Tutorial for Sub-routines.

Sub-routines are like little programs within the main program, they allow separate programs to be written around the main program but are only accessed when you wish, they are invaluable when developing an application or complex game.

It terms of programming language there is very little there is in the way of an example apart from a few thing s that can be shown, because in order to set up a sub, you need to go to the EDIT at the top and then down to NEW SUB.  You can then name the sub I suggest something useful not pointless like 25646.

Once that’s done it will become a sub-routine of the main program.  In order to execute this sub-routine you need to use the CALL command, which will execute the sub and then continue once the sub is finished.

Okay, the sub’s name is important because it’s the name that is seen when calling the sub and when using it in the main program, so if it’s called CALCULATION, then to call it you type:

CALL CALCULATION.

So that’s the basics of creating a sub and calling it up for use, the subs are just as flexible as the main program, you can do anything in them you want without any extra limitations.  So if you want you could just test it by typing in Print “HELLO IM A SUB” and then in the main program calling it and that’s it, you’d get on the screen hello I’m a sub in the top left hand corner.

You have to be careful when programs begin to get more complicated because if you have variables that want to be saved in the sub and moved through to the main program you have to DECLARE it at the start, but that is mainly part of another tutorial, however for this one we’ll have a look.

DECLARE SUB name of sub (Variables carried)

At the start of the main program it is essential if you want a variable to be carried across to do the above, DECLARE the sub and the put your variable say a% in the brackets.  This allows the subs variables to be used in the main program.

So that’s how you transfer variables across and that’s how you use subs, here is a quick example which really is about as simple as it gets.

This is the sub called bob

SUB BOB (A%)

LET A% = 10

END SUB

This is the sub called fred

SUB FRED (B%)

LET B% = 50

END SUB

This is the main program

DECLARE BOB (A%)

DECLARE FRED (B%)

CLS

CALL BOB

CALL FRED

LET C% = A% + B%

PRINT C%

END

The output is 60 obviously, but this example shows how we can put together more then one sub and use it to bring in values from other parts of the program.

We see above where a% and b% have to be in brackets after the DECLARE SUB statement in both the main program and the sub, also be careful, you cannot go in the other direction, get this in your head as best as possible as it will save time later, a sub is like an arm from the program, and can only feed into the program, the program cannot go off on a tangent to another sub, this can not happen as many functions are disabled in subs such as the Data command.

Never the less they are incredibly useful for menu’s and such like where the user goes into a sub for one use and then back to the main program.  A complex look on Subs can be seen in AI simulation on my web site below.

That’s about it for subs, you need to experiment properly to use them, anyway, until next time.

This tutorial was written by Jamie Lawrence for anyone, and is designed for Qbasic Made Easy, www,geocities.com/jamo20010 and if someone would like to use these elsewhere please contact me first.

Thanks.

