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PREFACE 

About This Book 

Macintosh Human Interface Guidelines describes the way to create products 
that optimize the interaction between people and Macintosh computers. 
It explains the whys and hows of the Macintosh interface in general terms 
and specific details. 

Macintosh Human Interface Guidelines helps you link the philosophy behind 
the Macintosh interface to the actual implementation of interface elements. 
Examples from a wide range of Macintosh products show good human 
interface design, including individual and iterative examples. These examples 
are accompanied by descriptions and discussions of why to follow the 
guidelines. This book also contains examples of how not to do human 
interface design; they are marked as such and appear with a discussion that 
points out what's inappropriate and how to correct it. 

Who Should Read This Book 

This book is written for people who design and develop products for use 
with Macintosh computers. If you are a designer, a human interface 
professional, or an engineer, this book contains information you can 
use to design and create products that fit the Macintosh model. It provides 
background information that can help you plan and make decisions about 
your product design. 

Even if you don't design and develop products for the Macintosh, reading 
this book will help you to understand the Macintosh interface. This book is 
appropriate for managers and planners who are thinking about developing 
Macintosh products, as well as people who are interested in human interface 
design in general. 

This book is written with the assumption that you are familiar with the 
concepts and terminology used with Macintosh computers and that you have 
used a Macintosh computer and some Macintosh applications. 

xxi 
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CHAPTER 4 

Menus 

Menus are based on the principle of see-and-point. People don't have to 
remember command names because they can see all the options at any time 
and choose any available option. The menu bar also reflects the principles of 
perceived stability and aesthetic integrity. The menu bar provides a stable 
location for people to look for commands. It remains at the top of the screen 
no matter what the user is doing. To maintain the visual clarity of the 
interface, only the menu bar is visible until the user pulls down a menu 
to look at its contents. This feature allows people to concentrate on the main 
attraction, the content of the screen, while giving them easy access to 
the menus. Each application, each desk accessory, and the Finder have 
their own menu bars, containing standard menus and their own 
application-specific menus. 

The menu bar extends across the top of the screen and contains words and 
icons that serve as the title of each menu. It should be visible and always 
available to use. Nothing should ever appear on top of the menu bar or 
obscure it from view. The menu bar should always contain the standard 
menus-the Apple menu, the File menu, the Edit menu, the Help menu, and 
the Application menu. The Keyboard menu is an optional standard menu that 
appears when the user installs a script system other than the Roman Script 
System. The titles of the standard menus never change. (The titles of the 
Apple, Help, Keyboard, and Application menus are icons rather than words.) 
The standard menus are described in the section "Standard Macintosh 
Menus," beginning on page 98. 

You can include as many menus in between these standard menus as are 
essential to your application and as fit on the smallest screen on which your 
application runs. It's a good idea to leave some room in the menu bar, both for 
localization and for menus added by third-party products such as utilities. 
Figure 4-2 shows the menu bar as it looks when the Finder is the current 
application, and points out the space you have for application-specific menus. 

The Menu Bar 
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Figure 4-2 

Standard menus 

A menu bar 

Application-specific menus 
(Finder is current application) Standard menus 

The width of the menu bar depends on the screen size of the user's monitor. 
Figure 4-3 shows menu bars of three different widths and how much space is 
used by the Finder's menu titles on each screen. 

Figure 4-3 Three menu bars 
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CHAPTER 8 

Icons 

This chapter describes icons, their appearance, and their use in the Macintosh 
interface. It presents information on how to design icons and general 
guidelines for designing icons of different sizes and bit depths. This chapter 
also describes how to customize the standard icons you can provide for 
your products. 

Icons are graphic representations of objects such as documents, storage 
media, folders, applications, and the Trash. Icons look like their real-world 
counterparts whenever possible. People can select, open, move, copy, and 
throw away icons. Figure 8-1 shows some icons displayed in the Finder. 

Figure 8-1 Common icons 
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Why Icons Work 

224 

Icons work effectively in the Macintosh interface as representations of 
computer entities for several reasons. People often recognize pictures 
of things and understand them more quickly than they do verbal 
representations of the same things. For example, studies have shown 
that traffic signs that have symbols are more recognizable from a distance 
than signs that have only words. Figure 8-2 shows several examples of 
traffic symbols. 

