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Rules	Comment by Kemi Ademoye: Add a table of contents
The game of Hangman is fairly simple and so are the rules. It can be played by adults as well as by children at school because sometimes it is a good practice to learn how to spell some words. 
So the first rule is to choose a host, a person who will lead the game, who will think of a secret word or words and will keep track of how the game is developing. Host will tell how many letters are in each word/words and ask players to give him a letter. 
The second rule is to define how many participants will be in the game, basically the number of players is infinite but if there are more players than letters in the alphabet, the game will not make any sense. Participants can also get into groups and take turns in guessing letters. 
The next rule is about guessing letters. Hosts will ask each individual to give him any letter from alphabet. If the letter is correct, the hosts fills the blank, or if there is more than one of the given letter in the secret word, he will fill every blank that contains the letter and then ask the player to think of another letter. The player will keep guessing until he is mistakenguesses incorrectly, then the host asks next participant about a letter. If the letter guessed by player is not correct, the host will start to draw a ‘Hangman’ and write already used letter on the board or the paper so the players know which letter has been spoken already. 
The next rule bases on ‘Hangman’. So ‘Hangman’ is literally what it sounds like. It contains a noose on which the ‘Hangman’ will be hanged on if the game is lost. If the letter is incorrect, each time the host will add another part of the body to the noose. The first incorrect letter will affect result in drawing a base for the noose, so it is basically a straight line. Second letter will add to the base a pole, next one a base on which the noose will be hanged so it is basically another horizontal line and next one a support pole connected with the main pole and top horizontal base. Another wrongly guessed letter will cause in adding an actual noose. After another missed guess the host will start to draw body parts starting with a head. The ‘Hangman’ body contains: head, spine, two arms and two legs and that is 6 incorrect guesses. In total, if players will say a letter wrongly 11 times, the game is over. However, if a participant successfully guesses the secret word/words before the ‘Hangman’ is drawn, this person wins. 








MoSCoW Analysis
What the computer version of the hangman game should look like and what it must contain:
Mo (Must Have) – At least one player to play the game against a computer program. Set of rules described above. The program should keep track of the chances left.
S (Should Have) – Should be repetitive so after finishing the game once the player can play again. The program should be able to create various words so the game is not providing participant with the same word over and over again. More than one player to make it competitive against another human.
Co (Could Have) – Players being able to play in groups and program to keep track of loses and wins to make participants to play again against each other. Visualize and display the actual ‘Hangman’ on the screen by adding parts described in rules above to make the game look prettier. 	Comment by Kemi Ademoye: I would have thought this would be a “Must have” or “Could have”
W (Would Have) – Different variations of the game to set the difficulty level for the players. Be able to create tournaments and keep track of the results of each player/group.  Display a leaderboard with each player and difficulty level score. 














Variables and Constants
So there are going to be couple of variables I will have to consider before providing a solution. So the first one and the most important one will be number of players involved in the game. If there is going to be more than one player, the computer program has to recognize different players to be able for them to take turns. The other variable will be various secret words the computer program can provide for the user. This is to make sure participants will not get bored of the game too soon and will face challenges. 	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
The constant is going to be the computer program as a host. The game will always provide for player/players a secret word and will keep track of the game. There is not going to be any human action in defining a secret word. 	Comment by Kemi Ademoye: Think of your constants and variables more in terms of programming. I would also like to see your chosen variable and constant names.
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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]You appear to have misunderstood the concept of the variables and constants required for the task. I wanted you to identify variables and constants that would be applied to the programming logic and not the things that are variable/constant in terms of the game play. Your use of sub process is unfortunately also incorrect. Use sub processes to break down the task into smaller, more manageable steps and also for repeatable operations. (Grade mark: 24.00%)
	[bookmark: totalKUS]25
	[bookmark: markKUS]6

	
	
	

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

	[bookmark: feedbackANA]Good introduction to Hangman and the rules of the games. Good use of the MoSCoW prioritisation technique for requirements, but a more detailed list would be nice. (Grade mark: 57.50%)
	[bookmark: totalANA]20
	[bookmark: markANA]11.5

	
	
	

	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 basic attempt and there is some room for improvement. You appear to have misunderstood the use of sub processes and have incorrectly used this symbol in your implementation. Generally, the flowchart logic needs to be improved and expanded for a better solution. (Grade mark: 34.00%)
	[bookmark: totalPAD]50
	[bookmark: markPAD]17

	
	
	

	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 well-written and presented. See your report for suggested improvements. (Grade mark: 70.00%)
	[bookmark: totalSPP]5
	[bookmark: markSPP]3.5

	
	
	



	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]38%

	
	Up to one week late
	[bookmark: fourWeeksLate]
	

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