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Part 1

Sacrifices must be made



+ +







The Carnelian Box

? ?



Part 2

Developing AN Art Style



A completely unfaithful “retro” 3D aesthetic to 

Sell the fiction of a “Haunted Cartridge” while 

looking cool

achieved more through Shaders / post-

processing effects than through the style of 

individual assets





TECH ART GOALs:

• Disparate Assets homogenized to create a 

unified aesthetic

• The game is doing the work, not the artist 

• The effects enhance the assets



Secret Weapon #1
Downresing / pixelation



• Key ingredient for a “retro” aesthetic

• Minor Imperfections are hidden, easier art workflow

• It looks cool

Target resolution: 960X540
(or half 1080p)



Secret Weapon #2
posterize with Luminance Threshold



(No posterization)



(posterization)



(posterization with luminance threshold)



Without Effects

With Effects



With Effects Without Effects



Without Effects With Effects



The result?
Inscryption: An asset flip



• Cheap and extremely fast

• Ironically, afforded More creative 
freedom

THANK YOU SKETCHFAB.com!



* GOOD ARTISTS STILL REQUIRED!



May 2019:



Part 3

Deathcard cabin





DeathCard cabin: “just” a 
deckbuilding roguelike but with 
some unique conceits:

1. using only diegetic objects to represent the game 
state: no UI

2. Integrating first-person exploration with the 
game on the card table

3. A slowly unraveled mystery that culminates in…?



1. no UI



Extra challenges:

• First person perspective

• downresing



(Because it’s digital) (due to restrictions)



Rulebook as a crutch, but not the entire 
solution

As much as possible: 
Sigil depicts the 
metaphor, not the 
mechanics

Tight 
metaphor 
when the sigil 
is introduced:

A skunk is 
stinky



The other novel thing (at the time)

Integrating first-person exploration 
with the game on the card table



Goals:

• A meta-progression system 
(progress across runs)

• A break from the dominant game 
loop

• An additional delivery method 
for mystery / lore



The Dream:

Play the card 
game, have an 
epiphany about 
the puzzles

Solve a puzzle that 
increases your power 
in the card game, 
observe the next 
puzzle 



Earlier version of puzzle:
Hard to brute-force without knowledge of 
sigils, but hard to solve in any case



Current version: 
Easier to brute-force and easier to solve





Part 4

The Pokémon TCG Epiphany



Late 2019





Spring 2020:



You thought the game might be over, but 
you’ve only JUST begun

• Awe
• Openness to the experience
• Prior Expectations are no longer a guide





You mastered some game systems. now try 
to use the same General skills in a very 
different way





PART 3:

All of that and then do it AGAIN!



Part 5

The final stretch



early 2021:



The final piece of the puzzle



• The more disparate the pieces, the greater 
the necessity for elements that tie them 
together

• A refreshing novelty

• another way that story/lore/context can 
be delivered



“The hydrant stunt” (2009)





The beta



The beta:

• Lasted around 7 months
• 6800 players invited (ramped up near end)
• In-game bug reports to Trello board
• Analytics for balancing difficulty

New feature!



OCTOBER 19th

Release!

(the game did well)



Part 6

THE ARG



The Expectation:



• Many more players: it must be 
harder than ever before

• Tie into The Lore of Inscryption in 
a meaningful way

• Somehow one-up the gimmick 
from The Hex?



The Ciphers



MYCOLOG1ST12|P3RH4PS??|BL00D$L3TT3R80X

918234489010|8339344??|8043!$702D!!$666



Can’t be playtested 



Tie into the lore?

• Mysteries that are ONLY resolved via the ARG

• The experience may be better when they are left 
unknown









That’s it!

Out of time? Probably. Wrap up area:
West Hall, Overlook 3014

(other side of 3rd floor, near some tables)