Why Icons Work 
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Figure 8-~ Examples of common traffic symbols 

Symbols cross cultural and language barriers better than words do. Figure 8-3 
shows examples of symbols that are used internationally. For example, at the 
Olympics pictures communicate ideas such as the locations of various events. 
People from around the globe must recognize the meanings of the signs in 
order to make their way to events, facilities, and services. 

Figure 8-3 Examples of commonly-used international symbols 

Symbols also take up less space than words that describe the same concept 
would. Imagine having to include the words written in many different 
languages on the signs. You can see that it's much easier in some cases to use 
graphics to represent concepts. 

In the computer realm, it's generally easier to recognize symbols across 
systems than it is to remember keyboard commands. For example, a mailbox, 
even if it is of a different kind, is still recognizable as a mailbox. People 
identify a mailbox with sending and receiving communication. It's much 
harder for a user to remember that one system uses the command Control-M 
for mail, another system uses Control-P for post, and a third system uses 
Control-S for send. 
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Figure 8-4 shows two examples of mailbox icons and their equivalent 
keyboard commands. 

Figure 8-4 Symbols are easier to understand than keyboard commands 

United States 

Italia 

Icons provide direct access to items in the interface. People can see a folder, 
open it, and see its contents, or they can organize their desktop simply by 
grouping icons, rather than having to remember a lot of filenames and 
using lists to keep track of their files. Thus using icons contributes to the 
clarity and aesthetic integrity of the interface. Figure 8-5 shows a desktop 
with icon groupings. 

Figure 8-5 Grouping icons on the desktop 

Why Icons Work 
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Limitations of Icons 

Designing the right icon that conveys your message to most people can be 
difficult. Sometimes it's difficult because icons need a context to provide 
successful communication. For example, what does the drawing shown in 
Figure 8-6 mean? It's a circle that could represent a wide variety of objects in 
the real world. From ,this figure, it's not clear what the image represents. 

Figure 8-6 A confusing image 

This image could represent a circle tool, a degree symbol, a ball, or a planet. 
It could be as many round thiings as people could imagine. When it appears in 
context with another object, the meaning instantly becomes clear, as 
Figure 8-7 shows. 

Figure 8-7 Context clarifies, the image 
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You can clearly see that in this context the circle is a baseball. This picture 
communicates an idea in a simple, graphic format. By adding the baseball 
player to the circle image, the context clarifies the meaning of the image. 

In general, you can represent most nouns (people, places, and things) quite 
simply and easily in an icon. For example, you can draw a small picture that 
looks like a file folder to be a folder icon. Actions are much harder to portray 
in icons. How would you represent a save operation with an icon? You 
can overcome this difficulty by representing an action with an icon in 
combination with text. In fact, icons with label text are always more effective 
than either text or icons in isolation. Figure 8-8 shows a dialog box that uses 
icons that change to reflect the choices the user makes. The icons and text 
together help the icons give the user an idea of what to expect. 

Figure 8-8 Icons with label text 
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Sometimes another interface element is more appropriate than an icon that 
isn't clear. For example, you could use text for error messages in dialog boxes 
more effectively than trying to communicate the same concept with symbols. 
Sometimes text is the simplest way to convey a concept, depending on the 
specific interface situation. 

Limitations of Icons 
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Designing Effective Icons 
-----------------------------

This section presents some basic guidelines for designing effective icons. 
Remember that all your icon designs must work in the Macintosh context. 
The desktop interface is based on an office metaphor using a desktop as the 
primary workspace. You want to build on this basis and diverge from it as 
little as possible. You must also consider other important facets of the 
Macintosh interface described here when you're designing icons. For 
information on designing color icons, see Chapter 9, "Color," beginning 
on page 257. 

Use Appropriate Metaphors 
You need to choose the appropriate metaphor to design effective icons. 
Folders are the appropriate metaphor for a storage container for documents 
because people use folders to store pieces of paper. In contrast, most people 
probably wouldn't use a kitchen canister for storing documents. People do 
use canisters to store things, and the shape of a hard disk platter is round. But 
it would require a major leap of logic for people to associate a canister as a 
storage medium for something like paper. Figure 8-9 illustrates this point. 

