
1  ·  T H E  L O O P

One currency per step
Every stage spends what the last earned; the meta feeds and drains the same wallet.

power, shield, magnet
paint by colour

buckets 6 / 10 / 15
4 quarters

stars

biggest piles

paint the next
painting needs

tier paint, gold skin

out of paint: sand kept

Match-3 charge
30 s

Climb
eat smaller monsters

Wallet
5 paints

Restoration
drain the sand

Finale
name the painting

Gallery

Skins shop

Daily painting
own box of buckets

Weekend Grand Climb
Extra climb
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2  ·  S C R E E N S

Screen flow
Every screen returns home; nothing is more than two taps deep.

Play: climb

won: next

eaten

watch ad

no thanks

Restore
restored / out of paint

Reveal

Gallery

DailyGrand Climb Skins
Extra climb

Home

Charge

Climb

Result

Revive?

Restoration Finale

Gallery

Daily restoration Shop
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3  ·  A  L E V E L

From the board to the result
Rewarded offers (dark) appear only where the player wants a second chance or a bonus.

smaller monster
gate

bigger monster

yes no

yes

no

top of the climb

yes

no

Play

Board: 30 s of matches, 
then time up

Power = 20 + 0.5 a tile + 
3 a special

×1.4 on a special combo; 
the hero turns

Next row

What's in the lane?

Eat: +power, up to 30%,
+√power paint

+N / ×N / −N Shield?

Blocked, shield used Eaten

Revive ad?

Result: try again

Power > guardian?

Win: jackpot, stars

×2 paint ad?

Interstitial due?
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4  ·  T H E  C L I M B

Resolving a row
ClimbRun.Advance: the same rules drive the game, the solver, the tests and the bots.

emptyenemy, value < power

enemy, value ≥ power

yes no

+N ×N −N

yes

no

Hero reaches row r in 
lane l

Cell in lane l

Nothing

power += value, at most 
30% of power

its colour's paint += 
√value

eat streak +1

Shields > 0

Shield breaks, enemy 
knocked away

Lost: eaten on the way
revivable once

power += N power ×= N
power = max 1, power − 

N

Magnet?

Eat neighbours under
half the hero's power

Next row
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5  ·  T H E  R E S TO R AT I O N

Draining a quarter
The painting keeps its progress, so running out of paint is a detour, never a wall.

yes no

yes no

yes

no

Open the quarter: sand 
kept from a last visit, or 

fresh 40×54 grains

Tick: each bucket catches 
its paint and dust

from its funnel's mouth; 
the sand above slumps

Drained ≥ 80%?

The brush sweeps the 
rest: restored

Can any bucket still catch?

Player: buy a bucket 
under an empty funnel, or 

send one away
for a refund of its unused 

share; full buckets are 
carried off

Out of paint

+3 buckets ad?

The sand is kept; climb 
for more paint and carry 

on

BRUSHFALL  ·  System Flowcharts Umut Eren Demirci  ·  5



6  ·  T H E  M E TA

The daily painting and the weekend Grand Climb
Both are deterministic from the date, so every player gets the same puzzle and the same climb.

no yes

yes

yes no

no

yes

no

Daily button

Level 4 reached?

Toast: opens after level 3
Pick: painting and quarter 

from the date

Its own box of buckets
bot need ×1.3 + spares

Restoration rules, bucket 
10

Restored?

First win today?

Streak +1 or reset
pay 2 + streak buckets

No reward

Refill ad?

Try again any time today

no yes

yes

no

watch

yes

Grand Climb button

Saturday or Sunday?

Opens in Nd Nh Tries left?

Climb generated from
the weekend's date

Ad try left?

Charge, then 20 rows
bronze, silver, gold lines

Tier from power reached
gold = beat the guardian

Pay each new tier once a 
weekend

150 / 300 / 600 paint

First gold ever?

Zib skin
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7  ·  S AV E  A N D  S E R V I C E S

Progress, ads, store and analytics
The rules for what is saved, granted and allowed live in the core; the platform sits behind interfaces.

Platform

Game layer

Brushfall.Core (pure C#, tested)

Profile
journey, paint, stars, sand,
skins, daily, Grand, ads, 

purchases

AdPolicy
caps, spacing

Purchases.Grant

DailyPainting

GrandClimb

Skins

GameFlow

PaintWallet
loads once, saves each 

change

Services

ShopView

ProfileStore
brushfall.json, atomic 

swap,
IndexedDB flush on web

IStoreService

IAdService

IAnalytics
analytics.jsonl

BRUSHFALL  ·  System Flowcharts Umut Eren Demirci  ·  7



8  ·  C O D E

Architecture
Rules in pure C# with tests; MonoBehaviours only display, take input and animate; tools rebuild everything.

Tools

Unity game layer

Rules (no UnityEngine) Data

Climb.txt
24 levels

Paintings: sand maps,
daily boxes

BrushfallLibrary asset

ArcanaMatch.Core
match-3 board

Brushfall.Core
charge, climb, solver, 

sand,
restoration, chapters, 

meta

ChargeStage
ClimbStage, Actor, 

CameraRig
RestorationView

Hud, FinaleView, 
GalleryView, ShopView

GameFlow

Editor: SceneBuilder, 
BrushfallArt,

BrushfallSound, ShipBuild

Tools/sim: bots at human 
speed

CSV for the workbook
layout_levels.py

136 EditMode + 6 
PlayMode tests
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