
SCALING
YOU SHOULD SEE A DR. ABOUT YOUR



Phaser ScaleManager 

“The ScaleManager object handles the the 
scaling, resizing, and alignment of the 
Game size and the game Display canvas.” 

Phaser CE ScaleManager Documentation

https://photonstorm.github.io/phaser-ce/Phaser.ScaleManager.html


This opening description is worth reading through.



SETTING THE SCALE MODE

scaleMode property a Phaser constant 
describing what type 

of scaling we want

Only one line of code gets you proportional scaling!



Phaser gives us FIVE options for scaling, of varying usefulness.



BE AWARE OF “PARENT ELEMENTS” !

In this case, <body> is the “phaser” <div>’s parent element.



[ Let’s check our scaling options in index.html and scaling01.js ]



My God, Nathan, can 
you do horizontal and 
vertical centering in 
Phaser? 

Why YES…



…BUT YOU’LL NEED SOME C$$

[ Check out index02.html, scaling02.js, and scale02.css ]



YOU’RE ON A ROLL, 
NATHAN…HOW ABOUT 
FULLSCREEN…?!?!



First we need to check for fullscreen browser compatibility…

https://caniuse.com/#search=fullscreen


Next, we need to be aware of Phaser’s rules for using the Fullscreen API.



This, for instance, is pretty important.



HEY, WATCH OUT, BUDDY

Fullscreen gets its own scaling mode! Phaser, you tricksy hobbits!



Be sure to test on different browsers and devices.

[ Hop back to index.html with scaling03.js ]


