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The two projects outlined in this chapter give you a chance to practice the skills covered in the previous Chapter.  For each project, you are given a problem Statement, a suggested Design for the project, and some suggestions for Testing and Evaluation of the finished Project.  The Production phase of the Projects, however, is left up to you.





You will need the following skills:





Creating a new project





Resizing a Form, and setting its caption property





Drawing Text boxes, and setting their text, and fontsize properties





Drawing Command buttons, and setting their fontsize and caption properties





Drawing Label controls, and setting their caption properties





Naming controls





Adding code to the Click event procedures for command buttons and label controls





taking data from a text box and storing it in a variable





Using IF statements





Displaying message boxes





Displaying data strings in text boxes








All of these skills have been demonstrated in the previous project.





At the completion of each project, there are some suggestions for improving the program.  These improvements involve new ideas, and sometimes new commands or techniques which may be useful in future projects.
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Project 1:		“Kiddie Calculator”











	1.	Investigation





A simple four function calculator (addition, subtraction, multiplication and division) is very useful for primary school-age children to learn number facts.  Young children find computers interesting, and expect them to be able to do mathematical tasks.








Problem Statement:	To design a simple calculator which a young child could use to carry out simple arithmetic operations.











	2.	Design





The User Interface





The Form for this application needs 





boxes to enter the two numbers to be operated on





buttons to indicate the four operations





an equals sign





a box to display the result





a button to click to clear the boxes





a button to click to quit the application





A suitable Form might look like this:








				Text boxes		Label
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				command buttons


Program Operation








The user will enter a number into the left-hand text box, click on an operation, enter a number into the next text box, and then click the equals sign.  The program should then display the result of the operation in the right-hand text box:
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The events which require code are:





	Event:	The user clicks the + button





	Action:	1.	A variable (named operation, say) stores the value plus








	Event:	The user clicks the - button





	Action:	1.	The operation variable stores the value minus








	Event:	The user clicks the x button





	Action:	1.	The operation variable stores the value times








	Event:	The user clicks the / button





	Action:	1.	The operation variable stores the value divide
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	Event:	The user clicks the = sign





	Actions:	1.	The values in two text boxes are stored in memory.





		2.	The value of the operation variable is tested to determine the appropriate operation to perform





		3.	The operation is performed on the two numbers, and the result stored in memory





		4.	The result is displayed in the last text box








	Event:	The user clicks the Clear button





	Action:	1.	The text boxes are blanked out








	Event:	The user clicks the Quit button





	Action:	1.	The program stops running








From this design, you should be able to create the application, and get it running, for yourself.











	3.	Production





Away you go!





For your program to work properly, you will need to declare the operation variable in the general declarations section of the code window:
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This statement tells the computer to create a variable named operation, and that this variable is to store a ‘string’ of text data.  Placing the statement in the general declarations section means that all of the procedures in the program will be able to use the value in the variable.











�
	4.	Evaluation





How does your program handle:





blank input boxes





negative numbers as inputs





inputs which are not numbers





very large numbers





Is this really a suitable calculator for young children?  





Suggest at least two ways of improving your program.








Improving The “Kiddie Calculator”








1.	Since the application is for young children, some sort of Help might be appropriate.





	Add a Help button to your Form, so that when the user clicks it, the following message box appears:
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	HINT:	You can force a text string to start a new line by including the command  Chr$(10)  into the message string.








2.	It would be useful to have the cursor go back to the first text box when the Clear button is clicked.  





	To do this, you need to use the Setfocus method.  A method is something which acts on a control.  A control is said to ‘have the focus’ when the cursor is in the control.  An object with the focus is said to be the ‘active’ object on the Form.





	You use the Setfocus method in a procedure like:





Sub ClearButton_Click ()


	firstnumber.Text = ""


	secondNumber.Text = ""


 	answer.Text = ""


	firstnumber.SetFocus


End Sub
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