Randomisation:

If any of you are into creating games then this feature really is essential.  It’s not as important for the people who like to create applications or silly simulations, but especially if you’re creating a management game then expect to use the following information regularly.

Randomisation as you should all be aware is where a number of any magnitude is picked, parameters can be chosen but without specification, hence random.  So for example you could have a random number between 1 and 6 and so you could say this simulates rolling a die.

Okay, so how do we do it in Qbasic:

Well this command is simple and the easiest way of getting good results:

D% = INT(RND * 6)  + 1

Okay, so now you can do that…  Not really, don’t panic, this is pretty straight forwards when you see through the annoying syntax.

D% which could be written as just D if you want but I usually assign it as a numeric variable is the variable that is being randomised.

INT stands for integer which is a whole number between two values, I can’t remember specifically but it’s something around 10000 to –10000 ish.  So that means that you will no longer have any decimal places and you’ll get a single value.

Okay, the RND inside the brackets tells us we want a random seed.  This means the computer is being instructed to generate a number between 0 and 1.  Now that’s just how a computer copes with random numbers, it must be a seed value of between 1 and 0, however, the next part allows us to turn that into useful data.   By putting the multiple inside the brackets with it, we’re telling the computer to multiply the answer to the seed by 6, so that means that the seed value becomes a fraction of the 6 and so we get full values up to 6 and not decimals between 0 and 1.   If we get lets say 5.7654 after the RND has been multiplied by 6 then the INT will make it 6.  Because for those of you who aren’t mathematically minded, the decimal seed that was generated by the RND function is a decimal, the thing about decimals is that when multiplied by a while value it becomes a fraction of that whole value, so for example 0.25 generated by the seed when multiplied by 8 becomes a quarter of 8 i.e 2, so in effect we get a value randomised between 0 and 6.  But for most cases we want between 1 and 6 hence the +1.

So from this information, you can either read into deeply and find out how it all works which is a big advantage in the long run, or you could just tale it and remember the parts that alter how it works such as the value after the * changes the range in the end and the + adds to the end value to alter the starting point and ending point.

A good application of this method can be seen in my silly little program called “ALWAYS THE FIRST STUPID PROGRAM”, because it’s always the program that puts all of this and the previous lessons into one program where you’ll see GOTO and GOSUB, THEN, IF, LET, RND, PRINT, LOCATE and a few others that we have already looked into.  To find this file just to look at how it works it’s in Section 6 with the rest of the silly little helpful programs I wrote for these tutorials.

So one quick end example:

CLS

PRINT “GUESS A NUMBER BETWEEN 0 AND 5”

D = INT(RND * 5)

DO WHILE INKEY$ = “”   ‘This cool feature will wait until any key is pressed

LOOP

PRINT D

PRINT “DID YOU GET IT RIGHT?”

DO WHILE INKEY$ = “”

LOOP

END

So you’ll guess a number in your head then you’ll see if it’s right when the number appears on the screen, and that’s it.

DO WHILE INKEY$ = “”

LOOP

This hasn’t been mentioned before, so quickly, DO LOOP is easy it’s just that the computer will loop until something happens, and that’s why it waits for a key to be pressed because INKEY$ is the syntax for keyboard key press and by not putting anything in the “” then we get any key press.  This can work if you put lets say E in the speech marks and change while to until, then you’ll have to press E to get through to the next screen.

Try out my silly little program then see if you can make one but maybe a little more complicated?

This was written by Jamie Lawrence for anyone.

If anyone wants to use this tutorial please ask first thank you.

