�Tactical Automated Mission Planning System (TAMPS)



Version 6



Human - Machine 

INTERFACE

STYLE GUIDE



�

Distribution authorized to U. S. Government agencies and their contractors only; by specific authority of the Commander, Naval Air Warfare Center Weapons Division. Other requests for this document shall be referred to:  Commander, Naval Air Warfare Center Weapons Division, Code 41130TE, Point Mugu, CA.



DESTRUCTION NOTICE: Destroy by any method that will prevent disclosure of contents or reconstruction of this document.

�� TOC \o "1-3" �1.	INTRODUCTION	� PAGEREF _Toc388502839 \h ��1�

1.1	Purpose	� PAGEREF _Toc388502840 \h ��1�

1.2	Scope	� PAGEREF _Toc388502841 \h ��1�

1.3	Control	� PAGEREF _Toc388502842 \h ��1�

1.4	Organization of Document	� PAGEREF _Toc388502843 \h ��1�

2.	Input Devices	� PAGEREF _Toc388502844 \h ��2�

2.1	Interchangeability Between Input Devices	� PAGEREF _Toc388502845 \h ��2�

2.2	Pointing Device Input	� PAGEREF _Toc388502846 \h ��2�

2.2.1	The Pointer	� PAGEREF _Toc388502847 \h ��2�

2.2.2	Pointer Shapes	� PAGEREF _Toc388502848 \h ��3�

2.2.3	Pointing Device Buttons	� PAGEREF _Toc388502849 \h ��4�

2.2.4	Selection Of Points	� PAGEREF _Toc388502850 \h ��4�

2.3	The Location Cursor	� PAGEREF _Toc388502851 \h ��5�

2.3.1	Shadow Cursor	� PAGEREF _Toc388502852 \h ��5�

2.3.2	Text Cursor	� PAGEREF _Toc388502853 \h ��5�

2.3.3	Item Cursor	� PAGEREF _Toc388502854 \h ��6�

2.3.4	Fill Cursor	� PAGEREF _Toc388502855 \h ��6�

2.3.5	New Cursor Styles and Shapes	� PAGEREF _Toc388502856 \h ��6�

2.3.6	The Text Cursor During Text Entry	� PAGEREF _Toc388502857 \h ��7�

2.3.7	Actions in Text Entry	� PAGEREF _Toc388502858 \h ��7�

2.3.8	Mnemonic Key Assignments	� PAGEREF _Toc388502859 \h ��8�

3.	USER�COMPUTER INTERACTION	� PAGEREF _Toc388502860 \h ��18�

3.1	Input Focus Policy	� PAGEREF _Toc388502861 \h ��18�

3.2	NAVIGATION AND SELECTION IN MENUS	� PAGEREF _Toc388502862 \h ��18�

3.2.1	Pull�Down Menus	� PAGEREF _Toc388502863 \h ��18�

3.2.2	Tear�Off Menus	� PAGEREF _Toc388502864 \h ��18�

3.2.3	Pop�Up Menus and Option Menus	� PAGEREF _Toc388502865 \h ��20�

3.3	Keyboard Navigation and Selection	� PAGEREF _Toc388502866 \h ��20�

3.3.1	Pull�Down Menus	� PAGEREF _Toc388502867 \h ��20�

3.3.2	Tear�Off Menus	� PAGEREF _Toc388502868 \h ��22�

3.3.3	Navigation within a Tab Group	� PAGEREF _Toc388502869 \h ��23�

3.3.4	Navigation in Scrollable Tab Groups	� PAGEREF _Toc388502870 \h ��23�

3.4	Pointing Device Navigation	� PAGEREF _Toc388502871 \h ��23�

3.5	OBJECT SELECTION	� PAGEREF _Toc388502872 \h ��23�

3.5.1	Pointing Device Selection Methods	� PAGEREF _Toc388502873 \h ��23�

3.5.2	Selecting Default Actions	� PAGEREF _Toc388502874 \h ��24�

3.5.3	Extended Selections	� PAGEREF _Toc388502875 \h ��25�

3.5.4	Cancelling a Selection	� PAGEREF _Toc388502876 \h ��25�

3.6	LIST SELECTION	� PAGEREF _Toc388502877 \h ��25�

3.7	INTERACTIVE CONTROL	� PAGEREF _Toc388502878 \h ��25�

3.7.1	Object�Action Selection	� PAGEREF _Toc388502879 \h ��25�

3.7.2	User Control of Interaction	� PAGEREF _Toc388502880 \h ��26�

3.7.3	Immediate Feedback	� PAGEREF _Toc388502881 \h ��26�

3.7.4	Response Time	� PAGEREF _Toc388502882 \h ��27�

3.7.5	Error Detection	� PAGEREF _Toc388502883 \h ��27�

3.7.6	Explicit Destruction	� PAGEREF _Toc388502884 \h ��28�

3.7.7	General ìUndoî Capability	� PAGEREF _Toc388502885 \h ��28�

3.8	CONSISTENCY IN PERFORMING OPERATIONS	� PAGEREF _Toc388502886 \h ��28�

3.8.1	Consistency at the Functional Level	� PAGEREF _Toc388502887 \h ��28�

3.8.2	Consistency at the Application Level	� PAGEREF _Toc388502888 \h ��29�

3.8.3	Consistency at the System Level	� PAGEREF _Toc388502889 \h ��29�

4.	Dialog Windows	� PAGEREF _Toc388502890 \h ��29�

4.1	General dialog window conventions	� PAGEREF _Toc388502891 \h ��29�

4.1.1	Window Color Conventions	� PAGEREF _Toc388502892 \h ��29�

4.1.2	Default Text Field Entry	� PAGEREF _Toc388502893 \h ��30�

4.1.3	Range Checking and Format Enforcement	� PAGEREF _Toc388502894 \h ��30�

4.1.4	Unspecified Data Items	� PAGEREF _Toc388502895 \h ��30�

4.1.5	Units and Defaults	� PAGEREF _Toc388502896 \h ��30�

4.1.6	Time and Date Format	� PAGEREF _Toc388502897 \h ��30�

4.1.7	Window Placement and Management	� PAGEREF _Toc388502898 \h ��31�

4.1.8	Tab Order	� PAGEREF _Toc388502899 \h ��34�

4.1.9	Use of Radio Buttons Versus Option Menu Dialogs	� PAGEREF _Toc388502900 \h ��34�

4.2	USE OF SCROLLED WINDOWS	� PAGEREF _Toc388502901 \h ��34�

4.3	DEFAULT BUTTONS IN DIALOGS	� PAGEREF _Toc388502902 \h ��35�

4.4	LATITUDE/LONGITUDE AND MGRS IN DIALOGS	� PAGEREF _Toc388502903 \h ��35�

4.5	Box selection of areas in a dialog	� PAGEREF _Toc388502904 \h ��36�

4.6	DATA ENTRY FIELDS	� PAGEREF _Toc388502905 \h ��37�

4.6.1	First Logical Entry Field	� PAGEREF _Toc388502906 \h ��37�

4.6.2	Range Checking of Fields	� PAGEREF _Toc388502907 \h ��37�

4.6.3	Unspecified Data Items	� PAGEREF _Toc388502908 \h ��37�

4.6.4	Units And Defaults For Data Entry Fields	� PAGEREF _Toc388502909 \h ��37�

4.6.5	Date And Time Entry	� PAGEREF _Toc388502910 \h ��38�

4.6.6	Mandatory Data Entry Fields	� PAGEREF _Toc388502911 \h ��38�

4.6.7	Latitude/Longitude Data Entry	� PAGEREF _Toc388502912 \h ��39�

�

�

INTRODUCTION

Purpose

This style guide defines the Human-Machine Interface (HMI) for the Tactical Automated Mission Planning System (TAMPS).  This document, when used in conjunction with other TAMPS related software specifications and design documents, provides the definition of the functional user interface.  This document is intended for software engineers who have been tasked with developing software for TAMPS and also for software testers who have been tasked to determine whether or not the developed software complies with this guide.



This document is not intended as a replacement for the industry standard OSF/Motif style guide.  This document is intended as a supplement to that guide to provide software personnel with specific guidance on areas of HMI technique that are unique to mission planning in general and TAMPS in particular.

Scope

When TAMPS is used, the user is executing software that is located both in the Core CSCI and also in the particular module that he is using.  One goal of this document is to establish a uniform look and feel across all modules and the Core CSCI so that the user is not burdened by differences in the HMI when moving between these areas of the software.  The guidelines provided in this document apply to all modules of the TAMPS as well as the Core CSCI.

Control

All additions, changes, or deletions to this Style Guide shall be processed through and approved by the TAMPS Fleet User Interface Working Group (FUIWG) and the TAMPS Model Manager at Naval Strike Air Warfare Center (NSAWC) Fallon, NV.  Specific procedures for submission, review, and approval/disapproval of changes shall be at the discretion of the TAMPS Model Manager.

Organization of Document

Since this document is intended to be a guide for software developers and testers, the different chapters of the document follow this general pattern.  A verbal description of the HMI technique to be used shall be presented first, followed by an actual screen dump from the TAMPS showing graphically what was described in the verbal description.  If necessary, a coding example containing actual code or pseudo-code will follow the screen dump showing the software developer how to implement the HMI technique in their software.

�Input Devices

The system must be designed for maximum use of the pointing device.  Required keyboard entry of text and data shall be minimized.  Any data existing in an electronic format in the core or modules shall be available to the user by selecting it with the pointing device.  Users must be able to use the keyboard for much input, primarily through the use of mnemonics and keyboard accelerators.  The intent is to maximize efficient system use for both novice and experienced users.



