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[bookmark: _Toc38731445]INTRODUCTION
	
	This report describes the rules of Scrabble and creates a ‘requirements’ features list for computer-based solution for the game using MoSCoW prioritisation technique; 
· Must have,
· Should have, 
· Could have, 
· Won’t (yet) have.


[bookmark: _Toc38731446]Aims 
	
	To provide a solution for implementation of the game, identify variables and constants, to provide:
· Description and
· Document
Using pseudo code detail sub processes.


[bookmark: _Toc38731447]Structure
	
	Report split into 2 Sections:

	
	[bookmark: _Toc38731448] 1.2.1     Requirements



	
	[bookmark: _Toc38731449]1.2.2      Implementation

	
	Identify and Describe Variables and Constants Within Solution

	
	Create Flowcharts Using Algorithmic Solution 

	
	Pseudo Code with Overview of Sub-Processes


1 [bookmark: _Toc38731450]REQUIREMENTS - SPECIFY RULES OF SCRABBLE 
[1]
1.2 [bookmark: _Toc38731451]To Begin
	
	2.1.1 [bookmark: _Toc38731452] Players
Word game for 2, 3 or 4 players.  Play consists of forming interlocking words, cross-word fashion on Scrabble playing board, using letter tiles with various score values.  Players compete for highest score by using tiles in combinations and locations that take best advantage of letter values and premium squares on the board.  

	
	2.1.2 [bookmark: _Toc38731453]Bag
Turn all tiles face down at side of board or put in bag provided. 

	
	2.1.3 [bookmark: _Toc38731454]Draw
The player drawing the tile nearest beginning of alphabet plays first.  Put exposed tiles back and reshuffle.  Each player then draws seven new tiles and places them on his rack. 

	
	2.1.4 [bookmark: _Toc38731455] Score Keeper
One player elected as scorekeeper and may also take part in the game.


2.2 [bookmark: _Toc38731456]Method of Play
	
	2.2.1 [bookmark: _Toc38731457]Start
First player combines two or more tiles to form word and places them on the board to read either across or down with one tile on the centre square (star).

	
	2.2.2 [bookmark: _Toc38731458]Completion of Turn
Player completes turn by counting and announcing score for the turn which is recorded by scorekeeper.  Then draws as many new tiles as has been played, thus always keeping seven tiles in rack.

	
	2.2.3 [bookmark: _Toc38731459]Next Player
Play then passes to the left.  Second player, then each in turn adds one or more tiles to those already played, so as to form new words.  All tiles played in any one turn must be placed in one row only across or down the board.  Diagonal words forbidden.  Tiles must form complete word and if, at the same time, they touch other tiles in adjacent rows they must form complete words in cross-word fashion with all such tiles.  Player gets full credit for all words formed or modified by play.

	
	2.2.4 [bookmark: _Toc38731460] New Words
May be formed by adding one or more tiles to the beginning or end of a word already on the board or to both the beginning and end of that word, or placing a word at right angles to a word already on the board.  The new word must use one of the letters of the word already on the board or must add a letter to it (turns2 and 4).  It may also ‘bridge’ two or more words, placing a word parallel to a word already played so that adjoining tiles also form complete words.

	
	2.2.5 [bookmark: _Toc38731461]Shifting after Play
No tile may be shifted after played.

	
	2.2.6 [bookmark: _Toc38731462]Blank Tiles
Two blank tiles may be used as any letter.  When playing a blank the player must state what letter it represents, after which it cannot be changed.

	
	2.2.7 [bookmark: _Toc38731463]Replace/Pass Tiles
Any player may use turn to replace any or all of the tiles in rack by discarding them face down, drawing the same number of new tiles then mixing the discarded tiles with those remaining in the pool.   Then awaits next turn to play.  Instead of placing tiles on the board, or exchanging tiles, a player may also pass, whether or not able to make a word or words.  However, should any player pass twice in succession game ends.

