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Design Principles for our Interface (page 331, User Interface Design and Evaluation)

H – High Quality Content

O ​– Often Updated

M – Minimal Download Time

E – Ease of Use

R – Relevant to User’s Needs

U – Unique to the Online Medium

N – Net-centric corporate culture

· Our GUI design consists of mainly one screen with multiple tabs for access to pages with different information relevant to what the user(s) is looking for

· The tabs allow for a structure that is easy to navigate and that lets the user(s) know where s/he is and where they can go

· Each tab is associated with a specific task ranging from refilling a prescription to symptoms diagnosis to determine a remedy

Home Pages (page 350, User Interface Design and Evaluation)

The two main functions of the home page are:

· to tell the users where they are 

· inform the users of what the site does

Key features:

· The name or logo of the organization that owns the site

· The name of the website usually at the top of the screen

· Give an introduction to the site

· Have some sort of navigation aid (in our case we used tabs)

· Summary of the latest news or changes to the site

· Summary of the key content for first time visitors ( the tasks that can be performed)

· A search feature (not yet included in our interface)

UI Design Guidelines for Handheld Devices (page 384, User Interface Design and Evaluation)

“Select vs. “Type”


Where possible, and where it is appropriate to the application, the user should be offered a selection option rather than to be made to enter text.

Be Consistent


Ensure the same terminology is used within the application and that the same terminology is used between handheld applications.

Consistency between platforms

Not necessarily the case that terminology that works for a desktop will work for the smaller screened handheld device

Design Stability


The system should allow the user to pick up from where they left of if a connectivity failure occurs and then is restored

Provide Feedback


The system should support the user with feedback regarding what the application is doing.

Forgiveness


The UI should be tolerant of user errors and provide an Undo function by a specially designated Back key

Use Metaphors


Real-world metaphors in line with the size of the display should be used

Clickable Graphics should look Clickable


If a graphic is clickable, then it should have defined borders and the graphic should have contrast with the background color

Use Icons to Clarify Concepts


Icons should be meaningful and representative of the concepts they are meant to convey
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