Midterm Progress template: Dragonfly game using Phaser FW

1. What have you finished?

Basic gameplay :
Use of phaser framework (js) to:
-breakdown of games to different states – menu, loading, game, pause.
-Loading assets (background, sprites, etc) – some original artwork created like background. 
-add physics to sprites – movement, collision, world bounds
-animation/movement – scrolling background
-text (HUD) displays for time and scoring
-timer loops for sprite generation and movement
[bookmark: _GoBack]-touch events – tap and swipe
-added audio
-testing on ios platform

2. What do you have left?
-Scaling/sizing tests for different sceen sizes
-Animation (spritesheet) for enhanced animations and effects
-Enhanced movements of sprites and more precise physics for collision/bounds
-test on android platform
-save scores/states to persistent storage
-Hit counter and leveling 

3. Are there obstacles holding you back? What are they specifically?
-There are examples with tutorials. But phaser framework is highly evolving and so there are outdated materials and outdated code samples that were not backwards compatible

4. What obstacles have you over come and how have you overcome them?
-initial set up and play for phaser framework. There are docs/tutorials but many are outdated. Continue research and study and try and fail/success attempts.
-Also phaser handles own configuration of platforms – like sizing/scaling that’s different or in addition to cordova how to’s.
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