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mass noun A game for two in which one player tries to guess the letters of a word, the other player recording failed attempts by drawing a gallows and someone hanging on it, line by line. [1]

Hangman is a short, very simple to play game that was played by all back in school to help teach the young minds how to spell, learn a new language and supposedly, you could also say how to draw (no matter how basic). Though it is known as a pencil to paper game, it has had many different adaptations and other ways of playing the seamlessly endless classic over the years. There are numerous board games with added on rules to make the game more ‘modern’ and using materials like plastic or metal to create a 3D gallows for body to hang! And as for online adaptations of the game, as any frequent user of the internet would know, you can imagine how far-fetched the game has been pushed and twisted in the realms of online. 
But even with decades of changes and influences on the game, you can ask any adult and child about this game and you will always get the pencil to paper version back as the answer. The only thing no one can tell you though is when did the game first come about? Where was it born and by whom? A conversation full of controversy in any playground if asked. 

[bookmark: _Toc512376254]The Origin

So, let’s look a little deeper into how the game first came to be; but where do we start? The only thing that most people can agree with is that it was around the Victorian age! And it’s no surprise really, considering public hangings were all the rage at that time (they didn’t did not have telly back then so a little short on entertainment). It was also a pretty big event, especially if the ‘evil doer’ was pretty infamous at the time. 	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

The Execution of the notorious British surgeon William Palmer, accused of murdering his younger betting companion, John Parsons Cook. His rope was made an extra 30 yards longer than normal, and for many years after the executioner George Smith was still selling off pieces of the ‘rope that hanged Palmer’ [2]

The earliest mention of it in writing though is in a book called “Birds, Beasts and Fishes” by the author Alice Bertha Gomme. It was even mentioned as a “Traditional Game” in her book so it could be considered to be a lot older. But alas, no one knows, and it would be fair to say we will never know the true origin. But it’s it is fun to speculate about it. 




[bookmark: _Toc512376255]The Rules 

While there are many adaptations available out there for this classic game, let’s just focus on the ‘traditional’ interpretation.
The general consensus is that the game is played between 2 persons. So, with that being said:
· Choose a player to be the “executioner”, or “host” if you’re you are squeamish;
· The “executioner” then chooses a word in secret for the player to guess;
· For each letter in the secret word, the “executioner” draws a blank line;
· The player then guesses 1 letter per turn;
· If the player guesses correctly, the “executioner” writes down that letter on the blank line in it’s supposed position in the word;
· If the player guesses a letter incorrectly, the “executioner” will then draw a body part hanging from the rope. There are 6 body parts in total. The head, body, arms and legs. Drawing each limb separately per turn;
· If all body parts are drawn before all the blank lines are filled revealing the secret word, the player loses. But if all the blank lines are filled in before the untimely demise of the poor stickman is fully drawn, then the player wins!

Here is an example:

[image: ]
[bookmark: _Toc512376089][bookmark: _Toc512376205]Figure 1 - demo [3]
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Below are the basic building blocks of any online hangman game, conveniently categorised by mechanics that are either set in stone, meaning that the mechanics of that specific part of the game always used in the same way each time the game is played, to mechanics that can change depending entirely on how the game is played and by whom. 

Constants:
· Blank Lines	Comment by Kemi Ademoye: Good but think of your constants and variables more in terms of programming. I would also like to see your chosen variable and constant names.
· Hangman Diagram
· The Alphabet
· Player Guesses
· A Secret Word

Variables:
· The Secret Word
· The Guessed Letter
· Who Goes First
· Adding to Diagram
· Filling a Blank Line
· Who Wins/Lose

As you can see, there are 2 things here that are relatively the same that are in both categories. Reasons for this are during any game, as a core mechanic of the game, a word needs to be chosen as the secret word and there must be a player that guesses the letters to find said word. But they are also in constant change for each game, such as the word itself will most likely be different each game and the letters guessed will be equally random. 











[bookmark: _Toc512376257]MoSCoW Chart

This is a more in-depth solution for what is needed in the makings of an online hangman game. Again, they are categorised for convenience, but it can also be used a ‘tick-box’ of what is needed in the game compared to what the designer wants to add in. Due to that, the chart can very vary quite a bit depending on who the said designer will be.	Comment by Kemi Ademoye: 
Take care with similar sounding words/phrases.

Reference(s):http://www.grammarbook.com/homonyms/confusing-words-letter-b.asp
http://www.oxforddictionaries.com/words/commonly-confused-words
https://copywriterscrucible.wordpress.com/2009/09/01/41-commonly-misused-english-words/
http://www.scholastic.com/parents/blogs/scholastic-parents-raise-reader/top-20-most-commonly-confused-homophones

	Must Have
	Should Have

	The alphabet
	Player Vs Player (PvP)

	Data bank of words
	Option to play again

	Hangman diagram/Add to diagram
	Time limit

	Blank lines for secret word
	

	Revealing correct guessed letter
	

	Who goes first
	



	Could Have
	Won’t Have

	Hints 
	Language Selection

	Difficulty settings
	Music

	Choose the font used
	Profanities/Slang 

	Sound effects
	Chat box	Comment by Kemi Ademoye: Generally good identification of the requirements and the use of MoSCoW to prioritise these, but remember that “Wont’ Haves” are requirements that you are not going to implement this time around because of time, budget, knowledge, etc. constraints. So instead of writing just “Profanities/Slangs”, reword this as “Censoring of profanities/slangs” or similar.




 


[bookmark: _Toc512376258]Conclusion

Looking into an old school classic game at such a depth was in interesting project to be a part of. There is so much history behind the game and such controversy, you cant cannot help but feel curious and delve head first into the surprising number of online forums dedicated to the mystery surrounding its origin.
[image: ]The making of a flowchart purely for the design of creating an online hangman game was far more difficult than originally expected, which was a surprise considering how basic the rules of the game are! If there is one thing anyone could take home with them after the experience this task offers is a new-found respect for any game designers in this day and age. The volume of thought and design behind such a simple game really bring to light how much work goes into the games being released on consoles and P.C.  

[bookmark: _Toc512376206]Figure 2 – Style [4]
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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]ome good use of sub processes to split task down into smaller steps. It would have been nice to see a sub process used for the main game play too. 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. (Grade mark: 50.00%)
	[bookmark: totalKUS]25
	[bookmark: markKUS]12.5

	
	
	

	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 use of the MoSCoW prioritisation technique, but 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: 65.00%)
	[bookmark: totalANA]20
	[bookmark: markANA]13

	
	
	

	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. The main area for improvement is your use of sub processes and the decision symbol. A lot of your decision boxes could have been combined with the previous input box. 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: 62.00%)
	[bookmark: totalPAD]50
	[bookmark: markPAD]31

	
	
	

	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. Good use of some humour, but be careful not to overdo it. 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]60%

	
	Up to one week late
	[bookmark: fourWeeksLate]
	

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