1- THE LOOP

Look, lift, place, finish

No timer and no fail: a dead end is named and a restart is free.
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2 - SCREENS

Screen flow

Two screens and a win card; the game opens straight on the saved level.
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3 .- A MOVE

From the tap to the result

Library.Refusal and Library.Move: each rule refuses in its own way, so the player sees which one stopped them.

SHELF LIFE - System Flowcharts

Tap a shelf with a run
lifted

yes

v

Refused: the cart only
gives

v

Refused: the padlock

Room, and the same
jumps colour or empty?

no

‘

’ Refused: the shelf shakes ‘

TS

v

A tall volume in what fits,

on a low shelf?

yes/ no

1 v
Library.Move: as many as
’ Refused: the atlas bumps ‘ fit go across
moves +1

won

{

‘ Stars; save best, next level ‘

|

Target full of one colour?

yes

Finished: gold plank,
no Shelved!
cases with that key open

Won, stuck, or play on?

no legal move

play on

No moves left: restart
Wait for the next tap
pulses

Umut Eren Demirci -

3



4 - LEVELS

How a level is made and proven

A mechanic is probed before it gets a chapter; every level's newest mechanic must change its best line.
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5 . CODE

Architecture

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