 
Alexandru Mardare 1701698 Analysing and problem solving hangman assignment.	Comment by Kemi Ademoye: 
Use the formatting features available in your word processing software to help you improve the presentation of your Cover Page. You can either create one manually or if you go to Insert menu, there is an option to have Word generate a Cover page format for you.

Reference(s):https://support.office.com/en-ie/article/Add-a-cover-page-79df80ec-266d-46d6-9382-6d70f1d13777
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Contents	Comment by Kemi Ademoye: 
Use the formatting features available in your word processing software to help you generate a table of contents – you will probably find it a lot easier than typing up the contents manually.

Reference(s):https://support.office.com/en-in/article/Create-a-table-of-contents-or-update-a-table-of-contents-eb275189-b93e-4559-8dd9-c279457bfd72
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1. Introduction	Comment by Kemi Ademoye: 
Start main sections on a new page, for example, cover page, table of contents, main section of your report. This will improve the presentation of your report.

For this assignment I have been asked to produce a computer based solution for the word game hangman. by By looking at this task I have to take the classic way we normally play hangman and implement it in a way that can be played on the personal computer. There are various tasks which I need to complete in order to successfully complete this assignment such as the requirements where I have to describe what the game hangman is and also provide different documentations for it such as a word report and also a MoSCoW. For the second part I will need to provide documents to do with thean algorithm solution such as ausing Visio algorithm. 	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	Comment by Kemi Ademoye: 
Start new sentence with an uppercase letter

2.What is hangman.

hangman Hangman is a simple word guessing game which can be played wither whether digitally using a personal computer or the traditional way using pen and paper and also someone to accompany you in the game. You can either get one of the players to try and guess the word or you can get one of the players which knows the word to guide you through the game and keep up with the score etc. There are many modern versions of hangman but I will just stick to the classic version. In hangman you have to guess a word which the other player has set out and you have a limited amount of lives for this. The lives are represented as a person and if an incorrect letter is chosen then the player who challenged the other player can add on a part to the character until there are no more parts to add on unless the person wins the game. On a more digital version you can have a score and a timer too but itsit is not really always necessary.	Comment by Kemi Ademoye [2]: 
Take care with similar sounding words/phrases.

The correct word/phrase is "it's" (contraction for it is/it has) and not "its" (belonging to/relating to).

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

 
3. Main Rules and procedures of hangman

* To play hangman you will first have to decide who will be the first host of the game, this is the person that will look at what word to choose and how they invent the game. The host which is the person who invented the puzzle word will then ask the other player to try to guess the word. Only one letter is allowed one at a time and if the letter is wrong the host has the power to take off points and lives from the person which is guessing which in this case are parts from the character.	Comment by Kemi Ademoye [2]: Instead of using an asterisk (*), use bullet points available in your word processing software.

* The person who is being the host will have to think of a word to have the other person to guess. This can be done through choosing letters.

* For each letter of the word you will have to draw a line for each letter. If its it is on a computer this will be displayed as lines instead of letters and if they are correct then the computer will show the correct letter if not it will stay blank and take away lives.

* The player of the game will then have to start guessing the letters of the word. And then the other player which is the host will have to let the person know if the letter is correct. On a computer this will be done in a similar way if its multi- player if its it is not multi player then the computer will do it for you.

* If the letters are right the host of the game will then have to display them and if they are wrong they will have to take away lives this is done either in two ways by drawing the man or by already having the man drawn and rubbing off parts.

*  If the word has successfully been guessed then the player will then win and then it will be the hosts turn to have a go. [1]  https://www.wikihow.com/Play-hangman	Comment by Kemi Ademoye [2]: Put the reference links at the end.	Comment by Kemi Ademoye: 
Remember to add page numbers to your report.






4.MoSCoW



here Here is a MoSCoW list. It will help with the design of the game as you would know what things are required and what things are not required. This will organise everything and arranges everything in correct order if needed.  For this section there isn't really a right or wrong answer as there are many opinions and versions of this game created over time.  




	Must have	Comment by Kemi Ademoye [2]: Make table headings bold to improve presentation.
Also, arrange the requirements in the correct order for the MoSCoW technique. That is, “should have” should come before “might/could have” in your table. I think you may have mixed up the headings for these two columns.
	Might have 
	Should have/possibly have
	Wont have/ wont implement. 

	Display introduction to the game 
	Scores of the game 
	Countdown timer
	Speech recognition 

	Display main menu of the game 
	Display number of players 
	Escape options/ quit game options
	Dictation

	Display main menu options
	Display time and date 
	Players actual names
	Video play 

	Display number of players such as single player or multi player 
	Display how many moves 
	Multi lingual
	Speech interpretation

	Display game rules and instructions 
	Display how many attempts 
	Sound
	Different background options

	Display players 
	Display the players position 
	Tutorial
	Real time clock

	Display possible hang man lives 
	Display players at the bottom
	Video Tutorial 
	leader-boards 

	Display which player is the host and guest 
	Display players at the top.
	Interactive tutorial
	Credits of who made the game at the end.

