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SECTION 1:  INTRODUCTION
1.1 GRAPHICAL USER INTERFACE (GUI) FOR TASK-BASED DEVELOPMENT
The Graphical User Interface (GUI) for task/lesson-based development is intended to be used by the content developer as an aid for quick development of task/lesson-based instruction.  The GUI uses predetermined screen layouts, function buttons, navigation buttons, pop-up boxes, title area, and instructional area to present content in a consistent look and feel for the learner.  Developers are free to develop their content in any way they see fit.  However, developers are to use this GUI predetermined screen layouts, function buttons, navigation buttons, pop-up boxes, title areas, and instructional area to present content in a consistent look and feel for the learner.
This guide will define the required and optional elements of the GUI and how to populate the elements with the content developer’s data.

1.2 STUDENT GUIDE

A separate GUI Student Guide has been developed that details the functionality of the GUI.  Content developers should read the student guide prior to continuing through the Content Developer’s guide.
1.3 CONTENT DEVELOPER’S GUIDE
This Content Developer’s guide is provided to assist the developer in populating the screens and buttons (features) of the instruction.  Most developers should only need to:

· Set the CSS in the HTML header to match the CSS for the desired “look and feel” (green.css, tan.css, grey.css, purple.css).

· Determine the desired presentation screen size (window size) and modify the “bottom_bar” top position and the “prompt” width in the CSS.

· Add an external CSS and external JavaScript file to the HTML header to control content specific functionality and placement.
· Populate the “content” area with instructional content.
· Modify the Sub-Menu HTML files to activate or deactivate optional buttons.
If an optional button does not function the way a developer needs it to or expects it to, it is recommended that they override the function being called by the button rather than changing the provided JavaScript file or changing what function is called by the button.  This is done by adding an external JavaScript file to the HTML header after the provided “template.js”.
If a developer needs additional cascading styles (CSS) or needs to override existing cascading styles, it is recommended that they include an additional external CSS file rather than changing the provided CSS file.  This is done by adding an external CSS file to the HTML header after the provided “green.css”.
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SECTION 2:  GETTING STARTED

2.1 TYPE OF INSTRUCTION

The course or instruction will be delivered either on-line or by some other electronic media, i.e., Compact Disk-Read Only Memory (CD-ROM), Digital Versatile Disc (DVD), or by a Memory stick (external memory).

The learner will require the following hardware if taking this instruction by other electronic media.  For CD-ROM delivery, a CD reader; for DVD delivery, a DVD player; and for a Memory stick delivery, a Universal Serial Bus (USB) port available on their computer to plug in the external memory or other means of reading the external memory device.
2.1.1 Taking the Course from the Internet

Steps for the learner to take the instruction from the internet:

· The learner will log onto Army Knowledge Online (AKO) with their user name and password

· The learner will go to “My Training”

· Under the DLS click “Access to the LMS”

· Select desired course/instruction

· Follow the instructions to load the course/instruction

2.1.2 Taking the Course from Other Electronic Media

The learner will insert the electronic media provided into the appropriate drive on their computer.  For example a CD in the CD reader, a DVD in the DVD player, or the external memory stick into a external memory device reader.

The learner will then follow the direction given with the courseware/instruction.

2.1.3 Navigating the Course

Section 3 reviews the basic page layout, navigation buttons, and other options available in the GUI.  Content developers should carefully review each section to determine what functions will be necessary for the courseware they are working on.
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SECTION 3:  PAGE LAYOUT
3.1 BASIC PAGE LAYOUT
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Figure 3–1.  Example of a regular page of instruction.

Above is an example of a screen/page that was developed using the GUI.  Note that the buttons and features will be in the same place in every course developed using the GUI.  For example, the “Print” button will always be under “Options,” and the “Exit” button will be on the bottom menu bar.

The only optional buttons that may ever be displayed on the main screen (shown above) are the three audio/video controls (play/pause, replay and closed caption).  If the audio/video controls are not used in the training being developed the area dedicated to their location must be blank.  These buttons are described in more detail below. 

[image: image3.jpg]Some prompted text < 3ofs >





Figure 3–2.  Example of a page of instruction where audio is necessary.

The content developer may select from a set of four predetermined templates.

The font styles, types and sizes for the text and buttons are set in the GUI.

