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[bookmark: _Toc511647918][image: ]Introduction
For this assignment we have been tasked with providing a computer-based solution for a game called hangman. This game is based on the paper-based version of the same name; however, a computer-based version will allow for more flexibility than a paper-based solution typically allows. This version has several differences which include, ability to save multiple scores and game states, the ability to play against the computer, automatically generate words and the hangman’s gallows.

The picture to the right shows how the hangman looks when all guesses have been made and the hangman wins. https://commons.wikimedia.org/wiki/File:Hangman-6.png
[bookmark: _Toc511647919][bookmark: _Hlk511653585]The instructions And Rules Of Hangman
Hangman is a single or multiple player game. The game can be played by two people and a pen and piece of paper or by playing a computer-based version that can be played against the computer. 

The computer-based version is played with a GUI displaying a menu. Within this menu the number of players can be selected as well as the start button. Once the start button is pressed the game screen loads. A new word displaying the underscored letters is automatically generated by the computer. A message then displays on the screen prompting for the player to enter a letter or guess the word. If the letter is correct the hangman would write the letter above the correct location for the word. If the guess was incorrect a line would be drawn to signify the start of the gallows being drawn. (The gallows would typically contain 10 different parts that once completed would signify the player being hanged and the game ending) If the incorrect guesses are sufficient enough to build a complete hangman’s gallows, then the hangman wins. If, however, all the correct letters are entered before the hangman’s gallows are drawn up then the player making the final guesser entering the final letter wins.
The paper-based version is played by two or more people and requires one player to think of a word and then writing down underscored characters for each letter. The next player then can either make a guess or state a letter. If the letter is correct the hangman would write the letter above the correct location for the word. If the guess was in correct a line would be drawn to signify the start of the gallows being drawn. If the incorrect guesses are sufficient enough to build a complete hangman’s gallows, then the hangman wins. 	Comment by Kemi Ademoye: You appear to be repeating yourself. I know you are trying to distinguish between the computer version and the paper version, but you are mostly repeating yourself.

[bookmark: _Hlk511652751] If, however, all the correct letters are entered before the hangman’s gallows are drawn up then the player making the final guess entering the final letter wins. [1]

[bookmark: _Toc511647920][bookmark: _Hlk511653636]Variables and Constants
 Variables are pieces of information that are stored in memory for the game. Variable information can change during the game.
Constants are pieces of information that are stored in memory that never change.
Hangman has the following variables and constants.
“Menu” //This is a variable that displays the Menu. (This is also a constant).
“Number_Of_Players” // This is a variable that stores  the number of people.
“Rules” // This is a variable that stores the rules. (This is also a constant)
“Alphabet” // This is a variable that generates the random and automatic words.
“Score” // This is a variable that stores the scores during the games
“Winner” // this is a variable that stores the winner message. (This is also a constant)
“Loser” // This is a variable that stores the loser message. (This is also a constant).

[bookmark: _Toc511647921][bookmark: _Hlk511653667]Requirements List
A requirements list is needed when designing this game. In order to do this, I will use the MOSCOW requirements list technique. This involves listing and categorising priorities that are needed for the game as shown below:
	[bookmark: _Toc511647922][bookmark: _Toc511649275]Must Have	Comment by Kemi Ademoye: Make your table headings bold
	[bookmark: _Toc511647923][bookmark: _Toc511649276]Could Have 
	[bookmark: _Toc511647924][bookmark: _Toc511649277]Should Have
	[bookmark: _Toc511647925][bookmark: _Toc511649278]Won’t Have

	Menu
	Time Limit
	Sound
	Dictation

	Number of Players
	Guess limit
	Game history
	Speech recognition

	Rules
	Display Number of guesses Limit
	
	Trophies

	Instructions
	[bookmark: _Toc511647926][bookmark: _Toc511648785][bookmark: _Toc511649279]Guess limit	Comment by Kemi Ademoye: Repeating yourself and I am also not sure what guess limit means
	
	3d

	Graphical user interface
	[bookmark: _Toc511647927][bookmark: _Toc511649280]Multiple players
	
	Animation

	Error messages
	[bookmark: _Toc511647928][bookmark: _Toc511649281]Online features
	
	Points System

	Display Winner
	[bookmark: _Toc511647929][bookmark: _Toc511649282]     Multi language
	
	

	Display “Loser”
	     End Game
	
	Random opponents

	Display “Alphabet”
	[bookmark: _Toc511647930][bookmark: _Toc511649283]Video Tutorial
	
	

	Display “Score”
	[bookmark: _Toc511647931][bookmark: _Toc511649284]Leader boards
	
	

	Gallows
	[bookmark: _Toc511647932][bookmark: _Toc511648791][bookmark: _Toc511649285]Letter limit
	
	

	Display players
	[bookmark: _Toc511647933][bookmark: _Toc511649286]Saved games
	
	

	Automatic word  generated
	[bookmark: _Toc511647934][bookmark: _Toc511649287] Game Updates
	
	

	Display player
	[bookmark: _Toc511647935][bookmark: _Toc511648794][bookmark: _Toc511649288]New features	Comment by Kemi Ademoye: What does this represent? Too generic and could mean anything.
	
