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Introduction
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e Create a platform-independent, HTML5 game engine : . h ‘. Bl ' h w ry
e Design a language to define tile-based maps T ™
e Implement an interesting game to facilitate testing Android Phone Performance iPhone Performance
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e Compare the performance ot Canvas and WebGL ’ it ; o
across a variety of platforms and browsers . - I N o - | - oo Ganes
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An object-oriented approach was taken to design a flex- :
ible, extensible JavaScript game engine using both Conclusions

Canvas and WebGL interchangably.
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Support and performance with both Canvas and
WebGL has a wide variability among browsers. While
WebGL outperforms Canvas on virtually all platforms,
its limited availability makes it unlikely that it can solely
be used for a sprite-based game for some time. Develop-
ers must continue to provide fallback rendering options
to reach the widest audience.
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