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Abstract: The objective of the project
implements the hangman game using
python. It requires the modules such as
random, time and tkinter in python and
loops and functions to build the game. The
hangman Game on python is about
guessing letters(A-Z) to form the words. If
the player guesses the right letter that is
within the word, the letter appears as its
correct position. The user must guess the
correct word until man is hang, then the
game is over. The development of
Hangman game with importing python
modules such as random and time, the print
statements to welcome the person and
functions, loops such as while and for and
parameters to execute the game. If the
random word contains that alphabet, it will
be shown as the output else the program
will ask you to answer another alphabet,
many conditional statements such as if, Elif
and else and integers strings, characters
input and output operations and Booleans
are used to develop the program. The
Hangman game of python includes defining
functions and managing for/while loops.
The function that we use here contains
arguments that are defined in a global space
which can be further used in other functions
to improve game quality. It can also be used
to provide different steps when required
execute upon conditions by the for and
while loops

Keywords: Words; Random; Time; clues
Hangman; Kinter.
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I.INTRODUCTION

Word games helps in enriching vocabulary
and may introduce people to new words
Hangman is one of those kinds of game that
helps us to improve. They also help us to
improve mood, boost self-esteem and
reduce pain and discomfort. In hangman
game, the word to guess is given by a row
of dashes representing each letter of the
word. If the guessing player suggests a
letter which occurs in the word, the other
player writes in all its positions. If the
suggested letter does not occur in the word
the other player removes (or alternatively
adds) one element of a hanged figure as a
tally mark. Generally, the game ends once
the word is guessed, or if the stick figure is
complete. The player guessing the word
may, at any time, attempt to guess the
whole word. If the word is correct, the game
is over and the guesser wins. Otherwise, the
other player may choose to penalize the
guesser by adding an element to the
diagram. On the other hand, if the guesser
makes enough incorrect guesses to allow
the other player to complete the diagram,
the guesser loses. However, the guesser can
also win by guessing all the letters that
appear in the word, thereby completing the
word before the diagram is completed.
Therefore, Hangman is a joyful and lively
game that helps us in building our
vocabulary and skill of guessing.
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II.LITERATURE REVIEW

The are many models and systems available
on Hangman game in present days but with
no clues and no better graphical user
interface. The existing system gives only
the framework of the game and the idea of
how the python code works in order to
execute the game but to make it more user
interactive the advancement of user
interface is required which uses the tkinter
and random module in python .The
proposed system uses this modules too for
better lively ness of the game and instead of
including the words and clues in the main
code they both are included in the separate
word files for the smooth functioning
,better understanding of code and for the
future update of new words and clues. The
system includes the keyboard interface to
type the word which makes the game more
attractive to users and the letters are case-
insensitive (upper words and lower-case
words are treated as same). The game is
converted into multiplayer mode where
more than one player can guess the word if
it is hard.

The existing lacks in many aspects of the
game such as

No database connectivity: The game is not
connected to the database as a result the
scores cannot be stored and there is no
possibility of displaying the high score and
the user cannot save his game progress so
whenever the game is newly installed, they
must play the game from start.

No internet access: Today’s game
applications are also connected to the
internet so that the people around the world
can compare themselves in scores and play
as teams. Since, there is no internet
connectivity the player cannot meet the
other players related to the game and the
player must play himself.

Limited to two players: The game is limited
to two players but they are a chance to
increase the players number and can be
played as teams. One can guess one letter
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and another guess another, so they increase
the chance of winning.

Limited words: The words and clues are
very limited in amount. There is a chance of
increasing words every time and new clues
which makes the game more fun and
creative that helps in learning new words
and building good word knowledge.

These limitations are needed to be modified
in order to make it more attractive.