Figure 8-9 
----------~ 

A logical and an illogical metaphor 
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Think About Worldwide Compatibility 
Your icon should be localizable for different regions around the world or 
should be designed with worldwide use in mind. For example, to localize 
an icon for receiving mail, you would substitute a post box for a mailbox 
in British system software. A worldwide icon is one that is understood 
universally. An example of an icon that is understood around the world is the 
document icon. Even though people in different locations around the world 
use different sizes of paper and different types of paper stock, they all still 
recognize the document icon as a representation of a document. 

Figure 8-10 shows some examples of mailbox icons that have been localized 
for use in different countries. 

Figure 8-10 Localized mailbox icons 

■ 
United States Italia France Danmark 

In general icons shouldn' t be gratuitously cute. Humor typically doesn't 
translate well to other cultures or languages. Also, don't use inside jokes or 
pictures that represent code names for your icons. Although it might work to 
use such icons during your development process for product identification, be 
sure to remove them and replace them with appropriate icons before you ship. 
Symbols and colloquial language are usually culturally dependent, meaning 
that what one person relates to may have no meaning or may be an insult in 
another person's culture. 

Avoid Text in Icons 
Avoid using text in your icons whenever possible. Text in icons can be 
confusing, and it's not localizable to other regions, languages, or countries. 
It's appropriate to label icons to help the user recognize them and so that they 
can be read to a person with a visual disability. When you ship your product, 
every icon should have a name, but people can change the name of an icon at 
any time. Figure 8-11 shows an example of icons with text in them and icons 
that convey the idea much better without text. 

Designing Effective Icons 
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Figure 8-11 Avoid text in icons 

~ ~ . 
Labels Views 

l~~I IW'~I 
Labels Views 

Design for the Macintosh Display 
Your icons must look good at the current display resolution. You should use 
straight lines and 45-degree angles for the best appearance. Curves don't 
work well because they make the edges appear jagged. Figure 8-12 shows the 
jagged effects that curves and angles other than 45 degrees produce. 

Figure 8-12 Certain shapes don't work well 

0000 0000 

Three-dimensional effects in icons are difficult to achieve in the Macintosh 
interface because they require shading and more angled lines. A large 
percentage of users have black-and-white monitors and thus complex shading 
may not display very well on their screens. If you decide to attempt to 
incorporate three-dimensional effects in your icons, make sure that a 
professional visual designer works on the design to ensure aesthetic integrity 
and compatibility with the Macintosh interface appearance. 
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Use a Consistent Light Source 
On the Macintosh screen the light source always comes from the upper-left 
corner of the screen. Therefore icons and other elements have drop shadows 
on the lower-right side. Use the light source consistently, so that shading is 
consistent throughout the interface. Figure 8-13 shows some desktop entities 
that have drop shadows consistent with a light source at the upper-left corner 
of the screen. 

Figure 8-13 A consistent light source 

□ e: 1 5: 1 6 PM a I 
Figure 8-14 shows some desktop images that have different light sources and 
inconsistent drop shadows. 

Figure 8-14 Inconsistent light sources 

I □ e:1s:16PM a 

Optimize for Your Target Display 
You should optimize your design for the display on which it will most often 
be seen. For example, some games run on only 4-bit and black-and-white 
monitors. In this case, you should optimize your design by choosing colors 
from the 4-bit color palette, rather than starting with the 8-bit version and 
trying to scale down from there. 

Designing Effective Icons 
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Maintain a Consistent Visual Appearance in an 
Icon Family 
Maintain a close visual relationship between all members of an icon family. 
Color versions of icons should resemble the black-and-white versions. Users 
should be able to easily recognize standard interface elements and icons 
across all monitor types. Users can have several monitors connected to a 
computer and several computers on which they use your applications. 
Your application icon should look consistent when a user changes the 
bit depth of a monitor or moves your icon from a color monitor to a 
black-and-white monitor. 