	
	2.2.8 [bookmark: _Toc38731464]Permitted Words
Any words listed in a standard English dictionary permitted, except those only spelt with an initial capital letter, abbreviations, prefixes and suffixes and words requiring apostrophes and hyphens.  Foreign words in a standard English dictionary are considered to have been absorbed into the English language and are allowed.  Once a word has been played and the player’s turn completed, the word may be challenged before the next player starts his turn.  At this point only you may consult a dictionary to check spelling or usage.  If the word challenged is unacceptable, the player takes back his tiles and loses his turn.

	
	2.2.9 [bookmark: _Toc38731465]End
The game ends when all tiles have been drawn and one of the players has used all the tiles on his rack.  The game also ends when all possible plays have been made or all players have passed twice in consecutive turns.


2.3 [bookmark: _Toc38731466]Scoring
	
	2.3.1 [bookmark: _Toc38731467]Letter Values
Scorekeeper keeps tally of each player’s score, entering after each turn on the scorepad.  The score value of each letter indicated by a number at the bottom of the tile.  The score of a blank is zero.

	
	2.3.2 [bookmark: _Toc38731468]Score Values
The score for each turn is the sum of the score values of all the tiles in each word formed or modified in that turn plus the premium values resulting from placing tiles on premium squares.

	
	2.3.3 [bookmark: _Toc38731469]Premium Letter Squares
A light blue square is double the score of a letter placed on it; a dark blue square trebles letter score.

	
	2.3.4 [bookmark: _Toc38731470]Premium Word Squares
The score for the entire word is doubled when one of its tiles is placed on a light red square; it is trebled when a tile is placed on a dark red square.  Include premiums for double or triple letter values if any before doubling or trebling the word score. If a word is formed that covers two premium word squares the score is doubled then re-doubled (4 times letter score), or trebled and then re-trebled (9 times letter score) as the case may be.  Note that the centre square (star) is a light red square and therefore doubles the score for the first word.

	
	2.3.5 [bookmark: _Toc38731471]Premiums in Subsequent Turns
The above letter and word premiums only apply in the turn in which they are first played.  In subsequent turns tiles count at face value.

	
	2.3.6 [bookmark: _Toc38731472]Premiums with Blank Tiles
When a blank tile falls on a light red or dark red square, the sum of the tiles in the word is doubled or trebled even though the blank itself has no score value.

	
	2.3.7 [bookmark: _Toc38731473]Two or More Words Formed
When two or more words formed in same turn each is scored.  The common letter is counted (with full premium value, if any) in the score for each word.

	
	2.3.8 [bookmark: _Toc38731474]All Seven Tiles Played
Any player who plays all seven of his tiles in a single turn scores a premium of 50 points in addition to his regular score for the turn.  The 50 points are added on after doubling or tripling a word score.

	
	2.3.9 [bookmark: _Toc38731475]Reduction of Tile Score at End of Game
At the end of game each player’s score is reduced by the sum of un-played tiles, and if one player has used all tiles, score is increased by the sum of the un-played tiles of all other players.




	
	2.3.10 [bookmark: _Toc38731476]Letter Tiles Distribution
Total of 100 Tiles; 98 Alphabet plus two blanks.
	Letter
	Dist
	Letter
	Dist
	Letter
	Dist
	Letter
	Dist
	Letter
	Dist

	A1
	9
	G2
	3
	M3
	2
	S1
	4
	Y4
	2

	B3
	2
	H4
	2
	N1
	6
	T1
	6
	Z10
	1

	C3
	2
	I1
	9
	O1
	8
	U1
	4
	BLANK
	2

	D2
	4
	J8
	1
	P3
	2
	V4
	2
	
	

	E1
	12
	K5
	1
	Q10
	1
	W4
	2
	
	

	F4
	2
	L1
	4
	R1
	6
	X8
	1
	
	




	
	2.3.11 [bookmark: _Toc38731477]Good/Very Good and Excellent Scores
· Total combined scores of 5-600 igood; 6-700 very good; 700 and above excellent
· This equates down, if more people play; if four people play 125-50 each good; if only two 250-300 good.
· Top players average 450 each in a two-player game.




