Random Numbers Assignment #4, Lucky Fours
We need to know a couple of things that we may or may not have touched on well enough at this point.

A textbox has a string in it, no matter if it is represented by numbers or letters.  We can’t do the following in VB:

Textbox1.text = textbox1.text + 1

This will give us an error, because we are trying to add a number to a string.  We can do the following:

Textbox1.text = val(textbox1.text) + 1

This will convert what is in the textbox to a number, add a 1 to it, then put it back into the textbox as a string.

If we want to put a number back into a textbox, we should use a command like this:

Robmature = 9

Textbox2.text = str(robmature)

To put a beep noise in an assignment use this command:

Beep()
Use an inputbox to get the quantity of money to put into the bank variable.  The command will look like this:

            gdblbank = InputBox("Enter a Value into your bank Account")
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For this assignment:

1. Create a slot machine with random numbers, 3 sets of slots showing 1-4.  

2. Include an inputbox to input a quantity into a “bank”.
3. Make the bank decrease by 5 dollars if you don’t win.

4. Make the bank increase 1000 if you win.

5. Include a messagebox with a beep if you win.