Design the large (32-by-32 pixel) icon first, and then adapt the design to the 
small icon. You can leave out inessential details in the small version of 
your icon, but it shouldn't look significantly different from the large version. 
Figure 8-15 shows how starting with the design of the large icon and adapting 
it for the small icon works better than starting with the design of the 
small icon. 

Figure 8-15 Design the large icon first and base the small icon design on it 

Small icon ----l!QJ _. 
doesn't fit large 
icon design. 

¾,, ~ # Small icon --~o _. l!Q] ""lo "" resembles large ~ 
4'-Q'¼ icon. 

Use Icon Elements Consistently 
Use icon elements consistently throughout your designs. If there is an existing 
shape for an icon element, don't change it. For example, don't invent new 
designs for entities that have a standard design in system-provided icons, 
such as folders and documents. For example, in Figure 8-16, the icon of the 
Macintosh computer is the same when it appears in the Finder, in the 
Application menu, and within the System Folder icon. Unless you are 
representing a different model of Macintosh computer, use the Macintosh 
Classic icon to represent the Macintosh computer. People often assume that 
different shapes have different meanings and may try to read meaning in 
where none is intended. Users can learn what icon elements represent when 
they are used consistently. 
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Figure 8-16 
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For display in the Finder, for each icon you should provide an entire icon 
family, which consists of large (32-by-32 pixel) and small (16-by-16 pixel) 
icons, each available in three different versions of color: black and white 
(1-bit color), 4-bit color, and 8-bit color. You also need to provide an icon mask 
for each size of icon. The Finder uses the icon mask to cut out space on the 
desktop for the display of the icon. Figure 8-17 shows a family of icons for 
System 7. 

Figure 8-17 An icon family 

I 
1-bit versions 4-bit versions 8-bit versions Icon masks 

The 32-by-32 pixel icons appear on the desktop, and, if the user chooses 
"by Icon" from the View menu, these icons also appear in Finder windows. 
The 16-by-16 pixel icon appears as the Application menu's title when your 
application is active. It also appears next to your application's name in the 
Application menu and in Finder windows when the user chooses "by Small 
Icon" from the View menu. Figure 8-18 shows examples of two sizes of icons 
and some instances of where they appear in the Macintosh interface. 

The Finder Icon Family 
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Figure 8-18 Different sizes of icons 
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You can also provide icons for other entities that your application creates, 
such as customized document icons, preferences file icons, and stationery 
icons. The entire group of icons that you distribute with your product is 
known as a suite of icons. A suite of icons includes the families of icons for 
each type of icon that you distribute. 

A monitor displays the highest-quality icon that its screen allows. Table 8-1 
shows which icons are displayed on monitors with different display 
capabilities based on the icon families that you provide. 

Table 8-1 Icon display on monitors of different bit depths 

What 8-bit color What 4-bit color What black-and-white 
monitor displays monitor displays monitor displays 

8-bit, 4-bit, black-and-white icons 

8-bit, black-and-white icons 

8-bit icon 

8-bit icon 

4-bit icon Black-and-white icon 

Black-and-white icon Black-and-white icon 

4-bit, black-and-white icons 

Black-and-white icon 

4-bit icon 

Black-and-white icon 

The Finder Icon Family 

4-bit icon Black-and-white icon 

Black-and-white icon Black-and-white icon 
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See the chapter "Finder Interface" in Inside Macintosh: Macintosh Toolbox 

Essentials for information about the icons you provide and how to create a 
bundle resource for your application. 

An Icon Design Process 
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This section presents an icon design process used at Apple. Of course, there 
are many ways to complete a task, and you may work in a way that doesn't 
lend itself to using this process. However, you should read this section to find 
out important principles that contribute to successful and effective icons. 

You can't design one icon in your icon family in isolation. All the icons in a 
family-large, small, and different color depths-are incarnations of the same 
icon, so the basic design must work for all of them. Be flexible in adapting 
your design to all bit depths and sizes. Icon design is an iterative process. 
During the design process, you may need to redesign one version of an icon 
when you find it doesn't translate well to another version. 