3 [bookmark: _Toc38731478] REQUIREMENTS - CREATE REQUIREMENTS LIST MoSCoW


	
	Must have, Should have, Could have and Won’t – yet – have


3.1 [bookmark: _Toc38731479]Must Haves
	
	All the rules specified in Section 2.


3.2 [bookmark: _Toc38731480]Should Haves
	
	Ability to play either the computer or select from list of available participants.


3.3 [bookmark: _Toc38731481]Could Haves
	
	Worldwide Tournament.


3.4 [bookmark: _Toc38731482]Won’t Haves (yet)
	
	Plays Fanfare tune each time all 7 tiles used so 50 points added to final score


3.5 [bookmark: _Toc38731483]MoSCoW Chart
	
	
	Must have
	Should have
	Could have
	Won’t (yet) have

	No.
	Item
	Mo
	S
	Co
	W

	1
	3.1
	X
	
	
	

	2
	3.2
	
	X
	
	

	3
	3.3
	
	
	X
	

	4
	3.4
	
	
	
	X





3.6 [bookmark: _Toc38731484] Research for Requirements Analysis
	
	To enable AI to facilitate play, the following headings (to be used as buttons in the game) composed:
[2]

	
	3.6.1 [bookmark: _Toc38731485]System Architecture

	
	Table 1 - System Architecture - 12 Areas

	
	[image: ]






	
	3.6.2 [bookmark: _Toc38731486]Graphic User Interface

	
	GUI allows player to interface with game, displays current board state, the player’s rack letters and current score. Play button conﬁrms and validates move, whilst clear button returns letters to rack to let player re-start.

	
	 Table 2 - Scrabble game GUI.
The letters ’L’,’A’,’Z’, and ’E’ have been put on the board to be conﬁrmed or cancelled by player.

	
	[image: ]

	
	3.6.3 [bookmark: _Toc38731487]Dictionary

	
	Dictionary stores words.  At commencement of game a dictionary object is constructed using a word list provided via a “.txt” ﬁle.  This object is utilised throughout the game to validate words and ﬁnd moves for the computer to play.

	
	3.6.4 [bookmark: _Toc38731488]Tile

	
	Describes different letter tiles used. It is implemented as an enum type class. This restricts the values this object can take on to a set of predeﬁned values. Instead of creating separate tile objects, this class acts more like a look-up table. The program can request the score of a tile by passing this class the character for that letter. This saves the program from having to create multiple instances of tile objects, saving system memory, and simpliﬁes how tiles are handled by the game. Each letter is encoded with its corresponding score. It also contains a function to pull the image for each letter tile to be used for the GUI.

	
	3.6.5 [bookmark: _Toc38731489]Letter Bag

	
	Used for drawing tiles. Initialized with 100 characters according to Scrabble distribution rules. Like dictionary, this letter distribution is read in from a “.txt” ﬁle.

	
	3.6.6 [bookmark: _Toc38731490]Square

	
	Describes individual squares on the board and associated attributes.  Each square has a word and letter multiplier, and X and Y board coordinates associated with it. Each square object can contain a single tile. Each square also has its own vertical and horizontal cross sets. 

	
	3.6.7 [bookmark: _Toc38731491]Board

	
	Describes game board. Composed of 225 square objects arranged in a 15 x 15 grid. Has functions used to validate and score player moves, assess the board for anchor squares and cross sets, and play moves on the board. initialized by reading in an ASCII map describing the board. 

	
	3.6.8 [bookmark: _Toc38731492]Play

	
	Describes individual letter plays. It is made up of a single character as well as X and Y coordinates (e.g. letter ’X’ at position [7, 7]). It is a very small class but simpliﬁes much of the code associated with generating moves for the computer.

	
	3.6.9 [bookmark: _Toc38731493]Move

	
	Describes the word plays or moves that either player makes. Each move object is made up of one or more play objects. It stores the score of that particular move and whether or not that move is a “bingo” (used all 7 letters therefore extra 50 points added to final score).

	
	3.6.10 [bookmark: _Toc38731494]Rack

	
	Used to store each player’s letter tiles. It is as simple container class that draws tiles from the games letter bag object.

