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DETAHILED I"1FI|f'-I|.i|FIL OF THE GAME "HAHGED™

g |
-“!'
|

Before using the different file types‘that the game is made of, it's important to

‘understand the project purpose and thealnvolved languages to develop it.

The hanged game is an interactive appllca"upn design to be used di on the

browser. Its main purposeis to allow.the player to guess a secret wo

selecting the alphabet words. For every mistake,a hanged man i be

complete, until the player guesses th'q word or loses the game.

For the creatlon of this game, its used three fundamental technologies:

J HTML (HyperText Markup Languagei its used to structure the page content,
in other words, create the wsuaFeIemer}ts like the title; the canvas, and the
restart button: A : v e
e CSS (Cascading Style Sheets) it'sin charge of the wsual | part, providing colors, %

sizes, positions,and element effects to jnake 1:he game*more entertaining and
visually functional.  _ *E: ;j i

. » JavaScript: is the language in charge of the logic pgrt E?nd ul:he.game s
behaviour. Allowing to generat8 a keyboard, detect the sele;;:ted keys, check
the hits and mistakes and the control of the hanged im a

These three languages combine to offer a fully function-al and entettalnmg game

experience e 4 A B %

First, the HTML file sets the site’s structure; tlge'n the €SS s _i# the,ap"pearance

and finally, JavaScript provides‘movement, m‘:eréc;tlv:ty d gamé Iogic_

Each part has an essentialfunction that, toé'rther makes*possmle 11e hanged

,.r

-'*'.:" xF

game in any up-to-date browser - > 1| kS o4 1 b _‘. z a
= = W |l1 L‘ = .":!. = 4 g- ul-‘.-!.'- g. -
o, = ; & | E 4| o 1
F.’HTML STRUCTURE B J ! = l ;; . ::
IR <1doctype > ] ] . |
! <jannm
<html> | .._.-;. A M = _.I.. J i
<head> St = : L
<meta = > | J _.' , ! !

<title>Juego del ahorcado</title>

o <Idoctype html> Indicates t['-gat th'e,tlle uses HTMLS5, the newest version of the

language F g, 3 <

e <html> opens the HTML f'Ie é 1

o <head> contains all the game' settlngﬁ(not dw!ctl;ﬂnsnbj‘e)

e <meta charset="utf-8"3 sets the type of coding charactérs"UTF- 8", i

o <title> sets the name that \Amq,r in the'browsers title: “juego del | -11
ahorca!do" ; Y = [

- . T S o i
e S R gy T T i S 1.--...-;.:\!.“ » |
. =*-"'-¢*-.';"r.=‘:".,1*-.;‘;.".:-j- «.e-q-:-"'f"‘*'-‘r Ry ;ae{' —"*?'.t @ e

mﬂta—-_}-\.. .-'q'#i—ﬁ-n-



2. STYLES CSS (VISUAL DESIGN)

body { £t

auto; i
. L 1
} \ !

. L 3 1“11.__

- ESTABLISHES THAT THE WHOLE CON:I"'EB_I‘T HAS A 960 PIXELS WIDT,

ND
CENTERED IN THE SCREEN (MARGIN: 0 AUTO).

{ | 1, i
: absolute; - >
o Ve
=k 5
Wf e
+ »
. H H 1 "? — ;
¥ I.-‘ lj:, l '._:_._, gt .’.
] + 5
e SETS THE IMAGE POSII-I'O[\[AND SIZE THAT WILL BE PLACED IN A FIXED WA;\ ""
POSITION: ABSOLUTE; ALLOWS TO PLACET

EXAC'I; COORDI’NA.TES (40PX FROM -*%
TOP, 60PX FROM LEFT). == : i

hi { X

®
o
: center; |!

}

{
: groove gold;
: lightgreen; §

o #PANTALLA THE CANVAS IS WHERE THE GAME IS RAWN.

