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CreateJS Basics 

• CreateJS is a canvas based JavaScript game framework 

which is open source and sponsored by Adobe.  

 

• It is comprised of 4 different libraries 

• EaselJS– used for canvas drawing and sprite management 

• TweenJS – used for tween animation like Flash 

• SoundJS – used for sound management  

• PreloadJS – used for preloading assets for images or sounds 
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CreateJS Setup 

• One can load all the libraries or just load the required by add 
the appropriate scripts in the header section. 

 

• For quick access, can use the CDN methods  
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CreateJS Setup 
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Create a canvas  
Load the 

library using 

CDN 



Game Script Usage 

6 

Setup the stage using the 

canvas 

Setup the game loop by using 

the Ticker object 



Game Script Usage 
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Create a red rectangle 

and add to the stage. 

Apply tween animation to 

it by rotating 360 degree in 

3 seconds 



Game Script Usage 
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Create a blue circle 

and let it to be 

dragged and 

dropped by mouse 



Game Script Usage 
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Enable mouseover detection (which is disabled 

by default) and change the transparency of the 

square  



Game Script Usage 
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Make the square 

move horizontally 

back and forth 



Game Script Usage 

11 

Add a Bitmap object onto the 

stage 



Moving Butterfly 
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Load the image 

and then create 

the object. 

When the butterfly 

is clicked, it will be 

disappeared 

Set the initial 

velocity to 0. 



Moving Butterfly 
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Increase the velocity of 

the sprite and set the 

max to 100 

Bounce back 

and forth and 

update alpha 

and rotation 

value gradually 



Spritesheet handling 
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Filename of the 

spritesheet 

The bounding 

rectangle of the 3 

sprites 
Label for single 

sprite and also a 

sequence of sprites 



Spritesheet handling 
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Add the spritesheet 

and the sprites to the 

stage 



Game Loop and Update Function 
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Game Loop 

Update function 



Sound Handling 
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Sound files 

Register the 

sounds and then 

add event handler 

when the sound 

is loaded 

Set the volume of 

the sound and 

play it 



Drag and Drop Game 
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Drag the color 

boxes onto the 

matching grid 

above 



Game Code Listing 
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Define the array to 

store the slots and 

shapes sprites 



Game Code Listing 
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Create the color 

slots and push 

into the array 



Game Code Listing 
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Create the color 

shapes and put 

the index in the 

key property for 

matching 

Create a set of 

random 

number and 

put into the 

positions array 



Game Code Listing 
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Assign the position 

of each shape 

based on the 

random number 

Register 

mousedown event 

handler 

Record the x and y 

position in the homeX 

and homeY for going 

back 



Game Code Listing 
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Move the 

shape 

Hit test code 


