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ARCANA SIEGE

Match tilesto fire the towers. Hold the gate

DAILY SIEGE
Tron March: Eve

Four realms, four Arcana
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Match to fire the towers

'WAVE 1 OF 10 HELD
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Match tiles ro fire your towers. Hold the gate against the Arcana.
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PORTRAIT

DEAL AGAIN - 10 GOLD

Draft 1 of 3 each wave
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Each realm, a new enemy

Judgement, the finale

THE PITCH

A road on top, a match-3 board
below. Every tile colour belongs to a
tower, so every match is an order: the
colour picks the tower, the size
picks the strength. The road runs on
your moves, S0 you can stop and
think. Ten waves, a 1-of-3 upgrade
draft between them, a champion or

one of the Arcana at the end.

12 4

sieges in 4 realms

MY ROLE

Concept, game and systems design,
balancing, UX, and art and audio
direction. Built in Unity (C#) with an
Al coding assistant (Claude): I set the
rules, targets and tuning, and play-

tested every phase.

UMUT EREN DEMIRCI

Arcana bosses, 8 champions

- Game Designer

DESIGN PILLARS

e Every match is a decision: read
the road, then the board.

* Choosing beats speed: mashing
gains nothing; every move costs
the same road.

* A run in five minutes, always
"one more try” close.

e An ad that explains itself in two
seconds.

132

automated rule tests

DATA DROVE IT

A bot plays whole sieges on the real
rules. It showed fast random swiping
winning 95%, so armour now
punishes spam. A studio playtester
found the road too much to track, so
it now moves only with your moves:
mashers fell from 87% to 10%, slow
thinkers rose from 10% to 50%.

SYSTEMS

4 towers, 7 enemy types, armour
and shields.

Specials become tower moves; a
hero ultimate.

16 draft cards with bad-luck
protection.

12 sieges in 4 realms, tower levels
to 10, daily siege, Calm mode.

50-76% ~5

first-time win rate at any pace

minutes a run
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