	

	Maximum Number of Guesses
	[bookmark: _Toc511647936][bookmark: _Toc511649289]Game difficulties
	
	

	
	Game Hints
	
	



[bookmark: _Toc511647937][bookmark: _Toc511649290]Implementation/Pseudocode 
The Pseudocode is used to describe the steps needed when designing or creating the game. Pseudocode can be used to help design an algorithm for the computerised game of hangman. The steps below describe the Pseudocode for hangman:
[1] 
Display_”Menu”(The menu for the game is displayed)
Display_”Rules”(The button takes the players to the screen that displays the rules)
 Display_”Player_ selection” (The button for the number of players is Displayed)
Input_”Player_Selection” (The number of players is selected)
“Set current player”(The number of players is recorded by the computer). This is stored as a variable.
 Input_”Return” (The return button takes the players back to the menu screen)
Display_”Start” (This button starts the game)
Display_”Alphabet” (The entire alphabet is displayed on the screen)
Display_ “score” (The score is displayed on the screen)
Display_”Please_Enter_A_Letter_Answer” (Displays the prompt to enter a letter or answer)
Input_”letter_answer” (The player enters the letter or answer)
Display ”guess_answer” (The letter or answer that was entered is displayed)
“Set player position” (The new position of the player is displayed)
Display_ “Score” (The updated score is displayed)
Display_”You_have_Answered_correctly” (Displays the correct answer)
Display_” you_ Win’ (Displays the you win prompt)
Display_ “Score” (Displays the updated score)
Display_”You_have_Entered_The_Correct_Letter” (Displays the correct guess)
“Display_Please_Enter_Another_Letter_Or_Answer” (Displays the prompt to enter another letter)
Input_”Letter_Answer” (The user enters another letter or answer)
Display_”You_Have_Guessed_Incorrectly” (Displays the correct guess)
“Set_ Part_Gallows=1”
Display_” Part_Gallows” (Displays a part of the Hangman’s gallows)
Set”Current_Player_Position” (Sets the new player position)
Display_” Please_ Enter_Another_Letter_Answer” (Displays the please enter another letter or answer prompt)
Input”Letter_Answer” (The user inputs another letter or answer)
 Display_ “Score” ( the updated score is displayed)
Display_ “You_ lose!” ( Displays a You lose message)
Display_”Play_again?” (Displays a play again prompt)
“Input_Yes” (The user inputs Yes to play again)
Input_”No” (The user inputs No to end the game)
Display_”Exit” ( Displays an exit sign)



[bookmark: _Toc511647940][bookmark: _Toc511649293][bookmark: _Hlk511653792] References
Hangman webpage- Date accessed- 19/04/2018
https://commons.wikimedia.org/wiki/File:Hangman-6.png
	[1] 
	“https://hangmanwordgame.com/?fca=1&success=0#/,” 2015. [Online]. Available: https://hangmanwordgame.com/?fca=1&success=0#/. 
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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]Good identification of relevant variables for the solution. Some attempt has been made to use sub processes to split the task into smaller steps, but this needs to be improved. In some cases, you repeat the steps in the sub process in the main program. (Grade mark: 56.00%)
	[bookmark: totalKUS]25
	[bookmark: markKUS]14

	
	
	

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

	[bookmark: feedbackANA]A very good introduction to Hangman and the rules of the games. Generally, good use of the MoSCoW prioritisation technique, but some of your requirements need to be made clearer. (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 fair attempt, but some required steps are missing from your solution. Aim to improve your understanding of how loops work and how they can be used to avoid repeating steps. Also, remember to label all decision arrow options so that it is clear what happens when a particular option is chosen. (Grade mark: 48.00%)
	[bookmark: totalPAD]50
	[bookmark: markPAD]24

	
	
	

	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. (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]55%

	
	Up to one week late
	[bookmark: fourWeeksLate]
	

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