
1  ·  T H E  L O O P

Look, lift, place, finish
No timer and no fail: a dead end is named and a restart is free.

pick a level

no: refused

yes

yes

no

yes no

yes

no

NEXT

LEVELS

stuck

Open the game

Look at the shelves

Level map

Lift a run
one colour, from a shelf's 

end

Fits on the shelf tapped?

Books fly across

A shelf full of one colour?

Shelved! The shelf is done
a case of that colour opens

Any legal move left?

Every shelf done or 
empty?

Stars by moves vs par

Dead end: restart

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

Screen flow
Two screens and a win 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
restart

?

Open the game

Game: the saved level

Level map
4 chapters × 10 tiles, 

credits at the foot

Sorted! Stars; map, again, 
next

Hint hand on two shelves
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3  ·  A  M O V E

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.

yes no

yes no

no yes

yes no

yes

no

won no legal move play on

Tap a shelf with a run 
lifted

The cart?

Refused: the cart only 
gives

A locked case?

Refused: the padlock 
jumps

Room, and the same 
colour or empty?

Refused: the shelf shakes
A tall volume in what fits, 

on a low shelf?

Refused: the atlas bumps
Library.Move: as many as 

fit go across
moves +1

Target full of one colour?

Finished: gold plank, 
Shelved!

cases with that key open

Won, stuck, or play on?

Stars; save best, next level
No moves left: 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 best line.

rarely or never: rethink

often enough

yes

no no

yes

yes: decoration

no

Level spec, written by me
shelves, colour sets, tall 

volumes,
cart, cases, par range, 

focus

Probe: 500 random deals
does the focus ever matter?

Generator deals

A shelf already finished?

Solver: breadth-first
fewest moves = par

Par in range?

Same par with the focus 
off?

Levels.txt

EditMode tests
par = solver, focus matters,

nothing finished at start

The game
same rules in C#, hints

Report: boards, best lines, 
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

ShelfLife.Game: Unity

ShelfLife.Core: pure C#, 
no engine

Levels.txt

LevelParser

Library
Move, Refusal, Finished, 
IsOpen, HasMove, Won

Solver
Solve, Hint

Stars

GameMain
input, HUD, save, flow

LibraryView
shelves, spines, animation

MapScreen
Juice

Shelved!, confetti, stars

ArtLibrary

levels.py · probe.py · 
report.py

rules twin, generator, 
probes, report

Editor: Setup, ShipBuild
sprites, scene, web zip, APK

EditMode rule tests
PlayMode playthrough + 

screenshots
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