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story themes

metal garden - narrative analysis

high low lessons

in metal garden, the world is set within a megastructure
where countless civilizations have run their courses, locked
in desperate wars for its scraps amidst its vast emptiness.
the path outside the walls of the megastructure has never
been broken, nor charted. you play a lone nomad, whose
sole objective is to escape the massive megastructure, and V a
make the discovery that countless civilizations trapped 5.
inside the megastructure have tried to answer: what is
beyond the concrete sky and floor of the megastructure?
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futility of power

cosmic bleakness | |dissolution of faith

human nature
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metal garden - narrative analysis

high low lessons

metal garden’s greatest strength lies in its masterfully crafted atmosphere of
loneliness that functions as a storytelling device in itself. Drawing heavy influence
from early 2000s games, its vast technically restrained environments evoke
uncanny isolation, reinforced by world design elements like endless concrete skies
that create a paradoxical sense of claustrophobia within immense space, further
amplified by the game’'s restrained use of sound, relying largely on wind,
footsteps, and distant machinery. together,metal garden’s art style, world design,
and silence convey the game’s themes without exposition, allowing atmospheric
absence and emptiness to speak louder than dialogue ever could.
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to only spectulate more.
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metal garden’s weakest point revolves around the
forebearers, the people who built the megastructures-being
introduced with grand narrative implications that invoke
mystery and discussion. but their actions, motivtations, and
overall mystery is never transformed into something more
fulfilling, sittng as a surface-level decorative layer of
atmospheric storytelling that isn't capitalized on in the 2
hours of playtime inside of metal garden, leaving the player
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-a great atmosphere can act as the player’s first entry point into the
narrative, setting an emotional tone and hook before any exposition
is spoken.

-mini-stories weaved throughout a game’s world can carry just as much
emotional and themetic weight as the main story, acting as an
enrichment to the game’s grand narrative.

-trusting players to piece together your story with subtle clues
and minimal traditional storytelling beats allows developers to create
experiences of deeper emotional and intellectual engagement.