	
	3.6.11 [bookmark: _Toc38731495]Players

	
	Describes each of the players in the game. Each player object contains a name, a score and a rack object. In theory up to 4 player games could be easily implemented by extending the games player turn switching mechanic.

	
	3.6.12 [bookmark: _Toc38731496]AI

	
	Used to allow computer to evaluate and select which moves to play. It reads in a set of data from “.txt” ﬁles to facilitate this. 



4 [bookmark: _Toc38731497]IMPLEMENTATION - VARIABLES /CONSTANTS WITHIN SOLUTION 
4.1 [bookmark: _Toc38731498]Table 1 – The 7 Categories and Sub-categories Decided to Sort Rules Into
	
	Sections outlined in the Research Paper [2] have been used in order to categorise to keep related rules together.  

	
		
	
Category

	
Connects to Scrabble Rules Data Base


	1
	
GUI →

	

	2
	
Dictionary →

	

	3
	
Tile
↓
	

	
	
Letter Bag →

	

	4
	
Board →

	

	
	↑
Square

	

	5
	
Play
↓
	

	
	
Move →

	

	6
	
Rack

	

	
	↑
Player →

	

	7
	
AI →

	








4.2 [bookmark: _Toc38731499]Table 2 - The Variables:
	Table 2 – The Variables
 Processes in Bold 
· with Sub-Processes Bulleted Underneath

	Categories
	
	

	GUI →
	1
	Display Players’ Scores After Turn

	
	2
	· Cumulative Scoreboard moves top scorer to top of list

	
	
	

	Dictionary →
	3
	Initiating Player Decides Dictionary Language

	
	4
	Players have ability to check spelling

	
	5
	· If Player wrongly spells a word their tiles removed and they lose turn

	
	
	

	Tiles → Letter Bag
	6
	Tile Values Specific to Each Tile

	
	7
	· Tile scores only count face value in subsequent turns

	
	8
	Blank Tiles can be used as any letter 

	
	9
	· Stay as same letter throughout game

	
	10
	· Have no Face Value

	
	
	

	Board ↑ Squares
	11
	The Words Must connect Crossword Style Building upon words already there

	
	12
	Premiums Are Worth Multiples of Either 2x or 3x Letters and Words - Tile Values:

	
	13
	· on Double LETTER Light Blue Square

	
	14
	· on Double WORD Dark Blue Square

	
	15
	· on Triple LETTER Light Red Square

	
	16
	· on Triple WORD Dark RedSquare

	
	17
	· If word covers two Double Premium Squares word is 4x letter score

	
	18
	· If word covers two Treble Premium Squares word is 9x letter score

	
	19
	· Calculate points incorporating above calculations

	
	20
	Keep Tally of All Player’s Best Scores over time for Worldwide Tournament

	
	21
	If player uses all 7 letters, 50 points added on (after doubling or tripling the word score)

	
	22
	A Fanfare tune plays whenever the 50-point bonus applies (all 7 tiles used)

	
	
	

	Play ↓ Move
	23
	Number of Players minimum of 2 to maximum of 4

	
	24
	Give Player Choice Whether to Play AI or Other Human(s)

	
	25
	· If Player Decides to Play AI, AI goes First, however,

	
	26
	· If Player Decides to Play Others gives Option of Whom 

	
	27
	· They then draw tiles to see the order of Play (order of play is A is first Z last)

	
	28
	Upon Turn, Player may either Play or

	
	29
	· Alternate Option a) Player May Exchange tiles for new and miss their go or

	
	30
	· Alternate Option b) Player May Pass and misses their go as a consequence

	
	31
	Second Time a Player Passes, Game Ends and whoever has highest score wins

	
	32
	· Number of Passes Per Specific Player Must be Displayed at all times

	
	
	

	Players ↑ Rack
	33
	Player who starts after drawing nearest to A (7 tiles)

	
	34
	· The First Player’s Score Doubled because places one of letters on the centre Star space

