) @eels (vizelal Vielilig (b) Autonomous Agent Workflow (c) Agent Evolution with Game Skills

Continual Pretraining

Classification Scaffolding GDD Generation T late Skill
(Physics-First Logic) (Archetype Core) (Core-Aware Design) Sjplizies !
Template Library
26
Open-Source Phaser/JS Repositories =5 Successtul \O
o ° - - — Tasks = \
A o - — s =
b Local ) ) B = Gravity Motion
ocalized Code-Loop/Physics Understanding ~_ il
o\ J)  av 4 Meta Template Abstract Stable EEE Q E‘
Supervised Fine-Tuning o S 4 — (Minimal Skeleton) Fragments ooo 0S *
-~ Discrete  PathWave  y}-Driven

000 v Grid
G2 ) > »

500 classify-game-type run_shell_command generate-gdd ‘

9,

A&

P Instruction Following Capability

Verification Implementation Assets Synthesis Debug Skill
(Self-Correction Loop) (Hook-Driven) (Multimodal)

Execution Failures Analyze Execution Outcomes
P/ \ N ° Phaser Execution Tool Record Execution Outcomes
Reinforcement Learning [ L] ]
4 - Three Layer Reading Strategy
. <
omponent-Level Logic

) gl . L
e EE ||||| |||| Error Signature <  RootCause =~ —  Verified Fix
99

P Verifiable Rewards debug_protocol.md write_file generate_game_assets

Living Debugging Protocol

e

&,

Template Method Pattern High-frequency inconsistencies generalized into rules

Dynamic repair capability



