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IN WHICH

WE REVISIT
THE ROLE OF VISUAL ART
IN GAMES
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e We create entire player experiences — not just mechanics

dressed up with art and story.

e For some players, enjoyment comes more from story, art,

sound, less from gameplay.



Designing with aesthetics as a focus

leads to the creation of different experiences.



THE ARTIST AS GAME DESIGNER
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USTWO IS NOT A GAMES COMPANY




THE GAMES TEAM
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FIRST CONCEPT ART




IMPOSSIBILITY
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INSPIRATION



"MAGNIFICENT!"

~-ROGER EBERT
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LITTLE WORLDS




EXPLORATION
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REQUIRES THE FREEDOM TO DISCARD




COMPOSITION



SARA QUALEY
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LITTLE WORLDS













MINIMALISM












WHITEBOX TO VIS






FINAL VIS

WHITE BOX



FINAL VIS

WHITE BOX






WHITEBOX
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MESH VARIATION PIPELINE
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TEXTURE ONLY




'LIGHTING ONLY




TEXTURE + LIGHTING




+ AMBIENT OCCLUSION
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OVERLAYS
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¥ Chunk3_TROLLCROW ¥ Chunk3_TROLLCROW

EXPORT PROCESS

CameralookAtPoint3_New CameralookAtPoint3_New
» Doorway5-TopPillarEntry » Doorway5-TopPillarEntry
» Doorway5-TopPillarExit » Doorway5-TopPillarExit
» Doorway_TrollCrowEntry » Doorway_TrollCrowEntry
Ground Cround
» LeftSide » LeftSide
NewTrollCrowLogic NewTrollCrowLogic
» PolyrainContainer » PolyrainContainer
» PolyrainContainer » PolyrainContainer
¥ RightSide ¥ RightSide
¥ _Vis ¥ _Vis
Cube _Combined_VisChild_Keep_Mat4
Cube _Combined_VisChild_KeepAlt_Mat3
Flag _Combined_VisChild_KeepFlagStorm_Mat
Keep_Stairs_Plain » _Whitebox
Keep_Stairs_Plain » TriggerContainer
Keep_UnitQuad_Plain TrollCrowEntrySequence
Keep_UnitQuad_Plain » WeightSystem

Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain
Keep_UnitQuad_Plain %
Keep_UnitQuad_Plain Ligt
; Keep_UnitQuad_Plain / 2

/ Keep_UnitQuad_Plain

Use Lightt



COLORS ¢ SHADERS



ISOMETRIC ART

LEFT RIGHT




DEFAULT (LAMBERT) SHADING USING DIRECTIONAL LIGHT

SOURCE COLORS RESULT COLORS
® ¥ Light [ 13
Type Directional =
Color Vs

Ambient Light #
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MONUMENT VALLEY SHADER

APPLY COLORS DIRECTLY TO TOP/LEFT/RIGHT SURFACES

Li g ht colour 0 _ ',-'
Li g ht colour 1 _ ',.-
Light colour 2 ',-'



COLORED ADD, MULTIPLY, AND AMBIENT OCCLUSION

THREE COLORS
ONLY

LIGHT ADD,
AMBIENT OCCLUSION

Horizontal_Mat W &,

Shader

Texture 1

liling

Light colour 0
Light colour 1
Light colour 2

Rim colour

Light Multiplier

Light Add
Shadow Tint
ShadowBoost

Debug Mode

Custom/InterpolatedLightsAC » | ' Edit...

Offset
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NOW ALL THAT REMAINS

ARE OUR MONUMENTS
STRT?!IT) OF THEIR GLORIES )}

LONG HAVE THESE
OLD BONES WAITED

IN DARKNESS

AT TISS .

LONG AGES LIE HEAVY

ONOLD BONES
IN THESE BURIED MALLS -




FORGOTTEN SHORES
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OPPORTUNITIES



Designing with aesthetics as a focus

leads to the creation of different experiences.



Current video game aesthetics

are extremely conservative



Aesthetics is free marketing



Aesthetics allows smaller projects

to punch above their weight



Having different priorities

can steer the game design in unexpected directions.



Leaning on aesthetics rather than mechanics

can make your game more accessible to non-gamers



VR / AR will be less about mechanics,

more about aesthetics



THANK YOU

@ KENWONGART
KEN@USTWO.COM

#+ MONUMENTVALLEYGAME
MONUMENTVALLEYGAME.COM
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