
GUI Design and Programming Guidelines 
 
 

*  Information should flow either vertically or horizontally, with the most important information always 

 located in the upper-left corner of the screen. 

*  Related controls should be grouped together using either white space or a frame. 

*  Command buttons should either be centered along the bottom of the screen or stacked in either the 

 upper-right or lower-right corner. 

*  Use no more than six command buttons on a screen. 

*  The most commonly used command button should be placed first. 

*  Command button captions should: 

 •  be meaningful 

 •  be form one to three words 

 •  appear on one line 

 •  be entered using book title capitalization 

*  Use labels to identify the controls in the interface. 

*  Identifying labels should: 

 •  be from one to three words 

 •  appear on one line 

 •  be aligned by their left borders 

 •  be positioned either above or to the left of the control that they identify 

 •  end with a colon (:) 

 •  be entered using sentence capitalization 

*  Align labels and controls to minimize the number of different margins. 

 

 

•  Principles of Good User Interface 

 Control - the user always should control the program, rather than the other way around. 

 User-friendliness - the interface should help the user accomplish tasks and not call attention to  

  itself.  Too many different fonts, lines, or images tend to distract the user from the task at 

  hand. 

 Intuitiveness - the interface should follow a direct style that proceeds logically.  If the user needs  

  to complete different steps to accomplish an activity, the steps should be grouped  

  together. 

 Consistency - the interface should be conceptually, linguistically, visually, and functionally  

  consistent.  Use no more than two or three fonts on a form. 

 Clarity - visual elements should be readily comprehensible. 

 Feedback - the interface should provide immediate and clear feedback to the user. 



 Graphics - the interface should not be cluttered with graphics that serve no useful purpose. 

 Input - the interface should minimize instances in which the user needs to switch input mode from 

  the mouse to the keyboard and back again. 

 

 

Placing and Sizing Design Elements 

 *  Maintain a consistent margin of two or three dots from the edge of the form. 

 *  Position related controls on succeeding dots.  Controls that are not part of any logical grouping  

  may be positioned from two to four dots away from other controls. 

 *  Command buttons in the user interface should be sized relative to each other. 

  •  If the command buttons are centered on the bottom of the form, then each button  

   should be the same height; their width, however, may vary, 

  •  If the command buttons are stacked in either the upper-right or lower-right corner of  

   the form, then each should be the same height and the same width. 

 *  Try to create a user interface that no one notices. 

 

 

Selecting Appropriate Font Style and Size 

 *  Use 8, 10, or 12 point fonts for the elements in the user interface. 

 *  Limit the number of font sizes used to either one or two. 

 *  Use a sans serif font for the text in the interface. 

 *  Use only one font type for all of the text in the interface. 

 *  Avoid using italics and underlining because both make text difficult to read. 

 

 

Selecting Appropriate Colors 

 *  The human eye is attracted to color before black and white. 

  •  Build the interface using black, white, and gray first, then add color only if you have  

   reason to do so. 

 *  Use either white, off-white, or light gray for an application’s background, and black for the text. 

  •  You can also use black text on either a pale blue or a pale yellow background. 

  •  Dark text on a light background is the easiest to read. 

 *  Never use a dark color for the background or a light color for the text; a dark background is 

  hard on the eyes, and light-colored text can appear blurry. 

 *  Limit the number of colors to three, not including white, black, and gray. 

  •  The colors should complement each other. 

 *  Never use color as the only means of identification for an element in the user interface. 



 *  Keep the following four points in mind when deciding whether to use color in the interface: 

  •  Some users will be working on monochrome monitors. 

  •  Many people have some form of either color-blindness or color confusion, so they will  

   have trouble distinguishing colors. 

  •  Color is very subjective; what’s a pretty color to you may be hideous to someone else. 

  •  A color may have a different meaning in a different culture. 