3.2 COMMON SCREEN ELEMENTS

The following elements will be on all GUI screens:

· Title Bar

· Instruction/Information Area

· “Menu” Button

· “Communicate” Button

· “Options” Button

· “Help” Button

· “Exit” Button

· Prompt Area

· “Minimize” Button

· “Maximize or Restore” Button

· Internal Progress Indicator

· Navigation Buttons

· Next (Next Page)

· Back (Previous Page)

3.3 ELEMENT LOCATIONS AND FUNCTIONALITY

3.3.1 Title Bar

The required font for the Title Bar and Title Area is Verdana.  The style and size shall be “bold 14pt” for the title and “bold 12pt” for the sub-title as defined in the Cascading Style Sheet (CSS).
To populate the Title Bar change the text in the:
<div id="task_title">

and 

<div id="sco_title">

respectively.
3.3.2 Instruction/Information Area

This is the main part of the screen and will contain the content of the instruction.

Font sizes should allow for easy reading and text should not crowd the screen.  If a large amount of text is required, it is suggested that the information be placed onto multiple screens or use pop-up boxes for the additional information.

Content developers are to provide instructional content in the 
<div id="content_area">

The example provides content to the learner by using the containers below.  These containers can be used as is, overridden by the content developers CSS or the developer may use any other containers they deem necessary.  It is recommended that control of how that information is displayed be handled in a separate CSS file as described later.
<div id="developer_title">

<div id="developer_image">

<div id="developer_content">

3.3.3 Menu Button

The Menu Button is the first button on the left-hand side of the menu bar located across the bottom of the screen.  This button will always be active.
The Menu Button will either display a menu with two additional choices (Objective Menu and LMS Menu) or will link directly to the LMS Menu.  If an intra SCO Menu exists or is developed by the content developer, the developer should use the Objective Menu option to display the intra SCO menu.  The Objective Menu will open a new window displaying the intra SCO menu.  That file is to be located in the “/menu” folder.
The button calls the “getMainMenu” JavaScript function which can be modified for either opening the sub-menu or going directly to the LMS menu.  See comments embedded in the program code.

3.3.4 Communicate Button
The Communicate Button is located on the menu bar at the bottom of the screen to the right of the Menu Button.  This button will always be active, and always opens a sub-menu.
The content of this sub-menu is described below.  Some of these elements are optional and are denoted with an asterisk.  Elements of the sub-menu that are not available during the training should be removed.  Elements of the sub-menu that are available occasionally during the training should be active or inactive where appropriate.  Additional sub-menu items, required by the developer, should be added in alphabetical order.  The activation, deactivation and addition of these menu items is done in the “/communicate/communicate.html” file.
· Email*:  The functionality of this button is controlled by the “getEmail” JavaScript function.
· Collaborate*:  The functionality of this button is controlled by the “getCollaboration” JavaScript function.

· Help Desk:  The functionality of this button is controlled by the “getHelpDesk” JavaScript function.  It currently takes the learner to the Army Training Help Desk.  ATHD link is https://athd.army.mil.    For CD-ROM courseware offer information on how to access the ATHD; not just a link.
· Instructor Notes*:  The functionality of this button is controlled by the “getInstructorNotes” JavaScript function.

An example of how these screens might look is provided in the “/communicate” folder. If additional screens or software is required it is to be placed in the “/communicate” folder.
3.3.5 Option Button

The Option Button is located on the menu bar at the bottom of the screen to the right of the Communicate Button.  This button will always be active, and always opens a sub-menu.
The content of this sub-menu is described below.  Some of these elements are optional and are denoted with an asterisk.  Elements of the sub-menu that are not available during the training should be removed.  Elements of the sub-menu that are available occasionally during the training should be active or inactive where appropriate.  Additional sub-menu items, required by the developer, should be added in alphabetical order.  The activation, deactivation and addition of these menu items is done in the “/options/options.html” file.
3.3.5.1 Resources:  This is a sub-category containing additional links available to the learner.
· Audio Scripts*:  The functionality of this button is controlled by the “getAudioScripts” JavaScript function.

· Copyright Information:  The functionality of this button is controlled by the “getCopyrightInfo” JavaScript function.  Always reqired if any copyright material was used in the courseware
· Objectives*:  The functionality of this button is controlled by the “getObjectives” JavaScript function.

· Glossary*:  The functionality of this button is controlled by the “getGlossary” JavaScript function.

· References*:  The functionality of this button is controlled by the “getReferences” JavaScript function. 

· Review Questions *:  The functionality of this button is controlled by the “getReviewQuestions” JavaScript function.

