Harmony Tech Camp 2021

Pokemon Phaser - Special thanks to Devoxx4kids

Slides by Mark Waite (derived from Alex Wilk's Devoxx4Kids original work)
Source code at https://github.com/MarkEWaite/pokemon-phaser




Let’'s Check that You're Ready

e We need to know that you're ready
e We need to see a “Thumbs up”
e Thumbs upin Zoom now
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Let’s Play a Game!

e Open http://bit.ly/mw-pokemon
e Catch the Pokemon
e Thumbs up in Zoom after first catch
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http://bit.ly/mw-pokemon

http://bit.ly/mw-pokemon

Let’s Play a Game!

Congratulations, you caught 3

What
happens

when you
reload the



http://bit.ly/mw-pokemon

Let's See the Game Code

e Open http://bit.ly/mw-code or
hitps://jsfiddle.net/5v8yfo0e/
e Thumbs up in Zoom when you see it
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http://bit.ly/mw-code
https://jsfiddle.net/5v8yfo0e/

http://bit.ly/mw-game

Let's See the Game Code

Code & game
together

> Run @D save X Fork
Fiddle meta
Pokemon Phaser

Pokemon Phaser game for
Harmony Tech Camp

Private fiddle ESEY

Groups EEZ)
Resources URL cdnjs
Async requests

Other (links, license)

© setasbase [J Collaborate <> Embed Change| Fiddle listing shows latest version

>Catch a Pokemon<

< src="https://cdn. jsdelivr.net/npm/phaser-ce@2.7.
9/build/phaser.min.js"></ -

text/javascript”

< e="cursor: url('https://github. com/devoxx4kids/m
aterials/raw/master /workshops/pokemon-phaser/en/app/assets/po
keball32.png*) 24 24, default;">
< id="gameContainer"></
</ Boays
</hEans

JavaScript + No-Library (pure JS) ¥

e GQnimMa

Anima saves you time by
translating design into workable
React code M

Phaser.Game(screenWidth, screenHeight, Phas
, 'gameContainer');

updatesCounter
caughtPokemons

pokedexData
*bulbasaur’
“ivysaur': 2,
*venusaur
* charmander *
*charmeleon®
*squirtle’
‘wartortle

Ti+ Settings
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What is the Game Code?

e HTML - web page
e Javascript - programming language


http://bit.ly/mw-game

http://bit.ly/mw-game

Let’s Play the Game with the Code

e Press “Run”to play
e Thumbs up in Zoom after first catch



http://bit.ly/mw-game

http://bit.ly/mw-game

Let's See the Game Code

Press “Run
to play

D> Run @ save
«ddle meta
Pokemon Phaser

Pokemon Phaser game for
Harmony Tech Camp

Private fiddle ESEY

Groups EEZ)
Resources URL cdnjs
Async requests

Other (links, license)

Anima saves you time by
translating design into workable
React code M

7 Fork

JavaScript + No-Library (pure JS) ¥

© setasbase [J Collaborate <> Embed Change| Fiddle listing shows latest version

>Catch a Pokemon<

< src="https

/cdn. jsdelivr.net/npm/phaser-ce@2.7.
9/build/phaser.min. js >

text/javascript”

- e="cursor: url(’https://github. com/devoxxakids/m
aterials/raw/master /workshops/pokemon-phaser/en/app/assets/po
keball32.png*) 24 24, default;">
< id="gameContainer"></
</ Boays
</hEans

Ti+ Settings ‘

creenWidth, screenHeight, Phas

updatesCounter
caughtPokemons

poked
*bulbasaur’
*ivysaur':

*venusaur

* charmander *
charmeleon’
*squirtle’
‘wartortle
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Let’s Change the Game

e Find a Pokemon name
e Replace it in createPokemon function

O Line 73-74 - sprite(horizontal, vertical,

‘charmander’);

e Press “Run” to play again
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Find a Pokemon name

JavaScript + No-Library (pure JS) ¥

messag

pokedexData

‘bulbasaur ' :
"ivysaur':

‘venusaur ' :
' charmander’
‘charmeleon’
‘squirtle’:
'wartortle’:

pokedexData =
has names f Grome o

preload: O 1
game. load. crossOrigin 'anonymous " ;
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Replace the Pokemon Name

JavaScript + No-Library (pure JS) ¥

pokemon game. add.sprite( :
‘charmander ');

.inputEnabled

Put Pokemon
name here e

. events.onInputDown. add(
caughtPokemons++;
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Play the Game with the new Pokemon

> Run Y Fork  © setasbase [ Collaborate <> Embed Change, Fiddle listing shows latest version

Ti+ Settings ‘
«ddle meta

Pokemon Phaser

Pokemon Phaser game for >Catch a Pokemon<
Harmony Tech Camp

Private fiddle BSEY < src="https

/cdn. jsdelivr.net/npm/phaser-ce@2.7.
9/build/phaser.min. js >

< ype="text/javascript"
Groups EEZ) </

"cursor: url(https://github. com/devoxx4kids/m
Async requests

aterials/raw/master /workshops/pokemon-phaser/en/app/assets/po
keball32.png*) 24 24, default;">
< id="gameContainer"></
</ Boays
</hEans

Other (links, license)

't p I ay Jvacript + No-Lbary (ure 19 ¥

creenWidth, screenHeight, Phas

updatesCounter
caughtPokemons

poked
*bulbasaur®
"jvysaur ' :
A "venusaur
Anima saves you time by g
: charmander
translating design into workable E -
9 charmeleon
React code M amEtie
‘wartortle
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Experiment Time

Move horizontally

Choose a different background image
Gravity - how fast Pokemon accelerate
Start from a different location

Choose a different Pokemon each time
Choose a random Pokemon


http://bit.ly/mw-game
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Move horizontally

+ No-Library (pure JS) ¥

Add a line:

pokemon.body.gravity.x = 43

state.add("'main’, mainState);
tate.start('main’);



http://bit.ly/mw-game

hitp://bit.ly/mw-game
https:/jsfiddle.net/5v8yfo0e/

Experiment Time

Move horizontally

Gravity - how fast Pokemon accelerate
Start from a different location

Add scoring based on difficulty of the catch
Choose a different Pokemon each time
Choose a random Pokemon


http://bit.ly/mw-game
https://jsfiddle.net/5v8yfo0e/

Source code for the game

https://qithub.com/MarkEWaite/pokemon-phaser



https://github.com/MarkEWaite/pokemon-phaser

