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public void SetCardDown(CardInstance card)

{

Settings.SetParentForCard(card.viz.gameObject.transform, downGrid.value.transform);

public static void SetParentForCard(Transform c, Transform p)
{
.SetParent(p);
.localPosition = Vector3.zero;
.localEulerAngles = Vector3.zero;
.localScale = Vector3.one;
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public class CardInstance : MonoBehaviour, IClickable

{

public PlayerHolder owner;
public CardViz viz;

public List<CardInstance> handCards = new List<CardInstance>();

public void DropCard(CardInstance inst, bool registerEvent = true)

{
if (handCards.Contains(inst))

handCards.Remove(inst);

cardsDown.Add(inst);
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if (!mouseIsDown)

{

GameManager gm = Settings.gameManager;

List<RaycastResult> results = Settings.GetUIObjs();

if (!isBlocking)
{
foreach (RaycastResult r in results)
{
GameElements.Area a = r.gameObject.GetComponentInParent<GameElements.Area>();
if (a !'= null)
{
a.0nDrop();
break;

public override void Execute()

{
if (card.value == null)
return;

Card ¢ = card.value.viz.card;

if (c.cardType == creatureType)
{

MultiplayerManager.singleton.PlayerWantsToUseCard(c.instId, GameManager.singleton.localPlayer.photonId, MultiplayerManager.CardOperation.dropCreatureCard);
i

else
if (c.cardType == resourceType)

{

MultiplayerManager.singleton.PlayerWantsToUseCard(c.instId, GameManager.singleton.localPlayer.photonId, MultiplayerManager.CardOperation.dropResourcesCard);
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public override void OnStartPhase()

{

if (lisInit)

{
forceExit = !isBattleValid.IsValid();
Settings.gameManager.SetState((!forceExit) ? battlePhaseControl
Settings.gameManager.obPhaseChanged.Raise();
isInit = true;

void BattleResolveForPlayers()

{

PlayerHolder player = Settings.gameManager.currentPlayer;
PlayerHolder enemy = Settings.gameManager.GetEnemyOf(player);

if (enemy.attackingCards.Count == @)

{
Debug. Log( );
photonView.RPC( , PhotonTargets.All, enemy.photonId);

return;

}

Dictionary<CardInstance, BlockInstance> blockDict = Settings.gameManager.GetBlockInstances()

for (int i = @; i < enemy.attackingCards.Count; i++)
{
CardInstance inst = enemy.attackingCards[i];
Card c = inst.viz.card;
CardProperties attack = c.GetProperty(dataHolder.attackElement);

null);
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