
DESIGN SYSTEM · SCOPE

A system organized around the task
The product/system file connects Playfold’s existing public UI with the focused Signal Range exploration. Shared 
foundations, navigation, catalog cards, ranking patterns, source identity and outcome components make the relationships 
explicit. Baseline screens preserve the inspected product and disabled creation; the proposed private-result receipt remains 
separate.

Foundations

Semantic color roles

Roboto working styles

Spacing + radii



Shared values support 
repeatable hierarchy.

Task components

Source field + selector

Game card + attribution

Outcome + actions



Identity survives each state.

Journey patterns

Create → private result

Discover → play → return

Failure → recover



Test with Signal Range.

design system scope

PLAYFOLD / Design system / 01 · Editable page Inspect product components →

https://www.figma.com/design/lNKpvksDNg6rK1D6S98XRQ?node-id=5-186
https://www.figma.com/design/Fvg2ULLsIr6kLNEIYcD6Ic?node-id=75-2


DESIGN SYSTEM · SEMANTIC ROLES

Bind purpose to shared values
Primitive colors describe values; semantic aliases describe their purpose. Bind surface fills, text, borders and state accents 
to the appropriate shared role so a change remains coherent across instances. Keep play, source and Refold distinct, and 
pair status color with explicit words. The Figma roles map to the adaptive CSS names. Existing creator slate/cyan styling is 
documented as a baseline variation rather than silently described as unified.

Primitive value

#2AA7FF



Playfold / primitives / play



A concrete color value.

Semantic role

color/play



Alias → primitives/play



Purpose stays independent of 
the raw value.

Bound instance

Primary action fill



Code: var(--pf-play)



Preserve label and focus 
treatment when the color 
changes.

source-backed mapping

PLAYFOLD / Design system / 02 · Editable page Open brand foundations →

https://www.figma.com/design/lNKpvksDNg6rK1D6S98XRQ?node-id=5-194
https://www.figma.com/design/Fvg2ULLsIr6kLNEIYcD6Ic?node-id=3-53


DESIGN SYSTEM · LAYOUT FOUNDATIONS

Make spacing and type do the work
Use the shared text roles and spacing scale to build hierarchy before adding decoration. The Figma working face is Roboto; 
production retains its system stack. Spacing values are 4, 8, 12, 16, 20, 24 and 32; component radii are 8, 12 and 16. Let text 
wrap and containers grow. Keep long explanations readable instead of shrinking text to preserve a fixed box.

24 px padding

16 px between content blocks

Signal Range

Only you can open this saved game. Source identity stays with 
the result.

Play saved game

12 px card radius

8 px action radius

24 / 32 · Heading

16 / 24 · Body

Spacing: 4 · 8 · 12 · 16 · 20 · 24 · 32

The colored marks measure real padding.

Text wraps inside the padded content area.

design layout specification

PLAYFOLD / Design system / 03 · Editable page Inspect layout anatomy →

https://www.figma.com/design/lNKpvksDNg6rK1D6S98XRQ?node-id=5-202
https://www.figma.com/design/lNKpvksDNg6rK1D6S98XRQ?node-id=5-206


DESIGN SYSTEM · ACTIONS AND FIELDS

Actions expose state and consequence
Hierarchy and interaction state are separate Action properties. Primary and Secondary both support focus and disabled 
treatment; all used variants keep a 50-pixel outer height. Label overrides retain the action’s meaning. The source field keeps 
its label and helper text visible, while selected-image controls identify Image 1 explicitly.

PRIMARY SECONDARY SOURCE FIELD

Default Default

Your X post link or IDPlay saved game Play saved game

Selected own post · Image 1
Hover

Use your own post with a static image.

The label stays visible after entry.

Play saved game

Focus

Play saved game

Disabled

Play saved game

Focus

Play saved game

Disabled

Play saved game

Hierarchy = Primary / Secondary

State = Default / Hover / Disabled / Focus

Label = stable text override

Every shown Action keeps a 50 px box.

The focus ring does not change layout.

baseline controls and component specification

PLAYFOLD / Design system / 04 · Editable page Inspect Action properties →

https://www.figma.com/design/lNKpvksDNg6rK1D6S98XRQ?node-id=5-210
https://www.figma.com/design/Fvg2ULLsIr6kLNEIYcD6Ic?node-id=8-10


DESIGN SYSTEM · IDENTITY AND SOURCE

Attribution is structured content
A source card carries source identity, text and selected image. A game card carries game identity and a separate creator 
relationship. Alex Rivera fills both roles in this own-post scenario, but the labels remain explicit. Missing imagery and long 
names must keep the context understandable. Source attribution alone must never be used as a visibility or permission 
indicator.

source-backed identity structure

PLAYFOLD / Design system / 05 · Editable page Inspect attribution →

https://www.figma.com/design/lNKpvksDNg6rK1D6S98XRQ?node-id=5-218
https://www.figma.com/design/Fvg2ULLsIr6kLNEIYcD6Ic?node-id=14-305


DESIGN SYSTEM · FEEDBACK AND RECOVERY

Outcome states retain the work
The outcome component retains status, explanation and the same game/source identity. Ready, creation failure, cancellation 
pending and unavailable recovery need different content. These examples use the actual prototype copy. Recovery may use 
retained work without a new interpretation; absence of a valid specification needs an explicit fallback.

