
1  ·  T H E  L O O P

Read, pull, box or park
A dead end is named and a restart is free; only the clock on timed levels can fail a level.

pick a level

no: refused

yes

yes

no

yes

no

yes no

yes

no

NEXT

LEVELS

stuck

Open the game

Read the mat and the 
next boxes

Level map

Tap a pencil

Way out clear, and room 
to land?

It slides out
with its banded partner

The front box's colour?

Into the box

Into the tray: parked +1

Box full?

It rolls away; waiting 
pencils hop into the next

All boxed?

Stars by pencils parked vs 
par

Any pull possible?

Dead end: a booster, or 
restart

Hint: the solver's next pull
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2  ·  S C R E E N S

Screen flow
The game, the map, the win card and the out-of-time card; the game opens straight on the saved level.

LEVELS open tile close

win NEXT again

map
close after a win: the win 

card returns

timed level, clock at 0 retry +15 s undo or + ?

Open the game

Game: the saved level

Level map
4 chapters × 10 tiles, 

credits at the foot

Packed! Stars; map, again, 
next

Out of time: retry or +15 
s once

Boosters: a sixth slot, or 
the last pull back

Hint hand on a pencil
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3  ·  A  P U L L

From the tap to the result
Board.Refusal and Board.Pull: each rule refuses in its own way, so the player sees which one stopped them.

yes no

yes no

no: tray full yes

yes

no

won no pull possible play on

Board.Refusal: a tapped 
pencil

Clipped, pulls still to 
come?

Refused: the clip wiggles
A pencil or live ink in the 

way?

Refused: what blocks it 
flashes

Banded? The partner too

Every pencil can land?

Refused: the tray shakes
Board.Land, one pencil at 

a time
box if it matches, else tray

Front box full?

Roll away; tray pencils of 
the next colour hop in, 

and may fill it again

Clips count down; ink of a 
colour now out washes off

Won, stuck, or play on?

Stars; save best, next level
Dead end named; restart 

pulses
Wait for the next tap
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4  ·  L E V E L S

How a level is made and proven
A mechanic is probed before it gets a chapter; every level's newest mechanic must change its par or the tray it needs.

never: rethink the rule

often enough

yes

no no

yes

yes: decoration

no

Level spec, written by me
mat, pencils by colour, 

lengths,
bands, clips, blots, par 

range, focus

Probe: hundreds of 
random deals

does the mechanic ever 
matter?

Generator deals

A blocking circle, or too 
few blocked?

Solver: one queue per cost
fewest parked = par

Par in range?

Focus off: same par and 
same tray needed?

Levels.txt

EditMode tests
par = solver, focus matters,

timed every fifth

The game
same rules in C#, hints

Report: tray needed, first 
pulls, bots, dead ends

Level design workbook
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5  ·  C O D E

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

Tools and tests

PullOut.Game: Unity

PullOut.Core: pure C#, no 
engine

Levels.txt

LevelParser

Board
Refusal, Pull, Land, 
ClipLeft, BlotActive, 

HasMove, Won

Solver
Solve, Hint

Stars

GameMain
input, HUD, boosters, 

clock, save

BoardView
mat, pencils, boxes, tray, 

animation
MapScreen

Juice
Boxed!, confetti, stars

ArtLibrary

levels.py · probe.py · 
report.py

rules twin, generator, 
probes, report

Editor: Setup, ShipBuild
sprites, kit cut-outs, scene, 

web zip, APK
EditMode rule tests

PlayMode playthroughs + 
screenshots
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