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The game that was developed for this assignment was Hangman, it was developed object oriented so that implementing it within a network structure would be simplistic. Having a class for both the game, and the server – and the same for the game and the client. 

It was developed with the idea that the game server host would be the word chooser, and the game client would be the guesser. The way the game was developed would make it quite easy to allow for the users to choose either role in the game, along with any word but the focus was on the concept of multiplayer within the game. 
[bookmark: _Toc510736156]Rules?

The rules are simple, for the word chooser:
The word chosen must have no special characters, which include but are not limited to “!,.”*()$£” etc. There is a character limit on top of the special characters check to ensure the player can’t overflow the system.
For the word guesser, they can guess any alphabetic letter (no special characters) 8 times before losing the game and presenting the host with the winning screen.
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The game was designed to make implementing a network environment around it easier, using c++ and object orientation, having the code set up in their own clean and separate classes ready to be called within each other made the implementation of the network side of the game easier than expected. 
The game itself was only designed simplistically to allow focus on the concept of there being a multiplayer network within the game.
Now at the end of this development, the concept of a multiplayer hangman game is entirely possible and can be done easily. 
Two separate visual studio solutions were made for the client and server, this was to avoid any conflicting code or confusion.
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To aid development, lecture notes and code were used for assistance. The UDP/TCP  winsock lectures were the most used notes for completion of this project. 
