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 :

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

SECTION 1
Double-click on the table, and a window pops up to enter data:
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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.
The software automatically shows them capitalized. Words with accents, “ñ”, 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
play that sound:

.

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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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
the box “Finish after ...mistakes” and specify the maximum
number of failures there.
If this check box is unchecked the number of attempts
would be unlimited.

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
the activity, we can indicate their size here
(1). We can also determine the font family
(2) and the size (3). In field number 4, we
will indicate the width for the rectangle
containing the activity and in case we have
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 “Insert 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
will have rounded corners or not.
2.- We determine whether the rectangle containing
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 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 “Ñ” 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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