	Display the winner of the game 
	Option to save your scores
	Option to print your results.
	Copyright information

	Display the loser
	Option to quit the game from where you are.
	Option to add a photo
	location of the players	Comment by Kemi Ademoye [2]: Reasonable set of requirements, but I do not see the option to display the Hangman. You have also duplicated the quit game option under Should and Could Have. Does this game require you to display the player’s position/location, unless you mean correct guesses?
Make it clearer if your solution is a single player vs. the computer or has the option for player vs. player.





5.Pseudocode


The pseudocode part basically explains and displays a detailed description of what a computer program algorithm should do. This will help me in creating my flowchart in Visio as I will get a better understanding of what is happening and how I will be setting out my flow chart. The Pseudocode simplifies the way a program is represented and also simplifies the way you want to display it.	Comment by Kemi Ademoye [2]: 
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


Display”Start”   // This is the start of the game.	Comment by Kemi Ademoye [2]: You were asked to provide a list of variables with a brief description of what they represent. Your variables are currently lost within the pseudocode. Providing a separate list of the variables would have been better and improved readability.
Display”Main_menu” // Initial menu of the game.
Display”Game_menu” //start menu of the game 
Display”Please_choose_one_person_to_first_start_the_game” // This is where you choose the player.
Display”Select_the_first_player” // Which player has been selected. 
Input”Chosen_ player_1”      // the specific player chosen. 
“Set_current_player” // This is a variable. 
Display”Selected_player // The computer displays the player
 Display”Confirm_player” // User has to confiorm the player before the initial start. 
Input”Player_confirmed” //confirmation 
Display”yes” // This shows if the player has been chosen. 
Display”No” // this will return to start if the player has not been selected.
Display”Ready?” //This tells the user if they are ready to play the game. 
Display”Alphabet” // This is a variable.
Display”Player_choose_a_word” // This tells the player the host to choose a word.
Input”Answer/letter” // It will tell the player to input their first answer letter.
Display”Are_the_letters_correct” // This will let the other person know if the letter is correct.
Display”Yes”  //The other person decision if its right.
Display”No” // the letter is not right at the moment. 
Display”Please_input_letter”  // This will tell the player to input the letter. 
Input”letter” // The input option. 
Display” letter_is_right” // will display if the letter is right. 
Display”letter_is_wrong_take_away_life_lines” // This will show if the letter is right 
Display”Has_player_won” //decision if the player has won
Display”Yes_congratulations”  // confirmation message
Display”No_please_try_again” // option to try again
Display”Game_ended”   // if all lives are wasted this will display
Display”Final_score” // score 
Display”Play_again”  //players decision if they want to play again
Input”Yes” // input yes to start again 
Input”No” // input now to quit the game. 
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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]A good list of features and requirements for the proposed algorithm has been provided. You do, however, need to be a bit clearer with the description of some of your requirements and breaking down what is required into sub processes. Also note that the assignment task asked you to identify and briefly describe the variables you would use in your algorithm. You have not really done this. The pseudocode provided was not necessary. (Grade mark: 46.00%)
	[bookmark: totalKUS]25
	[bookmark: markKUS]11.5

	
	
	

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

	[bookmark: feedbackANA]Good description of the rules of the game and generally, good use of the MoSCoW prioritisation technique. Note that, you have mistakenly labelled the Should and Could Have columns. (Grade mark: 60.00%)
	[bookmark: totalANA]20
	[bookmark: markANA]12

	
	
	

	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 good attempt. There is, however, some room for improvement. First, you need to make sure the arrows are drawn in the right direction and particularly do not have two arrows going in different directions on the same line. You must also remember to label the arrows leading away from a decision box with each option available so that it is clear what happens when a particular option is chosen. Also, aim to improve your understanding of loops and sub processes.  (Grade mark: 49.00%)
	[bookmark: totalPAD]50
	[bookmark: markPAD]24.5

	
	
	

	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 satisfactory, but there is also room for improvement. Aim to improve the formatting of your report, e.g. make headings bold, start main sections (cover page, contents, first section of report) on a new page, use bullet points, etc.. Using the formatting features available in your word processing software will simplify this for you. Also work at improving your writing style. (Grade mark: 40.00%)
	[bookmark: totalSPP]5
	[bookmark: markSPP]2

	
	
	



	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]50%

	
	Up to one week late
	[bookmark: fourWeeksLate]
	

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



[bookmark: _GoBack]
Page 6 of 6

image1.png
Prifysgol Cymru
Y Drindod Dewi Sant

University of Wales
Trinity Saint David





