Interactive activity — Hangman

www.webardora.net

With this activity we will have to guess a word by pressing one by one on the correct letters.

Every right letter will be added to the word :

Descubre os nomes destes accidentes xeogrédficos. Ollo, s6 se permiten 3 fallos.

Esta en Andalucia.

DOO00CCOO0CO000

BB EE o EDDERDDOBRGE
BEBB

In the “Activity” tab we can see these items:

E @) B ; Ardora
Aforcado
#oao do aforcado
1.- Actividads | 2.- Opeiéns de execucién | 3. Péxina web | 4.- SCORM
Puntuacisn: Publicar actividade
Par cada respasta conecta + 1 = Piimeias lebias para o nome dos aiquivos costasactll
Destino D WEB_ANHTML

@ Faa doble clig Bducir datos

| Arquivo imaxe |rp3 |ogg | Pista/ Pregunta @
Chardora?\Tempicos| DY UWEB_A\Soglling DY\ WEB_AySonshing  Esta en Valencia,
ChArdora?\Temp\cos Esté en Catalufia.
Ria DE FERROL ChArdora?\ Temphcos Esté en Galicia.
CABQ TRAFALGAR Chardora?\Temphcos Esté en Andalucia.
CABO DE PEMNAS Chardora?\Tempicos Esté en Asturias

fistintos parametros P8

Wdo de salucidn

@ Tradicional

(©) Otdenando letras da pald

pisels

=]

Sons

Tamafio Fonte 20

SECTION 1

Double-click on the table, and a window pops up to enter data:
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(Ardora

Palabra Arquivo imaxe mp3 ogg Pista / Pregunta
TEEEEE 0 | B C\drdora? Temphcostas @ E]D:\_W’EB_A\SDns\ingle: @ ED:\_W’EB_A\Sons\ingle: @ Estd enValencia,
DELTA DO EBRO 5 C\drdora7\Tempheostas @) @ @ &  EstéenCatalifia
Ri& DE FERROL E Chardora?sTemphcostas e E] @ @ @ Estien Galicia.
CABO TRAFALGAR 5 C:\rdora?s Tempheostas (=] E] @ @ @  Estiensndalicia.
CABO DE PEN 5 CAdrdora? ostas () @ @ @ Estdenhsturias.

Cl ) @ e

5 o [« © & ©

5 o (& © ©

Gl @ (4 © [«] e

Gl @ (4 © [«] e

E3

In the emerging table, there are 10 rows, so in the same activity we can include up to 10

different words for the users to guess.

1.-In the first column we have to write the word or words that the user will have to discover.
(1 9»22]

The software automatically shows them capitalized. Words with accents, “fi”’, and more than one word

are allowed; in the latter case the user must also type the spaces between words.

2.-In column 2 we have to press on the small folders to open the file browser and search for
pictures we want to associate with each of the words. These images will be displayed on the upper part

of the activity and the letters to be guessed just below, as you can see in the first picture in this tutorial.

3-4.- In columns 3 and 4 we need to click on the small gray buttons to open a file browser and
insert sounds in MP3 and OGG format respectively if what we want is to associate sounds to each of

the words. In that case a small button will be displayed in the upper left area of activity so that you can

.p]
play that sound: 4 .

5.-In column 5 we will write the hints / questions that correspond to each word, just in case
you want them to be shown. Remember that this column, together with columns 2, 3 and 4 are

optional.
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1.- Actividade | 2.- Opcidnggde execucion | 3 - P4

eﬁeleccione as op s de tempo & asp

It is important to mention that the number of letters

that the user may fail before the activity comes to an end, is

not indicated here but in the "Execution Options" tab, activate

Tempao:
the box “Finish after ...mistakes” and specify the maximum [ Limitar por tempo 302
number of failures there. Bonificacidn acertos u -

(1 rematar o ternpa:

@) Parar

If this check box is unchecked the number of attempts
~ Walver a empezar

would be unlimited. *) Amosar solucion

[ Batdn Comenzar  Comenzar
9 Seleccione oz distintos parametroz para a actividade

Métado de solucidn: Irtentos:

1 e

! Ordenando letras da palabra
Saong L) 2 @
&4 16 = x3 B =

@ Tradicional

ematar despoiz de... 3

=
+ fallog

[T] Por puntuacicn

SECTION 2

In the “Answer method” part (1) we will indicate if the activity will be solved using a
“traditional” method in which the user will press the buttons or letters. If the word contains that letter,
it will be displayed there, otherwise a mistake will be shown; or "Ordering letters in a word." In this
case, the word is displayed with scrambled letters and the user must use the mouse to move them to
their proper places; the number of attempts is unlimited.

In the lower panel we have the option of replacing the image with the speaker which comes by
default with Ardora. Press on the folder (2) to import a new picture and indicate its size in the fields
(3). Needless to say, if we do not incorporate sounds to the activity these actions would be useless

because the picture will never be displayed.
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SECTION 3

If we want to include pictures in Tamafio das imaxes 250 = X12DD - | pisels

the activity, we can indicate their size here a2 i, BEmERTE, B ean] zg 20 '3

(1). We can also determine the font family Ancho S0 4ixels

(2) and the size (3). In field number 4, we

will indicate the width for the rectangle F'°5t'f'ﬂ para “seguints" Tamafio Fonte 30 ﬁ
containing the activity and in case we have Texto ~ 2=guinte>>>

more words to be guessed, we can specify

that whenever the user guesses a word, a button will be displayed (if we do not activate this box, the

software will go automatically to the next word). In this case, we will check the “Iusert next button” check

box (5) and necessarily we should write a text in this field (7). This text will be displayed inside the
button and the user will have to click on it to go to the next word to be guessed. The size of this text

can be changed in the field “Font size” (6).
SECTION 4

1.- You can indicate here if the rectangle surrounding

/|
the activity and the buttons surrounding the letters N @ 1 @
will have rounded corners or not. L O @ 2 0

2.- We determine whether the rectangle containing ABC Jf_~,‘E|:DEI:EH||_h,|rq&p;g-m\,.-xzi
the filling is going to be transparent (left), gradient

from top to bottom (center) or gradient from the edges to the centre (right). The rectangle will be filled
with the specified colour in tab 2 ("Execution Options L] Colours_->Selection").

3.- Here we can delete the letters you do not want to be in the hangman game. For example, if we are
designing an activity in English, it would be absurd to include the letter “N” or vowels with a written
accent.

4.- If you check this box the activity will become compatible with touch devices such as tablets,
smartphones, etc.

5.- With this box checked, the buttons containing the letters, will show a shadow at the bottom and on

the right side.
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