VISUAL BASIC FOR APPLICATIONS

LESSON SEVENTEEN: THINK ABOUT IT FIRST!
THE CONCLUSION:
To program computers well, you must have a good idea of what you want to achieve first. You must sit down and write out a logical plan for the ‘flow’ of the information, preferably in the following order.

1. What information is going to be used.

2. How is the information to be collected and stored.

3. How is the information going to be used.

4. How is the information going to be presented.

Basically, you can see that what you are trying to do is direct the ‘flow’. This must be done logically, efficiently and without error. To achieve this you must assume that anyone using what you have produced is a total moron.

DO NOT ASSUME THAT A USER WILL DO WHAT YOU EXPECT. ASSUME THAT THEY WILL DO THE WRONG THING. 

For example, if you ask for a number, as you did for the ‘Random Number Generator’, you must anticipate that a user will enter a string value. That means that you must test the input value to see if it is a number. Otherwise an error will occur if you attempt to do a maths operation on a string. Look at the code for this button to see how to test for a numeric value..
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You must anticipate and plan for ALL possible events. 

You MUST trap any wrong input and give feedback as to the required input.

GOOD LUCK! 
GOOD LUCK!
GOOD LUCK!
GOOD LUCK!
GOOD LUCK!
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