Users should be able to choose predefined options and select choices from presented lists, rather than typing allowable entries from the keyboard.



Users shall have the option of using either a trackball or mouse (referred to as the pointing device in this guide).

Interchangeability Between Input Devices

Users shall be able to control computer interaction with a pointing device and the keyboard.  However, full interchangeability between input devices is not required.  Developers shall include mnemonics and keyboard accelerators, and shall provide keyboard functionality to allow experienced users to quickly move through the mission planning stages while including a sufficiently intuitive feel to the novice user to allow system use with minimum training.



It is assumed that users will select the input device(s) most appropriate to the task being performed.  Users are expected to rely on direct manipulation, using the pointing device as the primary means of interaction for performing most operations involving object selection and manipulation. 

Pointing Device Input

The Pointer

The pointing device shall be used to move a pointer on the screen, select objects on which the pointer is placed, and manipulate the objects directly.  The pointer is not the same as the location cursor.



The pointing device shall be associated with a single pointer that provides a graphical representation of the location of the pointing device on the screen.  The pointer shall change shape depending upon the context of the pointer location and the operations that are being performed. 



The hotspot of the pointer is the precise location where operations occur, the actual position on the pointer that tracks the movements of the pointing device.



Users shall control the movement of the pointer by moving the pointing device.  Users shall be able to move the pointer anywhere on the screen.  When users move the pointing device, the pointer shall move in the corresponding direction on the screen.  The pointing device�to�pointer movement ratio should be close to 1:1 for fine movement control when moving the pointing device slowly.  The pointing device�to�pointer movement ratio shall be greater than 1:1 (increase gain) for quick pointing device movements, to allow the user to quickly move across the display screen.



The position of the pointer shall remain where it is placed on the screen until the user moves it (warping, or repositioning the pointer is not allowed).



The pointer shall not move beyond the outer screen boundaries or disappear from sight.  The location of the hotspot shall not move on the screen as the pointer changes from one shape to another.

Pointer Shapes

The shape and function of the pointer depends on location of the pointer and the context of the operation being performed.  The X pointer shape, which is the default when running X Windows, shall not be used in TAMPS software since displaying this pointer means that users have access to all X (and hence operating system) functions.  Creation of new pointer shapes and meanings shall be strictly avoided.



The automated mission planning system shall use the following pointer shapes (with associated hotspots).

�	Upper�left�pointing arrow � General purpose and menu pointer used to select pull down menus and pop-up menu items.  Hotspot: at point of arrow.

�	Upper -right-pointing arrow - Pull down menu pointer used to select items from pull down menus.  Hotspot at point of arrow. 

�	Gloved-hand pointer - Geographic or object selection pointer.  Selects objects or locations to be provided to a dialog window.  If multiple objects are overlapping, a deconfliction dialog shall be presented to the mission planner. Hotspot at tip of pointed finger.

�	Pencil-pointer - Area selection pointer used to select  either a geographic area or group of objects from a geographic display.  Hotspot at the tip of the pencil.

�Gunsight-pointer - Hooking pointer used to graphically select objects such as waypoints on a route or airbases when not selecting objects for a dialog window.  Hotspot at bead of gunsight.

�Watch pointer � Indicates the system is expected to be unavailable for user input for a period of time.  This pointer is being phased out of the TAMPS system and shall not be used for new development.  Hotspot: not applicable

�	Hour-glass pointer � Indicates the system is expected to be unavailable for user input for less than five seconds, and shall not accept or store any user inputs.  Operations which take longer than five seconds shall display a status window similar to MS Word.  Hotspot: not applicable

�	�		Resize pointers � Indicates positions for area resize.  Hotspot: on the elbow or on the line at the position pointed to by the arrow.

�	Four�directional arrow pointer � Indicates move operation for windows only.  Hotspot: at the spot where the arrows intersect in the middle of the pointer.

Pointing Device Buttons

Each pointing device button shall have a default function that is executed whenever users press the button, as specified in Table 2-1 below: 



Table 2-1 - TAMPS Pointing Device Button Assignments

�Right Hand Use��Select�Left Button��Option or complete�Center Button��Menu or cancel�Right Button��



Table 2-2 - Pointing Device Action Definitions



Action�Description��Press�Depress the button��Release�Release the button after it has been depressed��Click�Press and release the button without moving the pointer��Double Click�Twice depress and release the button in rapid succession without moving the pointer��Triple Click�Depress and release the button three times in rapid succession without moving the pointer��Drag�Moving the pointing device while the select button is depressed, then releasing the button��Selection Of Points

Selection of one or many geographic points on the TAMPS display is a key element of mission planning.  In TAMPS, a single point or object may be selected or added to a list by locating the pointer and pressing the left mouse button.  Dragging of the selection point is allowed for route creation.  Clicking the center mouse button completes the list selection so no more points may be added.  Clicking the right mouse button during an operation will cancel the list or route selection process.  Selection of multiple points on a map are supported as described in Chapter 3.

The Location Cursor

The object that has keyboard focus in a window shall be identified by a location cursor.



Users shall control the movement of the location cursor from the keyboard or with the pointer.  When users click on an object, the object shall receive focus and the location cursor shall move to the object.



When a window is first displayed, the location cursor shall be placed on the control (e.g., text field or single default push button) that users are most likely to select.  When a window regains input focus, the location cursor shall be placed on the control that last had focus provided that the control remains available for selection; otherwise, the location cursor shall be placed on the control users are most likely to select in the window.  If the control that receives the focus is a text input control, any text in that control shall be highlighted for overstrike.



The shape of the location cursor depends on the type of object with focus. TAMPS  shall use the following Motif cursors as defined in the Motif Style Guide, version 1.2.  The default location cursor is the Outline Highlight Cursor.



Shadow Cursor

(Called Outline Highlight Cursor in Motif) appears three�dimensional, as if the control is lifted from the screen as shown in � REF _Ref384803565 \* MERGEFORMAT �Figure 2-1�.  This cursor is used to select an item or items from a list.





�

Figure � �  � �� STYLEREF 1 \n �2�-� SEQ Figure \* ARABIC \r 1 �1�, TAMPS Shadow Cursor

Text Cursor 

A vertical bar for insert text, or a box over character(s) for overwrite text should be used as shown in � REF _Ref385929093 \* MERGEFORMAT �Figure 2-2� and � REF _Ref385929097 \* MERGEFORMAT �Figure 2-3� respectively. The text cursor, when active, shall flash at a fixed rate between 2 and 5 Hz.  When the text cursor is inactive, it shall disappear.  When the text cursor is active, it shall take its normal appearance and resume flashing.  If the text cursor disappeared, it shall return to the last position it occupied.



�

Figure � STYLEREF 1 \n �2�-� SEQ Figure \* ARABIC �2�, Insert Text Cursor



�

Figure � STYLEREF 1 \n �2�-� SEQ Figure \* ARABIC �3�, Overstrike Text Cursor

Item Cursor

Highlights a single or group of elements that are to be acted on as shown in � REF _Ref387030938 \* MERGEFORMAT �Figure 2-4�.  Single or multiple items may be highlighted by selection with the pointer.

�

 Figure � STYLEREF 1 \n �2�-� SEQ Figure \* ARABIC �4�, TAMPS Item Cursor

Fill Cursor

Used to select one or more small objects in a group as shown in � REF _Ref384803697 \* MERGEFORMAT �Figure 2-5�.  The fill cursor is similar to the item cursor described in � REF _Ref387650044 \n �2.3.3�.  The fill cursor is the preferred TAMPS method for selecting one or multiple items in a group.



�



Figure � STYLEREF 1 \n �2�-� SEQ Figure \* ARABIC �5�, TAMPS Fill Cursor

New Cursor Styles and Shapes

As with pointer shapes, developers shall use existing cursor shapes whenever possible.  Developers shall not create new cursor shapes for existing functions.  Developers shall not use existing cursor shapes for new functions.  Developers can create new cursor shapes as necessary to support the functionality provided by the application; developers shall coordinate proposed new cursor shapes with the TAMPS Model Manager.

The Text Cursor During Text Entry

When a window has input focus, the text cursor shall appear in the text area (e.g., text field) where typing is most likely to occur, at the beginning of whatever text appears in the area.  



When users click the Select button in a text entry area, the text cursor shall appear at the location of the pointer and the pointer should remain displayed.  When users begin typing, the pointer should disappear from the screen.  The pointer shall reappear when users stop typing or when they move the pointing device.



The system shall be designed so that the pointer changes to the I�beam shape only when users move the pointer into an area where text entry is possible.



Applications shall be designed so that the text cursor can be placed only in these areas, and cannot be placed in areas where text entry is not possible.  Text entry shall be possible only after the text cursor is visible at a location that can accept text entry.  Text entry shall not be possible when the text cursor is not visible.  Developers shall ensure that the text cursor is highly visible whenever it appears in a text entry area.  Visibility can be improved by changes in bolding contrast, and size of the text cursor.



Actions in Text Entry

The insert mode shall be the default for text entry.  Users shall click once to position the text cursor at the location of the pointer.  When users begin to type, the new text shall be added at the insertion point, and the cursor and any existing text shall move to the right. 



Delete and backspace keys should function exactly as they do on an IBM PC.  The delete key should erase characters to the right of the text cursor and move the remaining characters one space to the left.  The backspace key erases characters the left and everything to the right of the cursor moves to the left.



