Programming tips

Introduction:

Some tips for when you are programming:
1. Nobody likes messy source codes. The people who are interested in looking at your source code will give up and when you have to make some adjustments/ correct some bugs it will be more difficult.
E.g:  which of the two is easier to read?

Example 1:

Example 2:


2. Comment your source! Nice for beginning Sys-rpl programmers and also if you leave programming for a while, you can easily pick up the thread again. Already written most of the source code or too lazy to do that? At least comment the end of IT and labels or find out a system that one can easily distinguish where something begins and ends.
3. Spending hours and hours behind your computer isn’t a good thing! Do after two-three hours (more realistic than one hour in all those manuals ;-) something else. E.g. sport. After a quart of hour you will be refreshed, have a clearer view and your mom/dad can’t complain anymore that you are sitting always behind that darn computer.

4. Always release your program with source code. How dumb even the program is. Don’t be ashamed that it isn’t good. Nobody writes Dune or HP-Worms as his first program and if he does then he’s one of the million programmers out there.
Some tips for beginning programmers:
1. Don’t begin with the most difficult source you can find. Beginning with the StatAplet from Jean-Yves Avenard is not a good idea! However my magic 8 ball is perfect for newbie’s.
2. Don’t be too ambitious! Like said before nobody makes Puzzle Bobble or a clock library as his first program.

3. Look in so many source codes as you can. I’ve put the links from all those available in a document (called Sys-rpl links) and update this doc frequently.
4. Start as soon as possible! Enjoy your youth though!

5. The best exercise is trying not reading. Try making some variations on my tutorials and see if they work. If not ask yourself and others what there is/can be wrong!
Hope this helps! Enjoy programming… 

NAMELESS _Entry :: A@ ONE EQIT :: $ “A equals 1” DISPROW 1 ; ;





NAMELESS _Entry


::


  A@ ONE EQIT


   ::


     $ “A equals 1” DISPROW1


   ;						( end of IT statement )


;						( end of Entry )











� The good answer was example 1(
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