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Guessing Game


BIT 115, ASSIGNMENT 4: 
The Great Guessing Game
DUE DATE: < Listed on the course schedule >
A4: Basic vs. Advanced
For this assignment, you will choose between doing this assignment (the ‘Advanced’ A4) or doing the 'Basic' version of A4.  While you're welcome to do both of them, only one will be handed in (and thus graded).  You're free to try both, decide which one you like, and then hand that one in.
The Great Guessing Game
For this assignment, you and your team will create a non-robotic program wherein the user tries to guess a secret number that the program chooses.  You’ll use the provided files, Game_Program.java, and GuessingGame.java, as the starting point for your program.
When the program starts up, it should print a message welcoming the user to the game, and then start the game.  The game should start by printing a set of directions, and then asking the user for the user’s first guess.  The user only gets 5 guesses to guess the secret number.  If the user guesses the secret number, then a “You’ve won!” message is printed to the screen, and the game ends.  Otherwise, the program tells the user if the guess was lower or higher than the number.  The program should keep track of the numbers that the user has guessed (using an array), and print them all out before the user guesses.  If the user guesses something they’ve already guessed, don’t count it as a guess, but do print a message politely reminding them of this.  You need to tell the user how many guesses they have left at each step.  If the user runs out of guesses, the program should tell the user that, then print the secret number, and then the game ends.

Once the game has ended, the user should be given the choice of whether to play the game again.  This answer should be given back to the Game_Program’s main method (as opposed to having another loop inside the GuessingGame object).

An example transcript demonstrating how the program might run is as follows (player input is in bold)
Welcome, new player!  Let’s play the guessing game!
Rules of the guessing game:

1. You’ve got 5 guesses to guess my secret number

2. The number is a whole number that’s between 0 and 15 (inclusive at both ends)

3. I’ll give you hints about the number, if you don’t guess right.

Ok, I just thought of a new number for you to guess.

So far, you’ve guessed: 

You have 5 guesses left

Your next guess? 

7

I’m sorry, but my secret number is not 7

My secret number is less than 7

So far, you’ve guessed: 7

You have 4 guesses left

Your next guess? 

7

You’ve already guessed 7

So far, you’ve guessed: 7

You have 4 guesses left

Your next guess? 

5
I’m sorry, but my secret number is not 5

My secret number is greater than 5

So far, you’ve guessed: 7 5

You have 3 guesses left

Your next guess? 

6
Great guess!!! That’s my number!! You _SOO_ win!!

Want to play again (type 1 for “yes”, and 0 for “no”)

0

Have a nice day!
Documentation:


Make sure that every file contains the names of all group members, as well as the class name ("BIT 115: Introduction To Programming"), year and quarter ("2003 Fall"), and section number ("Section 1").  For your Java files, put these in comments at the top of the file.


The group must also produce a short, 2 page (maximum!) document describing a method of guessing that is guaranteed to find the secret number, no matter which number the program picks.  There is no minimum length - if you can explain how to always win the game in less than 2 pages feel free to do so (for example, your explanation is clear, and only ½ of a page, that's fine).
Group Work:


It is suggested that you work together in groups of 2 people.  This should help you overcome conceptually minor technical difficulties which are common for people just learning how to program, and will allow you to discuss strategies and tactics about how to solve the problem.  You are required to hand in one assignment for the entire group.  An identical grade will be given to all people, although the instructor reserves the right to modify that grade if subsequent information indicates that one person didn't contribute equally.  In particular, the instructor reserves the right to assess the extent of learning via such methods as verbal questioning, quizzes (announced or otherwise), etc.  The purpose of having you work in groups is to ensure that you each develop a thorough understanding of how to program; it is NOT to make one person do all the work.


Once you've found a group to work in, inform the instructor.  If you decide to change groups after this point, you must first inform the instructor.  

You are required to provide your partners with at least one means of contact – a Hotmail / Yahoo mail type email account that you check regularly would be fine.  Heck, you could even create a brand new account just for this class, or even just for this partner.  Likewise, you do need to be responsive, and work towards the completion of the assignment.

What to turn in:

· A single electronic folder (a directory), whose name is a comma-separated list of the last names of the members, and the homework number (A4.0).  This folder should contain:

· Game_Program.java.
· GuessingGame.java.  

· The Word .DOC (or .PDF) that explains how to always win the game
· Any other files that you feel ought to be included.
· Example: Let's say that Mike Panitz, Bill Gates,  and Jeff Bezos are working togther on this project.  The folder would be named something like:
"Panitz, Gates, Bezos, A4.0", and contain the above files.


How to electronically submit your homework:


Submit your work via StudentTracker, as was covered in class.

If you’re working with someone, you should have ONE person submit the work for everyone.  Make sure that everyones’ names are in the Java files and in the Word .DOC/.PDF.
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