If an icon represents hardware that users are familiar with, such as a printer 
or a disk drive, the icon should resemble the hardware as closely as possible. 
If the icon represents a desktop entity, such as a document or a folder, it 
should resemble its physical world counterpart. If you need to design an icon 
for a more conceptual entity, such as a network or some kind of memory, you 
can use one of the following approaches. Making the icon representative of 
the function of the software is a good approach. If the function is complex and 
hard for novice users to understand, think about how you could explain the 
idea to someone who doesn't use a computer and try to generate some images 
that way. Often the terms you use and the analogies you come up with to 
explain the concept can provide clues for visual images. 

You can also make an icon representative of a product name. This may work 
for your product in one location, but remember that some product names, and 
thus product icons, are often not localizable. For example, in the United 
States, an icon for extensions could have something to do with an extension 
cord. In other languages, the word used for extension cords may have nothing 
to do with extensions, and therefore an icon based on the word extension cord 
would be meaningless. Another drawback to this approach is that product 
names are often not finalized until late in the development process, so you 
might not have much time in which to design an icon based on the final 
product name. 

An Icon Design Process 
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A final approach to designing conceptual icons is making the icon look like 
the window that results from opening the icon. For example, if a window that 
appears when the icon is opened is very distinct in appearance from other 
windows, you can make an icon look like that window. You need to be very 
careful that all your icons do not look like miniature windows. 

It is often easiest to create icons that represent objects (nouns) rather than 
actions (verbs). For example, the function of deleting a document is 
represented by a trash can (an object) rather than by some image of the action 
of deleting. Thinking of an object that is representative of the function of your 
icon is the key to good conceptual design. Remember that for every image 
you generate, you need to consider the advantages and disadvantages of the 
idea in regard to your audience before deciding on the final design. 

Here's an outline of the suggested steps in an icon design process. The 
sections that follow go into the details of some icon design guidelines. 

1. Start by designing the black-and-white version of the large (32-by-32 pixel) 
icon. Follow the guidelines given in the next section, "Black-and-White 
Icons." 

2. Colorize the black-and-white version of your icon in 8-bit color. Use colors 
from the Apple icon colors palette (see the section "The Apple Icon Color 
Set" on page 240). For more information about creating color versions of 
black-and-white icons, see "Design for Black and White First" on page 263 
in Chapter 9, "Color." 

3. Translate the 8-bit version of your icon into 4-bit color. If you can't find 
appropriate colors in the 4-bit palette, try going back to step 2 and swap 
colors in the 8-bit version. You can use a dithered pattern of two colors to 
create the illusion of a new color for the 4-bit icon. 

4. Create the mask. 

5. Create matching small versions (16-by-16 pixel) of the black-and-white, 
8-bit, and 4-bit icons. 

6. Look at the icon family on different desktop backgrounds and with several 
effects such as selection and labeling to make sure that the icons look good. 

7. Do some usability testing to make sure that your target audience 
understands your icons, doesn't confuse them with other icons, and 
identifies them as a family of icons. 

ResEdit is a useful tool for accomplishing steps 3, 4, and 6. 
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Black-and-White Icons 

Color Icons 
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You should begin by designing a black-and-white icon. In general, you should 
use an outline of one black pixel to create the icon border. Use a minimal 
number of black pixels in the icon so that the icon's appearance is noticeably 
different when selected. The Finder automatically inverts the black pixels 
and the white pixels when the user selects the icon to create the selected 
appearance. Figure 8-19 shows an example of a well-designed icon that 
changes significantly when selected. 

Figure 8-19 A well-designed icon and its selected version 

If you use too much black or 50 percent gray in your icon, the icon 
doesn't appear significantly different when the pixels are reversed for 
selection. Figure 8-20 shows an example of an icon with too much black 
and 50 percent gray. 

Figure 8-20 A poorly designed icon and its selected version 

Macintosh system software ships with full-color icons that appear on color 
monitors. Your application can also provide color icons. 

Black-and-White Icons 
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Don't design a color icon that's substantially different from your 
black-and-white icon. When you add color to an icon, it's best to leave 
the one-pixel black outline and other black lines that form the icon, and fill the 
icon in with color. Coloring or graying the icon's outline makes the icon 
appear less distinct on the desktop. Remember that the user can change the 
background color of the desktop as well as its pattern, so your icon may not 
be displayed against the background on which you designed it. If you use 
ResEdit version 2.1 or later to create your icons, it provides a way to look 
at your icon against different backgrounds to see whether your design is 
effective in various environments such as black-and-white displays or color 
displays of different bit depths. Figure 8-21 shows how icons with a black 
border look on a gray background. 