Double clicking on text shall select (and highlight) the word at the location of the pointer.  Triple clicking in a field shall highlight the entire field for replacement with the mission plannerís keyboard input.  Dragging the pointer across text shall select (and highlight) it.



When tabbing into a textual field with keyboard control, the entire field shall be highlighted for replacement.  If a field is selected with a pointing device that already contains text, the text cursor shall be placed at the pointer position in insert mode.



When users begin to type:



the highlighted text shall disappear



the text cursor shall appear at the insertion point



the new text shall be inserted at the insertion point



the text cursor (and any existing text) shall move to the right 



When users press <Delete>:



the highlighted text shall be deleted



the text cursor shall appear at the deletion point



the remaining text shall be compressed to fill in the space



To the maximum extent feasible, developers must provide users with a set of options from which to select.  Any data existing in an electronic format in the system shall be available to the user by selecting it with the pointing device.  Required entry of text and numbers from the keyboard must be kept to a minimum.  Developers can provide lists of options, and/or allow input data to be copied from one area to another.  However, the users shall be able to use the keyboard, primarily through the use of mnemonics and keyboard accelerators instead of the pointing device.  The intent is to maximize system efficiency for both novice and expert users.

Mnemonic Key Assignments

When defining new bindings for mnemonics, developers shall use only <Alt> and alphanumeric characters.  � REF _Ref386528765 \* MERGEFORMAT �Error! Reference source not found.� identifies the established TAMPS mnemonic keyboard assignments.  Developers shall not use any of the established mnemonics for a function other than as defined in � REF _Ref386528765 \* MERGEFORMAT �Error! Reference source not found.�.



When defining new bindings for keyboard accelerators, developers shall:

	

Use <Alt> and non�alphanumeric characters, and/or

Use <Shift> or <Ctrl> with any keys. 



Table 2-3 Required Mnemonic Short-cuts

MENU NAME�MNEMONIC�COMMENT��File�F�MPM_FILE

��	New Mission/OpArea�N�MPM_FILE_NEW_BUTTON, 

MPM_FILE_NEW_CALLBACK��	Open Mission/OpArea�O�MPM_FILE_OPEN_BUTTON ,

MPM_FILE_OPEN_CALLBACK��	Contents�C�MPM_FILE_CONTENTS_BUTTON, 

MPM_FILE_CONTENTS_CALLBACK��	Protection �P�MPM_FILE_PROTECTION_BUTTON, 

MPM_FILE_PROTECTION_CALLBACK��	Save�S�MPM_FILE_SAVE_BUTTON, 

MPM_FILE_SAVE_CALLBACK��	Save As�A�MPM_FILE_SAVEAS_BUTTON,

MPM_FILE_SAVEAS_CALLBACK��	Import/Export Mission�I�MPM_FILE_IMP_EXP_BUTTON, 

MPM_FILE_IMP_EXP_CALLBACK

��	Delete Mission�D�MPM_FILE_DELETE_BUTTON, 

MPM_FILE_DELETE_CALLBACK

��	Strike Package�K�MPM_FILE_STRIKEPACKAGE

��	New Strike Package�N�MPM_FILE_STRIKEPACKAGE_NEW_BUTTON, 

MPM_FILE_STRIKEPACKAGE_NEW_CALLBACK��	Open Strike Package�O�MPM_FILE_STRIKEPACKAGE_OPEN_BUTTON, 

MPM_FILE_STRIKEPACKAGE_OPEN_CALLBACK��	Contents�t�MPM_FILE_STRIKEPACKAGE_CONTENTS_BUTTON, 

MPM_FILE_STRIKEPACKAGE_CONTENTS_CALLBACK��	Protection�P�MPM_FILE_STRIKEPACKAGE_PROTECTION_BUTTON, 

MPM_FILE_STRIKEPACKAGE_PROTECTION_CALLBACK��	Save�S�MPM_FILE_STRIKEPACKAGE_SAVE_BUTTON, 

MPM_FILE_STRIKEPACKAGE_SAVE_CALLBACK��	Save As�A�MPM_FILE_STRIKEPACKAGE_SAVEAS_BUTTON, 

MPM_FILE_STRIKEPACKAGE_SAVEAS_CALLBACK��	Import/Export Strike Package�I�MPM_FILE_STRIKEPACKAGE_IMP_EXP_BUTTON, 

MPM_FILE_STRIKEPACKAGE_IMP_EXP_CALLBACK��	Delete Strike Package�D�MPM_FILE_STRIKEPACKAGE_DELETE_BUTTON, 

MPM_FILE_STRIKEPACKAGE_DELETE_CALLBACK��	Close�C�MPM_FILE_STRIKEPACKAGE_CLOSE_BUTTON, 

MPM_FILE_STRIKEPACKAGE_CLOSE_CALLBACK��	Exit�E�MPM_FILE_EXIT_BUTTON,

MPM_FILE_EXIT_CALLBACK��Setup�S�MPM_SETUP

��	Defaults�D�MPM_SETUP_DEFAULTS

��	Aircraft�A�MPM_SETUP_DEFAULTS_AIRCRAFT_BUTTON, 

MPM_SETUP_DEFAULTS_AIRCRAFT_CALLBACK��	Classification�C�MPM_SETUP_DEFAULTS_CLASSIFICATION_BUTTON, 

MPM_SETUP_DEFAULTS_CLASSIFICATION_CALLBACK��	Units�U�MPM_SETUP_DEFAULTS_UNITS_BUTTON, 

MPM_SETUP_DEFAULTS_UNITS_CALLBACK��	DAFIF Version�V�MPM_SETUP_DEFAULTS_DAFIF_VERSION_BUTTON, 

MPM_SETUP_DEFAULTS_DAFIF_VERSION_CALLBACK��	Autosave�o�MPM_SETUP_DEFAULTS_AUTOSAVE_BUTTON, 

MPM_SETUP_DEFAULTS_AUTOSAVE_CALLBACK��	Map Toolbar�T�MPM_SETUP_DEFAULTS_TOOLBAR_BUTTON, 

MPM_SETUP_DEFAULTS_TOOLBAR_CALLBACK��	Great Circle/Rhumb Line�G�MPM_SETUP_DEFAULTS_DRAWINGSTYLE_BUTTON, 

MPM_SETUP_DEFAULTS_DRAWINGSTYLE_CALLBACK��	Search Destination�D�MPM_SETUP_DEFAULTS_DESTINATION_BUTTON, 

MPM_SETUP_DEFAULTS_DESTINATION_CALLBACK��	Custom Menu�C�MPM_SETUP_USER_DEFINED MENUS_BUTTON, 

MPM_SETUP_USER_DEFINED MENUS_CALLBACK��	Save Defaults�S�MPM_SETUP_SAVE_DEFAULTS_BUTTON,

MPM_SETUP_SAVE DEFAULTS_CALLBACK��Display�D�MPM_DISPLAY_AREAOFINTEREST

��	Saved Display�S�MPM_DISPLAY_AREAOFINTEREST_SELECT_BUTTON, 

MPM_DISPLAY_AREAOFINTEREST_SELECT_CALLBACK��	New�N�MPM_DISPLAY_AREAOFINTEREST_CREATE_BUTTON, 

MPM_DISPLAY_AREAOFINTEREST_CREATE_CALLBACK��	Delete�D�MPM_DISPLAY_AREAOFINTEREST_DELETE_BUTTON, 

MPM_DISPLAY_AREAOFINTEREST_DELETE_CALLBACK��	Geo Filter�G�MPM_DISPLAY_CONFINEQUERY_BUTTON, 

MPM_DISPLAY_CONFINEQUERY_CALLBACK��	Background�B�MPM_DISPLAY_BACKGROUND_BUTTON, 

MPM_DISPLAY_BACKGROUND_CALLBACK��	Coverage�C�MPM_DISPLAY_COVERAGE_BUTTON,

��	Maps�M�MPM_DISPLAY_MAP_COVERAGE_BUTTON

MPM_DISPLAY_MAP_COVERAGE_CALLBACK��	DAFIF�D�MPM_DISPLAY_DAFIF_COVERAGE_BUTTON

MPM_DISPLAY_DAFIF_COVERAGE_CALLBACK��	Op Areas�O�MPM_DISPLAY_OPAREA_COVERAGE_BUTTON

MPM_DISPLAY_OPAREA_COVERAGE_CALLBACK��	Airbases/Navaids/Waypoints�N�MPM_DISPLAY_NAVAIDS_BUTTON, 

