
Item 1: Building the Team and Tools

Netbeans: 
• Plugin that allows: clone repository, create/move branch, commit changes, pull/push to server
• Can set more than on branch if you open another project



Item 1: Building the Team and Tools

Netbeans: 
• Can search  in a project a part of code, using an extension for a file:

• Revise a history of changes were doing:



Item 1: Building the Team and Tools

Heidi: 
• Right click to export to an excel file.

• Can get view query



Item 1: Building the Team and Tools

Heidi: 
• When executing a group of querys you can see the status



Day 2: MEL Loading Performance

• JS in cache is ok, we need to revise to preloading additional calls. Repeating the same calls



Day 2: MEL Performance

• Simplify  codes in one column 

• Create status column in a element instead of calculating (deliverable reporting status)



Day 2: MEL Performance

• Generic functions

Create Helpers in order to call if from anywhere, identify common functions that need to be created.

Suggestions: 
- All crp’s

- All countries
- .
- .
- .

• Generic Variables

Table in which we save all types for different elements, agree to use it or not (avoid to create a new table)



MEL & MARLO API

http://marlodev.ciat.cgiar.org/api/index.html

MEL controller function
- User CURL to connect MARLO - CLARISSA
- Use POST to send information into MARLO

http://marlodev.ciat.cgiar.org/api/index.html


MEL & MARLO API



MEL & MARLO API

MARLO – MEL  TABLES

schema
New Structure to be posted



PROTOTYPING

• Review of Balsamic Tools
• Metronic
https://keenthemes.com/preview/metronic/theme/admin_1/index.html

https://keenthemes.com/preview/metronic/theme/admin_1/index.html


Standards into views - 10 principles of usability

#1: Visibility of system status
The system should always keep users informed about what is going on, through appropriate feedback within 

reasonable time.

- Reasonable means to improve page loading.

- Show messages to users related to the status of the system



Standards into views - 10 principles of usability

#2: Match between system and the real world
The system should speak the users' language, with words, phrases and concepts familiar to the user, rather than system-
oriented terms. Follow real-world conventions, making information appear in a natural and logical order.



Standards into views - 10 principles of usability

#3: User control and freedom
Users often choose system functions by mistake and will need a clearly marked "emergency exit" to leave the unwanted 
state without having to go through an extended dialogue.
Means: use a clear way to leave a process.



Standards into views - 10 principles of usability

#4: Consistency and standards
Users should not have to wonder whether different words, situations, or actions mean the same thing.



Standards into views - 10 principles of usability

#5: Error prevention
Even better than good error messages is a careful design which prevents a problem from occurring in the first place. 
Either eliminate error-prone conditions or check for them and present users with a confirmation option before they 
commit to the action.



Standards into views - 10 principles of usability

#6: Recognition rather than recall
Minimize the user's memory load by making objects, actions, and options visible. The user should not have to 
remember information from one part of the dialogue to another. Instructions for use of the system should be visible or 
easily retrievable whenever appropriate.
Interfaces that promote recognition.

(example: are you sure you want to delete cluster: cluster name?)



Standards into views - 10 principles of usability

#7: Flexibility and efficiency of use
Accelerators may often speed up the interaction for the expert user such that the system can use for inexperienced and 
experienced users. Allow users to tailor frequent actions.
System let me choose my method of interaction, this would be comfortable for the users

Use TAB to fill the form or use a mouse to move through the form.
Click  “cancel”, “X” or click outside to close the modal.



Standards into views - 10 principles of usability

#8: Aesthetic and minimalist design
Dialogues should not contain information which is irrelevant or rarely needed. Every extra unit of information in a 
dialogue competes with the relevant units of information and diminishes their relative visibility.
Ratio between relavant / irrelevant
Every extra unit of information compites with the relevant information.

Ex. Upload a File



Standards into views - 10 principles of usability

#9: Help users recognize, diagnose, and recover from errors
Error messages should be expressed in plain language (no codes), precisely indicate the problem, and constructively 
suggest a solution.



Standards into views - 10 principles of usability

#10: Help and documentation
Even though it is better if the system can be used without documentation, it may be necessary to provide help and 
documentation. Any such information should be easy to search, focused on the user's task, list concrete steps to be 
carried out, and not be too large.