Figure 8-21 Icons with a black outline 

Figure 8-22 demonstrates how an icon appears less distinct from its 
background without the strong black border. 

Figure 8-22 Icons without a black outline 
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Icon Colors 

This section describes the colors and color techniques that you should use 
when you design your color icons. 

The Apple Icon Color Set 

Figure 8-23 shows a palette of the standard 256 colors with a mark on each of 
the 34 colors used for icon design in system software. If you use ResEdit 
version 2.1 or later to design and create your icons, the Finder icon family 
editor provides easy access to these colors. Choose Apple Icon Colors from 
the Color menu. This command sets the palette in the editor (which is similar 
to the palette in most graphics applications) to contain the 34 colors used for 
Finder icons. See ResEdit Reference for information on using ResEdit. 

Figure 8-23 Standard 256-color palette with icon colors marked 

This entire set of 34 colors was chosen to be subtle. Subdued colors avoid a 
"circus" effect on the screen. If you use too many of the same types of colors, 
people can't discern what is important as easily. Ramps of color based on 
the initial colors chosen were created to provide shading and blending 
capabilities. Some light colors were included in the set to be used for large 
areas. The colors from the Apple logo were included because those colors 
have a strong Apple identification. The Apple logo colors are very bright and 
should be used sparingly. The total set of colors provides maximum flexibility 
in design. You can combine these colors in a dithered pattern to provide 
additional color effects. Figure 8-24 shows an example of creating a dithered 
color to use in your icons. 

Color Icons 
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Figure 8-24 An example of dithered color in an icon 
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The icon colors were chosen for icon design in system software. It was 
necessary to limit the number of colors in the set to create consistency 
across all Apple icons. There are at least 120 system icons. If any number of 
the 256 system palette colors were used in each icon, the total effect would be 
a disparate appearance rather than a coherent look to all system icons. Using 
only 34 colors makes the system icons look like they belong together. In a 
design scheme that is so large, fewer colors look better. 

Degradation of the Color Set Across Monitors 

If the default color table colors aren't available, the system software gracefully 
degrades to black and white. First the operating system tries to match 8-bit 
colors. If it can't successfully match the colors you specify with those in 
the system palette, then it displays the 4-bit icon that you supply. If the 
operating system can't find or match the 4-bit colors, then it displays the icon 
in black and white. The system software won't substitute colors that aren't 
visually close to colors that you assigned. If you choose colors other than the 
34 marked in Figure 8-23, use them for detail and not for essential parts of 
your windows or icons. 

Selection Mechanism for Color Icons 

When a color icon is selected, the color decreases in brightness. This 
means that the colors appear darker when selected. On a color monitor, 
a black-and-white icon turns gray when selected. On a black-and-white 
monitor, a black-and-white icon uses reverse video to show selection. To make 
selected items appear distinct from unselected ones, use light colors for large 
areas. Note that only the 34 colors shown in Figure 8-23 get darkened when 
a color icon is selected. This means that if you use colors other than those 
34 colors in large amounts in an icon, that icon will not get darkened and 
therefore will not look selected. 
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Figure 8-25 shows a set of control panel icons as they appear on the desktop 
and the same icons in their selected states. 

Figure 8-25 Color icons and their selected states 

New Graphics 
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ResEdit originals critique Teach Text 

Color icons 

New Graphics !li-

a 
Selected color icons 

Color Labeling Mechanism for Color Icons 

The labeling mechanism tints color icons toward the label color chosen by the 
user from the Label menu. Figure 8-26 shows some icons and the same icons 
in their labeled state. To provide system support for this technique, it was 
necessary to limit the number of colors used in icons. Using the 34 identified 
icon colors does not guarantee that labeled icons will look good, only that 
they will actually look labeled. As with icons that are selected, the tinting 
applies to only the 34 colors. As a result, if you use colors other than the 
34 colors in your icon, the icon will not look labeled when a label color 
is applied. 

