIGNING CAULDRONS FOR ‘HORIZON FORBIDDEN WEST P‘I’O\r{iZ'O‘l\l
END PHEE FORBIDDI[‘ZN WEST"

PLAYER DEATHS

"-
-

Override Tool Recharging
LT




N

ND PR DESIGNING CAULDRONS FOR ‘HORIZON FORBIDDEN WEST' 1
E ™ HoRizoN
END PHEE FORBIDDI:EN WEST"

CORE ROOM TOO SMALL

180 meters
105



20 PASS  DESIGNING CAULDRONS FOR *HORIZON FORBIDDEN WEST P‘I’O\r{iZ'O'I\I
END PHEE FORBIDDI[IZN WEST"

WHAT TALLNECK?!
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OH, THAT ONE
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UNDERNEATH THE CORE

i’
o L

Cauldron

CRULDRON IDTA

[Find a way out of the Cauldron)
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AULDRON: IOTA
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TAKEAWRAYS THE THINGS I LEARNED

B Use your pre-production time well
B Bigger doesn't equal better

B Be adaptable

B Fail early (and re-iterate)

B The imposter syndrome is real.
But you're going to be okay!

B Get/Keep people involved

B If you're stuck on your level design:

= Move on for now.

= Design around set pieces
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IT'S A TEAM EFFORT!

B [Concept Art] - Erik, Lloyd

B [Environment Art] - Olmo, Kaj, Scotty & Gary

B [Design] - Floris, Dennis vbB, Daniel & Dennis Z
® [Direction] - Misja & Mathijs

®» [Narrative] - Ben & Ariadna

B [Tech Design] - Marcin, Iris, Hakan, Esther & Andrius
B [Lighting] - Hus & Roderick

B [Audio] - Ramon, Lewis, Lucas & Bastiaan

B [QA] - Joshua & the team

B [VFX] - Marijn & Anthonie

B [Production] - Brian, Joel

F P twitter.com/DennisMicka

gj » dennis.micka@guerrilla-games.com

M m B search for Dennis Micka
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