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Introduction	Comment by Kemi Ademoye: 
Start main sections on a new page, for example, cover page, table of contents, main sections (chapters), references. This will improve the presentation of your report.


Everyone loves to play an old favourite now and then.  With high demand to bring classical games to modern platforms, developers use techniques such as MoSCow prioritisation and flow charts to help breakdown these retro games, to create working computer-based solutions.  

Hangman is a game for all ages that can be both fun and educational at the same time, by analysing the games requirements and using problem solving techniques, the aim of this report is to develop a flowchart algorithm of a working computer-based solution of the game.


1.0	Game Overview


The classical game of Hangman would traditionally be played by two or more players.  One player selects a secret word, while the other players try to determine what the word is by guessing it letter-by-letter.  Initially no information is known about the target word except for its length, which is displayed using a series of dashes, each representing a letter in the solution [1].

Each player then takes turns in shouting out individual letters, if a letter is called that appears in the secret word then all occurrences of that letter are filled in.  However, if a letter does not fit into the solution then one part of the Hangman is drawn [1].3
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[FIG 1]

There are eleven elements of the Hangman drawing in total, the players aim is to reveal all the letters in the solution before the drawing is complete to win the game.  If the drawing gets completed before the word is solved, then Hangman meets his demise and the player who selected the secret word wins the game.


2.0	Moscow Prioritisation


The acronym MoSCow is used to represent 4 hierarchical priority groups; Must, Should, Could and Wont [2], each represents a level of importance or desirability and assists with the development of the project and how it can evolve with time.


	Must Have
	Should Have

	
Ability to generate a word from a database, 
API, or another source.

User login and registration facility.

Gui - Graphical User Interface.
	
Choice of word difficulty.

If API - Word filter to prevent vulgar slang.

Play again option.

	Could Have
	Won’t Have

	
Counter to show remaining lives.

Multiplayer, who guessed the most correct letters.

Ability to define word on solving.
	
Ability for player to select word.

Game Levels.

Word Categories.




3.0	Implementation



The computer solution of Hangman will require a basic user interface, where users will be required to register for an account in order to play.  The user will be able to select from a choice of difficulty levels such as easy, moderate and hard, the level chosen will generate a word with a set amount of characters.  The solution must also be able to generate a random word from an external source, such has a dictionary with a vast selection of words.

A flowchart allows a developer to break down the problem into a workable solution, projects which lack proper planning have a higher chance of errors [3].  Fig 2, Shows the main structure of the Hangman game.[FIG 2]


3.1	User Interface

A user interface (UI) allows a player to interact with the game, its design and layout is required to be simple enough to allow players of all ages and understanding to use.  It’sIt has been found when designing a “U.I” for both Low-literate and Novice users, that a combination of input and output modalities rather than text prove more popular [4].	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

3.2	Game Difficulty

Adding a game difficulty feature allows the player to select an appropriate level for them.  Games are intended to be a challenge, the idea enables the player to develop skills and enjoy the game to its fullest [5].  The solution will give a choice of three difficulty levels and will allow the player to alter their choice on each new game.

Easy		Up to 5 Character Words.

Moderate 	6 to 8 Character Words.

Hard		9 or more Character Words.

3.3	Word Generator

An API utilises an already established database, allowing the developer to generate a response using a standardised form of query.  Using an API allows the project flexibility to grow overtime, whereas a local database would be more problematic to update.  As more information is added, the database structure would become more complex and the level of coupling and dependency between application and database increases [6].  The API solution allows the game to generate a random word directly from the English Oxford Dictionaries easily [7].

3.4	Game Play

The game should possess a natural look and feel, making it easy for the player to interact with it, while keeping it enjoyable for users of all ages.  As the players work through the game, each letter guessed will be crossed off from the displayed alphabet.  If the guess is correct, the inputted letter will replace its corresponding dash, if not an element of the hangman is drawn.  A “While Loop” is used to ensure the main body of the program is repeated until one of the following requirements have been met:

Computer Wins	The player has used all remaining lives and the hangman drawing is complete.

Player Wins		All letters in the solution have been solved.	Comment by Kemi Ademoye: Although you were not asked for this section, it is a good discussion.

4.0	Variable Identification Table


	Variable
	Definition

	DoLogin	Comment by Kemi Ademoye: Most of these are sub processes, especially the ones starting with Do, Draw and Update, are what would be referred to as methods/functions in programming.
Your variables are used to store information/data values in memory. For example, while doing the login process, you may need to store the username and password entered by the user. Username and password would be appropriate variables to use in this instance.
I will, however, accept the ones starting with Set as variables or constants. Do note that a constant is set at the start and its value does not change during the program. Thus, while lives and alphabet are appropriate as constants as they do not change, the others are not because you change their values by decreasing or increasing them.
	Proceeds to user login or registration.

	SetNewUser
	Adds new user to existing database.

	DoDifficulty
	Proceeds to set players preferred difficulty level.

	SetDifficulty
	Sets players chosen difficulty level for word generation.

	DoWord
	Requests a new word within difficulty rage from API.

	SetWord
	Stores new word for game play.

	SetCount
	Stores number of characters in new word.

	DoGamePlay
	Proceeds to Game Play.

	SetLives (11)
	Constant
	Sets number of lives to 11.

	DrawCount
	Displays word using a series of dashes.

	DrawAlphabet (A - Z)
	Constant
	Displays the Alphabet A to Z in game window.

	UpdateCount (-1)
	Constant
	Word in solution, -1 letters (Per Occurrence) from count.

	UpdateAlphabet
	Removes player input from Alphabet.

	DrawInput
	Displays input instead of dash(s).

	UpdateLives (-1)
	Constant
	Word not in solution, -1 lives.

	DrawHangman (+1)
	Constant
	Draws 1 element of the Hagman figure.




5.0	Conclusion


Hangman is a game enjoyed by people of all ages, the objective is to solve the secret word before the hangman drawing is completed.  Prioritisation techniques allowed the elements of the game to be broken down and a computer-based solution to be created.   A simple user interface ensures suitability for the required target audience, while a difficulty feature allows the user to select a level appropriate for them.  Utilising an API allows a random word to be generated from an established database using a single string, while giving the project flexibility to grow with time.
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Fig 1	Hangman Drawing
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Appendix

Fig 2	Main Program




Fig 3	Login Solution







Fig 4	Difficulty Solution








Fig 5	New Word Solution












Fig 6	Game Play Solution





	
                 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 identification of sub process to split task down into smaller steps. Identification of variables and constants is fair. Generally, you have sometimes misunderstood the concept of variables and constants. See your report for further details. (Grade mark: 60.00%)
	[bookmark: totalKUS]25
	[bookmark: markKUS]15

	
	
	

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

	[bookmark: feedbackANA]Good introduction to Hangman and the rules of the games. Good use of the MoSCoW prioritisation technique for requirements, but there is room to expand on the requirements. (Grade mark: 55.00%)
	[bookmark: totalANA]20
	[bookmark: markANA]11

	
	
	

	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 avoid using fixed values in your solution and try thinking of your solution in generic terms. Creating reusable solutions is an important concept in Computing and one way of achieving this is by creating general solutions that can be applied to multiple use cases. Also remember to label all the arrow options for your decision boxes. 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: 64.00%)
	[bookmark: totalPAD]50
	[bookmark: markPAD]32

	
	
	

	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]62%

	
	Up to one week late
	[bookmark: fourWeeksLate]
	

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



[bookmark: _GoBack]
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