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Introduction	Comment by Kemi Ademoye: Add in a table of contents.
Also make your headings and subheadings bold
In this assignment we will be going through the development of an online hangman game.
We will be looking into what will need to be in the game to make it fun and interesting, using the Moscow technique to determine what will, could, should or won’t be in the game.
Once we have used the Moscow method to determine the contents, we will be translating the data into a flow chart to better explain how the game will work.  
We will also be looking further into the variables and constants used within the flow chart.
Hangman is a game which has been around for generations, ; it is quite a simple game which can be enjoyed by two or more people. The concept of the game is that one person is the host, chooses a word and using blank horizontal lines to symbolise the number of letters in the word, writes these down.  The other player or players guess a letter , if correct they fill up the blank, if incorrect then a piece of the hangman is added. We will be going further into the rules in this presentation.


[1] History of the game.
The game hangman has for generations been a popular game bringing friends and family together or being used as a learning tool for teaching grammar, but that was not always the case. The game has been around since the 17th century but it wasn’twas not as innocent as the game is today.	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
Back in the 17th & 18th centuries the game was not called hangman but called “rit of words and life” at a time when capital punishment was used for criminal sentencing. Even though this seems barbaric now, it was normal procedure back at this time. “Rit of words and life” was a very cruel way of securing  a “get out of jail free” card. During the hanging the prisoner stood on a five legged stool  and would have a chance to guess a letter to make a word. Then for every wrong letter the convict guessed the executioner would take one of the legs away from the stool. If the convict got the letter right they would be free to go. If they got it wrong and all of the legs were removed from the stool then sadly that was the end for the prisoner.
Even though this was a dark version of the game we play today, it set the foundation for the game from the guessing of words to the parts of the hanging man we use to show the wrong guesses, although some people don’t do not like using the hanging man and opt for drawing something different the rules of the game are the same by setting how many guesses of the letters the player has. 	Comment by Kemi Ademoye: 
Add commas where the natural break/pause occurs when you read over the sentence.

Reference(s):http://www.thepunctuationguide.com/index.html	Comment by Kemi Ademoye: Very good background information






Rules and guidelines of the game:
· Needs at least two players 
· Need pen and paper	Comment by Kemi Ademoye: If playing the paper version
· The guesser will write out the alphabet 
· One player is the host and decides the word(s)
· The host will write down or give the person a clue as to the subject or phrase,  e.g. celebrity, animal, film.
· Once the word is guessed, the host will write horizontal lines in a row with a gap between each line to show how many letters is in the word. If there is more than one word he could use another row or use a backslash (\).
· Then the guesser will guess one letter at a time
· If the letter is correct the host will fill in the correct line to show where the letter is in the word(s)
· If the letter is wrong the host draws a piece of the hangman
· If the player guesses every correct letter or thinks there are enough correct letters available to guess the correct word(s) outright they are the winner
· If the player has guessed wrong and the hangman has been completed, the host is the winner

[image: Image result for hangman game]




Variables and constants 
Variables:
· Difficulty
· Gameplay 
· Chosen word  
· Winner 
· Player count/hangman count
· Display letter in blank 
· Hangman piece 
· Coin flip
Here are the variables I have chosen to use. These are the most important variables that will be used in every game, but the outcome might be different every game.	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

Constants:
· Alphabet 
· Choose letter 	Comment by Kemi Ademoye: This is more appropriate as a variable as it will change every time a choice is made. Remember, constants are set at the beginning and do not change their values. The same thing for Player Guesses.
A more appropriate example of a constant will be hangman count which can be set to the count of hangman parts to draw at the beginning and this value will not be changed during the game.
· Player guesses word against computer
These are the main constants I used in my flow chart. These are the parts of my flow chart which will be staying the same throughout the game.