✓

Ready — saved privately

Signal Range is saved to your private library. Play or reopen this saved 
game without a new interpretation.

Signal Range · Image 1 · Alex Rivera

!

Creation failed

The attempt did not confirm a saved result. If a retained specification 
exists, recover that work without a new interpretation. Check the outcome 
before starting again.

Signal Range · Image 1 · Alex Rivera

!

Cancellation requested

Waiting for the in-flight outcome. Cancel remaining creation stops later 
work; it does not guarantee that the current request or save can be 
undone.

Signal Range · Image 1 · Alex Rivera

!

No retained specification

There is no retained work to rebuild for this attempt. Return to the source 
or view your existing private games. New creation remains subject to 
availability.

Signal Range · Image 1 · Alex Rivera

preferred proposal plus baseline state meanings

PLAYFOLD / Design system / 06 · Editable page Inspect outcome component →

https://www.figma.com/design/lNKpvksDNg6rK1D6S98XRQ?node-id=5-226
https://www.figma.com/design/Fvg2ULLsIr6kLNEIYcD6Ic?node-id=11-51


DESIGN SYSTEM · PATTERNS

Cards and navigation make return predictable
Public catalog cards, saved bookmarks and creator-private history carry different visibility meanings. The native desktop rail 
and mobile navigation now represent the principal product routes. Focused play omits the rail and keeps its own return 
control. The public AETHERSEED route stays separate from Signal Range’s private-result comparison.

source-backed navigation pattern

PLAYFOLD / Design system / 07 · Editable page Inspect navigation →

https://www.figma.com/design/lNKpvksDNg6rK1D6S98XRQ?node-id=5-234
https://www.figma.com/design/Fvg2ULLsIr6kLNEIYcD6Ic?node-id=83-10


DESIGN SYSTEM · PLAYER PATTERN

Capabilities decide which controls appear
The surrounding interface must reflect the resolved game’s capabilities. Signal Range’s retained creator runtime supports 
movement, Fire and Restart, with its own objective and Hits HUD. The inspected app also supports fullscreen. The selected 
prototype demonstrates a subset: instructions, simulated play, outcomes and return, without fullscreen behavior or an 
operating WebGL engine. Keep Tune, Refold, challenge, score sharing, sound and haptic settings absent from this retained-
runtime example.

Runtime supports

Move: WASD / arrows

Fire: Space / Enter

Touch movement + Fire

Restart



Platform: fullscreen

Game-specific HUD

Signal Range

Clear the signal targets



Targets 0 / 3

Hits 0 / 3



Illustrative fixture values.

Absent for this runtime

Tune / Refold

Challenge / score sharing

Sound / haptic settings



Capability checks determine 
which controls appear.

source-backed capability constraints

PLAYFOLD / Design system / 08 · Editable page Inspect player instructions →

https://www.figma.com/design/lNKpvksDNg6rK1D6S98XRQ?node-id=5-242
https://www.figma.com/design/Fvg2ULLsIr6kLNEIYcD6Ic?node-id=15-215


DESIGN SYSTEM · ACCESSIBILITY AND RESILIENCE

Stress the component where it can fail
Test long content, narrow widths, missing images, disabled actions, focus and errors in the components that the journeys 
actually use. This guide recommends 44-pixel touch targets for new controls; some baseline controls are smaller. Preserve 
visible labels, a clear focus outline and status text in addition to color. A phone demonstration must show the actual scrolled 
action region. Specifications support evaluation; they are not a claim of completed accessibility certification.

accessibility specification; not certification

PLAYFOLD / Design system / 09 · Editable page Inspect component stress cases →

https://www.figma.com/design/lNKpvksDNg6rK1D6S98XRQ?node-id=5-250
https://www.figma.com/design/Fvg2ULLsIr6kLNEIYcD6Ic?node-id=3-59


SYSTEM PATTERN / SHELL AND MARKETING

Navigation reflects the current task
The desktop app rail, mobile bottom navigation and marketing header serve different contexts. Active items pair icon and 
label with a clear surface change. Focused play uses its own header and omits the app rail.

