    APCS Lab : Arrays -- HANGMAN / WHEEL OF FORTUNE

You may choose to write a Hangman program (for between 60% - 95%) or Wheel of Fortune (for 90% - 105%)

On both style counts!


Hangman, basic version : 60%
Write an interactive program to play hangman. The computer will first ask the user to type in a secret seven letter word for a friend to guess. You will then prepare the screen for the game to be played. There should be seven dashes, representing the seven letters of the secret word. There should be a place on the screen where the letters which have been tried and failed are displayed. There should be a message stating how many more errors you are allowed. (You should decide on how many errors result in a "hanged" man.) You may clear the screen (scroll down) after each move, and print the updated version. Allow the user the option of guessing the whole word, rather than just a letter.

Structure the program and use constants so as to easily improve the game in the future. You may use Strings, StringBuffers or arrays.
Optional features:

Get up to another 15 points for adding some of the following improvements to your version of Hangman. (for a maximum of 88%)

1.) 
Add graphics. What's hangman without seeing the guy get hanged? You are free to experiment with any graphics tools, or just use println statements..

2.) 
Allow a word or words of different lengths.

3.) 
Be nice, and if the user makes the wrong letter guess more than once, tell him or her and give another chance.

4.) 
Have the computer read the secret word from a text file containing at least 20 words. It should randomly choose a word from the list. You should keep track of which words have been played in a session, so as not to repeat a word. One way to do this is to have an array of bool, where status[i] indicates whether word[i] has been used that session.

5.) 
Improve on #4 by cycling the words through in order. Thus, every word is played once before the whole sequence is repeated. A text file will have to store your place in the word sequence, so the next session will continue properly.

6.) 
If you do #4 or #5, allow the user to select a Hard, Medium and Easy level. Note: longer words tend to be easier while short words, even if common, are hard. Also, words with uncommon letters are more difficult.

7.) 
Keep data on all games played by storing “user names” and statistics so that the following data can be printed:

a. user win-loss record

b. average # of guesses per game

c. the top three players based on the fewest guesses per game. Ask the user for

                  minimum number of games played in order to qualify for this.

Wheel of Fortune  (90 - 105 points)


This lab consists of writing an interactive Wheel of Fortune computer game. If you are not familiar with the game, watch it once at 7:00 PM . Check your TV guide for channel listings. A brief description of the rules is at the end of this lab. If watching an entire show is tiresome, you may look forward to watching Jeopardy at 7:30 as your reward. Your program should be user friendly and work according to the specifications below.

Wheel specifications : Dollars amounts of $100, $150, $200, $250,$300, ... $1000, Lose Turn, Bankrupt (each with a 1/21 chance of occurrence)

In all versions, the computer will read from a text file (which you write) of words or phrases (puzzle solutions), and randomly choose one for each game. 

90 points : Two player game

In this version, the computer allows two people to compete against each other to discover the puzzle selected from the text file. Your text file should contain at least fifteen words. 

93 points : Three people game (same as the two player game, except that three players compete)

95 points : Solataire against a computer opponent

One player plays against a computer simulated contestant. The computer players do not use "inside info" to compete unfairly,but rather choose realistically in spinning for consonants or buying vowels. After a certain percentage of letters are flipped (with a little randomness in the equation), the computer person can guess correctly the solution (using inside information).

You get extra points by adding options below to the above versions. (for a maximum of 105 points)

a. 
Recreate the drama of the spinning wheel with some graphical display

b. 
Allow the user the option of competing against one or two opponents, any combination of real or computer opponents.

c. Improve by cycling the words through in order. Thus, every word or phrase is played once before the whole sequence is repeated. A text file will have to store your place in the word sequence, so the next session will continue properly.

d.
Have the game store data on previous games for a user, high score, etc.

There is a maximum of 105 points to this program. Choose the options that look like the most fun to you. The extras will be graded depending of the difficulty and quality. You will be graded on what your program does, how well it does it, the difficulty and the style of code. Do not overreach yourself. You are expected to turn in a workable program. If you have high ambitions, get a simpler version working, and then adapt (easy if you have written it well).


Run and test methods as you write!

More on the rules :


On a turn, a player has the option of spinning the wheel, buying a vowel, or guessing the puzzle. The turn continues until the player guesses a wrong consonant, guesses incorrectly for the puzzle, or spins "Bankrupt" or "Lose Turn." A player spins the wheel, and if a dollar amount appears, a consonant is chosen. If it is on the board, the letter appears and the dollar amount is added to the contestant's total. "Bankrupt" not only loses a player's turn, but sends the dollar total to zero for the current bround.