· Policies*:  The functionality of this button is controlled by the “getPolicies” JavaScript function.

· Web Sites of Interest*:  The functionality of this button is controlled by the “getInterests” JavaScript function.

3.3.5.2 Tools:  This is a sub-category containing additional links available to the learner.
· Calculator*:  The functionality of this button is controlled by the “getCalculator” JavaScript function.

· Calendar*:  The functionality of this button is controlled by the “getCalendar” JavaScript function.

· Credits*:  The functionality of this button is controlled by the “getCredits” JavaScript function.

· Learner Notes*:  The functionality of this button is controlled by the “getNotes” JavaScript function.

· Search*:  The functionality of this button is controlled by the “getSearch” JavaScript function.

3.3.5.3 Course Map*:  The functionality of this button is controlled by the “getCoursemap” JavaScript function.
3.3.5.4 Preferences*:  The functionality of this button is controlled by the “getPreferences” JavaScript function.
3.3.5.5 Print*:  The functionality of this button is controlled by the “getPrint” JavaScript function.

3.3.6 Help Button

The Help Button is located on the menu bar at the bottom of the screen to the right of the Communicate Button.  This button will always be active, and always opens a sub-menu.

The content of this sub-menu is described below.  Some of these elements are optional and are denoted with an asterisk.  Elements of the sub-menu that are not available during the training should be removed. Elements of the sub-menu that are available occasionally during the training should be active or inactive where appropriate. . Additional sub-menu items, required by the developer, should be added in alphabetical order.  The activation, deactivation and addition of these menu items is done in the “/help/help.html” file.

3.3.6.1 Additional Help*:  The functionality of this button is controlled by the “getAdditionalHelp” JavaScript function.

3.3.6.2 Course Navigation Help:  The functionality of this button is controlled by the “getGuiHelp” JavaScript function.

3.3.6.3 Minimum System Requirements:  The functionality of this button is controlled by the “getMinSpec” JavaScript function.

3.3.6.4 Test/Practical Exercise Help:  The functionality of this button is controlled by the “getPEHelp” JavaScript function.

An example of how these screens might look is provided in the “/help” folder.  If additional screens or software is required it is to be placed in the “/help” folder.
3.3.6.5
   Help Desk:  The functionality of this button is controlled by the “getHelpDesk” JavaScript function.  It currently takes the learner to the Army Training Help Desk.  ATHD link is https://athd.army.mil.    For CD-ROM courseware offer information on how to access the ATHD; not just a link.  Note:  It is recognized that the ATHD information is duplicated in both the Communicate and Help button.  That is to insure that the user can always find “Help.”

3.3.7 Exit Button

The Exit Button is located on the menu bar at the bottom of the screen to the right of the Help Button.  This button will always be active.

The Exit Button will exit or close the instruction.  An alert window will show a warning that the instruction is about to close and will show a prompt of select “OK” to close the session or “cancel” to remain in the instruction.

3.3.8 Prompt area

The Prompt area is located on the menu bar at the bottom of the screen to the right of the Exit Button.  This area will always be active and available.
To provide the learner prompting (i.e., “Click next to continue”), use either the “setPrompt” JavaScript function or change the content of:

<div id="prompt">

3.3.9 Audio/Video Controls

The Audio/Video Controls are located on the menu bar at the bottom of the screen to the right of the Prompt Area.  This button may be active, inactive, or not exist (the area dedicated to their location must be blank if the audio/video controls are not used).

3.3.9.1 Play* and Pause* Buttons:  These buttons share a location and are only shown when the appropriate button is required.  The example provided is designed to control a flash movie.  If the instructional content is of a different media type, the developer can override these controls in their own JavaScript file.  A JavaScript function “setPlayPause” has been provided which when called will either show the play button and hide the pause button or hide the play button and show the pause button.
· Play*:  The functionality of this button is controlled by the “playmovie” JavaScript function.  The movie id or name is passed into this function.
· Pause*:  The functionality of this button is controlled by the “stopmovie” JavaScript function.  The movie id or name is passed into this function.
3.3.9.2 Replay*:  The functionality of this button is controlled by the “rewindmovie” JavaScript function.  The movie id or name is passed into this function.  The purpose of this function is to rewind and play the movie.
3.3.9.3 CC (Closed Caption)*:  The functionality of this button is controlled by the “showtext” JavaScript function.  The narration is passed into this function as text.
3.3.10 Navigation Buttons

