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timeline: GameObject

BattleLevelDriver
TimeLineSlots

BeginBattlelLe

handcard: List<GameObject>

LoadBattleBegin()
MoveTimeline()
UpdateTimelLine()
UpdateHandCard()
ShowNotation()
ShowDulication()

GameData

armor

energy

worldLevel
HandCard

currentState: State

deck: Lists :

| —————

| EnableTir
BattleLevelGa

Pause()

BattleData

BattleLevellD

EnemyDatalist: Dictionary<int,EnemyData> EnemyDatalList
platerData: PlayerData

deck: Deck

BattleLevellnit{int ID)
LoadEnvironmentData()
LoadEnemyData()
LoadplayerData()

Deck

HandCard
DrawPile

bstract>>
Enemy

EnemyMName

Deck
Health
EnemylD

EnemyChaoseACardToPlay()

DiscardPile

Draw()
Rebuild()
Withdraw()
Shuffle()

ID

Name

rarity: Rarity

speed: int

TargetNum: int

Notation: List<GameObject>
Info: InfoForActive

BeginBattleLevel(int ID, int CardID, InfoForActive info)
(): IEnumerator

Other_Card

HeadButt

Other_Enemy




Start

Load WorldMap

Is battle level? Event

Generate Enemy

Fight

End



Do
we have
both headbutt and
rush attack
cards?

Are we one grid
away?

Play
Headbutt!

Discard a
card to get a
movement
card!

Do we have a
movement card?

Do we have only
headbutt?

Play Rush
Attack!

Play it!

Discard a card
other than
headbutt to get a
movement or
rush attack card!

Are we one grid
away?

Do we have only
rush attack?

Discard a card and
try to get the
headbutt card or
rush attack card!

Play Rush
Attack!
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CHOOSE A DIRECTION AND Run Left 1 to 3 steps RUSH AND COLLISION PHOTOVOLTRICS

(MAHE 1 STEP ATTACH! GAIN ENERGY AND HEALTH
FROM THE SUNLIGHT
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MAIN GAME LOGIC

. BASIC ENEMY

. DECK

B VORLD MAP

BATTLE MAP

BATTLE SCENE UL

BASIC CARD
IMPLEMENTATION . PREFABS



TUTPRIAL LEVEL

. MORE ENEMY

DUPLICATION . MORE BATTLE LEVEL
MORE CARDS . MAIN MENU
AUDIO

. SETTING MENU

EVENT LEVEL






