@ @ @ QO @ o = e - m
D v v v » o o -4 n w i
e TR £ S - R v © o o ] =) &
= wm m m = = m =] = m -
o H w0 SR R w o oT 5 o o @
W W W W @ TE Ba B 5 Wwa
=] =l =] == = S=ain e by A — W =0
b G R By B = = 3 = A= s @
L = el el = = = ____.._ﬂ_ ....Mn_.._ = n_._...n__ M_E_
o @ @ O D @ o S =N = Sl s
1Y o OO O T D = ME = - .ms =
o = = = = = e o3 282 ¢ E5 P2
09 @ ®© ®© @ @ @ e $o @ T E
D S E N EE R ) W A S LT R g (e B
L 505 m e o g @ o T o g ©
— T=< < < < G < Oy O O R = L s CRC B
ﬁ = ﬂ ﬂ ﬂ m.w.rn. % o S50 % O =S0o
Ead
i) ERE B D Eend Eisd e = AN ERA A B B W iR GLAd brasd B A R e [ e B i e B Gl
] tg ) (e o EEE EEE IR R ) ) D
L FEEC) TR T (D )
i ﬂﬂﬂﬁﬂEEEEEEEEEEEEEEEEEEEEEIE

£35S ) R 51 S S IR ) G ) )
EEEEEEEEEEEIEEEEEEEEEEEEEE

D R )
) ) D 5 2 50 0
R GO e

PR [ Y 8 (2D Y
FEEE YY) D ]
FEE FERED D R Y )
(] [ D R (2D B
(L) Y R D
(EE (EE D )
FEEE D R D
sl
EIEEE () % R R B
FEEE G D G G DD D
i ) B ) IEEEEEE
FE EEEE D )
FsH ) 5
] D R
i D ]
% B 51 B B
FEEE EE D )
[ ) D G
1A D
FEEE EEEE D A

1] B} 552
[E B 3 TR R
ik )
R 2 D B
Hik i B T
S ) ) S D D D
FEE ) T ) DG D
i8] G313 7)) D D DB
T ST CE) S ) D DG D D
FEE CEE ) G G G ) ) ) D D D R )
F5] 5 ) ) DG D D)
HEE) S G R ) D) ) ) i G )
1EF ) D D ) D G 5 D ) Y6
ST 55 ) G D 5 ) D G G D
HEE 2 L ) A O D G T D G ) B0 (] B
Ji5 5 5 I ) S ) T ) ) ) D
FE 3 D ) ) T D 1) G 5] A ) 0 (R
FEE 3 P (T G R R B ) ) (D D
FEE) ) G 5 D 5 ) D B
FIF EIF S I ) (1 G S 1 R D D D D D D ) X ) O D
S e e
EE
E

with JavaScript & Phaser

NANO DUNGEON
Deconstructing Roguelike Development

Based on ‘Roguelike Development with JavaScript' by Andre Alves Garzia
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Level:4  Hits:29(29) Str:16(16)

Gold:718

Armor:5  Exp:4/76

The Berlin Interpretation:
5 Key Pillars

e Random Generation: The world is
new every run.

 Permadeath: No saving; death is
final.

e Turn-Based: The world waits for
youl.

e Grid-Based: Everything exists on a
discrete chessboard.

» Resource Management: Scarcity
drives strategy.



The Tech Stack:
Why Web?

=>» Zero-Friction: Runs in any
browser.

HELLO FPHASER

e Rapid Iteration: Hot-reload
with live-server.

const config = {
] 0 type: Phaser.AUTO, // WebGL or Canvas
| pixelArt: true, // Crisp retro visuals

“A].WGUS be-t on JS. L .ph‘,rsi{:s: { default: 'arcade' }

| 4‘;1 };
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The Heartbeat: The Game Loop

INPUT
(Keyboard/Mouse)

The Conflict:

Phaser runs at 60 frames per
second (Real-time), but a
UPDATE Roguelike moves one step at a
(Simulate World) time (Turn-based).
We must enforce patience on
the engine.

RENDER
(Draw Next Frame)

&1 NotebookLM



Anatomy of a Scene

PRELOAD

this.load.spritesheet(..., 'phaser/sv3.png" .png');

CREATE

The Phaser
Scene Class

UPDATE

i (dnput)e
move ()

}

& NotebookLM



The Grid is the World
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Data + Assets = Tilemap



The Architect: The Dungeon Manager

Raw Data (Array)

Dungeon Module

. Load Level Data
. Manage Entities

. Coordinate Translation

(Grid <-> Pixel)

Phaser Scene (Visuals)

Displays Game
Objects & Tilemap

&1 NotebookLM



Controlling Time: The Turn Manager

G0

The Debounce:

WES

A 150ms delay is
added between
inputs to

OVER?
(Check if
finished)

REFRESH

TURN
(Entities Act)

(Reset Action
Points)

prevent the
player from

NO accidentally
sprinting across
the map.

&1 NotebookLM



The Protagonist: Grid vs. Pixel

x=15, y=15
(Used for Collision/Math)

.Hr. .
E Visual Position:

x=240, y=240
(Used for Rendering)

Update Logic Animate Visual
(X,Y) (pixels)

JetBrains Mono JetBrains Mono

Check

DPUL Valid Tile

JetBrains Mono

& NotebookLM



Smooth Operator: Tweens & Animation

!f% e !5§_£ this.tweens.add({
R e -HEW targets: entity.sprite,

: X: newx,
‘ Instant Update (Jarring)
: - —~ Y: newy,

duration: 200, // 200ms glide

1813151818618 case: "Pouer2’

i

W W War e ¥
-——’.-
| B

A

‘ Tweened Movement (Fluid)
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The Conflict: Al & Pathfinding
i = B

The Loop

1. Calculate path to
Player (A* Algorithm).

2t DiistEanee, >hls:
Move one step closer.

S TAEs T anGce: =1
ATTACK.
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Combat & Permadeath

Visual Feedback: The Strike

The Stakes

< Movement Points (MP):
To walk.

Yo-Yo Tween

< Action Points (AP):
To strike.

* Permadeath: If HP <= 0,
Reload Game.

& NotebookLM



E & A Dangerous hMonster
& A Dangerous Monster
s & A Dangerous Monster

kA Gerpmcus Mencter was
i kBad

| Tho Pigver Yoes 1 domage 1o A
Dompo 0.os Wonsher

& Dengerous Montier does 1
| aemege lo The Player

1 8 A Corpmous Moncar was
bl

The Plaver toes 1 demage 10 A
Dieresger o Miangber

A Dangarcus Morster does 1
camega to The Player
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Events

l

Ul Scene
(Static Overlay)



Loot & Inventory

i Items are Entities: They
exist in the world logic.

+ = Equip Logic: Toggles
‘active’ flag.

i+ Impact: Active items
modify the 'Attack()'
calculation.



Beyond the Static Map

The Skeleton is Complete.

¢—l—¢

Procedural Generation
(BSP Trees /
Infinite Maps)

Complex Classes
(Mage, Warrior,
specialized AI)

Audio & Polish

“Your journey starts when you change the code.”
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