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➔ We're getting a tutor
◆ Sessions are tentatively scheduled for Wednesday afternoons and Friday mornings

● Starting time depends on when Summer Session gets back to me, so stay tuned for 
more details

➔ We may be moving to a closer classroom in the future
◆ But I want to make sure to give you advance notice before it happens

● At least 24 hours in advance
● Watch the announcements on Canvas
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6/27 Announcements



Get out your laptop!
(if you have one)

This Class:

3



CMPM 120

4

Framework
A “foundation” or “support 
structure” around which 
you build an application.

Frameworks provide a 
relatively static, generic 
structure on and in which 
you build something 
specific and unique.

You build with a framework

Phaser
Three.js

P5.js
ImpactJS

LÖVE
MonoGame

Engine
Full-feature toolsets that handle 
core logic and implementation 
details upon which you build an 
application.

Engines provide a self-contained 
but externally-controllable piece 
of code that encapsulates 
powerful logic designed to 
perform a specific kind of work.

You build on an engine

Unity
Unreal

CRYENGINE
Construct2

GameMaker
Godot

Frostbite
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👀
How do you choose a framework, anyway?
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First, get your head straight

It's not the tools
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I like this example...
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I like this example...
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Some Helpful Questions

➔ What works best for you 
and/or your team?

➔ What fits your skill level?

➔ What workflow makes sense 
to you?

➔ What creates the least 
amount of friction?

➔ What fits your budget?

➔ What are your target 
platforms?

➔ What scales to multiple 
games or genres?

➔ Can I get help when I 
need it?

➔ What quality of help will 
I receive?

➔ What compromises am I 
comfortable making?

➔ Will I be able to achieve 
my target goal?



Phaser (let's get started!)
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Why yes, 
we are 
looking for 
Phaser CE!
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Please Use

Phaser CE 2.13.1
(As of June 2019)
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phaser.min.js

"Minified" JavaScript file
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A basic Phaser "bootstrap" folder



index.html
is our "central hub"
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(and the web page where your game will appear)
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phaser

framework projectName

js css assets

audio img

index.html

[local server]

phaser.min.js

main.js styles.js
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My naming convention is not the only way, but merely a way

It is OK to (sensibly) rename things

It matters more to have any naming convention
than any of the details of that naming convention
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index.html

24

<!doctype html> 
<html lang="en"> 
<head> 

<meta charset="UTF-8" />
<title>[Your Game Title Here]</title>
<script type="text/javascript" src="../framework/phaser.min.js"></script>
<script type="text/javascript" src="js/main.js"></script>
<link rel="stylesheet" type="text/css" href="css/styles.css">

</head>
<body>

<!-- We don't need anything in the <body> -->
<!-- Phaser will make the <canvas> element for us 👍 -->

</body>
</html>

Be careful with 
file paths
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File paths:

From index.html:

To access a file/folder relative to our location, type its name:
src="css"

To access a file/folder within that relative path, add a slash:
src="css/style.css"

To access a parent file/folder relative to our location, add "../":
src="../framework/phaser.min.js"

25

Understanding these relationships helps keep everything organized.
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Our Local Server
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On Mac: In Terminal, navigate to your phaser folder and type:

python 3: python3 -m http.server

python 2: python -m SimpleHTTPServer 8000

Then, in your browser, go to: http://localhost:8000
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On Windows: use cmd.exe or PowerShell

python 2: C:\pathToIndexfile\python -m SimpleHTTPServer

python 3: C:\pathToIndexfile\py -m http.server

Then, in your browser, go to: http://localhost:8000
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Which version of Python do I have?
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The easiest way to run a local server is with Python

Python 2:

python -m SimpleHTTPServer
Python 3:

python -m http.server

If you don't have Python on your machine, install it.
https://www.python.org/downloads/
https://www.anaconda.com/distribution/

https://www.python.org/downloads/
https://www.anaconda.com/distribution/
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Do not double-click 
the index.html file

You need to open it with 
http:// instead of file://
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Type localhost:portnumber into the browser address bar
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Use the local server!
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protocol://subdomain.127.0.0.1:port-number/path?parameters
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Though it is a fully 
functioning web server
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https://ipchicken.com/ 

https://ipchicken.com/
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Now you can navigate to index.html
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We're in the right path

And we even have the 
canvas added for us!

In the console, 
Phaser reports that 

it is running
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sad file means 
something went wrong
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The Phaser tutorial mentions them as options, but they're overkill.
Use the Python server.
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Please don't use XAMP, MAMP, etc.
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// let's keep our code tidy with strict mode 👊
"use strict";

// initialize game object
var game = new Phaser.Game(640, 880, Phaser.AUTO, '', { preload: preload, create: create, 
update: update });

function preload() {
// preload our assets

}

function create() {
// place your assets

}

function update() {
// run game loop

}
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Let's check out main.js
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Any plain-text file editor 
will work. (Remember what 
I said about tools?)

But I'm going to edit the file 
directly in the browser.
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// initialize game object
var game = new Phaser.Game(640, 880, Phaser.AUTO, '', { preload: preload, create: create, 
update: update });

function preload() {
// preload our assets

}

function create() {
// place your assets

}

function update() {
// run game loop

}
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Let's check out main.js
Define new game object instance
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Objects are arbitrary collections of properties.