	
	35
	· Other Players follow in order of alphabet they drew 

	
	36
	Facility to change the rack display when letters used and added to

	
	37
	Record Player’s points and Display in historical fashion to show continuity Over Time (Date Order)

	
	38
	Process to tally up who has won or Players Tied

	
	39
	If agreement reached, game may be paused

	
	
	

	AI →
	40
	Play Artificial Intelligence (as opposed to humans)

	
	41
	Set up Play Mode as either: Standard or

	
	42
	· Tournament Mode (Time Restriction)

	
	
	

	Key
	
	
	
	

	
	Must Have
	Should Have
	Could Have
	Won’t Yet Have

	Item Refs
	The remainder
	40
	20
	22





4.3 [bookmark: _Toc38731500]Table 3 – The Constants:
	Table 3 – The Constants - Processes in Bold with Sub-Processes Bulleted Underneath

	GUI →
	43
	Show Scrabble Board GUI

	
	44
	Display Rules Any Point in the Game 

	
	45
	Once Player Order Determined Play Proceeds Clockwise 

	
	46
	Display Whose Turn Next

	Dictionary →
	47
	Only VALID WORDS Accepted as Outlined in Rules (If deemed invalid Player Removes Tiles and Loses Turn)

	
	48
	Uses 26 Letter English Alphabet

	
	
	

	Tiles → Letter Bag
	49
	100 Tiles with Unique Scores as Specified by Rules

	
	50
	Letter Distribution as Specified by Rules

	
	51
	Initial Placement on the Centre Star is for Double Word Score is for single use only

	
	52
	Allow Players to draw from the Bag 

	
	53
	· Allow Players to draw 7 Tiles on initial Turn

	
	54
	· Subsequently Allow Players to Put Back Number of Tiles In then

	
	55
	· Subsequently Ensure Players take no more than they put in

	
	56
	Once Blank Non-Scoring Tiles Used, their allocated Letter Remains Same throughout Game

	
	57
	If Player uses all 7 Tiles in One Word, 50 Bonus Points Allocated

	
	58
	Say When All Tiles Used Up

	
	59
	· Calculate End of Game Scores 

	
	60
	· Display who is the winner and others in order (Highest Score First, Lowest Last)

	
	
	

	Board ↑ Squares
	61
	Scrabble Board has 225 squares in 15x15 grid pattern

	
	62
	Letter Values to be placed on board within allocated Squares

	
	63
	Letter Values only valid if they are placed in horizontal or vertical interlocking patterns (if diagonal invalid)

	
	64
	Words must be built off those already placed on the Board

	
	65
	All Multipliers Below Applied on Player’s Go Only (not Subsequent ones)

	
	66
	· x2 Dark Blue Colour Coded Applied to WHOLE WORD

	
	67
	· x2 Light Blue Colour Coded Applied to INDIVIDUAL LETTER

	
	68
	· x3 Dark Red Colour Coded Applied to WHOLE WORD

	
	69
	· x3 Light Red Colour Coded Applied to INDIVIDUAL LETTER

	
	
	

	Play ↓ Move
	70
	If Player Chooses to Play AI, Player Starts

	
	
	

	Players ↑ Rack
	71
	Program to Allocate Personal Scores to Each Player

	
	72
	Program to Allow Each Player a Rack 

	
	73
	If Playing Computer, Human(s) to Start 

	
	74
	All Human Players to draw a tile each to determine order of Play

	
	75
	Humans Nearest to A of tile drawn to begin with other drawn tile letters following in alpha order (computer last)

	
	76
	Upon Instance of Player Taking a) Repick Option that Player’s Go is Forfeited

	
	77
	When Player taking Option a) Repick, replacement Tiles must be kept secret from them until allocated 

	
	78
	When Player taking Option a) Replacement Tiles kept secret from all other players

	
	81
	Upon Second Instance of Player Taking Option b) Pass Option, Game Terminates for all automatically

	
	
	

	AI →
	79
	Computer-based Game

	
	80
	Allow Agreement for Players to Pause Game

	
	
	





5 [bookmark: _Toc38731501]IMPLEMENTATION – VISIO FLOWCHARTS ALGORITHMIC SOLUTION
5.1 [bookmark: _Toc38731502]Table 1 - Two Player Game 
	
	Table 1 displays two-person game.