MPM_DISPLAY_NAVAIDS_CALLBACK��	Airways/MTRs/SUAs�R�MPM_DISPLAY_AIR_MTR_SUAS

��	Airways�A�MPM_DISPLAY_AIRWAYS_BUTTON, 

MPM_DISPLAY_AIRWAYS_CALLBACK��	MTRs�M�MPM_DISPLAY_TRAINING_BUTTON, 

MPM_DISPLAY_TRAINING_CALLBACK��	SUAs�S�MPM_DISPLAY_AIRSPACE_BUTTON, 

MPM_DISPLAY_AIRSPACE_CALLBACK��	Refueling Tracks�R�MPM_DISPLAY_REFUEL_BUTTON, 

MPM_DISPLAY_REFUEL_CALLBACK��	DBA  Map Features�D�MPM_MAP_FEATURES

��	Line�L�MPM_DISPLAY_FEATURES_VISLINE_BUTTON, 

MPM_DISPLAY_FEATURES_VISLINE_CALLBACK��	Point�P�MPM_DISPLAY_FEATURES_VISPOINT_BUTTON, 

MPM_DISPLAY_FEATURES_VISPOINT_CALLBACK��	Database Search�a�MPM_DISPLAY_QUERY_SELECT_BUTTON, 

MPM_DISPLAY_QUERY_SELECT_CALLBACK��	All�A�MPM_DISPLAY_QUERY_SELECT_BROWSE_BUTTON, 

MPM_DISPLAY_QUERY_SELECT_BROWSE_CALLBACK��	User�U�MPM_DISPLAY_QUERY_SELECT_LIST_BUTTON, 

MPM_DISPLAY_QUERY_SELECT_LIST_CALLBACK��	New�N�MPM_DISPLAY_QUERY_NEW_BUTTON, 

MPM_DISPLAY_QUERY_NEW_CALLBACK��	Edit�E�MPM_DISPLAY_QUERY_EDIT_BUTTON, 

MPM_DISPLAY_QUERY_EDIT_CALLBACK��	Delete�D�MPM_DISPLAY_QUERY_DELETE_BUTTON, 

MPM_DISPLAY_QUERY_DELETE_CALLBACK��	Save As�S�MPM_DISPLAY_QUERY_SAVEAS_BUTTON, 

MPM_DISPLAY_QUERY_SAVEAS_CALLBACK��	More Detail�M�MPM_DISPLAY_SUBQUERY

��	Convert�C�MPM_DISPLAY_SUBQUERY_CONVERT_BUTTON, 

MPM_DISPLAY_SUBQUERY_CONVERT_CALLBACK��	Delete�D�MPM_DISPLAY_SUBQUERY_DELETE_BUTTON, 

MPM_DISPLAY_SUBQUERY_DELETE_CALLBACK��	Execute�x�MPM_DISPLAY_QUERY_EXECUTE_BUTTON, 

MPM_DISPLAY_QUERY_EXECUTE_CALLBACK��	Map Tools�M�MPM_DISPLAY_MAP

��	Box Zoom�B�MPM_DISPLAY_MAP_BOXZOOM_BUTTON, 

MPM_DISPLAY_MAP_BOXZOOM_CALLBACK��	Zoom In�I�MPM_DISPLAY_MAP_MAGIN_BUTTON, 

MPM_DISPLAY_MAP_MAGIN_CALLBACK��	Zoom Out�O�MPM_DISPLAY_MAP_MAGOUT_BUTTON, 

MPM_DISPLAY_MAP_MAGOUT_CALLBACK��	Recenter�R�MPM_DISPLAY_MAP_RECENTER_BUTTON, 

MPM_DISPLAY_MAP_RECENTER_CALLBACK��	Pan�P�MPM_DISPLAY_MAP_PAN

��	Right�R�MPM_DISPLAY_MAP_PAN_RIGHT_BUTTON, 

MPM_DISPLAY_MAP_PAN_RIGHT_CALLBACK��	Left�L�MPM_DISPLAY_MAP_PAN_LEFT_BUTTON, 

MPM_DISPLAY_MAP_PAN_LEFT_CALLBACK��	Up�U�MPM_DISPLAY_MAP_PAN_UP_BUTTON, 

MPM_DISPLAY_MAP_PAN_UP_CALLBACK��	Down�D�MPM_DISPLAY_MAP_PAN_DOWN_BUTTON, 

MPM_DISPLAY_MAP_PAN_DOWN_CALLBACK��	Clutter/Declutter�l�MPM_DISPLAY_MAP_CLUTTERDECLUTTER_BUTTON, 

MPM_DISPLAY_MAP_CLUTTERDECLUTTER_CALLBACK��	Range/Bearing�n�MPM_DISPLAY_MAP_RANGEBEARING_BUTTON, 

MPM_DISPLAY_MAP_RANGEBEARING_CALLBACK��	Cursor Lat/Long�s�MPM_DISPLAY_MAP_LEGEND_BUTTON, 

MPM_DISPLAY_MAP_LEGEND_CALLBACK��	Annotation�t�MPM_DISPLAY_MAP_DRAW_BUTTON, 

MPM_DISPLAY_MAP_DRAW_CALLBACK��	Magnify�M�MPM_DISPLAY_MAP_MAG_BUTTON, 

MPM_DISPLAY_MAP_MAG_CALLBACK��	Quick Declutter�Q�MPM_DISPLAY_MAP_QUICKLAYER_BUTTON, 

MPM_DISPLAY_MAP_QUICKLAYER_CALLBACK��   	Gazetteer�z�MPM_DISPLAY_MAP_GAZATTEER_BUTTON, 

MPM_DISPLAY_MAP_GAZATTEER_CALLBACK��	Coordinate Converter�v�MPM_DISPLAY_COORDCONV_BUTTON, 

MPM_DISPLAY_COORDCONV_CALLBACK��	Change Symbology�y�MPM_DISPLAY_CHANGESYMBOLOGY_BUTTON, 

MPM_DISPLAY_CHANGESYMBOLOGY_CALLBACK��	Terrain Cross-section�e�MPM_DISPLAY_LINEOFSIGHT_BUTTON, 

MPM_DISPLAY_LINEOFSIGHT_CALLBACK��	3D Perspective�3�MPM_DISPLAY_PERSPECTIVE_BUTTON, 

MPM_DISPLAY_PERSPECTIVE_CALLBACK��	Hooked Objects�H�MPM_OBJECT

��	RAAP Images�I�MPM_DISPLAY_RAAPIMAGERY_BUTTON, 

MPM_DISPLAY_RAAPIMAGERY_CALLBACK��Threat/Intel�T�MPM_THREAT

��	Targets�g�MPM_DISPLAY_THREAT_TARGETS_BUTTON, 

MPM_DISPLAY_THREAT_TARGETS_CALLBACK��	Planner Target Updates�l�MPM_DISPLAY_USERDEF_TARGET_BUTTON, 

MPM_DISPLAY_USERDEF_TARGETS_CALLBACK��	OOB�O�MPM_THREAT_ORDEROFBATTLE

��	Air�i�MPM_THREAT_ORDEROFBATTLE_AOB_BUTTON, 

MPM_THREAT_ORDEROFBATTLE_AOB_CALLBACK��	Ground�G�MPM_THREAT_ORDEROFBATTLE_GOB_BUTTON, 

MPM_THREAT_ORDEROFBATTLE_GOB_CALLBACK��	Naval�N�MPM_THREAT_ORDEROFBATTLE_NOB_BUTTON, 

MPM_THREAT_ORDEROFBATTLE_NOB_CALLBACK��	Electronic�E�MPM_THREAT_ORDEROFBATTLE_EOB_BUTTON, 

MPM_THREAT_ORDEROFBATTLE_EOB_CALLBACK��	SAM�S�MPM_THREAT_ORDEROFBATTLE_SAM_BUTTON, 

MPM_THREAT_ORDEROFBATTLE_SAM_CALLBACK��	AAA�A�MPM_THREAT_ORDEROFBATTLE_AAA_BUTTON, 

MPM_THREAT_ORDEROFBATTLE_AAA_CALLBACK��	Other�O�MPM_THREAT_ORDEROFBATTLE_OTHER_BUTTON, 

MPM_THREAT_ORDEROFBATTLE_OTHER_CALLBACK��	Planner OOB�B�MPM_THREAT_PLANNER_OOB_BUTTON,

��	Planner Only�P�MPM_THREAT_PLANNER_OOB_INTERIM_BUTTON,

MPM_THREAT_PLANNER_OOB_INTERIM_CALLBACK��	Planner/DBA�l�MPM_THREAT_PLANNER_OOB_IDB_BUTTON,

MPM_THREAT_PLANNER_OOB_IDB_CALLBACK��	Planner Deleted�D�MPM_THREAT_PLANNER_OOB_DELETED_BUTTON,

MPM_THREAT_PLANNER_OOB_DELETED_CALLBACK��	Planner OOB Updates�P�MPM_THREAT_PLANNER_OOB_UPDATES_BUTTON,

��	Add�A�MPM_THREAT_PLANNER_OOB_ADD_BUTTON,

MPM_THREAT_PLANNER_OOB_ADD_CALLBACK��	Edit�E�MPM_THREAT_PLANNER_OOB_EDIT_BUTTON,

MPM_THREAT_PLANNER_OOB_EDIT_CALLBACK��	Delete�D�MPM_THREAT_PLANNER_OOB_DELETE_BUTTON,

MPM_THREAT_PLANNER_OOB_DELETE_CALLBACK��	Range Rings�R�MPM_THREAT_MERA

��	Displayed Threats �D�MPM_THREAT_MERA_DISPLAYED_BUTTON,

MPM_THREAT_MERA_DISPLAYED_CALLBACK��	Selected Threats �S�MPM_THREAT_MERA_SELECTED_BUTTON,

MPM_THREAT_MERA_SELECTED_CALLBACK��	Radar Terrain Masking�M�MPM_THREAT_RTM_BUTTON, 

