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eate )

CREATE PROJECT

Initial screen when opening the app created by the solo harness.
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Creating a sprite in the sprite editor made by the solo harness

Trying unsuccessfully to play the level | created

AR Agent i51T/a, BERMTEERVIGTER. EME—ORTASE, BANSEET BR—HES

16 WIHRE. DA+ TMEN AN, TITEE T8 Agent IETEIMAVSEE. BT %0 FRERTFTN

BN, MIREBERBREERS. THER. BRHNER. AHEBIRBREMBZNXFIRITE, UERFEID

SRR S HINEE. HAFHIKIZAEEANNAImIRITREE: BiXlE, ANAHIE T —EURIRiTE
, BRI —Es . A TERERS, EMRSIHESHBME DY, EXZH BRI

, AR F IS IE R AMATA o

TN AR—FHATESE Agent (U LEAEH . BB, BEfoMBTE MO, BRRIGHE, REES
—HAIMRE NS, HERE T HEPRITAE, A, 2 Agent IiRAN—LEHEM ZAMIREFE: TIEREMK
RIRBIRIANEE, NGRIEBRINLE, BEREXFERAS, HERFEHCER, XEGEEMIEER™
mER ERRO, MIEXMETERRAZFRNEEA, T, ESthRA, FERAFTEHIIMEERS,
BERH—FSRTALRE.

=
™
X

Anthropic - 2026-03-24 - ZH 6/13


https://github.com/anthropics/claude-code/blob/main/plugins/frontend-design/skills/frontend-design/SKILL.md

[=§=]=] =

EERE—ERAXLRESE, METHERTE Agent WIABTARE., BREFERENFES. EEEME
£, TEERESM . BSEFE81A, BRUZGHhESIA,

AT HERMLFEMZPRIN Al HEE, NAXAE T Claude &AL, 1EHPIAETIRRRAE AT AIAE
o, XEEMRT TIERE.

NEW PROJECT

Project Name

[ Game #1|

Description
platfc

Canvas Resolution

8-Bit (256x224)

Tile Size

16x16 pixels

Color Palette

8-Bit (54 colors)

ancel Create Project

Initial screen: Creating a new game, in the app built with the full harness
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The sprite editor felt cleaner and easier to use
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(D Generate [KeBEENTTTES

@ Full Level

Level Description

create a castle with sprites guarding it

4 Generate Layout
t

v Accept & Apply

1

Using the built in Al feature to generate the level

Game #1

% Level 1 v

. Background

2. Playfield
. Collision
. Foreground

. Entity

Using the built in Al feature to generate the level
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Level 1 - 20x15
Pos: 32, 208
vel: 0.8, 0.0
State: idle
Ground: Yes

ESC: Exit | P: Pause | R: Restart Level | Ctrl+R: Restart Game | D: Debug | +/-: Speed

Playing the game | generated
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Contract criterion

Rectangle fill tool allows click-drag to fill a rectangular area
with selected tile

User can select and delete placed entity spawn points

Evaluator finding

FAIL — Tool only places tiles at drag start/end points instead
of filling the region. fillrRectangle function exists butisn't
triggered properly on mouseUp.

FAIL — Delete key handler at LevelEditor.tsx:892 requires

both selection and selectedEntityId to be set, but
clicking an entity only sets selectedEntityid . Condition
should be selection || (selectedEntityId && activeLayer

=== 'entity') .

FAIL — PUT /frames/reorder route defined after
/{frame_id} routes. FastAP|I matches 'r eorder ' as a

User can reorder animation frames via API

frame_id integer and returns 422: "unable to parse string as
an integer."
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RetroForge - 2D Retro Game Maker

Overview

RetroForge is a web-based creative studio for designing and building 2D retro-style video games. It
combines the nostalgic charm of classic 8-bit and 16-bit game aesthetics with modern, intuitive
editing tools—enabling anyone from hobbyist creators to indie developers to bring their game ideas
to life without writing traditional code.

The platform provides four integrated creative modules: a tile-based Level Editor for designing game
worlds, a pixel-art Sprite Editor for crafting visual assets, a visual Entity Behavior system for
defining game logic, and an instant Playable Test Mode for real-time gameplay testing. By weaving AI
assistance throughout (powered by Claude), RetroForge accelerates the creative process—helping users
generate sprites, design levels, and configure behaviors through natural language interaction.

RetroForge targets creators who love retro gaming aesthetics but want modern conveniences. Whether
recreating the platformers, RPGs, or action games of their childhood, or inventing entirely new
experiences within retro constraints, users can prototype rapidly, iterate visually, and share their
creations with others.

Features

1. Project Dashboard & Management

The Project Dashboard is the home base for all creative work in RetroForge. Users need a clear,
organized way to manage their game projects—creating new ones, returning to works-in-progress, and
understanding what each project contains at a glance.

User Stories: As a user, I want to:

- Create a new game project with a name and description, so that I can begin designing my game

- See all my existing projects displayed as visual cards showing the project name, last modified
date, and a thumbnail preview, so that I can quickly find and continue my work

- Open any project to enter the full game editor workspace, so that I can work on my game

- Delete projects I no longer need, with a confirmation dialog to prevent accidents, so that I can
keep my workspace organized

- Duplicate an existing project as a starting point for a new game, so that I can reuse my previous
work

Project Data Model: Each project contains:

Project metadata (name, description, created/modified timestamps)
Canvas settings (resolution: e.g., 256x224, 320x240, or 160x144)
Tile size configuration (8x8, 16x16, or 32x32 pixels)

Color palette selection

All associated sprites, tilesets, levels, and entity definitions
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