	
	[image: ]

	
	[image: ]

	
	[image: ]


5.2 [bookmark: _Toc38731503] Table 2 – Player to AI
	
		
	Table 2 displays Person to AI game.




	
	






6 [bookmark: _Toc38731504] PASCAL PSEUDO CODE WITH OVERVIEW OF SUBPROCESSES
	[bookmark: _Toc38731505]6.1      Table 1 – Pascal Pseudo Code 

	
	Pseudo Code
	English

	
	Start
	Start

	
	InputPlayerNumbers
	Input Player Numbers (How Many?)

	
	ElseIf
	or

	
	InputIfComputerPlayerOneY/N
	Input Computer Player One (Play Computer)

	
	AgreeWhichPlayerIsScorer
	Agree Which Player Is Scorer

	
	EnterNameOfScorer
	Enter Name of Scorer

	
	PickLetterOutOfBag
	Pick Letter Out of Bag

	
	NearestToAGoesFirst
	Nearest to A Goes First

	
	FirstPlayerGo
	First Player Go

	
	ElseIf  
	or

	
	FirstPlayerCanSwopTilesIfWantAndMissGo
	First Player Can Swop Tiles If Want And Miss Go

	
	
	



















	6.2 [bookmark: _Toc38731506] Table 2 - Overview of Sub-Processes

	
	[image: ]

	
	[3] Scrabble Game






Word Count: 3,111
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8 [bookmark: _Toc38731508]PLAN/METHODOLOGY
[bookmark: _Toc38731509]8.1     Order of Work
	
	1. Structure 
2. Research 
3. Write 
4. Review 
5. Experiment 
6. Revise Report (as necessary) 
7. Submit 

	
	


[bookmark: _Toc38569385][bookmark: _Toc38731510]8.2     Structure
	
	8.2.1 [bookmark: _Toc38569386][bookmark: _Toc38731511]Read Requirements of Exam

	
	To ensure all area of question covered.

	
	8.2.2 [bookmark: _Toc38569387][bookmark: _Toc38731512]Structure Report into Chapters 

	
	Make up names of Chapter Headings these questions could come under thus:

	
	1 Introduction
2 Rules of Scrabble
3 Implementation 
4 Requirements (MoSCoW)
5 Variables and Constants
6 Flow Charts/Pseudo Code
7 References
8 Methodology

	
	Use this to plan the report adding and moving sub headings around to flow.






	
	The Report was broken down into two main sections as follows:

	
	REQUIREMENTS

	1
	Introduction

	2
	Specify Rules of Scrabble

	3
	Create Requirements List MoSCoW
· Table 1 – System Architecture 12 Areas
· Table 2 – Scrabble Board GUI

	
	IMPLEMENTATION:

	4
	Identify the Variables and Constants Within the Solution
· Table 1 - The 7 Categories Used to Sort the Rules Into
· Table 2 - Variables
· Table 3 - Constants

	5
	Create Visio Flowcharts Using Algorithmic Solution
· Table 1 – 2 Player Game
· Table 2 – Player to AI Game

	6
	Pseudo Code with an Overview of Required Sub-Processes
· Table 1 - Pascal Pseudo Code
· Table 2 - Overview of Sub-Processes

	7
	References

	8
	Methodology/Plan (Gantt Chart)

	
	

	
	Use the above Headings to list sub tasks under relevant Chapter and refer to calendar to spread the work over evenly to listing rough target dates to complete each Chapter.

	
	


[bookmark: _Toc38569389]

8.3 [bookmark: _Toc38731513]Research 
	
	8.3.1 [bookmark: _Toc38731514][bookmark: _Toc38569390]Scrabble Rules 

	
	Save relevant research in one place with references to sort best information

	
	8.3.2 [bookmark: _Toc38731515]AI

	
	How game structured.