APP HEADER / content starts after the 232 px rail

MOBILE / header and persistent destination controls

MARKETING / public introduction and informational pages

FOCUSED PLAY / its own back control; no app rail or bottom navigation

Reusable navigation families. Preserve actual destinations and offsets; do not substitute the marketing header for the app shell.

PLAYFOLD / Design system / 10 · Editable page Inspect navigation components →

https://www.figma.com/design/lNKpvksDNg6rK1D6S98XRQ?node-id=40-36
https://www.figma.com/design/Fvg2ULLsIr6kLNEIYcD6Ic?node-id=83-10


SYSTEM PATTERN / PUBLIC GAME CARDS

One identity, several card densities
The catalog uses wide latest-refold cards, a popular shelf and a browse grid. Shared properties keep title, genre, creator, 
source and imagery consistent. Missing artwork retains the card surface and label instead of inventing a scene.

The native game-card family carries the same content across treatments. The public examples preserve observed game identities.

PLAYFOLD / Design system / 11 · Editable page Inspect game-card properties →

https://www.figma.com/design/lNKpvksDNg6rK1D6S98XRQ?node-id=40-53
https://www.figma.com/design/Fvg2ULLsIr6kLNEIYcD6Ic?node-id=80-64


SYSTEM PATTERN / PUBLIC GAME PAGE

Keep game context and controls together
Game introduction, instructions and platform utility groups frame the focused player. Desktop separates the game and 
context into columns; mobile stacks them and keeps lower actions scroll-accessible. The chosen runtime determines its 
instructions.

AETHERSEED public-page pattern. Share, statistics, Library and report groups describe existing UI; this walkthrough does not submit those actions.

PLAYFOLD / Design system / 12 · Editable page Inspect public-game components →

https://www.figma.com/design/lNKpvksDNg6rK1D6S98XRQ?node-id=40-70
https://www.figma.com/design/Fvg2ULLsIr6kLNEIYcD6Ic?node-id=88-50


SYSTEM PATTERN / PODIUM, ROWS AND MODES

Keep ranking models explicit
Season ranks games by total verified score, then best run and scored plays. All time ranks by shares, then plays. Podium 
cards and compact rows retain game identity; unavailable data keeps the mode and recovery message visible.

RANKED GAMES

Season: total verified score per game.

Ties: best run, then scored plays.

All time: shares; plays resolve ties.

The ranked entity is the game.

Desktop uses podium positions and rows.

Mobile stacks season cards and keeps

compact all-time leaders.

Unavailable data retains the selected mode

and an explanatory recovery message.

Season and All time are game-activity models. The system includes mobile arrangements and unavailable states alongside the populated example.

PLAYFOLD / Design system / 13 · Editable page Inspect ranking components →

https://www.figma.com/design/lNKpvksDNg6rK1D6S98XRQ?node-id=40-87
https://www.figma.com/design/Fvg2ULLsIr6kLNEIYcD6Ic?node-id=95-157


DESIGN SYSTEM · DELIVERY AND MAINTENANCE

Maintain the links between decisions and screens
Check homepage, catalog, public play, ranking and Library paths alongside creator, recovery, comparison and mobile entries. 
Preserve game identity and distinguish app navigation from browser return. Record actual state resets rather than silently 
improving the baseline. Update related journeys, source links and document figures together before exporting. Prototype 
verification does not approve implementation.

Creator + recovery

CreatorIntegrationClient.tsx



Input, waiting, cancellation and 
retained-work recovery.



Proposal: PF-DEC-01

Player + input

creator-v1 / Runtime.tsx



Movement, Fire, Restart and 
baseline fullscreen.



Test same-game return.

Foundations + cards

globals.css

GameCardV2.tsx



Color roles, font stack, card 
imagery and attribution.



Update shared instances.

maintenance guidance

PLAYFOLD / Design system / 14 · Editable page Open product entry map →

https://github.com/mikechaves/x-games/blob/3762070713ae7d211e64054da806cce8afaa5ca3/src/components/playable-game/creator/CreatorIntegrationClient.tsx
https://github.com/mikechaves/x-games/blob/3762070713ae7d211e64054da806cce8afaa5ca3/src/playable-game/versions/creator-v1/Runtime.tsx
https://github.com/mikechaves/x-games/blob/3762070713ae7d211e64054da806cce8afaa5ca3/src/app/globals.css
https://www.figma.com/design/lNKpvksDNg6rK1D6S98XRQ?node-id=5-258
https://www.figma.com/design/Fvg2ULLsIr6kLNEIYcD6Ic?node-id=0-1
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