I11.PROBLEM STATEMENT

Hangman is a paper and pencil guessing
game for two or more players. One player
thinks of a word and the other tries to guess
it by suggesting the letters. The word to
guess is represented by a row of dashes,
giving the number of letters. If the guessing
player suggests a letter which occurs in the
word, the other player draws one element of
the hangman diagram as a tally mark. The
implementation of this game in computer
works as a one player game as the computer
acts as the next person by taking the input
from user to execute the game. The
implementation of the game is done by
using python in this project where it
includes many modules and loops to build
the game. As the main problem is about
user graphics, the python modules are
required according to it. The best working
of game also plays the important role where
the loops should work properly and
perfectly so that the game works accurately
with no errors and mistakes.

So, the game should have good user
interface, clues to find the word. clues and
words list to make it as the good game and
tricky words and clues which makes the
game more interactive and livelier to play.
The implementation of best python
modules and correct use of loops are
mandatory to full fill the key aspects of the
problem statement.
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IV.METHODOLOGY

The game methodology has included the
architecture with word server that selects a
secret word from the server and displays the
word as the sequence of dashes to the player
and the player guesses the characters of the
word to execute the game. The game ends
if the player completes the game or until the
Hangman is hanged. The ER diagram of the
represents how the flow of game will be.

ER DIAGRAM OF GAME

4/ RANDOMLY SELECT OF WORD

DISPLAY GAME BOARD AND PROMPT
PLAYER FOR FIRST GUESS

\

RECEIVE'S PLAYER GUESS

CHECK IF GUESS IS CORRECT

\Z

DISPLAY GAME
BOARD WITH
CORRECT GUESS

UPDATE HANGMAN
GRAPHICS

\L CHECK IF GAME IS OVER

DISPALY GAME OVER SCREEN
AND ASK PLAYER TO PLAY AGAIN OR
RETURN TO MENU

v

STOP GAME

The flow starts from starting the game then
the computer randomly selects the word
using the random module and display in the
hidden mode and it also receive the input
from the user and checks whether it is
correct or not if it is correct, it displays the
character otherwise it updates the hangman
graphics then displays the end if the game
IS over.

The user can access many modules such as
start to start the game, continue to continue
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the game input letter on the screen, read
about the game and exit to exit from the
game.

HANGMAN GAME

V.EXPERIMENTAL RESULTS

In a game, the interface is the key element.
The Hangman game is developed using the
Kinter module from python so, the game
has a good-looking interface and the perfect
hangman to proceed with.

The best part of the interface is, it includes
a keyboard where the player can select the
character as the input. The Kinter module
has also supported in adding the graphics to
buttons, alphabets of the keyboard and
displaying the images according to the
working of the game.

The result of the game varies according to
the position of the game. The result of
beginning of the game does not contain any
man and then the result changes according
to the user input then totally changes by the
end of the game.
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/SCORE:1
1. THE BEGINNING OF THE GAME }
1 (e
SCORE:0 X EXIT

The COIOT aNd susmssiisanseinss@ fOT this fruit

capital of England VI.CONCLUSION

In this project, developed a hangman game
which is based on finding words in English.
The clues play a major role in the project in
the order to find the words. The game is
designed using tkinter and random which
— are python modules that help in the
SCORE graphics and working of the game. The
major part of the project is the user-friendly
interface which is easy to understand and
use. The clues and solutions are created in
two separate files for easy reorganization.
The game helps in building the vocabulary

2.FINDING THE WORD

‘

The color and name are same for this fruit

0 and improves the game spirit. The game

also helps in improving the python coding
skills that includes working of loops, using

python modules such as

tkinter,time,random , importing many

3 WIN OF THE GAME images and changing the buttons according

' to the user.
’SCORE:O I m
VII.FUTURE WORK

A= In Further development ,many words and

BN related clues can be introduced in to the

000 06000000 O game which helps to improve the
00000000000

knowledge and vocabulary .The game can
be connected to the database to store the
4.LOSS OF THE GAME process of the game and the previous scores
.The game can also be designed in multiple
interfaces for the convenience of user and
can be converted as team game where two
or more players can be form into the team
to find the hardest word using internet
which can be fun and learning at the same
time.
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The internet access can be given for the
leaderboards and competitions among
many players that helps in building the
vocabulary knowledge. The game can be
specified to a single domain which can also
help in improving the domain specific
knowledge.
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