A property name can be any valid JS string.
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// initialize game object
var game = new Phaser.Game(640, 880, Phaser.AUTO, '', { preload: preload, create: create, 
update: update });

function preload() {
// preload our assets

}

function create() {
// place your assets

}

function update() {
// run game loop

}
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A Phaser.Game object is a special 
type of object that Phaser provides
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Phaser CE Documentation: 
https://photonstorm.github.io/phaser-ce/index.html 
(bookmark this!) 46

https://photonstorm.github.io/phaser-ce/index.html
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// initialize game object
var game = new Phaser.Game(640, 880, Phaser.AUTO, '', { preload: preload, create: create, 
update: update });

function preload() {
// preload our assets

}

function create() {
// place your assets

}

function update() {
// run game loop

}
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Calling Phaser.Game 
object constructor
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// initialize game object
var game = new Phaser.Game(640, 880, Phaser.AUTO, '', { preload: preload, create: create, 
update: update });

function preload() {
// preload our assets

}

function create() {
// place your assets

}

function update() {
// run game loop

}
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Passing parameters to the 
Phaser.Game constructor method
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The browser console lets us look 
inside the Phaser object!

To do so, type the object name 
(Phaser) into the console text 
field and press Enter/Return.

Being able to access all 

this information from 

the browser console is 

super-powerful!
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To use this superpower, let's 
type in the game instance that 
we just created.

(Anyone want to guess what will 
happen?)

Remember this when you are 
debugging! You can use the 
console to see what is going on 
with any variable.
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// initialize game object
var game = new Phaser.Game(640, 880, Phaser.AUTO, '', { preload: preload, create: create, 
update: update });

function preload() {
// preload our assets

}

function create() {
// place your assets

}

function update() {
// run game loop

}
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Game width & height
(in pixels)
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// initialize game object
var game = new Phaser.Game(640, 880, Phaser.AUTO, '', { preload: preload, create: create, 
update: update });

function preload() {
// preload our assets

}

function create() {
// place your assets

}

function update() {
// run game loop

}
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let Phaser pick the 
rendering context
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context: 2D (Canvas API)

output
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Thanks, Phaser!
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// initialize game object
var game = new Phaser.Game(640, 880, Phaser.AUTO, '', { preload: preload, create: create, 
update: update });

function preload() {
// preload our assets

}

function create() {
// place your assets

}

function update() {
// run game loop

}
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id of DOM target 
for the <canvas> tag
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index.html
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<!doctype html> 
<html lang="en"> 
<head> 

<meta charset="UTF-8" />
<title>[Your Game Title Here]</title>
<script type="text/javascript" src="../framework/phaser.min.js"></script>
<script type="text/javascript" src="js/main.js"></script>
<link rel="stylesheet" type="text/css" href="css/styles.css">

</head>
<body>

<!-- We don't need anything in the <body> -->
<!-- Phaser will make the <canvas> element for us 👍 -->

</body>
</html> Wait a minute, there's nothing here!
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double thanks Phaser!
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// initialize game object
var game = new Phaser.Game(640, 880, Phaser.AUTO, '', { preload: preload, create: create, 
update: update });

function preload() {
// preload our assets

}

function create() {
// place your assets

}

function update() {
// run game loop

}
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object with references to 
three State methods
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// initialize game object
var game = new Phaser.Game(640, 880, Phaser.AUTO, '', { preload: preload, create: create, 
update: update });

function preload() {
// preload our assets

}

function create() {
// place your assets

}

function update() {
// run game loop

}
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preload runs first and loads assets...
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// initialize game object
var game = new Phaser.Game(640, 880, Phaser.AUTO, '', { preload: preload, create: create, 
update: update });

function preload() {
// preload our assets

}

function create() {
// place your assets

}

function update() {
// run game loop

}
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then you actually place your assets...
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// initialize game object
var game = new Phaser.Game(640, 880, Phaser.AUTO, '', { preload: preload, create: create, 
update: update });

function preload() {
// preload our assets

}

function create() {
// place your assets

}

function update() {
// run game loop

}
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...then your primary game loop begins!
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// initialize game object
var game = new Phaser.Game(640, 880, Phaser.AUTO, '', { preload: preload, create: create, 
update: update });

function preload() {
// preload our assets

}

function create() {
// place your assets

}

function update() {
// run game loop

}
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This is a "single-state" Phaser game with 
three state methods



Let's make some changes!
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But first, some assets...
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https://openmoji.org/
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You can reference the images by their unicode value
68
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// let's keep our code tidy with strict mode 👊
"use strict";

// initialize game variables
var velocity = 4;
var emoji;

// initialize game object
var game = new Phaser.Game(640, 880, Phaser.AUTO, '', { preload: preload, create: create, update: update });

function preload() {
// preload our assets

     game.stage.backgroundColor = "#EEE";
     game.load.image('emoji_img', 'assets/img/openmoji72x72/1F469-200D-1F3A8.png');
}

function create() {
// place your assets

     emoji = game.add.sprite(0,0, 'emoji_img');
}

function update() {
// run game loop
emoji.x += velocity;

      if (emoji.x >= game.world.width - emoji.width || emoji.x <= 0) {
            velocity = -velocity;
      }
} 69



Your first Phaser game
And also your first 
programming assignment
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Follow the Phaser 2 tutorial...
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http://phaser.io/tutorials/making-your-first-phaser-2-game

But use the organization that we talked about in class.

And skip setting up a web server.

Your objective is to get the Phaser environment running, get the tutorial 
game working, and make some small tweaks.

http://phaser.io/tutorials/making-your-first-phaser-2-game
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Grading Criteria

Organization (3 points)
➔ Comment the code
➔ Assets in proper folder
➔ Code in the right place
➔ Game runs from localhost with no errors
Submit your project to Canvas as a zip with the filename 

LastNameFirstNameTutorial.zip

Code Changes (7 points)
➔ Vertical resolution
➔ Add platforms
➔ New collectable object
➔ Add enemies
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