8.4 [bookmark: _Toc38569392][bookmark: _Toc38731516]Write 
	
	8.4.1 [bookmark: _Toc38569393][bookmark: _Toc38731517]Slot Material into correct sections ensuring references congruent

	
	· Choose which best parts of saved material,  
· slot into appropriate section and shorten and re-word to suit. 


8.5 [bookmark: _Toc38569394][bookmark: _Toc38731518][bookmark: _Toc37870325]Review 
	
	8.5.1 [bookmark: _Toc38569395][bookmark: _Toc38731519]Fine Tune

	
	Re-read to ensure makes sense and reword if unclear.


8.6 [bookmark: _Toc38731520]Experiment 
	
	8.6.1 [bookmark: _Toc38731521]Games

	
	Have a few games of scrabble marking up own flow chart.


8.7 [bookmark: _Toc38731522] Revise Charts to Reflect Reality
	
	8.7.1 [bookmark: _Toc38731523]Visio

	
	Revise flow charts according to actual game played.


8.8 [bookmark: _Toc38731524]  Word Count
	
	8.8.1 Cut Out to Comply

	
	Tried to cut down to 2,000 words but 3,111 – the rules couldn’t be shortened without destroying meaning (nor could the Constants and Variables).




8.9 [bookmark: _Toc38731526]  Gantt Chart
	
	

	14/02

	21/02
	28/02
	06/03
	13/03
	20/03
	27/03
	03/04
	10/04
	17/04
	24/04

	
	
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11

	1
	Overview
	
	
	
	
	
	
	
	
	
	
	

	2
	Structure
	
	
	
	
	
	
	
	
	
	
	

	3
	Research
	
	
	
	
	
	
	
	
	
	
	

	4
	Write
	
	
	
	
	
	
	
	
	
	
	

	5
	Review
	
	
	
	
	
	
	
	
	
	
	

	6
	Experiment
	
	
	
	
	
	
	
	
	
	
	

	7
	Revise Text
	
	
	
	
	
	
	
	
	
	
	

	8
	Revise Charts
	
	
	
	
	
	
	
	
	
	
	

	9
	Word Count
	
	
	
	
	
	
	
	
	
	
	

	10
	Submit Draft
	
	
	
	
	
	
	
	
	
	
	

	11
	Submit Final
	
	
	
	
	
	
	
	
	
	
	



8.10 [bookmark: _Toc38731527] Tasks
	TASKS
one week allocated per Task
	Week
No.
	Week Ending Fri
	Completed

	Decide upon Structure of Project  
	1
	14/02/20
	X

	Research
	2
	21/02/20
	X

	Specify Rules of Scrabble 
	3
	28/02/20
	X

	[bookmark: _Toc36051343][bookmark: _Toc36051536][bookmark: _Toc36123608][bookmark: _Toc36219769][bookmark: _Toc36288572][bookmark: _Toc36314436]Create Requirements List MoSCoW
	4
	06/03/20
	X

	[bookmark: _Toc36051344][bookmark: _Toc36051537][bookmark: _Toc36123609][bookmark: _Toc36219770][bookmark: _Toc36288573][bookmark: _Toc36314437]Identify and Describe Variables within the Solution
	5
	13/03/20
	X

	[bookmark: _Toc36314438]Identify and Describe the Constants within the Solution
	6
	20/03/20
	X

	[bookmark: _Toc36051345][bookmark: _Toc36051538][bookmark: _Toc36123610][bookmark: _Toc36219771][bookmark: _Toc36288574][bookmark: _Toc36314439]Create Visio Flowcharts Using Algorithmic Solution
	7
	27/03/20
	X

	[bookmark: _Toc36051346][bookmark: _Toc36051539][bookmark: _Toc36123611][bookmark: _Toc36219772][bookmark: _Toc36288575]Pseudo Code with an Overview of Required Sub-Processes
	8
	03/04/20
	X

	Check Report 
	9
	10/04/20
	X

	Submit Draft for comments
	10
	17/04/20
	X

	SUBMIT VIA TURNITIN - DEADLINE 27th April
	11
	24/04/20
	

	Key:
Black – Complete
Blue – Await Comments to revise as necessary
Red - Deadline
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