ARCANA SIEGE - SYSTEMS

SYSTEM FLOWCHARTS

Eight diagrams of how the game works, from a single swap to the long-term progression. Each mirrors the shipped code; the source is named on its page.

01 - CORE AND META LOOPS
How one siege feeds the long-term
progression, and what brings the player

back.

05 - DAMAGE: ARMOUR, SHIELDS AND
SPLITS

How a single hit resolves.

COLOUR KEY
@ ooy / exic point

[:] Failure state

@ Spccial / pure C# rules

ARCANA SIEGE - System Flowcharts

02 - SCREEN FLOW
Every screen and panel, and how the

player moves between them.

06 - THE DRAFT
Dealing, bad-luck protection and re-deals.

[:] Reward or success
[:] Gold, ads, services
Neutral path

03 - A MOVE: FROM THE BOARD TO
THE TOWERS

Howa swap becomes tower fire.

07 - SIEGE END: REWARDS AND THE
SECOND CHANCE

How a siege ends and what it pays.

04 - THE SIEGE CLOCK
What one fixed tick of the simulation

does.

08 - CODE ARCHITECTURE
Rules in pure C#, MonoBehaviours only

for display, input and animation.

Umut Eren Demirci -

1



FLOWCHART 01 OF 8

CORE AND META LOOPS

How one siege feeds the long-term progression, and what brings the player back.

Core loop - one siege, about 5 minutes

Wave cleared? e Draft: pick 1 of 3 cards

not yet

Metaloop - days and weeks

Match tiles:

colour picks the tower,

Towers fire,

Tenth wave

beaten?

) rsand
es: wi
awin bonus

oour enemies fall or walk on
size picks the strength Gold banked, Buy permanent Stars open the next siege Daily siege:
win or lose tower levels and the next realm same board for everyone m
the gate falls / i

once

ne more sieg

I Assiege is ten waves and a boss, with a draft 2 Losing still banks gold: every run moves you 3 The daily siege gives a reason to open the app @ Enuy/ exit point (O Reward or success

between waves. forward. each day. (O Failure state (D Gold, ads, services
Special C
ST [t Neutral path
rules

Source: SiegeApp.cs,
SiegeController.cs
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SCREEN FLOW

Load the profile
gold, tower levels,

Applaunch  Zmme

stars, daily best, sound

I Home, the map, the Towers screen and the

siege; the draft and results are panels.
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Home

key art, Play,

daily siege, Towers

2 The back button abandons but keeps the gold

earned.

Every screen and pancel, and how the player moves between them.

Draft panel

wave cleared—|
1 of 3, re-deal for gold

=

back button— > Abandoned:
gold kept

Siege

road, towers, board

—
won

.

/

Daily siege
Towers—y, Towers
buy permanent levels
Pla /
y\

an open siege

Map
4 realms, 12 sieges,

scrolled to the newest

3 Gold nodes are monetisation hooks.

S P ewarded a\
\back to the map—/

Result

stars, gold

siege again

gate falls

Fallen

second chance?

() Reward or success
(T Gold, ads, services

@ Eoury / exit point
() Failure state

Special / pure C# Nz

rules

Source: SiegeApp.cs, MapScreen.cs,
ResultPanel.cs
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A MOVE: FROM THE BOARD TO THE TOWERS

/

Player swaps two tiles

BoardResolver: matches,

specials, gravity, cascades

Alist of clear steps,

one per cascade

StepPlayer animates

astep

' The board resolves instantly in pure C#; the

view replays the steps.
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How a .cwap becom€5 towerﬁre.

Mortes fly from each

cleared tile to its tower

‘Wands: Fire blast

around the front enemy, burns

Cups: Tide hits and

slows the whole road

Hurt: armour, shield,

death, split

Swords: Blade hits

f——0.34 s later—|

next cascade

2 FEach cascade fires its own volley, 25% stronger

per step.

the enemy nearest the gate

Volley from the step: . .
. . Siege.Fire
tiles per type, cascade, specials

3 Towers fire when the motes land, so the player

sees the order carried out.

Pentacles: repair the gate

Moon: mana

Sun: gold

Specials: volley at every enemy,

quake, starfall, ultimate

() Reward or success
(T Gold, ads, services

@ Eouy / exit point
() Failure state

Special / pure C# Nz

rules

Source: SiegeController.OnCleared,
Volley.cs, Siege.Fire
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THE SIEGE CLOCK

es—»

Clock stopped

Awaiting
the draf?

