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[bookmark: _Toc511603534][bookmark: _Toc512976099]Introduction 
For this assignment, I have been asked to provide a computer-based solution for the well-known Hangman Word Game. I will follow the requirements of the assignment description and display these in the correct manner. I must provide a solution to explain this game in the best of detail.	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
[bookmark: _Toc511603535][bookmark: _Toc512976100]What is HanGMAN?
[image: ]Hangman is a well-known word guessing game that can be played by two or more players. The game can contain a selection of simple rules that make the game fun for everyone. One player must think of a word while the other players must try to guess it within a certain number of guesses. The word to guess is represented by a row of dashes or lines. Each time somebody guesses a letter wrong the host must start drawing a Hangman Picture using lines one at a time. If the host completes the hangman drawing, the game will immediately stop to indicate that the game is over. 	Comment by Kemi Ademoye: 
Add commas where the natural break/pause occurs when you read over the sentence.

Reference(s):http://www.thepunctuationguide.com/index.html
The picture shows exactly how the hangman looks when all guesses have been attempted and the game is over.
[bookmark: _Toc512976101]Rules
The objective of the Hangman game is for all players to guess the word. After guessing a word, you will guess the next one. The aim of the game is to get everybody involved. The game Hangman can be made up using various simple rules. All set rules must be followed by players to be able to get the best experience out of playing the game. 
For the game to work properly 
1. 1 person must be the host and 1 or more must be the letter guessers.
2. The chosen host must be able to spell confidently otherwise the game will be impossible for others to be able to win.
3. The Host must ensure the word or sentence is appropriate for the game.
4. The Gameplay must continue until the players solve the word or all six body parts are on the gallows.
5. The game can be Played individually or in groups.
6. The Host must make a note of each guessed letter or word.
7. The host must ensure the game is suitable for all ages.
8. All incorrect letters that are guessed must be displayed to avoid repeats.
9. If The hangman becomes complete the game must end immediately.
10. The game must continue until the words or letters are guessed. If all letters have been uncovered the game must indicate a winner otherwise if all the parts of the hangman are displayed the game has a loser and must stop.









[bookmark: _Toc511603537][bookmark: _Toc512976102]Requirements
All the game’s requirements have been split the using the Moscow requirements prioritisation technique.
These are known as 
· Must-Have
· Should-Have
· Could-Have
· Won't-Have
This can make the game easier for the programmer to understand and develop further. This can be used to organise everything into sections.
	Must have
	Should Have
	Could Have
	Won’t have

	A Host
	[bookmark: _Hlk509268339]Different word categories
	[bookmark: _Hlk509268558]Different Levels
	Timer

	Player/computer
	Kids Version
	[bookmark: _Hlk509268570]Amount of games
	Extra Lives

	All words must remain secret
	History 
	Display Score
	Online Features

	Alphabet system
	
	Speech Recognition for disabilities
	Animated Features

	Hangman Drawing
	
	Tutorials
	Repeated Words

	Instructions
	
	
	

	Menu
	
	
	

	Rules

	
	
	


The game: -
· Must contain a host and players
· Must be made up with 1 host and 2 or more players
· Must contain a hangman drawing
· Must contain Instructions 
· Must contain a children version
· Must have rules
· Must contain a menu
· Should be made up using different word categories
· Could contain Different Levels
· Could contain a certain Amount of games
· Could contain an adult suitable version
The host: -
· Must choose a category of words
· Must use an alphabet system
· Must Prompt the user for a guess
· Must Handle the guess that the user made.
· Must Store all the words and guesses and display them to the user when prompted to do so.
The chosen word: -
· Must remain a secret word
· Must be revealed at the correct time
The player: -
· Won't receive any extra lives

[bookmark: _Toc511603539][bookmark: _Toc512976103]variables And constants.
Variables are pieces of information that can be changed.
Constants can be pieces of data stored in memory that never attends to change. 
Hangman can contain the following variables and constants throughout the game: -	Comment by Kemi Ademoye: Use bullet points or other formatting (e.g. bold font) to make the list of variables clearer
“Playing Level” – This is a variable as these pieces of information can be changed. This will input what level of difficulty the player has chosen to play.
“Amount_of_players” – This symbolises the number of players that will be playing the game. This is a variable as this shows how the people who will be playing the game.
 “Score” – This will indicate the players score at the end of the game. This can change depending on the outcoming result.	Comment by Kemi Ademoye: 
Use apostrophe (') to indicate possession.

