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import { sunoApi } from "@/1lib/SunoApi":
export const dynamic = "force-dynamic";
export asy Incti POST (req: NextRequest) {
if (req.method ==='POST') {
try
body = await rep.json();
const { prompt } = body;

if (!prompt) {

return new NextResponse(JSON.stringify({ error: 'Prompt is required' }),
status: 400,
headers: { 'Content-Type': 'application/json'|,...corsHeaders

H)%;

const lyrics = await (await sunoApi).generatelLyrics(

return new NextResponse(JSON. stringify(lyrics), {
status:
headers: { 'Content-Type': ‘'application/json
1)
} catch (error:any
console.error( 'Error generating lyrics:', JSON.stringify(error.response.data));
if (error. res atus === 402) {

return ne esponse (JSON. stringify({ error: error.response.data.detail } ) , {

status:
headers: { 'Content-Type': 'application/json'
1} ))&
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index.tsx X Al CHAT
AccountNav = (

customer,
#account-info Add a browsing history feature in the Personal

customer: HttpTypes.StoreCustomer | null Settings page that allows users to view their product browsing records

) { from the past 3 days.
route = usePathname
countryCode = useParams S countryCode: string

I'll help you add a browsing history feature to the Personal Settings page.
handleLogout ( Let me first explore the current account structure and gather information

it signout(countryCode about how to implement this feature.

Now let me examine the current account navigation structure to
" data-testid="mobile-accc understand where to add the browsing history feature:

account™ 7 (

Now let me check the current account directory structure to understand

where to place the browsing history components:

n className="tr:
Account

LocalizedClientLink

Yzl

className="text-x1-semi mb-4 p
Hello {customer?.first_name

className="text-base-regular"

ClientLink

+ Add Context

className=""flex
Jser size={20
Profile Agent
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REPO WIKI The nextjs-starter-medusa project is a frontend storefront implementation designed to work seamlessly with
Medusa, a headless commerce platform. It leverages modern web development technologies to deliver a

> Component Architecture
high-performance, scalable, and maintainable e= commerce experience.

> GENERATION STATUS

> CATALOG The core technology stack includes:
Project O i % ,

ilsshial Next.js 15: Utilizing the App Router, React Server Components, Server Actions, and advanced caching
EHITRRRE SR b PG s mechanisms for optimal performance and SEO.
Getting Started TypeScript: Providing type safety and improved developer experience.
> Routing & Navigation Tailwind CSS: Enabling utility-first styling for rapid Ul development.
Medusa JS SDK: Facilitating communication between the frontend & the Medusa backend via RESTful APIs.

> Data Fetching & State Manag...

> APl Integration Layer
This architecture follows a modular component design, separating concerns into distinct directories such as

modules, lib, and components. The use of React Server Components allows for efficient data fetching directly

on the server, reducing client-side JavaScript payload and improving load times.

mermaid

App Router Server Actions

React Server Components Tailwind CSS State Management

Medusa JS SDK Ul Rendering

Medusa Backend API
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Create an intense arcade-style space shooter game with a

stunning neon aesthetic on a pure black background. Neon Space Shooter - Spec

Overview
I'm refining the "Neon Space Shooter — Cyberpunk Edition"
concept using EnterQuestModeTool, focusing first on scope,
visuals (starting with a pure black background), and a solid
foundation: the game loop and canvas setup.

This plan outlines the steps to enhance the existing neon-space-shooter.html into a polished, high-performance

cyberpunk arcade shooter with advanced visual effects, synthetic audio, and responsive controls.

Refactoring & Foundation

Execution Suggestion
+ Refactor monolithic script into modular classes (Game, Renderer, Input, AudioManager, EntityManager)

Implement a robust Entity base class for all game o ts.
Set up a responsive canvas system that handles device pixel ratio and dynamic resizing (4:3 aspect ratio)
Create to-dos

Advanced Visual Effects

- Bloom Effect: Use an off-screen canvas for a 2-pass Gaussian blur and composite it for a neon glow.

» Chromatic Aberration: Implement RGB channel offsets triggered by damage and special events.
Lot e T e -+ Glitch Effects: Add scanline offsets and block displacements during impacts and phase changes
Warp Speed: Animate starfield acceleration and radial blur during transitions or "Time Slow" power-up

My initial spec file is complete and ready to go.. I'm

transitioning from the planning phase. Enhanced Trails: Improve motion trails with gradients and varying alpha for all moving objects.

Spec Web Audio Synthesis

I will transform the existing foundation into a high-polish - AudioManager: Initialize Web Audio API
cyberpunk space shooter with advanced visual effects Sound Synthesis:
{bloom, chromatic aberration, glitch), synthetic audio

R » Laser: Sine sweep (high frequency)
generation, holographic Ul, and responsive mobile controls

Explosion: Low sine + noise burst for deep bass.

+ Power-up: Arpeggio sine waves.

Synthwave Music: Create an 8-bar loop using oscillators (bass, lead, pad)

Ul & HUD Enhancements

Holographic HUD: Add scanlines and glowing holographic borders to health/shield bars,
Neon Grid Background: Implement a 3D perspective grid effect for the Game Over screen.
Animated Menus: Add pulsing glow and sound feedback to buttons and titles

Combo Multiplier: Add dynamic scaling and pulsing animations for the combo counter.