_BORDER GROOVE 8PXTGOLD CREATES A E‘MBOS ED o]
ﬂ BACKGROUND: LIGHTGREEN; GIVES THE BAC-KGRO

i I -
S e At DS
. K : red; ']

: white;

N e e B o e,

i bolder;
, : solid black; %-f‘
e SETS THE BUTTONS VISUAL STYLE "VOLVER Aj!GAl' :
° U'SES RED WI‘TH WHITE LETTERS, CENTERED.TEXT AND A-BI7ACK EDGE ¥

{

_'__'u

r: groove red;



e :HOVERIT ACTIVATES WHEN THE CURSOR PASSES OVER.
e CHANGES THE COLOR AND THE FONT SIZE, GIVING THE FEELING OF
INTERACTION (VISUAL DYNAMIC EFFECT).

]
L ]
-

3. HTML VISIBLE CONTENT "

<h1l>-El juego del ahorcado-</hi>
<canvas (= = = >
Tu navegador no soporta Canvas.
</canvas>
)

o s |

« <H1>: MAIN TITLE GAME. PR
« SCANVAS>: IS THE CANVAS WHERE THE LETTERS, KEYS AND IMAGES WILL BE
DRAWN. el g

THE WITHIN TEXT (“YOUR BROWSEIi'DOtSN {T SUPPORT CANVAS.")APPEARS ONLY

IF THE BROWSER IS OLD AND/DOESN'T SUPPORT THE LABEL.<CANVAS> NS

Fat ¥ -
S T :

<button (= = = - ; "»Vaolver a L ‘:" o

3' "\. g:_. !

o/ CREATES A BUTTON THAT REFRESHES ALL THE PAGl;fR{gooﬂNG THE GAME
o "WINDOWLOCATION.RELOAD() Ii LOADS THE FILE HTMt“FRQ‘M SCRATCH.

o it

B

4. SCRIPT JAVASCRIPT (GAMES LOGIC) ,"_j__.-: . NS

HERE ARE CREATED THE FUNCTIONS THAT ALLOW-'TQ RAW {REIE(?#_FLICKS, SHOW

LETTERS, ETC. | 43 17, %
MAIN VARIABLES ;_,?;-| A |78t %':
: 'E- N S R
ctx; = 5"'" \ e '_' *i.-" e
canvas; T’q’l\ ol ; g - ‘ l-‘,'_ _
palabra; | '_;3' ih {_' L 11 o i_’l?‘ | i‘ o
letras = "QW i M3 - e
. CANVAS Y CTX: ARE USED TO DRAW IN THt<CANV*S> j o 1 !
ii CTX (CONTEXT) IS WHAT REALLY ALLOWS US-TO-USE-D lﬁe 'Fd(*LS (TEXT,
RECTANGLES,IMAGES). “lana

1 843
s PALABRA®ST@RES THE SECRET GAME'S WORD i pomiv e 4

o LETRAS.!_ _]\I LL THE AVAILABLE LETTERS OF THE KEYBOARD (IN CAPITAL
LETTERS).

§ |
S

ctx; X

ELVEEH » 13'
palabra; ||1 '; o [ i
letras = "Ov . . IM" ; 2 =4 . l . o :
Lt
- =21 ; = -1 A B e, =
] = § 3 . - ] 2]
e SETS THE KEYBOARB}’_-S C'OLORS-POSITIONS A_ND SIZES WHEN JIT APPEARS ON

THE SCREEN. | g sena SR i

_ mm@wms _m_“mm_;: :

Ll T

(]
.
b
0,
O
X
J‘ﬂ

DRAWN:
LON: TAMANO DE CADA TECLA (35PX).
MARGEN: ESPACIO ENTRE TECLAS.



