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Round System
One round = base 30 seconds + 4 seconds per round (Round 1 = 30s, Round 2 = 34s, ...)
Enemy stats and spawn count scale up every round
Scaling formula (Enemy.ApplyScaling(round), applied per enemy on spawn):
hp *= 1.17(round-1) * DifficultyManager.Instance.Multiplier
attackDamage *= 1.05"(round-1) * DifficultyManager.Instance.Multiplier
Max concurrent enemy count (EnemySpawner.SpawnEnemy()): RoundToInt((4 + round) * DifficultyManager.Instance.Multiplie
r)
Card System
Player attacks by manually clicking cards in the hand (no auto-attack)
At round start: draw 4 cards from deck into hand (fewer if the deck has fewer than 4 cards)
When the hand is empty (every drawn card used): hand cooldown (base 2s) starts, then draw again (infinite, no per-roun
d limit)
The trigger is "hand empty", not "4 cards used" — so thin decks (1-3 cards) still cycle (CardManager.UseCard / IsHa
ndEmpty)
Deck size: minimum 1 card (CardManager.MinDeckSize; RemoveCard refuses and the remove button disables at 1), maximum C
ardManager .deckCapacity (default 12)
Deck exhausted: shuffle discard pile back into draw pile and continue
Cards always visible at bottom of screen (HandPanel)
Card use is blocked when Time.timeScale == 0 (during level-up, augment select, prep phase)
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# ® Atd mE|Z Implementation Plan

> **For agentic workers:** REQUIRED SUB-SKILL: Use superpowers:subagent-driven-development (recommended) or superpower
s:executing-plans to implement this plan task-by-task. Steps use checkbox (*- [ ]°) syntax for tracking.

**Goal:** FO| MEHE (M 0 A + S[0|0] XF RF) Xp7| =o| OfREtQl MEIE 77t BEZAH E0XIH Al2HX|= HE
S FIFSCt.

**Architecture:* Z=@HE “ParticleSystem” Z2[H 3Z(Y/AZ/AIZH)S CHED Enemy Z2|Hof| QIABEHZE F2{ELCEH H0| Af2tE
mf Xt7| QX0 TS st A4Mst, XtJ| “SpriteRenderer.color’E LHEIZQ| 'main.startColor' 2 'gA Mg Sr=CHX|OxHD
Hab)., ME[Z2 “Stop Action = Destroy & AAZ He|EIC},

**Tech Stack:** Unity 6000.3.19f1, URP 2D, C#, Coplay MCP( execute_script’, "check_compile_errors™, “play_game'/ stop_
game’, "capture_scene_object’). Unity ZEMERZ} pytest AEIY Xt& HIAEI QB2 "HAE"E “check_compile_errors’ (&
ot £3t) + Play BE “execute_script’ BEIY 273 assert + AIRIAF A2 HASOZ CHA|SBHCE.

**Design doc:** “docs/superpowers/specs/2026-09-03-enemy-death-particles-design.md’
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var tex = new Texture2D(Size, Size, TextureFormat.RGBA32, false);
float ¢ = (Size - 1) * 0.5f;

for (inty =0; y < Size; y++)
{
for (int x = 0; x < Size; x++)
{
float dx
float d

X-c¢,dy=y-c;
Mathf.Sqrt(dx * dx +dy * dy) / ¢; // 0=34, 1= 7IExZ|

float a;
if (d> 1f)

a = Mathf.Pow(d, 2.5f); /] B4 En JIERIE|= TS|
a *= Mathf.SmoothStep(1f, 0f, Mathf.InverselLerp(0.94f, 1f, d)); // EIS2l ATt HA
}

tex.SetPixel(x, y, new Color(1f, 1f, 1f, a));
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