HTMLS-Spiel mit Phaser.io




Was ist Phaser.i0?

e Phaser.io ist ein Framework
fur 2D-Spiele in HTML5

e Programmiert wird 1n
Javascript

e phaser.io



https://phaser.io/

Das Ziel: Ein HTML5-Spiel

phaser—game.coderdojosaar.repl.co/partl@.html

Wir mussen:

Phaser einbinden

Spiel + Physik definieren

Spielwelt anlegen

Mannchen + Sterne

hinzufligen

e Bewegung + Animationen
programmieren

e Punkte fur eingesammelte

Sterne vergeben + anzeigen



https://phaser-game.coderdojosaar.repl.co/part10.html

Phaser einbinden
Leeres Spiel anlegen




repl.it/@CoderDojoSaar/phaser-game-template ; <idectype Enl>
3 E <head>
1_ I- = 4 <script src="//cdn.jsdelivr t/npm
: Leeres Phaser-Spiel S St

6 </head>
7

< (&) @& phaser-game.coderdojosaar.repl.co/partO1.html 8 ‘Bishady=
9 = <script type="text/javascript">
10 var config = {
14 type: Phaser.AUTO,
12 width: 800,
13 height: 600,
14 scene: {
15 preload: preload,
16 create: create,
17 update: update
18 }
19 }i
20 var game = new Phaser.Game(config);
21 function preload () {
22 }
23 function create () {
24 }
25 function update () {
26 }
27 </script>
28 </body>
29
30 </html>



https://repl.it/@CoderDojoSaar/phaser-game-template#index.html

Bild fur den Hintergrund laden




2: Bild fur den Hintergrund laden

[ sky.png

function preload () {
this.load.image('sky', 'assets/sky.png');

}






3: Hintergrund anzeigen

function create () {

this.add.image (400, 300, 'sky');

« > C

@ phaser-game.coderdojosaar.repl.co/part03.html




Physik hinzufligen
Bild fir Plattform laden
Plattformen setzen




4: Physik hinzufugen

var config = {

type: Phaser.AUTO,

width: 800,

height: 600,

physics: {
default: 'arcade',
arcade: {

gravity: { y: 300 }

}

|

scene: {
preload: preload,
create: create,
update: update

}
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4: Bild fur die Plattform laden

D I:] assets

) platform.png

0 sky.png

function preload () {

—

this.load.image('sky', 'assets/sky.pnqg');

this.load.image('ground', 'assets/platform.png');
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4: Plattformen hinzufugen

var platforms;

function create () {

this.add.image (400, 300, 'sky'/; 800,600
platforms = this.physics.agd.staticGroup();
platforms.create(400, 5648, 'ground').setScale(2).refreshBody();

platforms.create(60¢, 400, 'ground');
platforms.create(50, 250, 'ground');

platforms.create(750, 220, 'ground'); ]
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<script type="text/javascript">
var config = {
type: Phaser.AUTO,
width: 800,
height: 600,

4: Alles <script>...</script> -

arcade: {
gravity: { y: 300 }

—_—— — ¥
}I
scene: {

& — C @& phaser-game.coderdojosaar.repl.co/part04.html preload: preload,
create: create,
update: update

}

b

var game = new Phaser.Game(config);

function preload () {
this.load.image('sky', 'assets/sky.png');
this.load.image('ground', 'assets/platform.png');

var platforms;

function create () {
this.add.image(400, 300, 'sky');

platforms = this.physics.add.staticGroup();
platforms.create(400, 568, 'ground').setScale(2).refreshBody();

platforms.create(600, 400, 'ground');
platforms.create(50, 250, 'ground');

_ e
}

function update () {

} 14

</script>




1.
2.

