02/21/06
Junior Lab


Lash and Slop

by Jane McDaniel: Jane.X.Mc-Daniel    jxmcdaniel@ou.edu
I looked up lash and slop on the internet, but what I mostly found were talking about gears in automobiles which didn't really say what they were.   A lot of the other ones involved telescopes.  A few of the more interesting sites were one having to do with using legos to create a rubrik's cube-solving machine 

http://jpbrown.i8.com/cubesolver.html
, as well as one devoted to those new segway human transporter things. I did find one site that gave a direct definition: 

http://www.apexm.com/web-ins/doc/Lateral_Play-e.htm
Which defined slop, or lateral play, as when an axis moves at right angles to its guideways, and lash as when it moves in line with the axis.  Therefore, "backlash is a radial error, whereas play is a tangential error." I'm not sure I really understand what this definition is saying, but I think I get the gist of it. 

Here's also a good site relating slop to productivity/production and something called fencepost error. 

http://developer.syndetic.org/query_jargon.pl?term=fencepost%20error
fencepost\ error:

n. 1. [common] A problem with the discrete equivalent of a boundary condition, often exhibited in programs by iterative loops. From the following problem: "If you build a fence 100 feet long with posts 10 feet apart, how many posts do you need?" (Either 9 or 11 is a better answer than the obvious 10.) For example, suppose you have a long list or array of items, and want to process items m through n; how many items are there? The obvious answer is n - m, but that is off by one; the right answer is n - m + 1. A program that used the `obvious' formula would have a fencepost error in it. See also zeroth and {off-by-one error}, and note that not all off-by-one errors are fencepost errors. The game of Musical Chairs involves a catastrophic off-by-one error where N people try to sit in N - 1 chairs, but it's not a fencepost error. Fencepost errors come from counting things rather than the spaces between them, or vice versa, or by neglecting to consider whether one should count one or both ends of a row. 2. [rare] An error induced by unexpected regularities in input values, which can (for instance) completely thwart a theoretically efficient binary tree or hash table implementation. (The error here involves the difference between expected and worst case behaviors of an algorithm.)

slop:

n. 1. A one-sided {fudge factor}, that is, an allowance for error but in only one of two directions. For example, if you need a piece of wire 10 feet long and have to guess when you cut it, you make very sure to cut it too long, by a large amount if necessary, rather than too short by even a little bit, because you can always cut off the slop but you can't paste it back on again. When discrete quantities are involved, slop is often introduced to avoid the possibility of being on the losing side of a fencepost error. 2. The percentage of `extra' code generated by a comp

And one that seems to give a pretty good definition. 

http://www.manufacturing.net/dn/index.asp?layout=article&articleid=CA234385
A few more sites which aren't as good, but are related. 

http://www.motiongroup.info/Manuals/PLCManual/AppendixB.html
http://www.earlycuda.org/tech/valves.htm
http://www.deeteeenterprises.com/NS.HiTec.HS-50.Slop.php
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