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L ecture 2A — Advice on Effective Programming

1. Design from thetop down. Start by considering dl of the eements you need for your
gpplication. For this class, you might want to think about the following: (1) data acquistion,
(2) dataandyss and (3) data storage and retrieval. Optionally, you might want to include a
amulation facility. List the requirements for the front panel including the types of controls
and indicators together with schemes for presenting the data in graphical format. Create
mock-up front panels you can show to prospective users and obtain their input.

Resg the inclination isto write some critica piece of code firgt and then expand in dl
directions. Thiswill lead you to many rewrites.

2. Createahierarchical program. Divide the task into managesgble, logica pieces. Develop
aflow chart that illustrates how the task isto be carried out and how the subtasks
communicate with each other.

3. Makeliberal useof subVIs. Thisoccurs where alogicd divison of labor exists or where
there is a potentia for code reuse. It is much easer to debug asmall VI of well-defined
scope than agreat sprawling mess. Often you can tell your V1 is getting too large when you
can't view it dl on the computer screen.

4. Document, document and document. The firgt thing you should do when cregting a new
subVI istofill out the description box. Don't leave documentation as the last task.
Document everything. Remember - there is no possibility of over documentation.

5. Test your VI thoroughly. Remember that all non-trivia programs have bugs. Be critica
when you examine the output of your program. On the other hand, remember that no
programming project is ever finished - it is abandoned. Budget your time carefully.

6. Makeyour program idiot proof. All of your controls should have default values, so thet if
the program is run without any changes to the control vauesit will execute and give a
reasonable output. Also, use the Data Range option to specify the range of reasonable
vaues for input.

7. Do not write programs by experimentation. A programming language like LabVIEW us
asdf-consgent logica entity. Y ou should be able to predict what output will occur for a
given input. All programs bresk. If you don't understand how your program worked in the
first place, how will you fix it?



