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USER MANUAL OF THE GAME “ORBITAL DODGE®

Introduction

The game “Orbital Dodge ©" is a mini game built compleately inHTML, CSS and
JavaScript.

The goal is to control a sphere that orbits around a planet and dodge Mmeteors.
The player can change theorbit’s dlrect.lon pressing the keys « (left) or »
(rlght) .\ . .

Each meteor that misses th -

B 1. HTML file s s.tructure .

<! DOCTYPE >
<html = >
<head>

<meta = >
<meta = = />
<title>Orbital Dodge </title>

L]
e <IDOCTYPE html>: Indicates that the fingLS.. -
e <html lang="es">: Sets the main language(Spanish). =
e <head>: Contains the technical information and the file resources.

e <meta charset="UTF-8">: Allows to show correctly special characters (like
accents or parenthesis). .

e <meta name="ygjewport">: Adapts the game to small or mo Cr_g,ens.
er | (“Orbital

o <titlex: Sets the e that will appear in the google brow

Dodge ©"J. X 4
g2
2. CSS styles
o The styles are written in th file.
a) Import the font ~

url( HH

Import the font MontsSérrat, this j

> - e
b) General styles

body {

: radial-gradient(circle at center, ' )
: hidden;

, sans-serif;
user-select: none;
: flex;

Errases the browser margin (margin: 0).

Creates a space background with a rounded dark blue gradient.
Prevents that the player selects text with the mouse.

Centers all the elements vertically.

Applies the font Montserrat and the color’s text in light grey.



c) Title and marker

hi {

.‘:a
} "

e h1: Shows the title "OrbltaLDodge ©@"with a green-bluish glowmg effect

e dtscore: Shows the player’ scor*e in cyan >

d) Canvas (<can
" a4

canvas {
background: transparent;
border-radius: H
box-shadow:

display: block; * - -
max—width: I

=

-
"
-

The canvas is where the game is
It has rounded corners and it shine
Uses all the browser’s available space.

e) Instructions and reboot messages .

o #instruCLEms: Shows how
e #rest g: Appears at t

restart the game

3. Body's structure (<body

<hl>0rbital Dodge </hi>

<div ="5¢ "»Puntos: @</div>

ediv o="instructions"»>Presiona M@ o ™ para cambiar direccione</div>
<canvas ="gameCanv ="508 ="500"*»<fcanvas>

<div =N7 rtMsg"></div>

e Title: name of the game.

Score: starts in 0.

Instructions: Shows the control buttons.

Canvas: place where the meteors, the planet and the player are drawn.
Restart message: It will appear when the game ends.



4. JavaScript code - game logic
The <script> block contains all the coding that are separated in

sections:
a) Main elements and default variables

canvas = - ('gameCanvas');

ctx = canvas. ('2d'); &
scoreEl = . ('score');

restartMsg = - ('r rartMsg');

You get the HTML element_gand thé 2D context of the canvas (where .

everything is drawn‘:)lmv Wi

centerX = canvas.width / ;

centerY = canvas.height / ;

Calculates.théi}:enme canvas, used as the planet reference point.

b) Player (the §pﬁere that orbits)

player = {

#eeffcs’

};

L ]
c) Meteors and score

meteors = [];

meteorSpeed = H >
spawnTimer = ©; o
spawnInterval = .

score = 0}

gameOver =

e It controls the creation, sp¢
e score Stores the players scorge.
e gameOver Indicates if the game is over.

d) Drawing of the elements
Main planet:

0 {

Eradient = gtx, leenterX, center¥, ©, centerk, center
gradien (2, LA H
gradient. ( I2b23 I
ctx.TillStyle = gradient;
ctx 0
ctx.orc{centerX, center¥, /o, o, PI = 2);

3
ctx.strokeStyle = ]
ctx.linewidth = :;
ot L4 H

i

Draws the planet with gradient and glowing edges.



d) Drawing of the elements
Main planet:

(1 {

gradient = ctx. (centerX, centery, , centerX, centery,
gradient. (8, '#eesat U8
gradient. {1, Pe2b2208');
ctx.fillStyle = gradient;
ctx. ();
ctx. (centerX, centery, : 8, PI %= 2);
ctx. 0;
ctx.strokeStyle =
ctx.linewidth = °;

ctx. 0; -
b . .
Draws the planet with gradient and glowing edges. L
Player orbiting: S :
”
O{ ...} _ >
Calculates its positiomrwith €osine and sinus according to its angle.
Meteors: R |
O ...) L 2 Lot
() { ... } | .
— They are generated outside the canv@s and move tow.ards the center.
Player’s orbit: ‘ >
() { ... | ‘

— It draws a circular dotted line that marks the player’s path.

e) Movement aerlisions

() { player.angle += player.speed % player.direction; }
{4 ... }
(D{...}

o The player rotates co
« The meteors get closer t&
e If a meteor touches the pla

,;;}
f) Score system = o _ -
()1
meteors. (m => {
dist = c (m.x = centerx, m.y = centerY); ; .
(dist <= /5) score++; o .
}; R .
» M, a

g) Main game loop ) "‘

(timestamp) { ... (gameLoop); }

e Draws and updates the entire game continuously.
» Uses requestAnimationFrame for a fluent animation.
e Gets harder with time (more and faster meteors).

h) keyboard controls

( , & = {
(e.code === ) player.direction = -1;
(e.code === ) player.direction = |;
(e.code === &8 gameOver) ();

});



Allows to change the player’s direction
The key R starts the game.

i) Restart of the game

function () {
meteors = [];
score = O;
spawnInterval = H
meteorSpeed = i
player.angle = ©; =

gameOver = Talse;
restartMsg.textContent = '';
}

Conclusion”
The code of t bltaI‘Dodge @"comblnes simple phy5|cs
animation an coll'slon detection in the sameHTML file.

Thanks to the canvas;the elements can be animated fluently, creatlng a
visually attractive experience. ‘ '

The player only needs to use the arrows t: | rotate the orbit and dodge the
meteors while the score system and increasing difficulty makes the game
more dynamic and entertained.
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