BREAKSOUT

GENERAL

MOBILE SPECIFIC

DONE
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NEED TO ADD SHIFTING THROUGH THE QUOTES AND SOME SORT OF 'RESULT'
EACH TIME LIKE 'MEMORISE THIS' AND LET THEM INDICATE WHEN THEY'RE
DONE

NEEDS SOME KIND OF ENDING, LIKE STEALING THE TV MAYBE



NEEDS CODE TO GO TO MENU ON END GAME
COULD THIS HAVE MORE AESTHETIC EMPHASIS?



NEEDS A BETTER RESPONSE TO GAME OVER AND BALL OUT




Could you move the guy around? Maybe move him off screen? (e.g. just left and
right? Or is that just too much to bear? | guess it’s not that hard.)

SOME GAMEFEEL FOR WHEN IT SHOULD ZIG AND ZAG (still nice at any time
because might miss a brick aimed for for example, especially late in the game,
could be ‘intelligent’ and check for impending collisions and dodge them,
question of frequency, random distribution, etc.)

NEEDS SOME NICETIES LIKE SPEED

PROBABLY NEEDS THE MUSIC?

»Jle O Cl vwway Cl vwway O Cl vway .

I

MIGHT NEED SOME TWEAKING FOR PERFECT BEHAVIOUR






THE LIST OF REJECTED BREAKSOUTS

BREAKUP

Each-brick doubles-the-bali I b eollisi 3
THIS IS STILL TOTALLY BROKEN ARGH

REAHSHE BREAKOUTF
NEEDS tweaking to be more funny




Wednesday, 16 September 2015

Sunday, 13 September 2015
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Thursday, 10 September 2015

Tuesday, 8 September 2015



Thursday, 3 September 2015






Saturday, 29 August 2015



ILEFT AND RIGHT TO MOVE PADDLE




Saturday, 15 August 2015

BREAK INVADERS not working in a weird way involving it weirdly sending bricks down
the screen. Looks cool.



Saturday, 8 August 2015

Some screenshots of the games not particularly working — usually via BREAKUP,
which works now but is still out of control in terms of the number of BALLS produced,
nor does it ever seem to want to end?















Wednesday, 5 August 2015
TODO: Make the game reset (but not score) on total clear.

Johannesburg : -26.2113300, 28.0527400
Sliema : 35.9148790, 14.5021140

Istanbul : 41.0082380, 28.9783590
Montréal : 45.5016890, -73.5672560
Copenhagen : 55.6760970, 12.5683370
Wellington : -41.2864600, 174.7762360

Wednesday, 5 August 2015

FYI, the 'administrative_area_level_1' is not always defined. Like for Sliema, Malta.



So for the places I'm thinking of:

Sliema

types: [locality, political]

address_components
["Sliema""locality"],
["MT""country"]

Johannesburg

types: [locality, political]

address_components
["Johannesburg”"locality"],
["City of Johannesburg Metropolitan Municipality”"administrative_area_level_3"],
["City of Johannesburg Metropolitan Municipality”"administrative_area_level_2"],
["Gauteng","administrative_area_level_1"],
["ZA""country"]

Istanbul

types: [locality, political]

address_components
["Istanbul”"locality"],
["Istanbul""administrative_area_level_1"],
["TR""country"]

Montréal

types: [locality, political]

address_components
["Montreal”"locality"],
["Montreal”"administrative_area_level_2"],
["Québec","administrative_area_level_1"],
["CA""country"]

Copenhagen
types: [locality, political]
address_components



["Copenhagen”locality"],
["Kgbenhavn""administrative_area_level_2"],

[""Capital Region of Denmark"","administrative_area_level_1"],
["DK""country"]

Wellington

types: [locality, political]

address_components
["Wellington""locality"],
["Wellington City""administrative_area_level_2"],
["Wellington","administrative_area_level_1"],
["NZ""country"]

Wednesday, 5 August 2015

| did end up understanding inheritance (I literally had it right except was missing the
word ‘prototype’ in a couple of places, sadly). Here is a picture of BREAKOUT OF
LIFE, for the record, before it actually worked properly:



LEFT AND RIGHT TO MOVE PRDDOLE

Sunday, 2 August 2015

Okay shit. | still don't understand inheritance AT ALL. So that's not very ideal. So. So,
hm. So then. What do we have in Phaser.

Well we have BasicGame which appears to just be a ‘'namespace’ to keep things all
nice and separated. Fine, it doesn't seem to actually do very much?

Then we also have Phaser.State which we can maybe ‘extend' (somehow) to manage
states in Phaser. (But note that almost no examples in Phaser actually do this.

Then we have BasicGame.Breakout, which is the actual version of vanilla breakout. It
runs on its own if you tell that state to start.

THEN the big thing is wanting to extend BasicGame.Breakout so that we can modify
its methods and properties to create a new version breakout. And THAT is where
nothing is working. Right now I'm making



BasicGame.REALISM_BREAKQUT for example.

But whenever there is a call to, say ‘this.addBrickRow’ inside BasicGame.Breakout,
the ‘this’ seems to be BasicGame.Breakout and not the child...

Saturday, 1 August 2015

Yesterday or so | got the game-sizing working (at least to full-screen on mobile and
browser, with resizing etc.).

This morning | finally conquered (without quite understanding) the prototype stuff in
JavaScript so that | can subclass a basic breakout setup. So theoretically at this point
| could just be building the BREAKSOUTS? | should really write the list down.

In the beginning

36 versions of BREAKOUT, the sequel to PONGS.

that’s all.



