How I did it

This document is displaying the main things that I did and people should do if they want to create a complicated and well-structured program for fun or business.
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Deciding what to do:

Well obviously if you know what you need you can get on with it, but for some of us, this is the hardest part, what should we do?  Game, program for some practical use, maybe a bit of both.  Well, let me help you with that decision, there are a few different types of programming, there are Linear: Bit like a RPG where you follow a story along and apart from the menu there is no interface. Modulated: This is where you have many modules all working together to created usually complicated number calculations this is most associated with structured programs like finance applications and such and usually because of the structure of modules you’ll have many interfaces.  Centralized: This is like my program Police Commander, where the is a main single interface and everything starts here and ends here, with modules breaking off of it, bear that in mind, and this will help you decide on what type your looking for.  For most things like financial or business programs your definitely looking at a modulated form, if it’s like a scientific application with experiments and lots of figures that want to be returned to one central place, you’ll want a Centralised idea, so this is what I meant by the type of program, because each of these are quite different.  

2.Deciding on a structure,

From the above examples of structure you need to now decide on which is relevant for your program.  The main things that will help you to decide which you need is to decide whether or not you are going to be using the same screens over and over again, such as financial screens etc.

If you are then you’ll want to plan ahead, start thinking about using a main module just for a main interface and feeding off of it from subs.  A few things about subs should be considered, such as the fact that quite a number of features are disabled such as data command for obvious reasons, the sub cannot return such a large amount of information so again you have to look ahead and think about what you want and to try and think if you’ll use DATA commands or not.  So the moral of this is think ahead as much as possible because it’ll save plenty of time in the long run.

This is all part of what makes QB so good, we work around it’s limitations and create great things.

3. The structure is the most important part, and you need to take your time when generating one.  The first thing to consider is where the main menu is going to exist and I strongly suggest the main module is used for a main returning menu, and from there have a menu to go off to lots of other subs, this should be drawn up first though in theory and later on in this document the how I did it is explained about the structure I used for Police Commander.

4.After deciding on a modulated type structure I went about using my white board in my room to start drawing up the designs.  You see you have to plan for expansion, and the below is the structure I used to allow expansion.



You may be thinking – you can tell he’s a student, but I never used to do things like this before I realised how much easier it is in the long run.   Even if you’re making an RPG you’ll find the structure is important and this will help with the success of the project, especially if you take into account the limitations of QB and work around them successfully.   So that’s what I first did when it came to the structure, I drew it up and began working on each section individually.

5. Yes, my first save game feature and this is how I did it – it’s pretty simple really, in fact I used only two commands WRITE, READ.  Okay, I’ll make this simple, what I did was getting that list I had written with all the variables on, and to save the game what you do is you WRITE each variable in a specific order to a file using OPEN “FILE.DAT” for OUTPUT AS #1 and then closing it and bingo, all of the variation information is saved externally, so when you close the program it is saved to the file SAVE .DAT that you can see in the folder with the executable.  Then to load it, we open up that file again and let each variable in the game equal the saved variable and that’s it, the game is loaded.  Bingo, that’s how my save game feature works.

6.Changing officers happening in the same way, there was a file that is written to, and then saved after any alteration.  First off with the recruits, there is a random name generated using the DATA command from first and second names, then the ability and wages are generated from a DATA string so that there are a set type of wage and ability which saves on having any value between 0 and 200 which would have resulted in a massive number of wage types which is unrealistic, so I thought I’d limit the variability.

Then once the recruit is generated the user chooses to change someone, now I’m sure there must be a better way of doing this then how I did it, but what I did was that if the person presses 1 for recruit 1, then it makes recruit 1 overwritten by the new recruit, and that little routine to make that happen has to happen for each recruit so there is a bit of if user% = 1 then gosub 1 if user% = 2 then gosub 2 and things like that which would go up to ten so that you can change any recruit, so that took some time to do, but whilst I’m typing this, I still believe that was the best way.

So then a new recruit has been swapped and at the end of the week all calculations are carried out and the wages re worked and put into the finance sheet for the next week.

7. The equipment set up is the same as the officers set up, what I did was create an external file for the equipment and tell the computer the maintenance values for each type of equipment, then that is worked out by summing all of the equipment together which is then deducted from the finance.  I knew I wanted the equipment to effect the different mission types in different ways, so each equipment item was give a primary, secondary and tertiary score which is then added up and totalled as part of the overall department ability to fight crime in each mission type.

8.I used certain techniques through out the project and these include things like using format$ to look good, Line command for boarders, loops of all kinds, DATA, input and output, read and write and lots and lots of LOCTATE!

The format$ is used with the listings of the recruits to get that nice orderly look, this is a must feature of anyone wanting to create lists of any kind.  A tutorial on it is on my website.

Input/output, read/write used frequently for the save game, recruits, officers, training, and equipment.

The data was used a lot for random access of words and set values.

Okay, well I do have a life somewhere and I intend to use it, so see you around people, and any questions I will always happily answer.

This was written by Jamie Lawrence to accompany the program Police Commander also written by Jamie Lawrence.  

Creator and Curator of Qbasic Made Easy - - www.geocities.com/jamo20010
Any questions and I’ll always answer them as soon as possible providing my house doesn’t get hit by lightning again, yes that did happen, comp got fried and wasn’t back from repair for weeks!!
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