MPM_THREAT_RTM_CALLBACK��	Threat Density Shading�D�MPM_THREAT_DISPLAY_BUTTON, 

MPM_THREAT_DISPLAY_CALLBACK��	Threat Assessment�A�MPM_THREAT_ASSESSMENT_BUTTON, 

MPM_THREAT_ASSESSMENT_CALLBACK��Weaponeering�W�MPM_WEAPONEERING

��	Loadout�L�MPM_WEAPONEERING_LOADOUT_BUTTON, 

MPM_WEAPONEERING_LOADOUT_CALLBACK��	Weather�W�MPM_WEAPONEERING_WEATHER_BUTTON, 

MPM_WEAPONEERING_WEATHER_CALLBACK��	Solar/Lunar�S�MPM_WEAPONEERING_SOLAR_LUNAR_BUTTON, 

MPM_WEAPONEERING_SOLAR_LUNAR_CALLBACK��	Sensor Perform�P�MPM_WEAPONEERING_SENSORPERFORMANCE_BUTTON, 

MPM_WEAPONEERING_SENSORPERFORMANCE_CALLBACK��	Radar Prediction�R�MPM_WEAPONEERING_RADARPREDICTION_BUTTON

��	Radar Display�R�MPM_WEAPONEERING_RP_AIR_TO_GRND_BUTTON, 

MPM_WEAPONEERING_RP_AIR_TO_GRND_CALLBACK��	Line of Sight�L�MPM_WEAPONEERING_RP_AIR_TO_AIR_BUTTON, 

MPM_WEAPONEERING_RP_AIR_TO_AIR_CALLBACK��Route�R�MPM_PLANNING

��	Launch/Recovery�L�MPM_PLANNING_LAUNCHRECOVERY_BUTTON, 

MPM_PLANNING_LAUNCHRECOVERY_CALLBACK��	Edit Waypoint�E�MPM_PLANNING_ROUTING_BUTTON, 

MPM_PLANNING_ROUTING_CALLBACK��	Edit Flight Parameters�E�MPM_PLANNING_ROUTING_EDIT_FLGT_BUTTON, 

MPM_PLANNING_ROUTING_EDIT_FLGT_CALLBACK��	Multi-Checkpoint Reference�M�MPM_PLANNING_ROUTING_MCPRT_BUTTON, 

MPM_PLANNING_ROUTING_MCPRT_CALLBACK��	Dynamic Kneeboard Card�K�MPM_PLANNING_ROUTING_KNEEBOARD_BUTTON, 

MPM_PLANNING_ROUTING_KNEEBOARD_CALLBACK��	OAP�O�MPM_PLANNING_ROUTING_REF_OAP_BUTTON, 

MPM_PLANNING_ROUTING_REF_OAP_CALLBACK��	Attach Recovery�A�MPM_PLANNING_ROUTING_ATT_RECOV_BUTTON, 

MPM_PLANNING_ROUTING_ATT_RECOV_CALLBACK��	Delete Point�D�MPM_PLANNING_ROUTING_DEL_HKD_BUTTON, 

MPM_PLANNING_ROUTING_DEL_HKD_CALLBACK��	GPS Waypoints�G�MPM_PLANNING_GPS_BUTTON,

MPM_PLANNING_GPS_CALLBACK��	Show Weapon Missions�W�MPM_PLANNING_SHOW_WPN_BUTTON,

MPM_PLANNING_SHOW_WPN_CALLBACK��	Show Aircraft Missions�A�MPM_PLANNING_SHOW_AC_BUTTON,

MPM_PLANNING_SHOW_AC_CALLBACK��	CAS�C�MPM_PLANNING_CAS_ASSIGNMENT_BUTTON, 

MPM_PLANNING_CAS_ASSIGNMENT_CALLBACK��	Control Points�C�MPM_PLANNING_CAS_CTRL_PTS_BUTTON, 

MPM_PLANNING_CAS_CTRL_PTS_CALLBACK��	Target Briefing Forms�T�MPM_PLANNING_CAS_TGT_BRFG_BUTTON, 

MPM_PLANNING_CAS_TGT_BRFG_CALLBACK��	Comms Plan�P�MPM_PLANNING_CAS_COMMS_BUTTON, 

MPM_PLANNING_CAS_COMMS_CALLBACK��	Assignment�A�MPM_PLANNING_CAS_ASSIGNMENT_BUTTON, 

MPM_PLANNING_CAS_ASSIGNMENT_CALLBACK��	Route Analysis�A�MPM_PLANNING_ROUTEANALYSIS_BUTTON, 

MPM_PLANNING_ROUTEANALYSIS_CALLBACK��	Vertical Profile �V�MPM_PLANNING_VERTICALDISPLAY_BUTTON, 

MPM_PLANNING_VERTICALDISPLAY_CALLBACK��	3D Rehearsal�3�MPM_PLANNING_MISSION_3D_REHEARSE_BUTTON, 

MPM_PLANNING_MISSION_3D_REHEARSE_CALLBACK��	2D Rehearsal�2�MPM_PLANNING_MISSION_2D_REHEARSE_BUTTON, 

MPM_PLANNING_MISSION_2D_REHEARSE_CALLBACK��	Tactical Waypoints�T�MPM_PLANNING_TAC_WAYPT

��	Create New Waypoints�C�MPM_PLANNING_TAC_WAYPT_CREATE_BUTTON 

MPM_PLANNING_TAC_WAYPT_CREATE_CALLBACK��	Display Waypoints�D �MPM_PLANNING_TAC_WAYPT_DISPLAY_BUTTON 

MPM_PLANNING_TAC_WAYPT_DISPLAY_CALLBACK��	Edit Waypoint�E �MPM_PLANNING_TAC_WAYPT_EDIT_BUTTON 

MPM_PLANNING_TAC_WAYPT_EDIT_CALLBACK��	Write Tactical Waypoint File�W �MPM_PLANNING_TAC_WAYPT_WRITE_BUTTON 

MPM_PLANNING_TAC_WAYPT_WRITE_CALLBACK��	Tactical Waypoint Report�R �MPM_PLANNING_TAC_WAYPT_REPORT_BUTTON 

MPM_PLANNING_TAC_WAYPT_REPORT_CALLBACK��	Delete Tactical Waypoint File�F �MPM_PLANNING_TAC_WAYPT_DELFILE_BUTTON 

MPM_PLANNING_TAC_WAYPT_DELFILE_CALLBACK��Output�O�MPM_OUTPUT

��	MDL�M�MPM_OUTPUT_MDL_MENU

��	Download�D�MPM_OUTPUT_MDL_LOAD_BUTTON,

MPM_OUTPUT_MDL_LOAD_CALLBACK��	Erase�E�MPM_OUTPUT_MDL_ERASE_BUTTON,

MPM_OUTPUT_MDL_ERASE_CALLBACK��	Declassify�c�MPM_OUTPUT_MDL_DECLASS_BUTTON,

MPM_OUTPUT_MDL_DECLASS_CALLBACK��	Route Kneeboard Card�K�MPM_OUTPUT_KNEEBOARD_CREATE_BUTTON, 

MPM_OUTPUT_KNEEBOARD_CREATE_CALLBACK��	Strip Charts�S�MPM_OUTPUT_STRIPCHART_BUTTON, 

MPM_OUTPUT_STRIPCHART_CALLBACK��	Reports�R�MPM_OUTPUT_REPORTS_BUTTON, 

MPM_OUTPUT_REPORTS_CALLBACK��	Messages�M�MPM_OUTPUT_MESSAGES_BUTTON, 

MPM_OUTPUT_MESSAGES_CALLBACK��	Briefing Tool�B�MPM_OUTPUT_BRIEF_TOOL_APPLIX_BUTTON, 

MPM_OUTPUT_BRIEF_TOOL_APPLIX_CALLBACK��	Print Screen�P�MPM_OUTPUT_PRINTSCREEN_BUTTON, 

MPM_OUTPUT_PRINTSCREEN_CALLBACK��	ARC-210�A�MPM_OUTPUT_ARC210_BUTTON, 

MPM_OUTPUT_ARC210_CALLBACK��	Smartpack�t�MPM_OUTPUT_SMARTPACK_BUTTON

��	Create Contents�C�MPM_OUTPUT_SMARTPACK_CONTENTS_BUTTON

��	Cover Sheet�C�MPM_OUTPUT_SMARTPACK_CONTENTS_COVER_BUTTON,

MPM_OUTPUT_SMARTPACK_CONTENTS_COVER_CALLBACK��	Z Time Line�Z�MPM_OUTPUT_SMARTPACK_CONTENTS_TIME_BUTTON,

MPM_OUTPUT_SMARTPACK_CONTENTS_TIME_CALLBACK��	Spread Sheet�S�MPM_OUTPUT_SMARTPACK_CONTENTS_SPREAD_BUTTON,

MPM_OUTPUT_SMARTPACK_CONTENTS_SPREAD_CALLBACK��	Straight Line Time Line�L�MPM_OUTPUT_SMARTPACK_CONTENTS_STRAIGHT_BUTTON,

MPM_OUTPUT_SMARTPACK_CONTENTS_STRAIGHT_CALLBACK��	Package�P�MPM_OUTPUT_SMARTPACK_PACKAGE_BUTTON,

MPM_OUTPUT_SMARTPACK_PACKAGE_CALLBACK��Help�H�MPM_HELP

��

NOTE: 	Menu names which are bolded define the top level pulldowns from the main menu.

	Menu names which are italicized define items which are part of a drag right menu.

	Menu names which are underlined are part of an italicized drag right menu.



�USER�COMPUTER INTERACTION

Consistency in the look and behavior of the operator interface is a key element in the acceptance of TAMPS by the Fleet.  This chapter defines minimum standards for this consistency, and shall be adhered to by all TAMPS developers of software for either the TAMPS Core (including Core Extensions) or Mission Planning Modules.  If a specific operator interface situation is not addressed in this section or this standard, the first course of action shall be to look for similar situations in existing TAMPS functionality and emulate the operator interface which already exists.  If additional functionality must be added, the developer shall coordinate this with the TAMPS Fleet Liaison Officer and the TAMPS Model Manager before proceeding with design past CDR.

Input Focus Policy

Only one window on the screen shall have input focus at any time.  By default, users shall explicitly assign input focus.  Newly opened windows shall automatically have input focus.