Fixed tick

Count down;

at 0 the next wave starts

| ™

In the break

between waves?

no

Spawn enemies whose

time has come

|

or0in Calm

I The clock stops during the draft; the board
stays playable in the break after it.
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2 The road runs on moves: waves, walking and

What one fixed tick of the simulation does.

Acolyteand
2.5 passed?

healing use road time; burns use real time.

Mend 126 to everyone

within 3 units

‘Walk: road time x speed

x slow, 0 when stunned

and the road is empty.

Reached

the gate?

yes—]

Gate takes damage;

the enemy is gone

3 Win is checked only when every spawn is out

Wave spawned

and road empty?

Draft readys
otherwise—{ 4

clock stops

@ Eoury / exit point
() Failure state

() Reward or success
(T Gold, ads, services

Special <
pecial / pure C# Neutral path

rules

Source: Siege.Tick,
Siege.CheckWaveEnd
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DAMAGE: ARMOUR, SHIELDS AND SPLITS

A hit: amount, source tower,

Fire or Tide,

pierce? L
not piercing?

I Armour punishes spraying Fire and Tide; the
Blade and the board's big plays pierce it.

ARCANA SIEGE - System Flowcharts

no: Blade, specials,
ultimate

Shielded and

a direct hit?

Armour turns aside
yes—® its share: 60% on Brutes

and the Arcana

2 A shield absorbs one direct hit of any size.

yes—

How a single hit resolves.

Shield breaks;

no damage

no—»|

Health goes down

Health at 02

no—>_ Flash and number

yes—

Removed; kills + 1;
gold + bonus

A Broodmother?

3 A Broodmother's Imps must also die before

the wave ends.

@ Eouy / exit point
() Failure state

Special / pure C#
rules

Source: Siege.Hurt,

Three Imps spawn
yes—| -
where it fell

Death burst,

coin motes

no

() Reward or success
() Gold, ads, services

Neutral path

Siege.Spawn
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THE DRAFT Dealing, bad-luck protection and re-deals.

m Deal 3 cards from the pool;
cards stack up to their copies

3 offers in a row without

a card for the weakest tower?

yCS”

Swap one in:

bad-luck protection

I Cards change a copy of the tuning, never the 2 Protection guarantees help for the weakest

shared numbers. tower.
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N

Show the offer;
the clock is stopped

re-deal

Enough gold?

10, then +5 yes

Pay

pick a card—»|

Card changes this run's

tuning copy only

Break before the next wave;

the board stays playable

3 Re-deals are the only in-run gold sink.

@ Eouy / exit point
() Failure state

Special / pure C#
rules

() Reward or success
() Gold, ads, services

Neutral path

Source: Draft.cs, UpgradeCards
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SIEGE END: REWARDS AND THE SECOND CHANCE How a siege ends and what it pays.

Stars: 1 win, 2 gate above half,

worn

3 gate above 90%
Next siege opens
if this one has a star
Gate rebuilt to 40%;
watched—»|
front enemies pushed back
Siege ends no—»  Offer: rewarded ad
give up. q
gate el Second chance — | Bank gold kept + N Record attempts, wins, yes—»  Interstitial
used this siege? ye > Lost "l win bonus if won best stars; save 4thrunlor later,
nota daily, every other?
no—»_ Result panel
I The second chance is offered once, before 2 Interstitials never show early or after a daily. 3 Alladsand purchases go through the service @ Enuy/ exit point (D Reward or success
anything is banked. interfaces. () Failure state (T Gold, ads, services
Special / pure C#
P P Neutral path
rules

Source: SiegeApp.OnEnded / Finish,
SiegeRewards
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CODE ARCHITECTURE

I The same Core code runs in the game, the tests

and the balance runner.

ARCANA SIEGE - System Flowcharts

SiegeApp: flow, profile,

rewards, services

2 The match-3 rules are reused unchanged from

Arcana Match.

ArcapaSiege.Game - MonoBel

ProfileStore: JSON

Services behind interfaces

TAdService

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

ArcanaMatch.Core - reused

Board, resolver,

specials, cascades

haviours

SiegeController: runs a siege,

volleys, draft, hit-stop

RoadView and RoadFx:
[ —»

realms, enemies, effects

HUD, Map, Towers,
Draft and Result panels

132 EditMode tests

Balance runner:

the same Core in NET

ArtanaSigge.Core - pure C#, tested

Siege: tick, fire,

hurt, waves

catalog, rewards, daily

3 Colour key: dark = pure C# rules, gold =

services behind interfaces.

@ Enoy / exit point () Reward or success

() Failure state () Gold, ads, services
Special C
ST [t Neutral path
rules

Source: Assets/_Project/Scripts

Umut Eren Demirci -

9



