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Background Introduction:
It is not known exactly when the game of hangman was invented, but information suggests that the fundamentals of the game, were first mentioned 1894 in a book entitled Traditional Games of England Scotland and Ireland by Alice Bertha Gomme, and initially entitled Birds, Beasts and fishes [1].	Comment by Kemi Ademoye: No need for comma
          The rules differ between the origin and the game we know today. According to Alice Bertha Gomme, the rules for birds, Beasts and fishes were as follows:
This is a game for two or more children, with one writing the first and the last letters of a bird, beast or fish. The missing letters are replaced with a cross and whether it is a bird, beast or fish is then told to the other players. The players in turn must guess what the name is, the first player who succeeds in guessing correctly gets points from the converted number of crosses in the word (e.g. 3 crosses = 3 points). If the players cannot guess the word, the writer takes the points from the amount of crosses and adds them to his score, and then writes another word. The winner is the player who’swhose points equate to the amount of points previously decided at the start of the game. [2]	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

Current Rules:
As this game become became more and more popular during Victorian times, the game took a major twist, and became a version of the game we know today. Although rules and instructions can vary between individuals, the “hanged Man” is one of the game’s constants. During Victorian times, capitol punishments were a social event, and there is no better way of glorifying a current trend, than by making a game.	Comment by Kemi Ademoye: 
Use apostrophe (') to indicate possession.

Reference(s):http://www.thepunctuationguide.com/index.html, http://www.eng-lang.co.uk/apostrophe_rules.htm, http://www.apostrophe.org.uk/page2.html
  The most common implemented rules are as follows:
· At least 2 players are needed.
· One player is the hang man.
· One player guesses the letters in a secret chosen word by the hangman.
· The word must be from a specified category, chosen by the hangman.
· The guessing player has 26 letters to choose from.
· Each time the guessed letter is correct, a gap in the word is filled in by that letter.
· Each time the guess is incorrect a section of the “hanged man” is added in a specific order (see fig 1.1). [3]
[image: Image result for hangman game]
Fig 1.1 shows the order of an incorrect guess added. [3]



· The guessing player has a total of 11 incorrect guesses.
· The guessing player can guess what the word is at any point, but an incorrect guess counts as a turn.
· Once the word has been correctly identified, the players swap roles.

MoSCoW Prioritization and implementation
To help us implement a computer version of hangman, the use of the MoSCoW requirements, can be a beneficial system of making sure the right ingredients go in to making a working, coherent product.	Comment by Kemi Ademoye: No comma needed.


Reference(s):http://www.thepunctuationguide.com/index.html
By highlighting certain steps and stages, the programmer and client can see what is possible to include in the main body of the game, which would not succumb to time and money restraints.

	Must Have
	Should Have

	At least 2 players
	Each wrong letter to be visible on the side

	26 letters to choose from
	Censored words

	Choice of computer or human players
	Display timer

	Choose the size of word
	Auto word correct when setting word to guess

	Add Hangman graphics with incorrect guess
	Access to rules

	Input your own word to guess
	Abort game option

	11 stages to build hangman before game over
	Different shapes for blank spaces

	Game over ending
	‘You’ve won’ ending

	Replace blanks with letters, when correct
	‘You’ve lost’ ending

	Display letters to choose from
	A maximum size of word







	Could Have
	Won’t Have

	Different levels of difficulty
	Music score

	Multiplayer option
	High score table

	Set words to choose from
	Bad language

	Categories (animals, food etc)
	Flashing graphics

	Adds a letter after 3 wrong guesses
	No fees to pay

	Sound effects
	No gore

	Simultaneous play
	No bonus levels	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 “censored words” is a good requirement, “bad language” is not unless you reword it as “Bad language detection” or even “Censor bad language”. Similarly, “No fees to pay” would be more appropriate as simply “Fees to play”




[bookmark: GameI_51]Variables and constants
Variables are a part of our coding which can use letters or words to represent items, these then can branch off into two components, Variables and Constants. Variables are a part of our pseudocode which can have changing values and there are many potential variables within this game of Hangman:
· Login Details - This part of the process can change from player to player, and as our details, such as passwords and usernames are going to be inherently different, this must be a variable.
· Word Selection - The player selecting the word to guess, either it be the computer, or another human player must select a word from a specified category or input their own random word.  These words can contain any letter, and in any order to also coincide with the size of the word, be it 5 letters or 10 letters. Once a letter has been chosen from the guessing player, it must be placed in a blank space, and as the word is random, the blank spaces will change depending on spelling and size of the original choice of word.
· Choose Player - Although we know there will be two players, choosing whether it will be a computer, or another human player would also be classed as a variable, as selecting who will be playing can be changed.
· Choosing Difficulty – This can be randomly selected by the computer, or manually selected by the user, and due to this process, it can be changed according to the players personal settings.
Constants contain parts of the coding which remain the same and cannot be manipulated from outside sources, but as Hangman contains mostly changeable inputs from the user, these constants were few and far between.
· The alphabet constantly contains 26 letters and although the guesser can select these in a random order, the amount or the availability of letters does not change. 
· Hangman parts are always going to be 11, so this to can be counted as a constant.	Comment by Kemi Ademoye: Very good identification and description of how to choose relevant variables and constants for the implementation. I would, however, have liked to see your chosen variable and constant names too.
For example under “Choosing Difficultly”, you could have: difficultyLevel or difficult_level or similar.


Conclusion
[image: ]
Fig 1.2 flowchart overview of the Hangman Game
The above flowchart, was the final product culminating from the use of the MoSCow requirements and including processes which were deemed important. Each subprocess contains intricate steps, explaining what exactly will happen, but in further detail (fig 1.2 is also available as a Visio file containing the full flowchart). Once the flowchart was completed, a run through was made, to ensure that the operation for Hangman would be without defects or problems, and on conclusion of this, none are visually present.	Comment by Kemi Ademoye: A minor comment: you may want to reconsider formatting all the text in bold. 
See more: https://practicaltypography.com/bold-or-italic.html
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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]Very good use of sub processes to break down the required task. Very good explanation on how to identify relevant variables and constants for the implementation, but I would also like you to explicitly list your chosen variable and constant names. (Grade mark: 72.00%)
	[bookmark: totalKUS]25
	[bookmark: markKUS]18

	
	
	

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

	[bookmark: feedbackANA]Excellent background introduction to Hangman and description of the rules of the game. 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: 82.50%)
	[bookmark: totalANA]20
	[bookmark: markANA]16.5

	
	
	

	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 very good attempt. Just some minor comments: What if the player wants 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. There were a few minor issues with the "Current player" sub process, which needed to be given some more thought. Also, keeping track of the hangman parts in "The Game" sub process needs to be given some more thought. At the moment, if the player makes a correct guess, the hangman parts are reset to zero. Instead, you do not need to do anything and leave the hangman parts as is and move on to the next play.  (Grade mark: 79.00%)
	[bookmark: totalPAD]50
	[bookmark: markPAD]39.5

	
	
	

	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 well-written and presented. Some minor comments: be careful with your use of commas and I am not sure why you have chosen to make the entire document's text bold.  (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]78%

	
	Up to one week late
	[bookmark: fourWeeksLate]
	

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



[bookmark: _GoBack]
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