Reference(s):http://www.thepunctuationguide.com/index.html, http://www.eng-lang.co.uk/apostrophe_rules.htm, http://www.apostrophe.org.uk/page2.html
“Guess” – This will be the answer that the player will input into the game. This is a variable as the player can change their guess each game.
“Amount_of_players” – This will indicate the number of players who will be playing the game. This can change especially if people withdraw.	Comment by Kemi Ademoye: This is repeated
“Host Player – This represents the host of the game. This is a variable as the host could change.
“Category” – This represents the chosen category which will be based on the chosen difficulty of the game. This is important as if the wrong difficulty is sorted the game can go wrong.
“Lets_Play_Again” – This will be displayed if the player chooses to play the game again. This is a variable that the game stores to show the player wants another challenge.
“End_Game” – This is shown at the end of the game. This can represent if the game has been ended or if any players have given up. This must be stored otherwise the game will carry on.







[bookmark: _Toc512976104]Appendix
[bookmark: _Toc511603540][bookmark: _Toc512976105]PSEUDO CODE
“Start”
Display “Welcome to hangman 
Set_ Hangman_Game_Instructions”
Display”Please choose a playing level”
Input playing level
Set_Playing_Level
If category choice is easy
Set Playing_Level = Easy
Else if category choice is medium
Set Playing_Level = Medium
Else if category choice is Hard
Set Playing_Level = Hard
Display “How many people are playing the game?
Input ”Amount_Of_Players”
Set ”Amount_Of_Players”
If user chooses 1 player
[bookmark: _Hlk512849552]Set ”One Player”
[bookmark: _Hlk512849592]Else If 2 people are playing the game
[bookmark: _Hlk512849656]Set”2Players”
Else If more than 2 people are playing the game
Set “More than 2 Players”
Display “Please choose a player to host the game”
Input “Host Player”
If host has been chosen 
Display chosen host
If no host has been chosen
Choose host automatically
Begin the game
If you are the host, please choose a word category”
If category choice is easy 
Set Easy word choice
Else if category choice is Medium
Set medium word category
Else if category choice is hard
Set Hard word category
Input guess
Is guess a letter or a word?
If guess is a letter 
Is the letter correct?
If guess is a word
Is the word correct?
If letter is correct populate word with correct letter
Display correct letters
If word is correct 
Display” Congratulations the word is correct”
Display” Score”
Else if guess is not correct
Remove a life by drawing the hangman one piece at a time when the players guess wrong
If lives remaining =0
Display “sorry_you_have_lost”
Else if user has more lives than 0 
Loop to input guess
Does player wish to play again?
If user wishes to play again Display “Lets_Play_Again” 
Else if user doesn’t wish t play again
End the game
Display “Thanks for Playing Hangman
“Exit game”

[bookmark: _Toc512976106]References	Comment by Kemi Ademoye: 
Please use an appropriate referencing format for your list of references - the school recommends the IEEE/Numeric referencing format - and remember to include a date accessed for web reference sources.

Reference(s):http://www.ieee.org/documents/ieeecitationref.pdf
https://www.wikihow.com/Play-Hangman
https://goo.gl/images/j95T1e



	
                 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 relevant variables for the solution. Some good use of sub processes to split task down into smaller steps. Some steps in the main program should also have been included as part of the sub processes. Also, it would have been nice to see a sub process used for the main game play. (Grade mark: 66.00%)
	[bookmark: totalKUS]25
	[bookmark: markKUS]16.5

	
	
	

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

	[bookmark: feedbackANA]Very good introduction to Hangman and the rules of the games and very good use of the MoSCoW prioritisation technique. (Grade mark: 72.50%)
	[bookmark: totalANA]20
	[bookmark: markANA]14.5

	
	
	

	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 your use of sub processes. Also, be careful to ensure that all options for a decision step are correctly labelled.  (Grade mark: 72.00%)
	[bookmark: totalPAD]50
	[bookmark: markPAD]36

	
	
	

	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. See your report for suggested improvements. (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]71%

	
	Up to one week late
	[bookmark: fourWeeksLate]
	

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



[bookmark: _GoBack]
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