
Convince

The Merchant 

To Sell the Rug

For $100



Let’s build a game like this 

in 40 lines of code



“Fork & Run”

hack.af/wow-starter



Content

Styles
Logic of Game

Go to script.js



myGame.createUserAction({

  name: 'message',

  parameters: ['Message from user to game'],

  howBotShouldHandle: 'Respond to the user'

})



document.getElementById('input').addEventListener('keyu
p', function(e) {

  if (e.code == 'Enter') { // if the user presses enter

    let userInput = 
document.getElementById('input').value

    myGame.message(userInput)



    document.getElementById('conversation').innerHTML 
+= '<p>' + userInput + '</p>'



    document.getElementById('input').value = ''

  }

})
 Allows users to sent a message

In Script.js Below Starter Code



myGame.botAction('respond', 'Send a 
text response to the user', { message: 
'What you want to say to the user' }, 
data => {

  // Add the bot's response to the 
conversation

  
document.getElementById('conversation')
.innerHTML += '<p>' + data.message + 
'</p>'

})


Allows the bot to respond



var myGame = new 
WizardOrpheus('', `



`)

//The prompt for your game 



Edit the prompt at the top to make

your own game



myGame.variable('score', 'Current score. 
Changes (positive and negatively) as the user 
does things.', 0)



document.getElementById('conversation').innerH
TML += '<p>' + data.message + '</p>'



document.getElementById('score').innerHTML = 
data.currentVariables.score.value


myGame.botAction('respond', 'Send a text 
response to the user', { message: 'What you 
want to say to the user' }, data => {


})


Create a variable to keep score



myGame.variable('scaredLevel', 'How scared the 
user is. This changes quickly. From 0 (not 
scared) to 50 (very scared).', 0)



  document.body.style.backgroundColor = 
`rgba(0, 0, 0, 
${data.currentVariables.scaredLevel.value / 
50})`



myGame.botAction('respond', 'Send a text 
response to the user', { message: 'What you 
want to say to the user' }, data => {



})
 Change the background with variables


