ARCANA MATCH - SYSTEMS

SYSTEM FLOWCHARTS

Ten diagrams of how the game works, from the moment-to-moment turn to the long-term collection. Each one mirrors the shipped code; the source file is named on its

page.

01 - CORE AND META LOOPS 02 - THE FOOLS JOURNEY 03 - SCREEN FLOW

How a single level feeds the long-term collection, and what How the 85 levels are structured into chapters, gates and Every screen and panel, and how the player moves between
brings the player back. Pip's scenes. them.

04 - TURN RESOLUTION 05 - SPECIAL TILE CREATION 06 - LEVEL END: WIN, LOSE AND RESCUE

What happens between the player's swipe and the board Which special a matched shape makes, and where it How a level ends, how the reward is decided, and the extra-
settling. appears. moves offer.

07 - BOOSTERS AND REFILLS 08 - CARD UNLOCK RULES 09 - DAILY DRAW

Using a booster, arming Tower Strike, and the refill hook Which card a win grants. Majors in journey order, suits The once-a-day ritual that draws from the player's own
when one runs out. random, never a duplicate. collection.

10 - CODE ARCHITECTURE
Rules in pure C#, MonoBehaviours only for display, input

and animation.

COLOUR KEY

- Entry / exit point [:] Reward or success
() Failure state () Monetisation hook
@ Spccial tile / effect Neutral / no-cost path
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CORE AND META LOOPS

Pip's scene

first visit only

=

A tarot card

foil with S+ moves left

Core loop - one level, 1-3 minutes

Matches, combos and

blockers clear, goals fill

yes: winr

Swap two tiles,

or two specials

¢ not yet

out of moves—__

. +5 moves once,

Lose screen:

what was missing

or retry

next level

one more level

I The core loop is one level of 18 to 24 moves.
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2 Losing never ends the loop: rescue or retry.

3 Every win moves the Fool on the map; gates

award the majors, and the daily draw has no

streak to lose.

How a single level feeds the long-term collection, and what brings the player back.

Meta loop - days and weeks

The Fool walks on

along the journey map

Gate every 4th level:
the chapter's major arcana

Daily draw:

one of your own cards

@ Eoury / exit point
() Failure state

@ Special tile / effect

() Reward or success
() Monetisation hook

Neutral / no-cost

path

Source: GameApp.cs, LevelSession.cs
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THE FOOL'S JOURNEY

1 21 chapters of 3 suit levels and a gate; each gate

awards its major, in order.
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Level 1 - Prologue

The Fool

Board: square to level 4, |.......

then 11 rotating shapes

Goals scale with | ........

level and open cells

scenes, gate lore, and four mechanic tips.

One chapter - repeated for majors I to XXI - levels 2 to 85

Pip: chapter scene

meet the card

Suit level

breather

Suit level

Suit level

Pip: gate scene

lore for the blocker

Gate

two goals, a themed

blocker from chapter I

The chapter's

major arcana

2 Dip's scenes play once, before the level: chapter

Houw the 85 levels are structured into chapters, gates and Pip’s scences.

Pip: finale
same cliff, different Fool

—after XXI—»

3 Every level is generated from rules and checked

by the balance simulator.

@ Enoy / exit point () Reward or success
D Failure state D Monetisation hook

N 1 -
@ Special tile / effect Ve eact:
path

Source: Journey.cs, BoardShapes.cs,
StoryTriggers
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SCREEN FLOW

Load save

w level, cards, boosters,

story seen, sound

I Home, the journey map and the level;

everything else is a panel.
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Every screen and pancel, and how the player moves between them.

Win panel

Continue
back
. Level info Pip speaks
Journey map |__an earlier level—| e card carned |—Replay yes—  board locked
Journey—»|  chapters, the Fool's EoLS o .
ip any time
marker walks on Unseen Py,

scene?

goals met
close
—»{ Level screen T
. Refill panel
b ’t Oljr ’ _y  store/ad hook
ooster bar

new card, replay

v or foil upgrade

empty booster

Collection
Collection—» .
Home 78 cards, card detail Map
card fan
Journey button
Daily draw
Daily draw—»|

3+ cards, once a day

2 Levels are entered and left through the map, so 3 Gold nodes are monetisation hooks; green are
progress is always visible; Home is one tap back rewards.
from the map.

Add S moves

or Retry
out of moves

@ Enoy / exit point () Reward or success
() Failure state () Monetisation hook

@ Special tile / effect i
path

Source: GameApp.cs,
JourneyMapScreen.cs,
GuideOverlay.cs
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TURN RESOLUTION

Chain rattles
no—»

What bappens between the player's swipe and the board settling.

Cascade loop - repeats while new matches form, combo + 1 each time

Find lines of 3+

and 2x 2 squares

Plan specials by priority

Combo Expand through specials

or ignore

- Board idle,

Swipe, or tap i

" both tiles free?

e

wo neighbours no shackle

Two
yes— )
specials?

Makes a match,

or swaps an

Arcana tile?

I Resolved instantly in pure C#; the view replays

the steps. combine.
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2 Invalid swaps are free; two specials always

¥ cros sstarburst, SN chains, each fires once

infusion...

Slide over and back
no—»

no move spent

Clear and score
damage blockers:

Arcana blast veils lift, chains break,

seals crack

Arcana

involved?

Place new specials

Gravity around holes and
fixed blockers, diagonal slides

goal suits 1.4x likelier

3 Clears damage blockers; gravity routes tiles

around holes and seals so every cell refills.

no new

matches

Automatic

reshuffle
Any valid

move left?

yes

@ Eoury / exit point
() Failure state

@ Special tile / effect

() Reward or success
(T Monetisation hook

Neutral / no-cost
path

Source: BoardResolver.cs,
StepPlayer.cs
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S PECIAL TILE CREATION Which special a matched shape makes, and where it appears.

