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Introduction	Comment by Kemi Ademoye: Add a table of contents
In this assignment, I’m going to be building a simple hangman game using flowcharts and the hangman it was originally paper and pencil guessing word game for two players.  	Comment by Kemi Ademoye: 
Avoid using contractions (shortened form of a word combination using the apostrophe (') e.g. don't, isn't)!

Reference(s):http://grammar.about.com/od/words/a/EnglishContractions.htm	Comment by Kemi Ademoye: 
Avoid writing in the first person (use of ""I"", ""my"") in academic writing unless you are writing a reflective evaluation.

Reference(s):http://www.quickanddirtytips.com/education/grammar/first-second-and-third-person?page=all, http://www.wikihow.com/Write-in-Third-Person
To creating the game, I will be using features list of MoSCoW requirements and will be documenting how used and the rules of the game. 
The logic of the game is, initially the computer must come up with a word and normally the computer doesn’t does not tell the word to you because the whole point is you must guess a word.
 For example, the computer will come up with the word (second) so then, the computer must give the player little dashes that player must fill in and guess the letters.   The requirements that will be useful are things like inputs, outputs and variables.





















Requirements:
The hangman is an easy computer game that required nothing more than computer that randomly chooses a word and the ability to spell.
According to (Collinger)the computer generates a secret word, while the player tries to guess the word by known knowing the numbers of letters in that word. But, when the player guesses the a wrong letter, the player is one step closer to losing. 
Here is the basic of the game according website (Compsci 101, Spring 2016, Hangman, n.d.) , the computer chooses a secret word.
Then the computer displays dashes on the page to show the letters in that word and then the computer displays the hangman line. 
the The user tries to guess the letters are, for example, if the chosen word is (Design), then the computer would display six blanks and one for each letter (_ _ _ _ _ _). theThe computer doesn’t does not display the secret word. The user knows how many letters in the word and then the user start guessing the letters. For example, if the secret word is (Design) and the player guess the letter (s), then the computer will fill in the 3th 3rd dash with an (s) (_ _ s _ _ _). ifIf there is a letter that repeats, the computer will fill in both letters. When the player guesses a letter that is not in secret word, the computer starts of by drawing a head on the hangman and the computer is going to keep adding a part to the drawing each the player is wrong. 	Comment by Kemi Ademoye: 
Start new sentence with an uppercase letter
If the player guesses one of the letters and let’s let us say the guess is a (T), then the computer would put the letter (T) in the correct guess and nothing will not happen to the hangman. If the player gets all letters and finishes the word before the computer finishes drawing, then he/she has won the game.	Comment by Kemi Ademoye: Good description of the game.
	REQUIREMENTS/FEATURES LIST

	Computer randomly chooses the word. 

	Display dashes for each letter.

	Allow the player to guess the word. 

	Allow the player to fill the letters in the dashes.

	Display a part of the hangman when the users user’s guess wrong.

	The users win if they guess the whole word.

	Allow the user to end game mide-playmid-play.

	When player losses loses the game, end the game

	Display the correct word when the player loss 

	Display the correct word when the player win 

	Musical sound and allow user to switch sound on/off

	Display if the player won at the end of the game

	Option to play again at end of current game or to keep play

	Two players – the computer and 1 user player

	Check letter is in word

	If the computer finds the letter, then put the letter in the correct blank areas

	End if all dashes are filled or if greater than numbers tries incorrect	Comment by Kemi Ademoye: Good set of requirements, but you were asked to use the MoSCoW prioritisation technique.

	



Descriptions of the variables:
According to (Rouse, 2005) a variable is way of storing data in your computer and it can be changed depending conditions. A variable is a name given to a storage area that our programs can manipulate. theThe values that can be stored within computer memory and is also easy to locate that value when needed.
When we are writing a variable, we need to follow rules for specifying variables and they  
can be written as a letter, digits, and the underscore character.
Variable names:
1. Must be one word (no spaces!)
2. No punctuation characters (.,!’”, + etc.) 
3. Some languages allow hyphens (-) and underscore (_)
4. The first character cannot be a number, but others can.
5. The name should be meaningful and related to what it represents.


There are variables in the hangman solution, it is useful because each one of them holds information. For example (count) is holding the loop repetition. I want the user to be able to interact with game in interesting ways. To do this, I must create input variable
( num_letters) which allows the user to store the letters.
The game is allowing the user to guess the word. To do this, I have created a variable called (visible_word). After a certain number of incorrect guesses, the game ends and after when the player loses, the game displays the correct word.
The game takes a list of all the guessed letters (guess_letters) (correct guess and incorrect guess). Gets a letter input from the player, checking if the letter is in the secret word.
The game displays the secret word when the player wins the game.
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                 MARKING CRITERIA AND STUDENT FEEDBACK



This section details the assessment criteria. The extent to which these are demonstrated by you determines your mark. The marks available for each criterion are shown. Lecturers will use the space provided to comment on the achievement of the task(s), including those areas in which you have performed well and areas that would benefit from development/improvement.

	[bookmark: assessmentComponent]Common Assessment Criteria Applied  (Assignment 1)
	Marks available
	Marks 
awarded

	1. Research-informed Literature 
Extent of research and/or own reading, selection of credible sources, application of appropriate referencing conventions.
	
	

	[bookmark: feedbackRIL]
	[bookmark: totalRIL]
	[bookmark: markRIL]

	
	
	

	2. Knowledge and Understanding of Subject
Extent of knowledge and understanding of concepts and underlying principles associated with the discipline.
	
	

	[bookmark: feedbackKUS]Variable identification is satisfactory. Generally, your flowchart would have been easier to read if you had made use of sub processes to break down the task into smaller, more manageable steps. (Grade mark: 40.00%)
	[bookmark: totalKUS]25
	[bookmark: markKUS]10

	
	
	

	3. Analysis
Analysis, evaluation and synthesis; logic, argument and judgement; analytical reflection; organisation  of ideas and evidence
	
	

	[bookmark: feedbackANA]Very good introduction to Hangman and the rules of the games. Good list of requirement features, but you have not used the MoSCoW prioritisation technique as instructed in the assignment brief. Please read the assignment brief carefully in future. (Grade mark: 45.00%)
	[bookmark: totalANA]20
	[bookmark: markANA]9

	
	
	

	4. Practical Application and Deployment
Deployment of methods, materials, tools and techniques; application of concepts; formulation of innovative and creative solutions to solve problems.
	
	

	[bookmark: feedbackPAD]A fair attempt. There is, however, room for improvement. Consider splitting your flowchart up using sub processes as mentioned above and you also have too much whitespace making the flowchart too large and difficult to read. Learn how to correctly use the decision symbol in particular. (Grade mark: 42.00%)
	[bookmark: totalPAD]50
	[bookmark: markPAD]21

	
	
	

	5. Skills for Professional Practice 
Attributes in professional practice: individual and collaborative working; deployment of appropriate media; presentation and organisation.
	
	

	[bookmark: feedbackSPP]The report is of average standard. See your report for suggested improvements. (Grade mark: 50.00%)
	[bookmark: totalSPP]5
	[bookmark: markSPP]2.5

	
	
	



	Assignment Mark (Assessment marks are subject to ratification at the Exam Board.  These comments and marks are to give feedback on module work and are for guidance only until they are confirmed. )
	Late Submission Penalties (tick if appropriate)
	[bookmark: totalMark]42.5%

	
	Up to one week late
	[bookmark: fourWeeksLate]
	

	
	1st/2nd/3rd attempt?
	[bookmark: firstAttempt]
	



[bookmark: _GoBack]
Page 6 of 6

