1- THE LOOP

Look, turn, clear, win

No timer and no fail: the only pressure is the par, and help is always one tap away.

CLOCKWORK - System Flowcharts

Open the game

Look at the board

start over— stuck

<

Hint: the solver's next
Restart: free
move

—

Turn a ring
tap or drag

}

Cogs turn its neighbours
2:1

\

< A spoke in one colour? >
I

yes

v

Clear: pop, praise in a row

Every gem cleared?

yes

‘ Stars by moves vs par

LEVELS
e

Level map

NEXT

pick a level
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2 - SCREENS

Screen flow

Two screens and a win card; the game opens straight on the saved level.

Open the game

Game: the saved level

X
NEXT

e

LEVELS Hint hand on a ring

CLOCKWORK - System Flowcharts

Level complete: stars,
NEXT

open tile close

l
LEVELS

N

) / restart

4 chapters x 10 tiles,
credits at the foot

Level map
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3 .- A MOVE

From the finger to the result

GameMain.Move and Board.Turn: the same rules drive the game, the solver, the hints and the tests.

Finger lifts with no drag:
tap
or the drag passes half a

notch

Which ring is under it?

ye \no
{ v
Board.Linked: walk the
cogs
outward x 1, inward x2,

Refuse: wiggle, padlock
jumps
no move counted

the other way

)

Rotate every linked ring
moves +1

l

Spokes full and one
colour?

yes no

}

Streak resets

Clear them; streak +1

Nice / Great / Brilliant
Board empty?
no yes

v

Win: stars = 3 at par, 2

within +2, else 1

Wait for the next move
save best stars, next level,

reached
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4 - LEVELS

How a level is made and proven

| decide the shape and the difficulty; the generator finds a layout that meets it, and the solver and tests prove it.

CLOCKWORK - System Flowcharts

Level spec, written by me

rings, notches, colours,
cogs, padlocks, par range

solved line, then scramble
with legal moves only

Generator

-

yes

<

A spoke already
complete?

)

I
no

v

Solver: breadth-first
fewest moves = par

Par in range?

|

yes: cogs are decoration

yes\

< Same par without cogs? >

no

EditMode tests
par = solver, cogs matter,
nothing complete at start

retune

=

The game
same rules in C#, hints

Report: boards, best lines,
bots

\

Playtests

Level design workbook
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5 . CODE

Architecture

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

Tools and tests

. oo levels.py
PlayMode playthrough + Editor: Setup, ShipBuild ) )
y piay 9 P p EditMode rule tests rules twin, generator,
screenshots assets, scene, web zip, APK
report
Clockwork.Game: Unity 4
Levels.txt

Clockwork.Core: pure C#,

GameMain no engine
LevelParser

\ J

input, HUD, save, flow

BoardView Juice Board
. . MapScreen . . .
flat meshes, animation praise, confetti, stars Turn, Linked, Clear, Won
Solver

. Stars
Solve, Hint
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