
COMPUTER 

UNIT 5 

Graphics in QBASIC 

 EXERCISES  

 

1. MCQs. 

a. Which command is used to colour an enclosed area? 

(i) PAINT (ii) COLOR (iii) PSET (iv) DRAW 

Ans. (i) PAINT 

b. An alphanumeric variable is suffixed by a symbol. 

(i)  $ (ii) # (iii) @ (iv) % 

Ans. (i) $ 

c. The screen mode that changes the screen to text mode. 

(i) SCREEN 0 (ii) SCREEN 1 (iii) SCREEN 2 (iv) SCREEN 7 

Ans. (i) SCREEN 0 

d. You can draw concentric circles by using a fixed center co-ordinate but varied  . 

(i) COLOR (ii) LINE (iii) Radius (iv) All of these 

Ans. (iii) Radius 

e. The command that is usually used to create an alert sound. 

(i) PLAY (ii) ALERT (iii) WARNING (iv) BEEP 

Ans (iv) BEEP 

2. True (T) or False (F). 

a. The MF parameter of the PLAY command is used to play a musical notation in background.-F 

b. The LINE command can only be used to draw lines.-F 

c. The CIRCLE command is used to draw circles of the same radius.-F 

d. The origin of the x and y co-ordinate is always the upper left corner of the screen.-T 

e. The PAINT command is used to fill an enclosed shape with a specified colour.-T 

3. Fill in the blanks. 

SCREEN 0 

a. The MF parameter of the PLAY command is used to play music in the foreground. 

b. The LINE command may be used to draw a rectangle. 

c. The CIRCLE command is used to draw a circle on the screen. 

d. The default octave used in the PLAY command is O4. 

e. The SCREEN 0 command is used to change the screen mode to textual mode. 

4. Answer the following. 

a. Explain with the help of an example about Constants and Variables. 

Ans. Constants and variables are elements of QBASIC that allow us to represent data in the memory. While 

variables are the names given to a memory location, constants on the other hand, are data items that are 

stored in these variables. 

For example, LET 

A = 5 

Here A is a variable and 5 is a constant. Every time the variable A is referred to the computer assumes it to be 5. 

b. State three rules for naming variables in QBASIC. 

Ans. The following are the rules to name a variable: 

1. A variable can be a single letter or more than one letter (but not more than 40) or digits but should always 

begin with a letter (or alphabet). Thus b, a1, A2, words are completely valid variables but 2A, PRINT, CLS are 

invalid as the 2A begins with a digit and PRINT and CLS are commands. 

2. There should not be any space in between the variable name. For example, BIGNAME is a valid variable but 

BIG NAME isn’t. 

3. No punctuators or operators can be used with a variable. For example, A; B or A+B isn’t a valid variable. 

c. What is a Pixel? How do you increase the number of pixels for graphics? 

Ans. The intersecting point of an imaginary horizontal line and a vertical line is called a pixel. To change the pixels or 

resolution the ‘SCREEN’ command may be used, which has the following syntax: 

SCREEN <screen mode> 

d. State with the help of an example how would you use the LINE command to draw a rectangle in one go. 

Ans. To draw a rectangle from 20,20 to 50, 50 the LINE command should be used in the following manner: 

LINE 20, 20)-(50,50) , 4 ,B 

e. What is CIRCLE command used for? Also give its general syntax. 

Ans. The CIRCLE command can be used to draw a circle on the screen. The general syntax of this command is: 

CIRCLE (x, y), <radius>, [<colour code>] 



f. What is the PAINT command used for? Also give its general syntax. 

Ans. The PAINT command is used to fill an enclosed shape with a specified color. The general syntax of the PAINT 

command is: 

PAINT(x,y), <fill color>,<border color> 

g. What is BEEP command used for? 

Ans. The BEEP command is used to produce a BEEPing sound which is particularly helpful to alert user when 

some error has occurred, or some information needs to be shown to the user, which is vital, etc. 

h. State with the help of an example how PLAY can be used for playing music in foreground and background. 

Ans. 

 
 
 
 

 

 

LAB TIME 

1. Write a program in QBASIC to draw a house as shown 

in the figure below. 
 

 
 
 
 
 
 
 
 
 
 

2. Write a program to draw a pair of intersecting circles where the intersection area is shaded in red. 
 

 

3. Write a program to input 2 numbers and find their sum and difference. Each of the output should be 

followed by a BEEP sound. 

Ans.   INPUT “Enter 2 numbers”; a, b c = a + b 

d = a - b 

PRINT “Sum =”; c BEEP 

PRINT “Difference =”; d BEEP 

END 
 

 
Ans. SCREEN 2 

LINE (130, 30)-(90, 80) 

LINE (130, 30)-(170, 80) 

LINE (130, 30)-(230, 30) 

LINE (230, 30)-(270, 80) 

LINE (170, 80)-(270, 80) 

LINE (170, 80)-(265, 150), , B 

LINE (90, 80)-(90, 140) 

LINE (90, 140)-(170, 150) 

LINE (115, 90)-(115, 142) 

LINE (145, 95)-(145, 147) 

LINE (115, 90)-(145, 95) 

Music Foreground Music Background 

CLS CLS 

PLAY “MF C D E F G A B O5 C” PLAY “MF C D E F G A B O5 C” 

PRINT “Prints after the notes are played” PRINT “Prints this while the notes are being played” 

END END 

 



LINE (190, 90)-(240, 120), , B 

LINE (190, 105)-(240, 105) 

LINE (202, 90)-(202, 120) 

LINE (215, 90)-(215, 120) 

LINE (228, 90)-(228, 120) END 

 
 

Ans. SCREEN 7 

CIRCLE (100, 100), 50, 14 

CIRCLE (150, 100), 50, 14 

PAINT (145, 100), 4, 14 END 

 

4. Write a program to play the following notes using octave 2. 
 

Indian Notation 

Sa Re Ga Ma Pa Dha Ni 

English Notation 

C D E F G A B 

Do Re Me Fe So La Te 

 
Ans. PLAY “O2 C D E F G A B” END 
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