Input focus is a critical element of ìlook and feelî of an interface.  Thus it is important that developers carefully follow the input focus requirements as defined in this document (see Input Focus in the Index).



TAMPS shall use implicit window focus as a default condition, which means that a window receives focus when the pointer moves over the window area.  The explicit use of focus which requires the user to click on or inside a window shall be minimized.



Field focus, which is the selection of textual fields in a window, shall follow an implicit focus policy.



Graphical object focus, which is the selection of objects displayed graphically, shall have an explicit focus policy.



NAVIGATION AND SELECTION IN MENUS

Pull�Down Menus

When a pull�down menu is activated (displayed) the location cursor shall be on the first available option.  As a default, TAMPS shall use the posted method of displaying pull down menus as described in the OSF Motif Style Guide, version 1.2.  Use of the spring-loaded method is strongly discouraged except for use with pop-up menus defined below.  

Tear�Off Menus

All pull down menus shall be capable of being ìtorn-off.î  Developers shall design the system such that tear menus are implemented as follows.  To display a tear�off menu, users display the associated pull�down menu, place the pointer on the tear�off graphic in the menu, and click the Select button on the pointing device.  The pull�down menu is dismissed, its contents are displayed in a dialog window which is placed at the location of the pull�down menu.  The location cursor is placed on the first available menu option.  The conversion of pull-down menus to tear-off menus is illustrated in � REF _Ref385930167 \* MERGEFORMAT �Figure 3-1� and � REF _Ref385930174 \* MERGEFORMAT �Figure 3-2�.

�

Figure � STYLEREF 1 \n �3�-� SEQ Figure \* ARABIC \r 1 �1�, Pull-Down Menu



�

Figure � STYLEREF 1 \n �3�-� SEQ Figure \* ARABIC �2�, Tear-off Menu

To select an option in the menu window, users place the pointer on the option desired and click the Select button on the pointing device.  The location cursor moves to the option, the option is executed, and the window remains displayed so that the menu is available for additional selections.  

To dismiss the window users select close in the Window menu. Users can display the original pull�down menu associated with the torn off menu window while that window is displayed

Pop�Up Menus and Option Menus

Developers shall use the spring�loaded for display of a pop�up or option menu, navigate in the menu, and select a menu option.

Developers shall design the system so that a menu is displayed when users press or click the Menu button on the pointing device.  Users are able to navigate within a pop�up menu and select an option with either the Select or Menu button on the pointing device.  When a pop�up menu is displayed, the location cursor appears on the first available option in the menu.

An example pop-up menu is displayed in � REF _Ref387646357 \* MERGEFORMAT �Figure 3-3�.

�

Figure � STYLEREF 1 \n �3�-� SEQ Figure \* ARABIC �3�, Pop-up menu

Keyboard Navigation and Selection

Pull�Down Menus

Developers shall design the system so that:

To move the cursor to a menu bar:

Users press <F10> to move the location cursor from any position in the windowís application area to the first available menu title (i.e., left most) in a menu bar.

To move within a menu bar:

Users press <Left> and <Right> to move the location cursor between available menu titles in the menu bar, with the direction of cursor movement wrapping between the last and first titles. 

To exit a menu bar:

<F10> shall exit a menu bar, and the location cursor shall return to the object that had input focus before the menu was activated.

To display a pull�down menu:

Users place the location cursor on the menu title and press <Down>.  When the menu is displayed, the location cursor appears on the first available option in the menu below the tear-off menu symbol.  

To move within a pull�down menu:

Users press the arrow keys to move the location cursor between available options in the menu.  The direction of cursor movement shall wrap from the bottom to top options in the menu.  

To select an item in a pull�down menu:

<Return>, <Enter>, or <Space> shall select an option in a pull�down menu and dismiss the menu.

To activate a submenu (pull�right menu):

If the menu option with the location cursor is the parent for a submenu, users press <Right> to display the submenu and the location cursor moves to the first available option in the submenu.  <Up> and <Down> shall move the location cursor between options in the submenu.  

To dismiss a submenu:

<Esc> shall dismiss the submenu and return the location cursor to the parent option for the submenu.

An example pull-down menu is presented in � REF _Ref387648455 \* MERGEFORMAT �Figure 3-4�.

�

Figure � STYLEREF 1 \n �3�-� SEQ Figure \* ARABIC �4�, TAMPS Pull Down Menu

Tear�Off Menus

Developers shall design the system so that all cascade menus may be torn-off.

To display a tear�off menu, users activate the associated pull�down menu and press the arrow keys to move the location cursor to the tear�off graphic in the menu. <Return>, <Enter>, or <Space> shall display the menuís contents in a menu window (the torn off window) and dismiss the pull�down menu.  

The window is placed at the location of the pull�down menu.  Input focus is assigned to the window, with the location cursor on the first available menu option.

To select menu items in the torn off menu window, users navigate with the pointing device or press the arrow keys to move the location cursor between menu options. <Return>, <Enter>, or <Space>shall select an option.  The direction of cursor movement shall wrap from the bottom to top options in the menu.  

The menu window shall remain displayed until dismissed. To dismiss the torn off menu window, users can either select Close in the Window Menu or press <Esc>.  

Users can manipulate (e.g., move, close) the menu window from the keyboard in the same ways as other dialog windows.

Navigation within a Tab Group

The arrow keys (<Up>, <Down>, <Left>, and <Right>) shall move the location cursor between the controls within the tab group with keyboard focus

The arrow keys shall move the location cursor one increment at a time (e.g., to the next line in text, to the next item in a list box).  <Ctrl> in combination with the arrow keys shall increase the size of the increment (e.g., move the text cursor to the next word rather than the next character in text).  

<Home> shall move the location cursor to the left�most element in the control. <Ctrl><Home> shall move the location cursor to the top left most (i.e., beginning) element in the control.

<End> shall move the cursor to the right�most element.  <Ctrl><End> shall move the location cursor to the bottom right most (i.e., end) element.

Navigation in Scrollable Tab Groups

In controls such as text fields and list boxes that are scrollable, <PageUp>, <PageDown>,<PageLeft> and <PageRight> shall scroll the elements in the control up, down, left, or right one page minus one unit of information (e.g. one line of text) at a time, as appropriate.  

Keyboard focus shall remain on the element where it was positioned before the scrolling operation began, thus the location cursor may no longer be viewable.



Pointing Device Navigation

Developers shall design the system so that the shape of the location cursor depends on the type of object. In most cases, a shadow cursor will appear on the object. 

Autoscrolling should be available when the pointer is in a scrollable collection such as text or a list box. Autoscrolling is discussed under ìScrollable Component Navigationî in the Motif Style Guide.

OBJECT SELECTION

This section explains the general methods available in Motif for selecting one or more elements in a collection of elements.  Developers shall apply the methods in this section to the collections of controls and text or graphics objects that can be selected in a window.

Pointing Device Selection Methods

Developers shall provide users with the capability to quickly select and deselect all of the elements in a collection with the pointing device.  If users are required to select an element from a group of closely overlapping elements, the TAMPS Core shall provide a function to allow deconfliction of the items by the mission planner.

Table � STYLEREF 1 \n �3�-� SEQ Table \* ARABIC \r 1 �1�, Pointing Device Selection Methods

To select one element:  Position the pointer on an unselected element and click the Select button on the pointing device.  The location cursor moves to the element, the element is selected (and highlights), and any other element that was selected in the collection is deselected.  ��To select multiple elements one at a time:  Click on the first element to select it.  Add elements to the selection by clicking on other unselected elements while holding the shift key down.  The location cursor moves to each element as it is selected.  Click on a selected element while the shift key is still held down to deselect it (and the element returns to its normal appearance).��To select a range of elements:    Double click the option button on the pointing device (center button) to obtain a pencil pointer.  Click the select button on the pointing device (left button) to anchor one apex of the rectangle.  Move the pointer to position the opposite apex of the rectangle and click the select button again to complete the selection.  All objects in the rectangle shall be selected.��To add/remove an element to/from a multiple selection:    Position the pointer on the element, then hold down <shift> while clicking the Select button on the pointing device.  If previously unselected, the element is selected (and highlights); if previously selected, the element is deselected and returns to normal appearance.  The other elements in the selection remain highlighted.��Selecting Default Actions

When a default action is assigned to an object, users shall be able to execute the action by double clicking on the object.  For example, double clicking on an icon shall restore it to a window, and double clicking on the Window Menu button in a window shall close the window.

When a default action is available within a window, the system shall allow users to execute it with the pointing device by double clicking when making a selection in the window.  For example, when users double click on an item in a list box, the item shall be selected and the default action in the window (e.g., display the map) shall be executed.  

After users make a selection in a window, <Enter> shall invoke the default action if focus is on the window.  If keyboard focus is on an object other than multi�line text, <Return> shall also execute the default action in a window.

Extended Selections

Users should be able to execute an extended text selection with the pointing device.  When extended selection is available:

Clicking once should place the text cursor in the text,

Double clicking should select the word on which the cursor is placed, 

Triple clicking should select the entire line of text on which the cursor is placed.

Cancelling a Selection

<Esc> shall be available to stop or cancel the current action. 

<Esc> in the dialog window with input focus shall be equivalent to selecting the Cancel push button in the window. 

<Esc> shall cancel any autoscrolling action performed with the pointing device and return the slider to its position prior to the start of scrolling.  

<Esc> shall dismiss a pull�down menu without making a selection. 