MAIN ARRANGEMENTS

teclas_array = ();
letras_array = ();
palabras_array = 'y

();
w i

L

.4
AVAILABLE WORDS g
o
-
palabras_array. ( 'H zf‘ :
palabras_array. ( ) .E
palabras_array. ( bH ‘

e IT ADDS ARRAY WORDS'»‘Z’PALABRAS ARI§¢-\Y>"
.PUSH()PUTS A NEW ELEMENT AT THE END
lT“H'ESEl ARETHE POSSIBLE WORPE THAT WILL APP

5. OBJECT CONSTRUCTORS,

THESE CREATE “TEMPLATES” FOR LETTERS. AND KE:Y 1=

¥.KEYS

(x, v, ancho, alto, letra){
<X = X}
Y = ¥;
.ancho = ancho;j
.alto = alto;
.letra = letra;
.dibuja = dibujaTecla;
}

m SETS A KEY WITH ITS POSITION, SIZE AND
IT ALSO KEEPS WHAT FUNCTION WILL BE

‘9 LETTEKS oRr a

{x, y, ancho, alte, letra){
X=X
¥ =¥
-anche = ancho;
-alto = alto;
.letra = letra; ??‘
.dibuja = dibujaCajaLetra;
.dibujaLetra = dibujalLetraletra;
¥

o REPRESENTS EACH B'I.,.ANK SPAGE"IN THE WORDS

o IT CANDRAW I'l'S "EMPTY. Or " A

1‘!‘!‘
;-o' TECLAS_ARRAY: STORES ALL THE "TEELA" TYPE ELEMENTS.

o LETRAS_ARRAY: STORES.THE PLACES OF ‘TH.g ALREADY GUESSE
e PALABRAS_ARRAY: CONTAINS THE PLAYABLE WORD-LIST.

e W e e,

f

T s o

LA
v
t

{.E'WER'T" .
ysmé TO DRAW (DIBUJA

T e e S L T

“ALSO SHbW THE CORRECfF LETTER W

_'__'u

el

HEN{.



o Represents each blank space in the words.
* It can draw its “empty box” and:also show the correct letter when getting it

right. £
‘q‘ "
] ” ‘t
+ k. }
6. DRAWING FUNCTIONS ety
“Draw keys Rtele N
04 11‘
ctx.fillstyle = colerTecla; -
eu,sun:a:tyu = colorMargen; !"I.-
ctx. { X, 'S .ancha, .altol; ([ ¥ 8 ek R
(148 { X, ¥ .ancho, .alte);

ctx.fillStyle =
ctx.font =

L]
; r*; gl
ctx. { .letra, L -anchofi=5, -y .altofi+0); 1 -
} v o

« \Draws a key with a dark grey %étéffgle and red edge.
e Places the letter in white over iﬁ Qnteqed

=

—]

A‘\\ : 2

Drawing the words Ietters.w\ |
O iy — '.'
ctx.fillStyle = "t A > .
ctx. font -"' H ]' -
etx. () .letra, X .anshafi-17, Sy -altef +10); :
}
i AR ESEERDNN

» It executes when the player ge’s a word right.
. Shows the Ietter in black according to the box

Draw the empty letter box:

L
ctx.fillstyle = “w H
ctx.stroke5tyle = “hlack”;
! ctx. { <X, ¥ .ancho, .alta);
ctx. [ WX, ¥y .anche, .alto);

= e
i’ Draws the white spaces (empty) where tlnef secre'! word I4 Eg;

-7. CLUE FUNCTION
P f A il:ﬂ-il

= ]
(palabral{
pista = "";
"ﬂ (palabra){ e
pista = "Rug
!
H .
pista="No hay pista aun xP"; 1 L ] .-;I
} =4
|
ctx.fillStyle = "t H =
ctx.font = i - -
ctx. (pista, 18, 15);

}



8. DRAW KEYBOARD

(M

en = g
ol = i ]
]
Cvar 1 11 Length; d++1{ o
1t let: 4,105 »
(x, y, lon, lon, letra) *
] b ]
t " {miLetra) "’\
LY b3 !‘t

« Draw all the keys (from A to Z even i). .,
e Itis placed in three rows, with calculated dynamically coordin
e Each key is keeped in the array teclas arr

