Flowchart Algorithm for Hangman   	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.
Abukhar Dahir Cabdinuur:1705184                                                                   17/07/18	Comment by Kemi Ademoye: Add in a table of contents and 
use the formatting features available in your word processing software to help you generate a table of contents – you will probably find it a lot easier than typing up the contents manually.

Reference(s):https://support.office.com/en-in/article/Create-a-table-of-contents-or-update-a-table-of-contents-eb275189-b93e-4559-8dd9-c279457bfd72

Basics of Hangman
Hangman is a quick and simple game to play. The game requires two people to play it and all you need to play is nothing more than a pencil and paper. The rules of the game are that you choose on one person to be the host of the game. This is the person that decided decides what puzzles the players must solve. The host must be a confident speller otherwise the game will be impossible to play. 	Comment by Kemi Ademoye: Avoid typing all text in your report in bold font. Make the headings bold and things you need to highlight, the rest should be in normal font.

The host will need to come up with a secret word. The other player will need to guess the word letter by letter, so it’sit is up to the host to choose a hard word for them to solve. Hard words usually contain uncommon letters for example “j, or z,” and only a few vowels. 	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

The host will need to draw a blank line for each letter in the word. For example, if the executioner chooses the word “jacket”, he/she would draw six blanks one for each letter. The host will not reveal the secret word to anyone.

If you are a player your job is to start guessing words. Once the word has been chosen by the host and the players are aware of the quantity of letters in the word they can begin to guess which letters are in the secret answer for example you could ask “is a letter b in the word?”. 

The host will need to fill the letter in blanks if the player guesses right. Whenever the players guess a letter in the secret answer the host will fill it into the blanks where it is meant to be. If both players guess a letter that repeats itself the host will need to fill both letters.

When the players guess wrong it’s it is the hostshost’s job to draw the hangman. They would get a strike that brings them closer to losing. To show this the host will draw a stickman being hung adding a new part to draw with every wrong answer. This is where the host can adjust the difficulty of the game.

The players only win if they guess the correct word. If the player gets every letter of the word before the host finishes drawing, then they win. At any point in the game can the players can try to guess the entire word instead of a single word.

After doing some research those rules above are the ones I had found.

Computer based solution for game	Comment by Kemi Ademoye: You are supposed to create your flowchart using Visio. Your flowchart does not use the correct flowchart symbols and you need arrows on all lines to show the direction.
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Rules to flowchart

The rules to my hangman game are very simple. I kept it simple so it easier to follow. As soon as you start the host must decide on a secret word. when the host has finished deciding the secret word then the host must show the player the drawing and blanks. The host must ask the player to guess a letter if the player guess one letter the host will write where it goes in the blanks. If the player gets the guess wrong, then the host will start drawing the stick figure.  	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

If by any chance the player guesses the secret word, then the player wins the game. If the player attempts to guess the secret word and guesses wrong they lose the game.


Variables	Comment by Kemi Ademoye: Your solution does not show variables added and used in the flowchart. This is not what you were asked to do. You have also not used the MoSCoW requirements prioritisation technique.
I added a lot of variables to the game these variables include different options when a certain move does not necessarily work out therefore I have added another conclusion to the problem. This game hangman is based on rules that can be researched on the internet. While doing my research I have come across many different opinions on how the rules should go but I have decided that I would like to follow the rules I have chosen in my diagram to show how simple the game is to play and how the rules can change depending on whether or not the player guesses the secret word correctly. 

While doing my research I carefully search for a method that would be simple and affective effective to use to create the chart and It it took a lot of thing thinking and planning and eventually I had got there. Using the create really puts things into perspective and goes to show how charts really break down problems into smaller bits which overall make it easy to solve step by step. I will continue to use this initiative in my day to day interactions as I have learnt a lot from these problem solving lessons. 	Comment by Kemi Ademoye: 
Take care with similar sounding words/phrases.

Reference(s):http://www.grammarbook.com/homonyms/confusing-words-letter-b.asp
http://www.oxforddictionaries.com/words/commonly-confused-words
https://copywriterscrucible.wordpress.com/2009/09/01/41-commonly-misused-english-words/
http://www.scholastic.com/parents/blogs/scholastic-parents-raise-reader/top-20-most-commonly-confused-homophones





	
                 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]Demonstrates only a very basic understanding of requirements analysis. The requirements provided are very brief and they have also not been provided using the MoSCoW prioritisation technique. Although you have a section titled "Variables" in your report, the section does not correctly identify any variables for the solution and your implemented flowchart does not make use of variables. (Grade mark: 12.00%)
	[bookmark: totalKUS]25
	[bookmark: markKUS]3

	
	
	

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

	[bookmark: feedbackANA] Good background introduction to Hangman and you have provided some basic rules for the game. As mentioned above, you have not used the required MoSCoW prioritisation technique for your requirements. Please read the assignment brief carefully in future. (Grade mark: 20.00%)
	[bookmark: totalANA]20
	[bookmark: markANA]4

	
	
	

	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 basic attempt. You were required to use Visio to implement your flowchart. Your implemented flowchart and algorithm is too basic and does not use the correct flowchart symbols. There is also no evidence of the use of sub processes. Generally, the flowchart logic needs to be improved and expanded for a better solution. Aim to improve your understanding of flowcharts and in particular what each of the flowchart symbols represent and the use of sub processes. (Grade mark: 31.00%)
	[bookmark: totalPAD]50
	[bookmark: markPAD]15.5

	
	
	

	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 of average standard. See your report for suggested improvements. (Grade mark: 50.00%)
	[bookmark: totalSPP]5
	[bookmark: markSPP]2.5

	
	
	



	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]25%

	
	Up to one week late
	[bookmark: fourWeeksLate]
	

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



Note that as this is a RESIT attempt, the mark is capped at 40%.
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