Mannchen laden
Mannchen hinzufugen




b: Sprite fur das Mannchen laden

?Q?QQ?Q?Q

2 3 4 5 6 7 8

[ dudepng

Y platformpng

[ skypng

function preload () {

this.load.image('sky', 'assets/sky.png');
this.load.image('ground', 'assets/platform.png');

this.load.spritesheet('dude’,

'assets/dude.png', { frameWidth: 32, frameHeight: 48 });

16



H: Mannchen hinzufugen

var player; phaser-game.coderdojosaar.repl.co/part05.html
var platforms;

function create () {
this.add.image (400, 300, 'sky');

platforms = this.physics.add.staticGroup();
platforms.create(400, 568, 'ground').setScale(2).refr
platforms.create(600, 400, 'ground');

platforms.create(50, 250, 'ground');
platforms.create(750, 220, 'ground');

player = this.physics.add.sprite(100, 450, 'dude');

player.setBounce(0.2);
player.setCollideWorldBounds(true);

1

7



Mannchen steht auf den
Plattformen




6: Mannchen steht auf den Plattformen

function create () {
this.add.image (400, 300, 'sky');

platforms

platforms.

platforms.
platforms.
.create(750, 220, 'ground');

platforms

player =

player.setBounce(0.2);

= this.physics.add.staticGroup();

this.physics.add.sprite(100, 450, 'dude');

@ phaser-game.coderdojosaar.repl.co/part06.html

create(400, 568, 'ground').setScale(2).re

create(600, 400, 'ground');
create(50, 250, 'ground');

this.physics.add.collider(player, platforms);
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1.
2.

Mannchen animieren
Mannchen bewegen




I: Animationen definieren

function create () {

[...]
player.setBounce(0.2);
player.setCollideWorldBounds(true);

PRPPOILTE

©123456738

unendlich—”””

this.anims.create({
key: 'left',

frames: this.anims.generateFrameNumbers('dude', { start: 0, end:

frameRate: 10,
repeat: -1
H;

this.anims.create({
key: 'turn',
frames: [ { key:
frameRate: 20

‘dude', frame: 4 } 1,

H;

this.anims.create({
key: 'right',

frames: this.anims.generateFrameNumbers('dude', { start: 5, end:

frameRate: 10,
repeat: -1
1)

3},

81,

this.physics.add.collider(player, platforms);
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I: Cursor definieren

var player; function create () {
var platforms; [ ]
var cursors; Tt
this.anims.create({
key: 'right’,

frames: this.anims.generateFrameNumbers('dude', { start: 5, end: 8 }),

frameRate: 10,
repeat: -1

}):

cursors = this.input.keyboard.createCursorKeys();

this.physics.add.collider(player, platforms);
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I: Animationen hinzufugen

function update () {

if (cursors.left.isDown) {
player.anims.play('left', true);
} else if (cursors.right.isDown) {
player.anims.play('right', true);
} else {
player.anims.play('turn');

}
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I: Bewegung hinzufugen

function update () {

if (cursors.left.isDown) {
player.setVelocityX(-160);
player.anims.play('left"', true);
} else if (cursors.right.isDown) {
player.setVelocityX(160);
player.anims.play('right', true);
} else {
player.setVelocityX(0);
player.anims.play('turn');
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1: Springen hinzufugen

function update () { @ phaser-game.coderdojosaar.repl.co/part07.html
if (cursors.left.isDown) {

player.setVelocityX(-160);

player.anims.play('left', true);
} else if (cursors.right.isDown) {

player.setVelocityX(160);

player.anims.play('right', true);
} else {

player.setVelocityX(0); und
player.anims.play(';;yﬁ{;;

}

if (cursors.up.isDown && player.body.touching.down) {
player.setVelocityY(-330);

}
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Te

| 8

1. Sterne
2. Sterne
3. Punkte
4. Punkte

laden + hinzufligen
animieren

zahlen

anzeigen




8: Stern laden

7
[ dudepng
Y platform.png

sl sky.png

i star.png

function preload () {

this. load.image('sky', 'assets/sky.png');
this.load.image('ground', 'assets/platform.png');
this. load.image('star', 'assets/star.png');
this.load.spritesheet('dude', 'assets/dude.png', { frameWidth: 32, frameHeight: 48 });
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8: Sterne hinzufugen

var player;
var stars; |
var platforms;
var cursors;

15 + (11 x 70) = 785 (= 800 - 15)

function create () {

[...]

cursors = this.input.keyboard.creafeCursorKeys();

key: 'star',

repeat: 11,

setXY: { x: 15, y: 0, stepX: 70 }
H;

stars = this.physics.add.group({J

this.physics.add.collider(player, platforms);
this.physics.add.collider(stars, platforms);

I -



8: Sterne animieren

function create () {

[ec.]

stars =

R Iterator =

this.physics.add.group({
key: 'star',
repeat: 11,

setXy: { x: 15, y: 0,

o H

stars.children.iterate(function (child) {
child.setBounceY(Phaser.Math.FloatBetween(0.4, 0.8));

¥; A

this.physics.add.collider(player, platformg);
this.physics.add.collider(stars, platforms};

Zufallszahl
float = Kommazahl

fir jedes Kind tue ...
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8: Sterne aufsammeln

function update () {
[eee]

this.physics.add.overlap(player, stars, collectStar, null, this);

l @& phaser-game.coderdojosaar.repl.co/part08.html

function collectStar (player, star) {
star.disableBody(true, true);

}

</script>




2.