Arcana tile

)/:)
clears a whole type
Star
)’C) 5 N l
A cleared shape, Straight line fow + column On the swapped cell
crossing lines joined of S+? ye the player can aim it
L or T shape, ) Made by the
S+ tiles? szl 2 Column clearer )
: player's swap?
In the shape's middle
no: a cascade—»|
the corner of an L
no el e R oW clearer
Wheel
3 x 3 blast
no
Plain clear
no—» )
no special
I Checked from rarest to most common, so a 2 Player-made specials can be aimed. 3 Specials chain; each fires once per chain. @ Cnoy/exitpoint () Reward or success
Terekae shape 6 maTaE downgraded. () Failure state (T Monetisation hook

N 1 -
@ Special tile / effect Ve eact:
path

Source: BoardResolver.PlanSpecials
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LEVEL END: WIN, LOSE AND RESCUE

ye s—

Pick this

level's card

Board settles All goals

after a turn met?

no

I Win is checked before lose.
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Foil edition

How a level ends, how the reward is decided, and the extra-moves offer.

yes—P
kept forever _\ )
Win panel
5+ moves Save: level + 1,
card flips, insight
left? card, boosters
N Next level / Home
t _/
. andar
edition
)’CD
Keep playing
success
o Offer Add 5 moves
n
Lose panel 2 d viaIStoreService ~ |..... declined
escue use ecline
You needed i s Ty
3 more Cups FHs attempt: ] Retry or Home

2 Foil for S+ moves left; it is never lost.

3 The rescue is offered once per attempt,

through the store interface.

yes

@ Enoy / exit point () Reward or success

() Failure state (T Monetisation hook

@ Special tile / effect

Neutral / no-cost
path

Source: LevelSession.cs,
GameApp.OnWon / OnLost
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BOOSTERS AND REFILLS

Tap a Board ready,

booster

level playing?

1 No booster costs a move.
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no—>»

yes

Ignore Refill panel
IStoreService /

TAdService

no: badge +—»

Which

yes
booster?

Tower Strike—»}

2 Tower Strike must be armed first, so a stray tap

never wastes it.

Using a booster, arming Tower Strike, and the refill hook when one runs out.

+3 of that booster
free in this build

success—»

Insight

Eye opens,

orbs mark a move

Reshufle——————————p

Gather and deal N

. L=
Armed: gold frame

A prompt

nothing spent yet

3 Refills go through IStoreService / IAdService;
free in this build.

tap booster———»  Disarm

Count - 1, saved

no move spent

Lightning clears 3x 3
g g

fires specials

@ Eouy / exit point
() Failure state

@ Special tile / effect

(T Reward or success
D Monetisation hook

Neutral / no-cost
path

Source: BoosterController.cs,
BoosterInventory.cs
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CARD UNLOCK RULES Which card a win grants. Majors in journey order, suits random, never a duplicate.

Same card again
yes—  foil upgrade if
S+ moves left

Won this Prologue (1) The Fool

level before?

Level n won

That chapter's major

Lol Gate inorder:Iat 5,
evel role
ne on the journey Hdarss
Remember it for this level
Revndlenn snemme] foil if S+ moves left, never lost

card of that suit

Random
yes/—‘b

unowned card

Unowned cards

of its suit? Any minor

)
missing? Upgrade a random
no—»|

card to foil

I The Fool starts the journey; each gate gives its 2 Alevel always keeps its card: replays upgrade it 3 The journey completes the deck with no @ Enuy/ exit point () Reward or success

chapter's major. to foil. duplicates (an automated test plays it). (O Failure state (O Monetisation hook

N 1/ no-
@ Special tile / effect sV
path

Source: LevelRewards.cs,
CardUnlockRules.cs

ARCANA MATCH - System Flowcharts Umut Eren Demirci - 9



FLOWCHART 09 OF 10

DAI LY DRAW The once-a-day ritual that draws from the player's own collection.

Locked:

collect N more

no—>»

Tap Daily draw 3+ cards

on Home owned? Show today's card

and insight again

Drawn on this

es
v calendar day?
Random card from Card flips, Save the day Home shows
no—»  Face-down card tal
your own collection insight fades in and the card drawn today
I Unlocks at 3 cards. 2 Onedraw per calendar day; nothing is lost by 3 The bigger the deck, the more varied the draw. @ Enuy/ exit point (O Reward or success
skipping a day. () Failure state (T Monetisation hook

@ Special tile / effect i
path

Source: DailyDraw.cs,
DailyDrawPanel.cs
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CODE ARCHITECTURE

BoardInput
swipe / tap

I The model never waits for animation: a move

BoardController  |———»

BoosterController
Insight - Strike - Reshuffle

BoardResolver

TrySwap - TowerStrike - Shuffle

BN TurnResult

ordered steps

animates each step

Rules in pure C#, MonoBehaviours only for display, input and animation.

BoardView - TileView

BoardFx - AudioService Journey - LevelConfig

/—>

GameHud

goal pills, moves

BoardShapes - LevelRewards
CardUnlockRules - DailyDraw

~

won / lost———P|

JourneyMapScreen

GameApp

screen flow

/ GuideOverlay - Pip

atomic, IndexedDB on web

&ﬁ JsonSaveStore
]

IStoreService

returns a list of steps.
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2 Randomness is injected, so tests and the

balance bot are repeatable.

TAdService

3 Colour key: pale = Game (MonoBehaviours), @ Entry/exitpoine () Reward or success
dark = Core (pure C#, tested), gold = services (] Failure state (U Monetisation hook

behind interfaces.

N 1 -
@ Special tile / effect Ve eact:
path

Source: Docs/ARCHITECTURE.md
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