Lab 4: Property Nodes

[image: image1.png]Hidden by User



[image: image2.png]


Property nodes are layer of functionality beyond what we covered in Physics 115.  In short, the property node allows you to “programmatically” change LOTS of different aspects of indicators and controls on your front panel.  For example, I’ve captured a screen shot of a front panel that has a dial, whose output is written to the gauge.  There is a button for dial properties.  When it’s not selected, the box displays that the advanced features are turned off by the user.  After pushing the button, the text message in the dial controls box disappears, while controls for the minimum, maximum, and interval for the dial appear.  Notice in the bottom image that I’ve changed only the numerical labels and not the actual output value of the dial.

Creating a property node can be done from either the front panel or the block diagram.  Right click on the object you’re interested in, select the “create” option and then “property node.”  You’ll then see a huge list of different options.  Some of the more useful are “visible” (which was used quite a bit in the example I’ve taken screen shots of), “position”, and settings that are “unique” to the object you’ve selected (like maximum scale display for the dial example).  

Property node options come in two types: “reads” and “writes.”  Most properties allow you to change between the two types.  If “read” is selected, it will give you the current “value” of the property.  If “write” is selected, it will allow you to program the property, like the values of the dial.  “Reading” isn’t, in my option, nearly as useful as “writing” (although it does sometimes have a place in identifying the “default” state of a property – for example, I’ve used it to identify the “position” of an indicator that I want to later move).    

Some areas where the property node can be useful are clearing a chart/graph, manually controlling the scales on graphs/charts, hiding traces on a graph, hiding controls that are rarely used, and altering colors of front panel items based on some results.  These are only a few of the options, don’t be afraid to play with them (judiciously, please – just because something is possible, doesn’t mean it should be done.).  

In this experiment, I would like you to do the following exercises.  I’m leaving them rather vague, with the hopes that you’ll have some fun with them.  When writing your lab reports for this week, be sure to include some details about your thinking.  I know what you are trying to solve, now provide some details about your approach and why you selected it. 

Property Node Exercises

1. Reproduce the VI shown in the example on the preceding page.  Programmatically ensure that the value of “Maximum” doesn’t fall below the value of “Minimum.”  

2. Build a VI that displays the results of an analog input on a “meter” indicator.  Have the needle color of the meter change if the input value exceeds a user defined value.

3. Build a system that measures an analog input single (single point, non-hardware timed).  Have the numeric indicator move vertically in a way that mimics the signal that you’re measuring.

4. Continuously acquire data from an analog input and have it “stream” to a chart indicator.  Build a button that clears the chart on user command. 

5. Build a “catch me” game that randomly moves a Boolean button around your screen.  When you catch it, have it restart at a faster pace. 
