
THE ART OF  
MONUMENT VALLEY 

@kenwongart 
@ustwogames 

#monumentvalleygame

KEN WONG  
LEAD DESIGNER, USTWOGAMES

GDC 2015









CREATIVE CONTRIBUTION 

AUDIO 
DEVELOP AWARDS 2014

COMMUNITY 
CHOICE 

UNITY AWARDS 2014

BEST 3D 
VISUALS 

UNITY AWARDS 2014

ACHIEVEMENT IN 
ART DIRECTION 

DICE AWARDS 2014

APPLE 
DESIGN AWARD 

WINNER 2014

APP STORE 2014 
IPAD GAME 

OF THE YEAR

GRAND PRIX 
11TH IMGA

BEST iOS GAME 
POCKETGAMER 

AWARDS 2015

GAME OF THE YEAR 
POCKETGAMER 

AWARDS 2015

BEST MOBILE 
GAME 

GDC AWARDS 2015

INNOVATION 
AWARD 

GDC AWARDS 2015

BEST VISUAL 
ART 

GDC AWARDS 2015



IN WHICH

T H E  A R T  O F  

M O N U M E N T  V A L L E Y

W E  R E V I S I T  

T H E  R O L E  O F  V I S U A L  A R T  

I N  G A M E S







• We create entire player experiences — not just mechanics 
dressed up with art and story.

• 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  



MY ILLUSTRATION WORK











USTWO IS NOT A GAMES COMPANY



THE GAMES TEAM



A LOVE OF ARCHITECTURE





WINDOSILL 

VECTORPARK 

2009



FIRST CONCEPT ART



IMPOSSIBIL ITY

















INSPIRATION





RUSSIA  MOROCCO SPAIN  PAKISTAN 



IRAN  AFGHANISTAN   UZBEKISTAN INDIA 



LITTLE WORLDS



EXPLORATION

































THE FREEDOM TO EXPLORE

REQUIRES THE FREEDOM TO DISCARD



COMPOSITION



SARA QUALEY 
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LITTLE WORLDS









MINIMALISM









WHITEBOX TO VIS



WHITEBOX 

PIECES 

(PARTIAL)



WHITE BOX FINAL ‘VIS’



WHITE BOX FINAL ‘VIS’



CUBES QUADS



WHITEBOX



WHITEBOX



VIS



VIS



MESH VARIATION PIPELINE



TEXTURE ONLY



‘LIGHTING’ ONLY



TEXTURE + LIGHTING



+ AMBIENT OCCLUSION



OVERLAYS



VIGNETTE



WHITEBOX FINAL



EXPORT PROCESS



COLORS &  SHADERS



ISOMETRIC ART 

UP  LEFT  RIGHT 



DEFAULT (LAMBERT) SHADING USING DIRECTIONAL LIGHT 

SOURCE COLORS  RESULT COLORS 



PATSWERK MAXIM TICTAC 



MONUMENT VALLEY SHADER 

APPLY COLORS DIRECTLY TO TOP/LEFT/RIGHT SURFACES 



COLORED ADD, MULTIPLY, AND AMBIENT OCCLUSION 

LIGHT ADD, 
AMBIENT OCCLUSION  

THREE COLORS 
ONLY 











FORGOTTEN SHORES













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
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