LIST SELECTION

Developers shall design the system so that users interact with presented selection lists in a consistent manner.  Selecting multiple items out of a presented list shall use the following guidelines:

Clicking on a list item will select that item and deselect any other items currently selected.

<Shift> Clicking on a list item after another list item has been selected will select all items from the original item to the <Shift> clicked item in an inclusive contiguous block, and deselect any items outside of this block.

<Ctrl> Clicking on a list item after another list item or items have been selected will select each additional item in a non-sequential manner, leaving all previously selected items selected. 

INTERACTIVE CONTROL

Object�Action Selection

Developers shall design the system so users interact with the system by object�action selection:  

Users first select an object of interest (so that it has keyboard focus) and then select an action to perform on that object.  

Users may select more than one object, and the objects may be:

Controls (e.g., radio or check buttons), Text (e.g., individual characters, strings of characters), or Graphic (e.g. airbases, navaids, threat icons, etc.).

The action may require a single selection by users (e.g., select a command from a Pull�down menu) or multiple selections (e.g., display a dialog window, select option(s) in the window, and select an action to execute).

User Control of Interaction

The system shall allow users to control the pace of the interaction with an application.  The application should execute an action only in response to explicit user input.  When appropriate, users should be able to specify when a process occurs (e.g., when a process should start or end).  

Users shall be able to take actions that will interrupt or terminate (cancel) any process.  TAMPS shall provide a standard dialog box for interrupting or Cancelling TAMPS processes.

Immediate Feedback

When users interact with the system, the system shall provide immediate feedback on the result of their action.  The system shall provide a visible response to the action even if the result of the action cannot be displayed immediately.   For example, the pointer should change to a hourglass or a message should appear in the window while processing takes place.

The system shall inform users when they can or cannot take an action.  The system shall provide visual cues indicating when:

It can accept input (e.g., the pointer appears as a shape supporting selection), 

It is temporarily unavailable (e.g., the pointer appears as an hourglass),

It is unavailable during extended processing (e.g. the pointer appears  as a hourglass or a window appears informing the user of the status of the operation).  

An objectís appearance shall provide an indication of its availability.  For example, the menu options in an application shall provide feedback concerning the actions that can be performed on selected object(s).  If a menu option is not appropriate for an object that has been selected or if a menu option cannot be executed for some reason, the system shall not allow the option to be selected, and a visual cue (such as graying the option) shall be provided.

When users must perform several actions to complete an operation, an application should prompt users with the actions that need to be performed.  For example, when users select a Zoom Area item from a pull�down menu, the application should provide feedback explaining how to select the area to be zoomed (e.g., a message at the bottom of the window indicating ìClick on the map, then drag the pointer over the area to be zoomed.î.

The system shall ignore user actions made during periods when input cannot be accepted.  User actions shall not be stored and then executed when input can be accepted again.

The system shall disable the pointing device and/or keyboard when input may have destructive effects (e.g., when the hourglass pointer is displayed, indicating that the application is temporarily unavailable or that input cannot be accepted at the location of the pointer).  Disabling is particularly important so that any input made by users during processing by the application is not stored and then executed when the application becomes available again.  

Although an application should not allow users to override disabling, users shall be able to stop a process if desired (e.g., by selecting a Cancel push button).

Response Time

The system shall provide users with an immediate indication that their action has been accepted.   This refers to usersí feedback, and not necessarily process�completion time.   The important design goal is to inform the user in a timely manner that an input has been received.

The system shall provide immediate error feedback to users.  The system shall provide users with feedback indicating that their action is being processed by the application.  When a userís request requires more than two seconds to process, the system shall change the pointer shape to a hourglass.

When a userís request requires more two seconds and less than 30 seconds to process the system shall change the pointer shape to an hourglass.  If the operation will take more than 30 seconds,  the system shall display a message window stating that a lengthy operation is underway and provide an indication as to the progress of the operation being performed.  

If a setting or toggle is actuated in a menu, the menu shall delay one half second.  For example, if a radio or check button is used in a menu to actuate a setting, the menu delays closing to ensure the user can visually confirm the correct choice was made.

Error Detection

Error detection is very important for a good user�system interface.  Errors should be detected as close to the time the error is made as possible.  Errors should be detected when the user:

Types each character (not accepting alphabetic characters in a numerical field and beeping to alert the operator, for example),

Finishes entering characters in a field,

Finishes entering characters and closes the window.

If users attempt to execute an invalid action, the system shall not execute the action except to display a message, which is clearly indicative of the causative problem, describing the action that is invalid.  

If users make multiple errors within a single action, the system shall notify them of each occurrence of an error.  

The feedback shall:

Be visual or auditory, and explain the nature of the error made, and how to correct the error.  

For example:

If users attempt to enter alphabetic characters when only numbers are valid, the system shall provide feedback that informs users of the error.  

If users repeat an error, the feedback should be different (perhaps auditory with diagnostics or help also provided) to show users that their attempted corrective action was, in fact, processed. 

The system shall require users to correct only the invalid action and not to repeat the entire action sequence.  After users correct the error, the system shall be designed so that users execute the same action (e.g., select a push button) for re�entry that was used for the original entry.

Explicit Destruction

The system shall require users to confirm destructive actions (i.e., actions with irreversible consequences such as deleting a data file) before the action is executed by the application.  The system shall provide a confirmation prompt, and the default action of the confirmation prompt shall be to cancel the destruction command.  This option should be designed to be turned off for prompts that become repetitive to an experienced user (i.e. multiple file deletions).

The system shall not require users to confirm their action when they close a window unless the action will cause data loss.  

General ìUndoî Capability

The system shall be designed so that users can ìundoî the selection or action most recently made unless the selection was one requiring explicit destruction.

The system shall allow users to:

Deselect objects, 

Return an object to its prior state before an action was executed, and

Retrieve information that was removed from the screen.  

If some portion of the system cannot provide an ìundoî capability, it shall label irreversible actions as such and clearly separate actions that are reversible from those that are not.

CONSISTENCY IN PERFORMING OPERATIONS

Consistency at the Functional Level

In general, users should access a particular function in only one way.  This is for consistent operation.  However, there may be cases where a function should be accessible in different ways to support the userís needs.  Allowing access to functions in multiple ways must be minimized to avoid complexity and possible confusion.

Consistency at the Application Level

Developers should identify the set of operations that are supported within the application and then specify the sequence of actions that users follow to perform each operation.  This sequence should allow users to complete the operation rapidly and with a minimum number of actions.  

Developers shall ensure that the standard sequence of user operations for each task is the same throughout the system.  Developers can provide other approaches to performing an operation (e.g., to accommodate differences between novice and expert users) but shall ensure that the standard sequence is always available to users.

Consistency at the System Level

The overall mission planning system shall identify the set of operations that are performed across multiple applications and then specify the manner in which these operations will be executed within the system. 

For example, a system might specify that whenever an application presents a set of records (e.g., tracks or messages) containing sortable fields, users will sort the records by clicking on the title of the data field.  Users should then be able to sort records by executing this action whenever they perform this operation in any application within the system.  The system shall not require users to perform the same operation in different ways depending on the application being accessed.



Dialog Windows

Dialog windows are the primary means of communicating with the TAMPS user.  Intuitive layout  and functional design of the windows is imperative.  All new and modified dialog windows shall be reviewed and approved by the TAMPS Model Manager prior to commencement of coding.  The following sections provide guidelines on how to implement consistent, user friendly and intuitive dialog windows for the TAMPS user.

General dialog window conventions

Window Color Conventions

The TAMPS window shall comply with the color conventions specified the file /tamps/static/data/defaults/mptools and summarized in � REF _Ref385844496 \* MERGEFORMAT �Table 4-1�.



Table � STYLEREF 1 \n �4�-� SEQ Table \* ARABIC \r 1 �1�, TAMPS Window Color Conventions

Window Item�Required Color��Background�Grey75��Text�Black��Editable Text Field�Sunken area (Motif text field), with Grey 75 background��Non-editable Text�Non-sunken area: appears to be on ìsurfaceî of window.  Grey75 background��List box background�Grey75��Check and radio buttons - activated�MediumBlue��Check and radio buttons - not activated�Grey75��Push buttons (when pressed)�darker grey (using Motif default, based upon Grey75 original color)��

Default Text Field Entry

Upon opening a new dialog, the new dialog shall have the first logical entry field highlighted for replacement, meaning that the location cursor is a text highlight that will replace all text in the default entry field.

Range Checking and Format Enforcement

All fields for which valid ranges are known must be range checked before focus leaves the field.  An example of this would be the entry of latitude in a field where focus could not leave the field unless the entered value is between +90 and -90 degrees.



Fields which require a particular format for data entry shall enforce the format either by displaying an error message to the operator and requesting revised input when invalid data is supplied, or by interpreting the input and reformatting the data.

Unspecified Data Items

If data items are not specified by the user, they shall remain blank.  TAMPS shall not fill fields with zeros if data is not entered by the operator.

Units and Defaults

Fields which have associated units shall display the default units in the vicinity of the entry field.  Default values shall be provided in entry fields where appropriate.

Time and Date Format

All dates shall have four digit year entry fields.  All TAMPS time should be in Zulu to avoid confusion.  Data entry for HH:MM:SS will be consistent as follows:



Colons should appear in their proper places in the entry field before any numbers are input.  This will aid the operator  in knowing whether hours, minutes or seconds are being entered.

Fields should fill from the left, and leading zeros should be added as the cursor tabs away from a field when a single digit is entered for hours, minutes and seconds.

