Sci-Fi Endless Runner (Live Builder)

This document explains how to build a browser-based sci-fi endless runner game with live editable
controls using JavaScript and HTML canvas.

Features: - Player movement (mouse controlled) - Obstacles spawning dynamically - Live controls for
speed and spawn rate - Collision detection

Complete Code:

<! DOCTYPE htnl >

<htm >

<head>

<title>Sci-Fi Runner Builder</title>

<styl e>
body { background: #0aOaOa; color: white; font-famly: Arial; }
canvas { background: black; display: block; margin: 20px auto; }
.panel { text-align: center; }
input { margin: 5px; }

</styl e>

</ head>

<body>

<h2 style="text-align:center;">Sci-F Runner Builder</h2>
<canvas i d="ganme" wi dth="400" hei ght ="600"></canvas>

<di v cl ass="panel ">
Speed: <input type="nunber" id="speed" val ue="4"><br>
Spawn Rate: <input type="nunber" id="spawn" val ue="2"><br>
</ div>

<scri pt>
const canvas = documnent. get El enent Byl d( " ganme")
const ctx = canvas. get Context ("2d")

let player = { x: 180, y: 500, size: 20 }
| et obstacles = [];

l et speed = 4
|l et spawnRate = 2

docunent . get El enent Byl d("speed"). oni nput = e => speed = +e.target.val ue
docunent . get El ement Byl d("spawn") . oni nput = e => spawnRate = +e.target.val ue

docunent . addEvent Li st ener (" nousenove", e => {
player.x = e.clientX - canvas. of fsetLeft;
1

function update() {
if (Math.random() < spawnRate * 0.01) {
obst acl es. push({
x: Math.random() * 380
y: 0
size: 20
1
}

for (let o of obstacles) {
0.y += speed

for (let o of obstacles) {



if (

pl ayer.x + player.size &&
0.size > player.x &&

pl ayer.y + player.size &&
0.size > player.y
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<< X X
+ A+ A

alert("Game Over");
obstacles = [];

function draw() {
ctx.clearRect(0, 0, 400, 600)

ctx.fillStyle = "cyan";
ctx.fill Rect(player.x, player.y, player.size, player.size)

ctx.fillStyle = "red";
for (let o of obstacles) {

ctx.fill Rect(o0.x, 0.y, o0.size, 0.size);
}

}

function loop() {
updat e();
draw) ;
request Ani mat i onFr ame(| oop)

}

I'oop();
</scri pt>

</ body>
</htm >