Punkte zahlen
Punkte anzeigen




9: Punkte fur eingesammelte Sterne zahlen

var player;
var stars;
var platforms;

var cursors; (v ﬂ Elements
var score = 0; ] © | top
: > skore
function collectStar (player, star) {

star.disableBody(true. true): .~~~
score = score + 10;

} % A
[w ﬂ Elements Console Sources Network Performance
» ¢ [[4 part09.html X Fl n
r [ top 1 v Watch

2 <head>
v phaser-g¢ 3 <script src="//cdn.jsdi score: @

,,,,,,,,,,, S A wthasds



9: Textfeld hinzufugen

var player;
var stars;

var platforms;
var cursors;
var score = 0;
var scoreText;

function create () {

[ooo]

stars.children.iterate(function (child) {
child.setBounceY(Phaser.Math.FloatBetween(0.4, 0.8));

});

scoreText = this.add.text(16, 16, 'score: @', { fontSize:

L32pxt,  fialllle

'#000' });

this.physics.add.collider(player, platforms);
this.physics.add.collider(stars, platforms);
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9: Punktestand aktualisieren

function collectStar (player, star) {
star.disableBody(true, true);

score = score + 10;
scoreText.setText('Score: ' + score);

@ phaser-game.coderdojosaar.repl.co/part09.html




Teil 10
- optional-

1. Bomben laden + hinzufugen
2. Bomben werfen + animieren
3. Game over




10: Bomben laden

&

function

this.
this.
this.
. load.spritesheet('dude', 'assets/dude.png', { frameWidth:

this

i Y bomb.png |

! dude.png

! platform.png
Y sky.png
! star.png

preload () {

load. image('sky"', 'assets/sky.png');
load.image('ground', 'assets/platform.png');
load.image('star', 'assets/star.png');

this.

load.image('bomb', 'assets/bomb.png');

32, frameHeight: 48 });
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var player;

var stars;
10: Bomben erzeugen

var cursors;
var score = 0;
var scoreText;
var bombs;

function create () {

[ec.]

stars.children.iterate(function (child) {
child.setBounceY(Phaser.Math.FloatBetween(0.4, 0.8));
});

bombs = this.physics.add.group();

scoreText = this.add.text(16, 16, 'score: @', { fontSize: '32px', fill: '#000' });

this.physics.add.collider(player, platforms);
this.physics.add.collider(stars, platforms);
this.physics.add.collider(bombs, platforms);

this.physics.add.overlap(player, stars, collectStar, null, this);
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10: Bombe hinzufugen

function collectStar (player, star) {
star.disableBody(true, true);
score += 10;
scoreText.setText('Score: ' + score);

if (stars.countActive(true) === 0) {

stars.children.iterate(function (child) {
child.enableBody(true, child.x, @, true, true);

X);
var x = (player.x < 400) ? Phaser.Math.Between (400, 800)
var bomb = bombs.create(x, 16, 'bomb');
bomb.setBounce(1);
bomb.setCollideWorldBounds(true);
bomb.setVelocity(Phaser.Math.Between(-200, 200), 20);
bomb.allowGravity = false;

: Phaser.Math.Between(0, 400);
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10: Bombentreffer

function create () {

[ec.]

this.physics.add.overlap(player, stars, collectStar, null, this);

this.physics.add.collider(player, bombs, hit

Bomb, null, this);

-

function hitBomb (player, bomb) {
this.physics.pause();
player.setTint(0xff0000);
player.anims.play('turn');
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10: Game over

var player;

function update ()
var stars;

var platforms; if (gameOver)
var cursors; return;
var score = 0; }

var scoreText;

var bombs; ["']

|[var gameOver = false;| }

function hitBomb (player, bomb) {

[eoe]
gameOver = true;

Funktion verlassen
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