Color Icons 

Amazon.com, Inc., Amazon.com Services LLC - Ex. 1011, Page 000044



CHAPTER 8 

Icons 

Figure 8-26 Color icons and their color-labeled states 
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A technique for enhancing the appearance of your icons is to smooth angular 
or curved lines by coloring pixels on jagged edges. This technique is called 
anti-aliasing. Change the pixel color where you can see a visual break in 
the outline of a black-and-white icon. Figure 8-27 shows an icon before 
anti-aliasing, after anti-aliasing, and then in the context of a control 
panel icon. 

Figure 8-27 Correct anti-aliasing 

Globe without anti-aliasing Anti-aliased globe alone Globe inside control panel 
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In anti-aliasing, you typically add pixels to an outline shape. Since the Finder 
uses only one mask for each size in the icon family, make sure that all your 
icons have the same outline shape. That is, when you anti-alias icons, don't 
add pixels or shadows to the outline shape of color icons. Figure 8-27 shows 
how anti-aliasing works well within an icon. The Finder uses the icon mask 
for alignment and transformation effects, so make sure that the mask and all 
your icons are appropriate for each other. 

If you add too much anti-aliasing to the icons, they appear smooth, but 
also more fuzzy. While some people prefer this appearance, the Macintosh 
desktop appearance relies on crisp-looking icons. Gray outlines create a fuzzy 
image on the desktop. If people perceive something fuzzy on their screen, 
they may assume that something is wrong with their eyes or their display. 
Avoid creating this appearance if at all possible. 

If you do not provide a 16-by-16 pixel icon, the Finder reduces the 32-by-32 
pixel icon based on an algorithmic formula. The algorithm simply shrinks the 
icon and typically creates black areas, creating less pleasing visual results. If 
you provide a 16-by-16 pixel icon, however, you can optimize its design by 
removing pixels when necessary. 

When you design a small version of your 32-by-32 pixel icon, preserve as 
many graphical elements of the icon as possible. In essence you want to 
provide the same icon in a smaller size. Typically you have to remove some 
pixels to reduce the visual clutter. However, don't eliminate significant 
elements, or the smaller version of the icon may look different from the larger 
version. Figure 8-28 shows icons that a designer carefully scaled and tuned 
to preserve key elements of the icons' designs. 

Figure 8-28 Consistently designed small icons 

Small Icons 
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After you've created the small icon, verify the accuracy and clarity of the 
small icon by trying to design a large icon based on its design. If the large icon 
you end up with based on your small icon is different from the original large 
icon, something is not working about your small icon. In this case, you should 
consider redesigning the small icon, making sure to incorporate the key 
graphical elements of the original large icon. 

In Figure 8-29 the small icons don't match their corresponding 32-by-32 
pixel versions. If you have difficulty distinguishing the consistencies or 
inconsistencies, it's a good idea to consult with someone who specializes in 
graphic design to design or review your icons. 

Figure 8-29 Inconsistently designed small icons 

Default and Custom Icons 

You can provide custom icons for your application and its associated 
documents and files. If you don't provide custom icons, the Finder displays 
default icons in most cases. There are no default icons provided for 
preferences files or control panels, so you must provide icons for these. 

Since there are so many icons that users see and deal with, it's important to 
create consistent sets of icons. Users should be able to easily identify and 
locate the icons they're looking for, which is more possible if related icons 
look related. Each icon family consists of the same icon in two sizes and three 
bit depths. Each type of icon family needs to look like a class of objects. For 
example, all document-related icons should look like documents. The entire 
group of icons that belongs to your product, called a suite of icons, should 
have a common appearance that identifies all the icons as being related to 
your product. 

Default and Custom Icons 245 

■ 
8 
::::, 
en 

Amazon.com, Inc., Amazon.com Services LLC - Ex. 1011, Page 000047



246 

CHAPTER 8 

Icons 

Application Icons 
Because applications are usually used to create documents, the application 
icon uses a tilted document page to represent the documents the application 
creates. In this way, a relationship is established. The hand is also part of the 
default application icon. Figure 8-30 shows the default icon that appears in 
the Finder if you don't supply a custom icon for your application. 

