VISUAL BASIC FOR APPLICATIONS

LESSON TWENTYEIGHT: ‘Select Case’ and Random Numbers REVISITED
SECTION ONE: ‘Select Case’
[ The Select Case statement was looked at in detail in Lesson 2 ]
The ‘Select Case’ statement is very handy for setting the value of variables that depend upon being within a certain range of another variable.

The following example is from the hangman.doc example.

‘ ….. Other code  …..

Select Case (Len(word))         'set number of goes based on word length
Case 3 To 5

          goes = 6

Case 6 To 8

          goes = 8

Case Is > 8

          goes = 10

End SelectSet 

‘ ….. Other code  …..

Here, the number of tries that the player has depends upon the size of the word. If it is a short word he is given many more tries per letters in the word. If it is a long word, the number of tries is reduced as the player has more opportunities to select a correct letter. This improves the playability of the game.

SECTION TWO: ‘Random Numbers’ 
We looked at ramdom numbers at some length in Lessons 13 and 14. In the hangman.doc example below, this has been extended to return 10 different random numbers between a minimum [2] and maximum [21] range. This is needed to select a range of different words to be used in the game. 

Dim NewNumbers(10) As Integer

Public Sub getnewnumber()  
  'get 10 different numbers between 2 and 21

newnum = False

While newnum = False

newNumber = randNum(2, 21)

          For Count = 1 To 10

          If newNumber <> NewNumbers(Count) Then

          newnum = True

          Else

          newnum = False

          Count = 10

          End If

          Next Count

Wend

End Sub

Function randNum(min, max)

Randomize                                 

        'initialize the Rnd function
randNum = Int((max - min + 1) * Rnd + min)     'randNum has now been given a value

End Function
Here, the random number returned from the function ‘RandNum(min,max)’ is placed into the temporary variable ‘newNumber’, then the array ‘NewNumbers(Count)’ is checked to see if ‘newNumber’ already exists. If it does, then the count is stopped by setting  ‘newnum’ to false and setting ‘Count’ to 10 so the loop can start again. This will continue until ‘RandNum(min,max)’ returns a number that does not exist in ‘NewNumbers(Count)’.
EXERCISE:
Create a simple memory flash card type pairs game using the the random number procedure above to select both the images and in which order they are to be displayed.

[Use the Microsoft Office Clipart for the images.]
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