Conclusion	Comment by Kemi Ademoye: This should come after the MoSCoW list.
In conclusion, we were happy with the final flow chart and were able to implemented all of the ‘should have’ and some of the ‘could have’ from the Moscow chart which we were worried we wouldn’t be able to implement into the flow chart. We also included aA few different additional features for the game that were not originally included in the Moscow were included in the flow chart such as the ‘choose the player by a coin flip’ in the player vs player mode. We felt confident in our flow chart that if the game was generated it would not only work correctly but that it would be fun and enjoyable while still being educational and that is the main reason for the game. There isn’t anything we would change with our flowchart. Everything we have implemented into it we felt is needed to make the game play enjoyable. If we had any regrets it would be that we didn’t did not add the feature for players to choose from different hangman subjects or statues. This could always be added at a later date to enhance the players experience and bring something new and interesting to the game. 	Comment by Kemi Ademoye: 
I know you have used “we” to avoid writing in the first person. See the suggested alternative instead in the first two sentences.
Moscow chart 
	Must have 	Comment by Kemi Ademoye: Make table headings bold to improve readability
	Should have 

	26 letters to choose from.
	Hint or clue on the topic word they are guessing

	11 lives, each life lost adds to hangman
	Option to play again

	Different difficult difficulty levels 
	Reveal button to show a letter to help when got 3 wrong answers in a row  

	Show the topic or brand etc. the player is guessing
	

	Must have the letters displayed so they can use to guess the word 
	

	Display the letter in the blanks when correct
	

	Add on bit of the hangman for every wrong letter.
	

	Database for words so that the computer can generate enough words for the player 
	

	Cross out the letters already used or remove
	

	Display welcome to hangman
	

	Display game rules
	

	Displays a piece of hangman with every wrong answer	Comment by Kemi Ademoye: Repeated
	



	Could have 
	Won’t have 

	Choose  different fonts
	Any foreign languages 

	Different coloured writing
	Any slang words 

	Sound
	The choice to change the hangman 

	Option to let players write the words they want to use against other player 
	swear words 	Comment by Kemi Ademoye: Generally very good identification of the requirements and the of MoSCoW to prioritise these, but some of your “Won’t Haves” are not quite appropriate. Remember that “Wont’ Haves” are requirements that you are not going to implement this time around because of time, budget, knowledge, etc. constraints. Your “won’t haves” are currently incomplete requirements and should be written in the following format or similar:
Support foreign languages
Detect and disallow slang words or swear words


	Autocorrect 
	

	Option to play other players
	

	Different size letting letters for bad eye sight
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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]Overall, excellent identification of sub process to split task down into smaller steps. However, note that one of the uses of sub processes is to also avoid unnecessary repetition (see comments below on human vs. human and computer vs. human sub processes). Very good identification of variables for the game but use the right naming conventions and your constants are not quite right. Remember constants are values that do not change and are set at the beginning. While the alphabet does not change and is an appropriate example of what could be a constant, your other options "player guesses and choose letter" are things that will be changing at every turn so are not appropriate as constants. (Grade mark: 68.00%)
	[bookmark: totalKUS]25
	[bookmark: markKUS]17

	
	
	

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

	[bookmark: feedbackANA]Excellent description of the rules and background introduction to Hangman. Very good use of the MoSCoW prioritisation technique and it is evident that you have given these a lot of thought, but I do think some of the "Won't Haves" could be improved. Remember "Won't Haves" are features that could be implemented but due to current time, budget or other constraints will not be implemented this time around and not things that are not allowed. (Grade mark: 80.00%)
	[bookmark: totalANA]20
	[bookmark: markANA]16

	
	
	

	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]An excellent attempt featuring a well-thought-out algorithm. The main thing to note is that there is no need to create duplicated sub processes for algorithm steps that are identical. For example, you have created two separate sub processes for Human vs. Human and Human vs. Computer play, but you will probably find out that most, if not all, of the steps are repeated for both sub processes. Create just one sub process and reuse this for both types of play modes. You may also want to consider allowing the player to play as a guest. Your current implementation requires a login. Playing without logging in is quite common with online games when people want to play a quick casual game when they have a bit of downtime. (Grade mark: 81.00%)
	[bookmark: totalPAD]50
	[bookmark: markPAD]40.5

	
	
	

	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]76%

	
	Up to one week late
	[bookmark: fourWeeksLate]
	

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