Window Placement and Management

Windows should not come up right behind the WSE_APMGR menu bar.  � REF _Ref387645009 \* MERGEFORMAT �Figure 4-1� shows the incorrect way to bring a window up behind the WSE_APMGR and Window entry fields should be in a logical order so that the first logical entry field is at the top left and the last is at the bottom right.  Cursor should appear in the first field upon opening and the tab order should be through the fields in order.

�

Figure � STYLEREF 1 \n �4�-� SEQ Figure \* ARABIC \r 1 �1�, Incorrect way to display window behind WSE_APMGR



�

Figure � STYLEREF 1 \n �4�-� SEQ Figure \* ARABIC �2�, Correct way to display windows with WSE_APMGR



Visual complexity must be minimized.  Important windows should be on the top and less important windows on the bottom.  Windows should be designed to be as compact as possible.



Windows should change logically when stretched or shrunk.  Stretching should cause scroll regions or lists to grow, while keeping buttons the same size.  Shrinking should also only cause scroll regions or lists to change size and should have a lower limit on shrinking so that the window cannot be shrunk to the point where parts of the window disappear.  The ìCancelî callback should be attached to the motif ìClose Windowî menu item (upper left corner).  Scroll bars shall be standardized to be on the right and bottom.



Dialog windows shall be hidden during graphic selection in order to provide an unobstructed view of the map display.  The Edit Flight Parameters dialog is an excellent example of this implementation.  



The window status bar shall be used where possible in lieu of pop-up messages.  Pop-up messages shall remain on top of the display until acknowledged.



Window buttons shall be sensitive only when it makes sense to activate the function they control.  For example, a save mission button should be greyed out until a mission has been created that can be saved.

Tab Order

Tab order shall be implemented as specified in the OSF Motif Style Guide, Version 1.2.  Generally, the tab order shall be from left to right, top to bottom.

Use of Radio Buttons Versus Option Menu Dialogs

Selection of the dialog window style shall conform to the definition in the OSF Motif Style Guide, Version 1.2, page 6-9.  Radio buttons shall be used for 6 items or less.  Option menus shall contain no more than 10-12 items.  If option menus can be used to avoid scrolling, then they should be used.

USE OF SCROLLED WINDOWS

Although it is a common practice to implement scrolled windows in situations where the amount of data to be displayed is larger than the amount of screen real-estate that is practical for display, mission planners find the scroll bars difficult to use, and often donít realize that they are present or understand their function.  This results in the mission planner assuming that the data that is displayed when the dialog opens is all of the data that exists.



To avoid this, software developers should follow these guidelines:

Design the dialog box so that horizontal information can be displayed without scroll bars if at all possible.  Plan ahead when determining the number of data fields to be displayed horizontally.

Size the dialog so that it opens as wide as necessary to display all data horizontally without the scroll bar.

The example shown in � REF _Ref385818626 \* MERGEFORMAT �Figure 4-3� shows how not to size a dialog window.  Notice the horizontal scroll bar that appears as the window is opened because the developer did not make the initial size of the window large enough to accommodate the horizontal length of the data to be displayed.



�



Figure � STYLEREF 1 \n �4�-� SEQ Figure \* ARABIC �3�, Wrong way to size a dialog - with horizontal scroll bar



If it is unavoidable to use a scroll bar in a dialog, the horizontal scroll bar should appear at the bottom of the list window while vertical scroll bars should appear to the right of the list window as shown in Figure 4-1.1.

DEFAULT BUTTONS IN DIALOGS

Each dialog should have a single default button.  The default button should be highlighted with a rectangle around the button so that it is clear to the user which action will occur when the RETURN/ENTER key is pressed.  RETURN/ENTER presses the default button where TAB traverses the buttons.  See the OK button in � REF _Ref385818626 \* MERGEFORMAT �Figure 4-3�.

LATITUDE/LONGITUDE AND MGRS IN DIALOGS

Marine Corps mission planners rely heavily upon the Military Grid Reference System (MGRS) for defining coordinates.  Any dialog that supports Latitude/Longitude entry should also support the MGRS entry format as well.  Any waiver to this requirement shall be approved by the TAMPS Model Manager.  All formatting of Latitude/Longitude and MGRS in TAMPS shall utilize Core Functions for display is these conform completely to Fleet preferences.  An example of this is in the Edit Flight Parameters dialog in TAMPS.  A section of this dialog is shown in � REF _Ref385818754 \* MERGEFORMAT �Figure 4-4�.



�





Figure � STYLEREF 1 \n �4�-� SEQ Figure \* ARABIC �4�, How To Support Both Latitude/Longitude and MGRS Entry



The dialog should support entry of either format and automatic conversion and entry of the other format.  For example, if the user enters latitude and longitude, then the MGRS coordinates should be immediately computed and should then appear in the entry field for MGRS.  Conversely, if the user enters MGRS coordinates, then the latitude and longitude should be immediately computed and should then appear in the entry fields for latitude and longitude.



The TAMPS Core CSCI provides functions that support the conversion between Latitude/Longitude and MGRS.



ANSI C programmers should refer to Appendix C of the TAMPS IDD for information about these functions:

	mpt_grid2latlon

	mpt_latlon2grid

Ada programmers should refer to Appendix G of the TAMPS IDD for information about these functions:

	MPT_GRID2LATLON

	MPT_LATLON2GRID

Box selection of areas in a dialog

The TAMPS system shall support a consistent approach to the selection of rectangular areas in dialog boxes.  Both Latitude/Longitude and MGRS shall be supported.  The approach for Latitude/Longitude shall be to identify the north, south, east and west boundaries of the area.   In MGRS, the boundaries shall be identified by the northwest and southeast corners of the rectangle.  An example of a dialog implementing this format is shown in � REF _Ref385818504 \* MERGEFORMAT �Figure 4-5�



�



Figure � STYLEREF 1 \n �4�-� SEQ Figure \* ARABIC �5�, Rectangular Area Selection Dialog

DATA ENTRY FIELDS

First Logical Entry Field

Upon opening a new dialog window, the new dialog shall have the first logical entry field highlighted for data entry.  The field should have pointer focus and be ready for data entry.

Range Checking of Fields



All data entry fields for which valid data ranges are known must be enforced upon leaving a focus callback.  A common situation where this occurs is Latitude/Longitude entries, and time entries that must be greater than 0.



	The TAMPS Core CSCI provides a function that allows range checking of data fields



ANSI C programmers should refer to Appendix C of the TAMPS IDD for information about this function:

uxt_ModifyVerifyCallback



Ada programmers should refer to Appendix G of the TAMPS IDD for information about these functions:

UXT_MODIFYVERIFYCALLBACK

Unspecified Data Items

Do not zero fill data which is not specified.  If the range is not specified, do not fill the field with 0.0.  To the mission planner, 0.0 may be perceived as a valid data entry, when in fact there is no specified value.  A blank field should always appear for unspecified data items.

Units And Defaults For Data Entry Fields

Units and defaults should always be displayed to the right of the data entry field as shown in � REF _Ref385819400 \* MERGEFORMAT �Figure 4-6� below.  Common situations where this would occur are airspeed entries (is the system expecting CAS, KTAS, KIAS, or GS? is the system expecting nmi/hr, mach number...etc), temperature entries (is the system expecting Fahrenheit or Celsius), time entries (is the system expecting elapsed time, or Zulu time).



�



Figure � STYLEREF 1 \n �4�-� SEQ Figure \* ARABIC �6�, Example of How to Specify Units for Data Fields

Date And Time Entry

Date entry fields should allow for a four digit year.



All TAMPS time entries should be in Zulu to avoid confusion.  In the time data entry field, colons should appear in their proper places before any numbers are input.  This will aid the planner in knowing whether he is entering hours and minutes, or minutes and seconds.  An example of this is shown in the Launch Time field in � REF _Ref385819400 \* MERGEFORMAT �Figure 4-6�.

Mandatory Data Entry Fields

If a dialog contains a data field that must contain an entry before the OK button is selected, than the developer must provide a visual cue.  The standard visual cue for this purpose is a blue border color around the mandatory item.  An example of this is shown in � REF _Ref385822921 \* MERGEFORMAT �Figure 4-7� where entry of the ICAO field is mandatory.



�

Figure � STYLEREF 1 \n �4�-� SEQ Figure \* ARABIC �7�, Proper Method for Highlighting Mandatory Fields

The dialog shall be coded in such a way so that if the operator selects OK or Apply without entering the required information into the mandatory field(s), the input focus will automatically change to the first logical mandatory field that still requires input.

Latitude/Longitude Data Entry



Data entry fields that are intended for Latitude/Longitude data entry should be sized long enough to support the extended precision format (DD:MM:SS.SS or DD:M.MMM).



Examples of the proper format to use for Latitude/Longitude data entry can be found in the Edit Flight Parameters dialog window, a section of which is shown in � REF _Ref385823998 \* MERGEFORMAT �Figure 4-8�.



�



Figure � STYLEREF 1 \n �4�-� SEQ Figure \* ARABIC �8�, The Proper Format for Latitude/Longitude Data

In order to ensure a consistent entry format of Latitude/Longitude data across the system, the TAMPS Core CSCI provides function calls that allow proper formatting of these fields.



ANSI C programmers should refer to Appendix C of the TAMPS IDD for information about this function:



	uxt_set_LatFmtStr

	uxt_set_LonFmtStr

	uxt_set_GridFmtStr



Ada programmers should refer to Appendix G of the TAMPS IDD for information about these functions:



	UXT_SET_LATFMTSTR

	UXT_SET_LONFMTSTR

	UXT_SET_GRIDFMTSTR
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