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 FEATURES

· Based on the familiar BASIC language

· Write BASIC programs directly on your Mobile Phone

· Write BASIC programs on your Desktop Computer

· Programs are portable between all phones running the same version of Mobile BASIC.

· Quick and easy to learn

· Develop applications that can communicate with Remote Internet Servers

· Designed for mobile phones supporting MIDP-1.0 and CLDC-1.0 (J2ME Midlets).

· Sprite Facilities with collision detection for animation and games

· Mobile BASIC can Autorun embedded BASIC programs – perfect for rolling out applications where the user doesn't need to be aware of the programming environment.

· Graphics Facilities

· Edit Forms / Message Forms / Choice Forms / Data and Time Forms / Gauge Forms

· Floating point maths

· String Handling

· Random Access File I/O

· Logarithm functions

· Trigonometry functions

· Edit and Test BASIC programs uploaded to the Internet using a Internet Browser (Website subscription required)

Registering Mobile BASIC

Mobile BASIC is not freeware and is issued on a trial basis. The unregistered version can be used for an unlimited period of time but is limited to BASIC programs that do not exceed 1K of source code. The registered version of Mobile BASIC currently allows for BASIC programs using up to 16K of source code.

Mobile BASIC can be registered at http://www.mobilebasic.com/ or http://www.handango.com/. Once you have registered Mobile BASIC you will be sent a username and a registration code which allows you to unlock Mobile BASIC. Simply enter the username and registration code into the Registration Form, which can be found by selecting "Register" from either the About Form or the Menu.

The registration code is valid for 12 months and allows Free upgrades during this period. Once the 12 months have expired, you can either obtain a new license or install the last version released prior to the expiry of your license.

Getting Started

Keyboard Entry

You will find that entering commands on the keypad can be quite awkward so now is a good time to introduce you to some features designed to simplify input.

The first problem you will find using your mobile is that there is no way of entering a carriage return to indicate the end of a line. Mobile BASIC solves this problem in two ways. Firstly, if your phone has a Dedicated SELECT/FIRE key, which is separate from the numeric keys, then it may be possible to use that key. Every mobile is different so you may have to experiment and check each key to see if it responds. The second method is by repeatedly pressing the "0" key on the keypad. You will find that this key contains zero, space, CR, cursor left, cursor right and backspace keys.

Keypad Key

(Long press)
Character Sequence resulting from pressing associated Keypad Key

(Multiple Quick Presses)

0
<sp>
<cr>
Left
right
<bs>
<del>
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In order to aid entry of common commands, keywords and functions you will three items in the menu titled: "Commands", "Keywords" and "Functions". Each of these will bring up a list of items. Selecting an item causes it to entered into the editors window.

Commands
Keywords
Functions

DELETE "

DIR

EDIT 

ENTER "

LIST

LOAD "

NEW

RUN

SAVE "
BLIT

BYE

CLOSE #

CLS

DATA

DEG

DIM

DRAWARC

DRAWLINE

DRAWRECT         DRAWROUNDRECT

DRAWSTRING

END

FILLARC

FILLRECT

FILLROUNDRECT

FOR

IF

INPUT "

INPUT #

GELLOAD

GET #

GOTO

GOSUB

NEXT

NOTE #

OPEN #

PLOT

POINT #

POP

PRINT

PRINT #

PUT #

RAD

READ

REM

RESTORE

RETURN

SETCOLOR

SPRITEGEL

SPRITEMOVE

STEP

STOP

THEN

TO

TRAP 
ABS(

ASC(

ACOS(

ASIN(

ATAN(

CHOICEFORM(

CHR$(

COS(

DATEFORM(

DAY(

DAYS(0)

DOWN(0)

EDITFORM(

ERR(0)

EXP(

FIRE(0)

FRE(0)

GAMEA(0)

GAMEB(0)

GAMEC(0)

GAMED(0)

GAUGEFORM(

HOUR(

ISCOLOR(0)

LEFT(0)

LEFT$(

LEN(

LOG(

MESSAGEFORM(

MID$(

MILLISECOND(

MILLISECONDS(0)

MINUTE(

MOD(

MONTH(

POW(

PROPERTY$("

READDIR$("

RIGHT(0)

RIGHT$(

RND(0)

SECOND(

SCREENHEIGHT(0)

SCREENWIDTH(0)

SIN(

SQR(

SPRITEHIT(

STR$(

STRINGHEIGHT(

STRINGWIDTH(

TAN(

UP(0)

VAL(

YEAR(



Immediate Mode

Immediate mode allows the BASIC interpreter to execute the commands immediately they are entered. For example, The Basic Interpreter will simply print "Hello World" if you enter the following and press return.

