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Delete
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F1 FOR

Quick BASIC

INPUT PRINT



FOR i =1 to 10
PRINT 1i;
NEXT

INPUT LastNumber

FOR 1 = 1 to LastNumber
PRINT i;

NEXT

FOR i = 1 to 100
sum = sum + i

NEXT

PRINT sum



2
FOR i = 1 to 100
sum = sum + 2 * i+ 1
NEXT
PRINT sum

3
FOR i = 1 to 201 STEP 2
sum = sum + i
NEXT
PRINT sum
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IF

DO
INPUT n
IF n 10 THEN PRINT n; " 1is big number ”
LOOP until n = 0
2
DO
INPUT n
IF n 10 THEN PRINT n; " 1is big number " ELSE PRINT n; " is small ”
LOOP until n = 0



IF

DO
INPUT n
IF n 10 THEN
PRINT n; " 1is big number
ELSE
PRINT n; " is small ”
END IF
LOOP until n =0

IF
EN D***

1
INPUT n
FOR 1 = 2 to n-1
IF nMOD i = 0 THEN
check = -1
EXIT FOR
END IF
NEXT
IF check = -1 THEN
PRINT n ; " is not prime number
ELSE
PRINT n ; ” is a prime number
END IF

DO
INPUT n
check = 0
IF n = 0 then EXIT DO
FOR 1 = 2 to n-1

IF

ENDIF



IF nMOD i = 0 THEN
check = -1
EXIT FOR
END IF
NEXT
IF check = -1 THEN
PRINT n ; " is not prime number
ELSE
PRINT n ; ” is a prime number
END IF
LOOP

prime number

prime number




SELECT

IF
SELECT
1
INPUT n
FOR i =1 ton
IF n MOD 1 = 0 then Yakusuu = Yakusuu + 1
NEXT
SELECT CASE Yakusuu
CASE 1
PRINT "n =1 isn'tit”
CASE 2
PRINT n;” is a prime number”
CASE ELSE
PRINT n;” is not a prime number”
END SELECT

SELECT

. key-1 bas
DECLARE SUB PrintScores
DECLARE SUB KeyGame
DECLARE FUNCTION inkey2$
DECLARE SUB PrintHighScores
DECLARE SUB PrintHighScore
DECLARE FUNCTION RealTime

TYPE keyData
D AS STRING * 10
T AS STRING * 8
RT AS SINGLE



miss AS SINGLE
score AS SINGLE
END TYPE

COMMON SHARED Min AS SINGLE LogFile$ OldTime AS SINGLE
LogFile$ = "Key-Game His”
OPEN LogFile$ FOR APPEND AS #1

CLOSE #1
CLS
RANDOMIZE TIMER
COLOR 7
DO
LOCATE 1 1

PRINT "Keyboard Trainer Y lijima ";
CALL PrintHighScore

COLOR 3

PRINT ” Space” ;
COLOR 7

PRINT ” : Start ”;

COLOR 3

PRINT "R”;

COLOR 7

PRINT " : Ranking Top 20 ”;
COLOR 3

PRINT "L";

COLOR 7

PRINT " : List of Data ";
COLOR 3

PRINT "Q";

COLOR 7

PRINT ": End”

COLOR 7

a$ = UCASE$ inkey2$

CLS

OldTime = 0

LOCATE 3 1

SELECT CASE a$

CASE " " : CALL KeyGame



CASE "R”: PrintHighScores
CASE "L": PrintScores

CASE "Q": END
END SELECT
LOOP

FUNCTION inkey2$
DO
a$ = INKEY$
LOOP UNTIL a$ ”
inkey2$ = a$
END FUNCTION

SUB KeyGame

dummy = RealTime

FOR i =1 TO 20
a$ = CHR$ ASC "z" - ASC "A” * RND + ASC "A”
PRINT RIGHT$ " "+ STR$ i 7 ;"1 "; a%;”
b$ ="
DO

b$ = UCASE$ INPUTS 1
IF a$ b$ THEN
BEEP
miss = miss + 1
PRINT b$;
ELSE
PRINT ” ok ”;
PRINT USING "## ##"; RealTime - LastTime;
PRINT " sec ”
LastTime = RealTime
END IF
LOOP UNTIL a$ = b$
NEXT
COLOR 2
PRINT *  Time : "; RealTime;
PRINT "Miss : "; miss;
PRINT ” Score : "; RealTime + miss
COLOR 7
IF RealTime + miss  Min THEN
COLOR 4



PRINT "You make NEW HIGH SCORE "
COLOR 7
END IF
OPEN LogFile$ FOR APPEND AS #1
WRITE #1 DATE$ TIMES RealTime miss
CLOSE #1

END SUB

SUB PrintHighScore
Min = 1000
OPEN LogFile$ FOR INPUT AS #1
DO UNTIL EOF 1
INPUT #1 D$ T$ RTime miss
IF Min RTime + miss THEN
MinD$ = D$
MinT$ = T$
MinRTime = RTime
Minmiss = miss
Min = MinRTime + Minmiss
END IF
LOOP
CLOSE #1
COLOR 2
PRINT ” High Score : ”; Min
COLOR 7
END SUB

SUB PrintHighScores

OPEN LogFile$ FOR INPUT AS #1

ct=0

DO UNTIL EOF 1
INPUT #1 D$ T$ RTime miss

ct=ct+1
LOOP
DIM x ct AS keyData
SEEK 1 1

FOR i =1 T0 ct



INPUT #1 x 1 D xi T x i RT x 1 miss

X 1 score =x1 RT+ x 1 miss

"PRINT i1; x I D; xi T; x1i RT; x1i miss x i score
NEXT
CLOSE #1

FOR i =1 T0 ct
FOR j = 1 TO ct
IF i Jj AND x i score x j score THEN SWAP x i X j
IF i Jj AND x i score x j score THEN SWAP x i X j
NEXT

NEXT

PRINT "Top 20 Scores”
FOR 1 =1 T0 ct
IF 1 20 THEN EXIT FOR
PRINT RIGHT$ " " + STR$ i 2 ; ":"; x i score; TAB 15 ; x i D; " ”;
xi1 T;x1i RT; x1 miss
NEXT

END SUB

SUB PrintScores

OPEN LogFile$ FOR INPUT AS #1

ct=0

DO UNTIL EOF 1
INPUT #1 D$ T$ RTime miss

ct=ct+1
LOOP
DIM x ct AS keyData
SEEK 1 1

FOR 1 =1 T0 ct
INPUT #1 x 1 D xi T x1i RT x 1 miss
X 1 score =x 1 RT+ x 1 miss
PRINT i; x i D; " "; x1 T; x1 RT; xi miss X 1 score
IF i MOD 20 = O THEN
COLOR 7 + 16
PRINT "Hit Any Key”



COLOR 7
dummy$ = inkey2$
END IF
NEXT
CLOSE #1
END SUB

FUNCTION RealTime
IF OldTime = O THEN OldTime = TIMER
RealTime = TIMER - OldTime

END FUNCTION