9. CHOOSE AND DRAW THE WORD . ,_-
04 Fa
p= . { . ()=palabras_array.length); _J l d— J
alabra = palabras_arraylpl; B - ——
: ; {pulabra}:v ’ ==y g =y \“‘-\ .
' i s .
a ™ ﬂ - .
} | Pt I
e Chooses a random word (Math.random()). “; }
e Uses pistaFunction() to.show the correct clue &h i,
L) nDrawsﬂhe empty spaces of eachetter at the cent e‘canvas
. I
10. DRAW THE HANGED MAN f_j_i;’-;.;--’“__ﬁ?ﬁq L '*_;J,,‘
{errores){ '*:; -r:-ﬂ_- L {IE
imagen = () f;, X .ﬁT ! '¢::'}".‘.' h:'
imagen.sre = ] +8rTores+ : - - i i s P
ima:en.onload = (1} ;"I%%’ I '.._ ._J’;i'?;. ’5'_;‘ -
ctx. (imagen, ¢ 8, ' |H eyt _;aé:." _ ‘:. i 1  BH g A8
4 Ir - el .'-' - y
’E Il S
s Shows the hanged man image actording 1 Fumber oi lje’p b
. Each image (ahorcadoojpng, ahorcadG’I png... représents i‘aﬁin'g
_ : £ <t
= | -] o ||
i)i CLICK DETECTORS I 186 §
i | 1 o |
i L8 o T B
(e){ Y ]| e s
pos = (e.clientX, e.clientY); l 1 | ;J ' '
# — - 4 ..'. L]
} vish
B "L y y oy :-'
e It activates when the player ick.:?)'\{er a drawn key. 3t
e Detects in which canvas coordinates [tbe click happened . , i -
o Checks if that position matches any key:. ada n ?.'f,. $or 0 |
If the letter matches: = 'm 3 y sanlf 1 :——‘l

(letra == tecla.letra){
caja = letras_array[il;

szﬁt% s S e
- i ...“.*r:’h ﬁf‘t...,.a.-&_ w

caja. ();

aciertos++;



e Draws the letter in a correct square and sums a success .
If it doesn't:

errores++;
(errores); *s
(errores == ) (errores); ‘1\
by

. 0
5] 1
T L]
L

¢ Increases the mistakes:counter and the h_anged man image updat
e If you reach 5 mistakes it's a game over.

- ’e o
e ] L Y i I
12. GAME OVER. g v e |
A, AR
{errores){ K] ;E‘F ‘ :
ctx. {#, @, canvas.width, canvas.height); Hﬂ i l - ¥
ctx.fillStyle = la red ' = ;
ctx.font = ; i : \‘h“\ 1'1'5\'-‘
a Ty B - =,
¥ l s ut _E' Yt =X
\m ] " .? L ‘!‘-
e Cleans the whole screen. R . ﬂ: '
.=~".‘¥ ; Al
o ' Shaws the final message: 3o By |

o- If the wordis guessed, appd?s “muy bien”. .-
o If not “Lo sentimos”.

e -Draws again the whole Word and the gallows. ," e

13.AUTOMATIC RESTART

.onload = [$1¢

i"It executes automatically when the page ends I'oa(i'l’ng.

o Starts the LapNas and the context (ctx). 1§ &2
e Draws't eyboard, the image and the wlord
Activate: I ' S
s ctivates lcl‘menﬁ to play
GENERAL CONCLUSION 3?
This.code combines HTML (st@%t e), Csﬁ(wsual design) and JavaScrI]pt (games
logic)- ¢ T

The use of the canvas allows to graphlcally represent the Key oard the word

-

and thesimages of the han ed without using extra HTML elements | -

Each function has; a clear" responsdulﬂy 2k : - N P |
o draws key. I,dta the key'box LS SR {'
o Sélétts: cﬁkd@%ﬁyﬂ* x*“‘f'a«uﬁ%’i‘%rg‘a = “:"?g‘:é’.a ]

e Gallow: visual retroallmentatlon.
e Game Over: end game.



