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Top- down programming : A Hangman Game

There are many different ways of structuring a program and each
one has its adherents. Those who believe in one way tend to do so
with an almost religious fervour - an unshakable belief. In this
chapter, one particular approach will be followed but no claim is
made for its total omnipotence. It's just one way among many!
However, it is a technique that many now feel to be particularly
valuable.

But first....

When writing any complex program, the author must commit certain
things to paper right at the beginning. Certain questions have to
be asked and these are:

® What does the program set out to achieve?

® How will it interact with the user i.e. what inputs will
be needed from the user and what outputs will these
produce?

® What strategy will be used to carry out the necessary
processes?

In the case of the hangman game, these are not really terribly
difficult questions and are probably much more pertinent when
large complex systems are involved. However...

® The program will set out to achieve an interactive
dialogue between the computer which generates a random
word and the user who has to guess what it is.

® Interaction between the user and computer will be via the
keyboard and the monitor's sereen.

® The program can be divided into two major sections. The
first section is the control routine (part of a program
that calls up subroutines) and the second part of the
program will be the various subroutines.

® Develop a random word to be guessed.

® Compare the guessed character with the word.
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