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Introduction
Hangman is a very popular game amongst young people, but it can be enjoyed at any age. It is a very basic word guessing game that is used commonly to pass time when there is nothing better to do, one of the best examples for this is on a long car journey people will often play hangman to make it a little bit more enjoyable and bearable. There are many different ways in which hangman can be played and there can be a different variation of the rules depending on who you ask but in general they tend to follow the same guidelines and only differ slightly from one person to the next.

Rules of hangman
Hangman is a game in which there are normally only 2 players, but it can be played as a group too. One player will be selected to think of a word, but it must be a word that they can spell confidently and consistently as the game could be rendered impossible if the word is spelt incorrectly. The player can also choose a phrase instead of a word, but they must indicate that there is more then one word with some sort of break between the words e.g. a slash ‘/’. They must use underscores for each letter of the word laid out horizontally from left to right with the same number of scores as there are words e.g. game would be “_ _ _ _” 4 underscores as each one being a space for a guessed letter. The guesser(s) must then begin to guess letters to see if any of them are part of the word, f. For each correct guess the letter is revealed in the word and if there are multiple of that letter they will all be revealed at once. When the guesser(s) makes an incorrect guess the hangman model will begin to be created, being made up of 11 parts this meaning that only 11 incorrect guesses can be made before the game is lost. Whole words can be guessed but if it is not the correct word it will count as 1 incorrect guess and part of the hangman model will be added. The guesser(s) will win if they correctly get the whole word, but if they have 11 incorrect guesses then they have lost to game. Then once the game is won the winner then becomes the person to decide on what the random word/phrase will be for the next game.	Comment by Kemi Ademoye: Write these as multiple paragraphs or as a list to improve the readability	Comment by Kemi Ademoye: Good description of the game



MoSCoW
Using the MoSCoW requirements listed below we can see what would be needed to create a modern version of the game, hangman, to run on a computer. The reason it would be presented like this is to make it easier to see what the programmer would need to do to create the final finished product correctly.

	Must Have
	Should have

	Minimum of 2 players
	List of all letters to choose from

	11 incorrect guesses
	Maximum word size

	Choice of who goes first
	Game timer

	Choice of human or computer opponent
	Rule book option

	26 letters of choice
	Spell check

	Insert correct letter to hidden word
	Incorrect guesses shown

	Display already chosen letters
	Hint option (vs computer)

	Choice to guess whole word
	Word filter (prevent inappropriate words)

	Add parts to hangman model for incorrect guesses
	Ending display and result



	Could Have
	Won’t Have

	Sound effects
	Detailed graphics

	Difficulty setting
	Inappropriate language

	Online play
	Bonus content

	Some words to choose from
	Pay to play

	Word categories
	Words longer than 12 letters	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. So while “Word filter” is a good requirement, “Inappropriate language” is not unless you reword it as “Inappropriate language detection” or similar.

	Background music
	

	
	




Variables
Variable are a very important element in coding a solution such as hangman. They are used to store information suck such as numbers, letters or words that can change from time to time or when the user inputs what it wants it to change to. They can be changed at any given time in the code to make it work correctly. E.g. the word being guessed in hangman would be a variable as it would change from game to game.

As list of the variable for this solution are as follows:
1. Word Selection – This is a variable because the word will change every game as the new player/computer will have to choose what word to use and it will have to be stored in a variable.
2. Player one/Player two – The player that is player one or two could change in different games, the computer will use this variable to see what player is deciding the word and what player is guessing letters so it can assign them correctly.
3. Difficulty – the difficulty could change from time to time as people’s ability to spell varies a lot based on a number of factors like age or mental conditions.

Constants
Constants are very similar to variables in the sense that they hold information like a number, word or letter, but as the name suggests it is constantly the same every game no matter what players are playing.

A list of the Constants are as follows:
1. Incorrect guesses – the number of incorrect guesses required to build the entire hangman model is the same no matter who is playing, you will always only get 11 guesses before you lose the game.
2. Number of letters – the number of letters to choose from each game will never change as there are only 26 letters in the alphabet so there will always be 26 letters to choose from.
3. Amount of words in the database – There is a pre-created database of words that the computer player can select at random to play against humans and the database will have the same amount of words every game. 	Comment by Kemi Ademoye: Very good explanation of variables that are appropriate. I would, however, have liked to see your chosen variable and constant names too.


Conclusion
The MoSCoW requirements and planning that has taken place will be used to create a logic flowchart for a hangman computer program. Visual tests will be carried out multiple times by following the flow chart to see if there are any bugs in the logic or to see if any improvement can be made to make if a more efficient solution. The flowchart will be a basic overview of the processes that happen behind the scenes in a computer program and will be broken down into sub processes. The game hangman is fairly basic as it is played a lot by children, but this just shows the backing work and planning that needs to go into creating even a simple computer program in code.	Comment by Kemi Ademoye: No references provided. You are expected to consult appropriate reference sources for academic work.


	
                 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. Variables and constants identified are very good and appropriate for the solution. (Grade mark: 84.00%)
	[bookmark: totalKUS]25
	[bookmark: markKUS]21

	
	
	

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

	[bookmark: feedbackANA]Very good background introduction to Hangman and description of the rules of the game. Very good use of the MoSCoW prioritisation technique, 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: 75.00%)
	[bookmark: totalANA]20
	[bookmark: markANA]15

	
	
	

	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 very good attempt with a well-thought-out algorithm for a classic hangman game. Would be nice to see some additional features too. Be careful to ensure that all options for a decision step are correctly labelled. Also apply the chosen difficulty level to the chosen word. (Grade mark: 80.00%)
	[bookmark: totalPAD]50
	[bookmark: markPAD]40

	
	
	

	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 a very good standard. See your report for suggested improvements. (Grade mark: 80.00%)
	[bookmark: totalSPP]5
	[bookmark: markSPP]4

	
	
	



	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]80%

	
	Up to one week late
	[bookmark: fourWeeksLate]
	

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