The Next and Back Buttons are located on the menu bar at the bottom of the screen on the right side.
3.3.10.1 Back:  The functionality of this button is controlled by the “getBack” JavaScript function or by modifying the contents of:
<div id="back ">
3.3.10.2 Next:  The functionality of this button is controlled by the “getNext” JavaScript function. or by modifying the contents of:
<div id="next ">
3.3.11 Internal Progress Indicator

The Internal Progress Indicator is located on the far right-hand side of the menu bar across the bottom of the screen between the Next and Back Navigation Buttons.  This indicates the current screen number (i.e., 3 of 4).
3.3.12 GoTo Page*
Optionally clicking on the Progress Indicator can provide the learner a means of jumping to a page of the SCO.  Functionality of this has not been defined but an example has been included.
3.4 OPTIONAL ELEMENTS INTERNAL TO THE COURSEWARE/INSTRUCTION

Optional Elements Internal to the Courseware/Instruction are as follows:

· Graphic Zoom In/Out*
· Submit*
· Example*
· Reset*
· Directional Button*
The images have been provided and are located in the “/images_int” folder. Images are to be used if the optional elements are used.
3.4.1 Graphic Zoom In/Out*
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Figure 3–3.  The Graphic Zoom In/Out Button will be made available as necessary.

The location of the Zoom In/Out  buttons will vary within the content.  The Graphic Zoom In/ Zoom Out buttons will be available when needed and their function is to increase and decrease the size of graphics.
3.4.2 Submit*
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Figure 3–4.  The Submit Button will be made available as necessary.
The location of the Submit button will vary within the content.  The Submit button appears with certain types of questions or simulations and its function is to submit the learner’s response.
3.4.3 Example*
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Figure 3–5.  The Example Button will be made available as necessary.
The location of the Example button will vary within the content.  The Example button will display either a pop-up box or a new window with an example of the presented information or question.

3.4.4 Reset*
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Figure 3–6.  The Reset Button will be made available as necessary.
The location of the Reset button will vary within the content.  The Reset button will reset any form, question or entry field where appropriate to its original or default state/status.  The learner should be given an alert message to confirm they really want to reset prior to the action taking place. 

3.4.5 Directional Button*
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Figure 3–7.  The Directional Button feature will be made available as necessary.
The location of the Directional button will vary within the content.  The Directional buttons will be available when needed and its function is to reposition the graphic.  It allows the learner to move the current graphic up or down, left or right, up to the left, up to the right, down to the left, and down to right.  When the learner rolls over this button it will display “Move Display.”
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SECTION 4:  GRAPHICAL USER INTERFACE (GUI) KEY COMMANDS

4.1 GRAPHICAL USER INTERFACE (GUI) KEY COMMANDS
The HTML GUI has been programmed with key commands that may be used to control navigation and GUI features.  The table below lists the key commands with the function of the GUI that they control.  The content developer may add key commands that control specific features that have been programmed for the course.
	KEY COMMAND
	MENU ITEM/

FUNCTION
	MENU ITEM/

FUNCTION
	MENU ITEM/

FUNCTION
	MENU ITEM/

FUNCTION

	ALT B
	Back (Previous Page)
	
	
	

	ALT C
	Communicate
	Collaboration
	Course Map
	Closed Captioning

	ALT D
	Calendar 
	
	
	

	ALT E
	E-mail
	Search
	
	

	ALT G
	Glossary
	Go To
	
	

	ALT H
	Help
	Additional Help
	
	

	ALT I
	Instructor Notes
	Credits
	Policies
	

	ALT J
	Job Aids Help
	
	
	

	ALT K
	Help Desk
	
	
	

	ALT L
	LMS Menu
	Learner Notes
	
	

	ALT M
	Menu
	
	
	

	ALT N
	Next Page
	Content Navigation Help
	
	

	ALT O
	Options
	Objective Menu
	Objectives
	

	ALT P
	Preferences 
	Play
	Pause
	

	CRTL P
	Print
	
	
	

	ALT Q
	Review Questions
	
	
	

	ALT R
	References
	
	
	

	ALT S
	Audio Scripts
	Minimum System Requirements
	
	

	ALT T
	Test/Practical Exercise Help
	
	
	

	ALT U
	Calculator
	
	
	

	ALT W
	Web Sites of Interest
	
	
	

	CTRL W
	Close Window
	
	
	

	ALT X
	Exit 
	
	
	

	ALT Y
	Copyright Information
	
	
	



