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OVERVIEW

•What we decided to do: Hangman Trivia Game

• As usual, the player was to guess the letter of an unknown word (its length 

revealed by “_”) while allowed to make up to five wrong guess: each of which 

would show another body part until the man was completed and hung.

• To give the conventional hangman game an interesting twist, we incorporated 

trivia.  In the spirit of the course, it was going to be eventually implemented as a 

Java-like trivia.



THE TEAM

• Parts- John worked with the HMGUI, Patrick and myself worked with the HMChecker 
class and the methods that went along with that.

• Loss of 25% with Cierra- Since we lost a partner(though it was not her choice due to 
the military), we had to decide what parts of the code to keep and what to take out. 
We didn’t think we would be able to make the game as fun as we wanted to due to 
the loss of a partner. Everyone was somewhat assigned a different part as far as 
coding. Some people received more work and some received less. But in the end we 
equaled everything out so we wouldn’t have to depend on the person with the most 
work to get everything done.



COMMUNICATION(KENYANA)

• Shared Docs – Before GitHub we used Microsoft word to share documents with one 

another. Once person would created the document and share it with the rest of us.

• Email – After we had to begin using GitHub, we started communicating daily by 

email about the project. 

•GitHub – We pushed different documents to GitHub as well as code once we started 

the coding portion of the project. 



ROADBLOCKS AND RE-ROUTING (JOHN)

The typical road blocks, like group decisions, online/in-class member mix, time 

constraints, were outweighed with the loss of a team member. Complications:

• Unaware she wasn’t going to complete her class until after designed decisions were 

made.

• Her class was the Checker, so the hub and central to the other class’s purposes.

We re-routed by reduce to the core code, while trying to keep the Open/Closed 

principles.

• Dropped many features, like Bonus clue (per dialog box) but allowed as an extension but 

did not modify and further what we had.



ROADBLOCKS AND RE-ROUTING (JOHN)

Originally, five classes (GUI, Bonus, Checker, & WordBank) down to two:

HMGUI and HMChecker.

HMChecker, original purpose: GUI and event capture

• Re-routed to handles some of logic of picture advancement and game status (won or 
loose).

HMChecker, original purpose: process correction of letter chosen & hub for other 
classes.

• Re-routed, to include label updating & to store and randomly select challenge word and 
its corresponding trivia.



HMGUI

Created using JavaFX

Simple layout

• Buttons, ImageView, and Labels

• Buttons in HBoxes

Controls and HBoxes in a VBox



SCREENSHOT OF CODE

Some game logic re-routed to the HMGUI 

Class, and directly implemented in the 

events of the button.  Results:

• Clear and easy to understand

• Redundant 

• but it works!



HMCHECKER(PATRICK)

•Methods: Boolean isCorrect, Boolean isCompleted, String getTriviaQuestion.

•HMGUI would call getTriviaQuestion first to start the game by picking a 

random question from a string array. getTriviaQuestion will then set a global 

variable to hold the answer matching the selected question with its length.

• isCorrect when called will return the Boolean value if it matches with the 

character at the specific index.

• isCompleted returns false until the player has correctly guessed all of the 

characters in the string.



SCREENSHOT OF CODE



SCREENSHOT OF CODE (CON.)



SCREENSHOT OF CODE (CON.)



HMCHECKER(KENYANA)

•Method: updateChallengeWord()

•This method updated the word that the user was trying to guess. When the 

game started the answer would be in the format of underscores(----) 

specifically the length of the word. Every time a person guessed a letter right 

the letter would be displayed.

•Example: If the word was apple: (a____), (ap___), (app__), (appl_), (apple)



SCREENSHOT OF CODE



CODE CONTINUE



CODE CONTINUED



CONCLUSION

• In conclusion, the three of us (John, Kenyana, Patrick) were able to pull 

together and still make a fun hangman trivia game. We started with 4 but 

ended with 3. Overall it was a great teamwork experience for us all and we 

were able to learn something from it. 