PRINT "Hello World"

The disadvantage with immediate mode is that it is discarded after it has been executed. In order to write a program you create a list of statements. The various statements are described Reference Manual.

Immediate mode is usually used to load, save, list, edit and execute programs. It is also useful during the debugging phase since it allows you to examine variable values after the program has finished.

Hello World Program

To create a program which can be executed many times it is necessary to enter them in program mode. Program mode is identical to immediate mode except that the statement will begin with a line number. The line number is used to order the statements and govern branches. A line number can be any number between 1 and 65535 inclusive. No two lines can share the same line number and should you enter a line using an existing line number then the new line will supersede the existing line.

We’ll start by creating the obligatory “Hello World” program, which simply prints the text “Hello World” onto the display. Start Mobile BASIC and enter the following into it a line at a time.

10 PRINT "Hello World"

RUN

You should find that the text string "Hello World" appears on the screen. The first line you typed consisted of a line number, the PRINT statement and a quoted string.

Every line in your program must have a line number, which can be any number from 0 to 65535. Program lines are organised sequentially in ascending order based on the line number. If you enter a line with a line number that already exists in the program then the original line will be replaced with the new line.

The PRINT statement is one of many commands available. It takes a single string, float or integer argument and prints it to the display.

The second line you typed simply contained the command "RUN". It is known as an immediate mode command simply because it is executed immediately – the PRINT statement was not an immediate mode command and is not executed until the program is started. Once the program is started then it will be executed when the program execution reaches the line containing the PRINT statement.

Running your Program

To run the program you have just entered you can enter "RUN" and then press return or you can select the Run menu item from the menu. While the program is running the RUN item on the menu changes to "STOP". Selecting "STOP" from the menu causes the program to stop and print the line number that it was executing.

Viewing your program

The "LIST" command causes your program to be listed to the display. The complete program is listed by default however the "LIST" command accepts two additional arguments separated by a comma. The two arguments specify a start and end line number, which causes just those lines and the lines between to be listed.

Saving your Program

Programs are saved by typing "SAVE filename" followed by the return character. The program file is stored on your mobile. The filename may contain a maximum of 32 characters and should be surrounded by double quotation marks.

SAVE "myprog"

Loading your Program

A saved program can be loaded by typing "LOAD filename" followed by the return character. The filename may contain a maximum of 32 characters and should be surrounded by double quotation marks. A more convenient way of loading your programs is to select "Load" from the menu. If this is done then you will be presented with a list of available files. Simply select the file you wish to load.

LOAD "myprog"

The LOAD command always removes the current program from memory. If you need to merge a file into the current program then use the ENTER command.

Deleting your Program

There are two ways you can delete your programs. You can delete the program from memory whilst leaving any saved copies intact or you can completely delete the saved version so that it cannot be retrieved.

1. The most common deletion is simply to clear the runtime program source area within a running Mobile BASIC session. This is accomplished by typing the "NEW" keyword. Typing "NEW" doesn't delete any saved version of your program.

2. If you wish to delete the saved version of your program then you can enter "DELETE filename". The filename may contain a maximum of 32 characters and should be surrounded by double quotation marks. Once this has been done the file will be permanently deleted from the system. WARNING: YOU WILL NOT BE ABLE TO LOAD IT AGAIN SO USE WITH CARE.

Network Features

The Network Menu enables Mobile BASIC to access certain resources that are available from our web site: -

1. Upload your Mobile BASIC Programs to the Internet

2. Edit and Test Mobile your BASIC Programs via an Internet Browser

3. Download your own Mobile BASIC Program from the Internet

4. Download public Mobile BASIC Programs from the Internet

5. Embed BASIC program within their own JAD / JAR file so that they can be installed as standalone applications.

Note: Due to the ongoing costs associated with running an Internet  Server, many of these facilities are only available to Mobile BASIC customers who have subscribed to our Network Services.

