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Number Guessing Game Using Java Programming Language
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ABSTRACT: All technologies in the current world have achieved their pinnacle of viewpoint, particularly computer technology.
These days, everyone's life is significantly impacted by game applications. The gaming industry and gaming applications are
growing more and more popular every day. The purpose of this article is to design, develop, and create a computer game called
Numeric Guess, a guessing game to test the mind that should be enjoyable to play during leisure and times of relaxation. A
desktop computer game is called The Numeric Guess. A guessing game is one in which an object has the ability to locate or
uncover information. In a similar vein, The Numeric predict is a guessing game in which a number within a predetermined range
is fixed at random. The player's goal is to predict the number in a restricted number of tries. The player can select the user chosen
range or the default range to play this game.
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LINTRODUCTION

The gaming industry is a unique industry that follows the development of computer technology. We know that there are many
devices for playing games, but the computer system is the one that always comes first, whatever devices become more
fashionable. Game is the best anti-stress remedy for everyone. There are lots of type guessing games available in the gaming
industry such as Charades, 30 seconds, Battleship, Botticelli, and more . In Charades, a player can act a sentence or a word in front
of another group of players or another single player, he or they might be able to guess the sentence or word of the player who acts.
Our game has the same concept as guessing games, but the special concept we are using here is to guess an exact number. For this,
we have developed NUMERIC GUESS using Java and Html and CSS for front end.

The system generates a random number from a given range which is not visible to users.The user is prompted to enter their given
number in a displayed dialogue box.The computer then tells if the entered number matches if it matches then the user will win. If
the number doesn’t match then it displays whether the guessed number is higher/lower than the generated number. The game
continues under the user guessing the number. User guesses a randomly generated number within a range.

This game generates a random number, and the player attempts to guess it within a set range (e.g., 1-100). After each guess, the
program tells the player if their guess is too high, too low, or correct.

Input: User's guess of a number within a range (e.g., 1-100).
Output: Indication of whether the guess is too high, too low, or correct.

A number-guessing game in Java is a simple program where the computer randomly selects a number, and the user has to guess it
within a limited number of attempts. The program provides feedback on whether the guessed number is too high or too low,
guiding the user toward the correct answer.

This project is an excellent way for beginners to practice loops, conditionals, user input handling, and random number generation
in Java.

2.RULES OF THE GAME
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e [fthe guessed number is bigger than the actual number, the program will respond with the message that the guessed number is
higher than the actual number.
e [fthe guessed number is smaller than the actual number, the program will respond with the message that the guessed number is
lower than the actual number.
e [fthe guessed number is equal to the actual number or if the K trials are exhausted, the program will end with a suitable
message.

3. IMPLEMENTATION DETAILS

e The program generates a random number between a predefined range (e.g., 1 to 100).
e  The user has limited attempts (K tries) to guess the number.
e At each guess, the program provides a hint:
o Ifthe guessed number is higher, it tells the user to guess lower.
o Ifthe guessed number is lower, it tells the user to guess higher.
e [fthe user guesses correctly, they win.
o [fall attempts are exhausted, the game reveals the correct number.

4. APPROACH

To implement the game, we need to follow the steps listed below:

e Generate a random number using the Math.random() method.

e Take user input using Scanner.

Compare the guess with the random number and provide feedback.
Limit the number of attempts using a loop.

Handle edge cases (e.g., invalid inputs).

Implementation:
The below Java program demonstrates the number-guessing game:

// Java Program to demonstrates the Number guessing game
import java.util.Scanner;

public class NumberGame {

public static void guessingNumberGame()

{

Scanner sc = new Scanner(System.in);

// Generate a random number between 1 and 100
int number = 1 + (int)(100 * Math.random());

// Number of attempts
intK=35;

System.out.println(

"A number is chosen between 1 and 100.");
System.out.println(

"You have " + K

+ " attempts to guess the correct number.");

// Loop for K attempts

for (inti=0; 1 <K;i++) {
System.out.print("Enter your guess: ");
int guess = sc.nextInt();

// Check conditions
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if (guess == number) {
System.out.println(
" Congratulations! You guessed the correct number.");
sc.close();

// Exit function if guessed correctly
return;
}
else if (guess < number) {
System.out.println(
" The number is greater than " + guess);
}
else {
System.out.println(
" The number is less than " + guess);
h

}

// If the user runs out of attempts

System.out.println(
"You've exhausted all attempts. The correct number was: "
+ number);

sc.close();

}

public static void main(String[] args)
{

guessingNumberGame();
}

}
Output:

Note: We can also use Random class from java.util instead of Math.random() to generate random numbers in Java.

Random random = new Random();
int number = random.nextInt(100) + 1;

761 Rakesh Kumar Giri et al 759-764



Journal of Computational Analysis and Applications

Number Guessing Game with Unlimited Rounds and Score Tracking

Approach:

VOL. 32, NO. 2, 2024

10 48047 /incaaa 2024 22 07 764

e After Exhausting K attempts, the user is given another chance to continue the game.

o  The game tracks the score (number of attempts taken to guess correctly).

e The game continues until the user guesses the correct number.

Implementation:

The below Java program demonstrates the number-guessing game with Unlimited Rounds and Score Tracking.

// Number guessing game with
// Unlimited Rounds and Score Tracking
import java.util.Scanner;

public class NumberGuess {
public static void guessingNumberGame ()

{

Scanner sc = new Scanner (System.in);

// Generate a random number between 1 and 100
int number = 1 + (int) (100 * Math.random()) ;

// Track the number of attempts
int attempts = 0;

// Maximum attempts per round
int K = 5;

boolean guessedCorrectly = false;

System.out.println (

"A number is chosen between 1 and 100.");

System.out.println (

"You have " + K+ " attempts per round to guess the correct number.");

while (!guessedCorrectly) {

// Give the user K attempts per round
for (int 1 = 0; i < K; i++) {

System.out.print ("Enter your guess:

int guess = sc.nextInt();

attempts++; // Increment attempt count

if (guess == number) {
System.out.println (

"Congratulations! You guessed the correct number in "

+ attempts + " attempts.");

guessedCorrectly = true;
break;

}

else if (guess < number) {
System.out.println (

"The number is greater than "

+ guess) ;
}
else {
System.out.println (
"The number is less than

762

+ guess) ;

Rakesh Kumar Giri et al 759-764



Journal of Computational Analysis and Applications VOL. 32, NO. 2, 2024

10.48047/jocaaa.2024.32.02.76

}
if (!guessedCorrectly) {

// Ask the user if they want to continue

// after exhausting K attempts

System.out.println ("You have used all " + K
+ " attempts.");

System.out.print (

"Do you want to continue guessing? (yes/no): ");
String response = sc.next();
if (!response.equalsIgnoreCase ("yes")) {

System.out.println (
"Game Over! The correct number was:
+ number) ;

break;

sc.close () ;

}

public static void main (String[] args)
{

guessingNumberGame () ;

}

}
Output:
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5. CONCLUSION

Based on the evaluation and analysis, we can determine the following: The game's application design is intended to provide
entertainment for the player during their free time. It created and executed an easy-to-use environment, and the game interface is
more appealing. This number guessing game can be enjoyed by anyone, regardless of age. In the Java language, students can gain
a clear understanding of how to develop a project using Java on Eclipse. The Numeric Guess Game is an engaging, challenging,
and straightforward game as well.
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