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OPPORTUNITY

This project allows for an 
opportunity to attempt to recreate a 
game that is currently very popular 
in a unique way.

CODE
There are two (2) “dictionaries” utilized in this game: one for analyzing each of the player’s guesses and one
for choosing a random answer that the player is trying to guess. The guess dictionary is made from a long list
of uncommon English words [1] while the answer dictionary is a shorter list of more common words [2]. To
make the code easier to read, these word lists are read in before the player even chooses which variation
they would like to play. The player is given a choice between five (5) game-types to guess three-, four-,
five-, six-, and seven-letter words. After the player has specified which game they’re playing, a word of that
length is picked from the answer list randomly. Then the player inputs their guess which is checked against
the guess list to ensure it is a real word that matches the length of the chosen answer (Figure 2). The guess
is then checked against the answer for correct letters and is output along with a code to tell the player how
accurate their guess was (Figure 3). The process continues until either the player guesses the word or runs
out of guesses. Depending on the game-type chosen determines how many guesses are allowed. The five-
letter game, for example, allows five (5) guesses while the three-letter game only allows three (3).

DESIGN 
SPECIFICATIONS

The JFrame interface has a set of five
(5) radio buttons used to choose
between the different game-types.
Once one of those buttons is clicked,
the interface changes, adding a
“Guess” button underneath the radio
buttons and a section to inform the
player of how many guesses they
have remaining. Underneath that are
two (2) text areas: the topmost one is
used to collect the player’s input while
the bottom one displays previous
guesses. Between the text areas is a
line that displays the code for the
game (Figure 1), which is meant to
help the player get to the correct
word. At the bottom of the interface,
there is a “New Game” button, which
is disabled until the player finishes
their current game.

TESTING
There are still a few improvements that could be made to the program. For example,
after finishing a game the “New Game” button is enabled and is meant to clear the
previous game and start a fresh one of the same type unless the player chooses a
different variation via the radio buttons. While the “New Game” button clears the
screen, there is a slight glitch wherein the “Guess” button temporarily disappears and
the “Guesses Made” section appears out of order. When the player begins guessing
again, a few pop-ups will occur, suggesting errors that shouldn’t occur. Similar
glitches occur when switching to the other game-types, i.e., when switching from the
three-letter game to the five-letter game, the “Guesses Made” section will continue to
read as “0/3” instead of “0/5”.
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Figure 1: Code displayed on interface

IMPACT
This project is meant to create 
a fun, relaxing experience 
through an interpretation of the 
popular word-guessing game, 
Wordle.

Figure 2: checkWord() function

Figure 3: answerCode() function

Figure 4: Winning a five-letter game

Figure 5: Losing a five-letter game

Note: Only the five-letter game is
shown for clarity. The other game-types
work the same way.