Figure 8-30 Default application icons 

1-bit versions 4-bit versions 8-bit versions 

Although it's best to be consistent, if you must design an icon different 
from the default shape, be sure to use one of the standard application icon 
elements, either the page or the hand, in your icon. Figure 8-31 shows 
two custom application icons that use both the tilted document page and 
the hand elements. 

Figure 8-31 Custom application icons 

Pencil&Paper Wave Writer 

You can customize the application icon by adding graphics to it. Use graphics 
that convey meaning about what your application does. If you can't think 
of elements that represent the overall function of your application, it's OK 
to use your company identification. However, using your logo is limiting 
because your company will probably make more than one application in 
its lifetime and you will want a distinct icon for each one. 

Don't design an application icon that is completely unrelated to the basic 
shape of the application icon. People won't get the benefit of visual clues 
that help them identify your icon as an application. Figure 8-32 shows two 
examples of application icons that totally violate the guidelines presented 
here. They don't give the user much information about what they do, 
although they might be fun to look at. 
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Figure 8-32 Examples of bad application icons 

John's Accounting FlowerWorks 

Document Icons ■ 
Documents are the files in which users store the content they create in 
an application. The document icon uses the outline of a page with a 
turned-down upper-right corner. This shape evokes the concept that 
a document is like a piece of paper, a typical storage medium for information 
in an office. Figure 8-33 shows the default document icons that appear in 
the Finder if you don't supply a custom icon for your documents. 

Figure 8-33 Default document icons 

D D D D D D 
1-bit versions 4-bit versions 8-bit versions 

You can customize this document page icon so that it relates to your 
application icon by adding the same graphics you use in your application 
icon. Or you can add graphics to the document page that indicate the content 
that your documents hold. Figure 8-34 shows the relationship between an 
application icon and its document icon. 

Figure 8-34 Application icon and document icon with the same graphic element 

-+ 

As with the application icon, it's OK to use your company identification in a 
document icon. Be sure not to change the shape of the document icon unless 
the document that your application creates is fundamentally different from 
most documents. One example of a document that is fundamentally different 
is a stack. The stack icon is a metaphor that represents a stack of cards, 
similar to a stack of index cards that you might use to store notes or 
related information. 
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Figure 8-35 shows some examples of custom document icons that show the 
range of acceptable and unacceptable customizations. 

Figure 8-35 Acceptable and unacceptable custom document icons 

D [lJ 
Default Your content Your logo Nonstandard shape 

Several conventions exist for conveying document types. You can use these 
visual clues or others that have meaning for your documents' contents. 
Documents that are text-only or primarily text use broken lines on the 
document page. Page layout documents typically include a filled rectangle 
and broken lines to indicate that the document contains text and pictures. 
Graphics document icons use geometric shapes or other graphics or graphics 
tools such as paintbrushes. The standard representation for a file of type 
'PICT' is a circle, a square, and a triangle. Use this symbol to indicate files of 
this type. Figure 8-36 shows document icons with all of these symbols. 

Figure 8-36 Document icons with standard symbols 

Text only Page layout PICT format 

Stationery Pad Icons 
A stationery pad is a template with standard contents that the user can create 
from a document. Each time a user opens a stationery pad, a new document 
is opened with the same contents as the stationery pad. The stationery pad 
icon uses the outline of a page, similar to the document icon, but with the 
lower-right corner turned up and a second page visible in the background. 
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Figure 8-37 shows the default icons that appear in the Finder if you don't 
supply a custom icon for stationery pads. 

Figure 8-37 Default stationery pad icons 

1-bit versions 4-bit versions 8-bit versions 

You can customize a stationery pad icon by adding graphic elements to the 
stationery document page. Your stationery pad icon should look just like your 
document icon except that it has the second page in the background and the 
lower-right corner of the first page turned up. 

Query Document Icons 
Query documents are documents that contain instructions used to get data 
out of or into a database. The query document icon uses the outline of a 
document page with a database element attached to its lower right. 
Figure 8-38 shows the default icons that appear in the Finder if you 
don't supply a custom icon. 

Figure 8-38 Default query document icons 

1-bit versions 4-bit versions 8-bit versions 

You can customize a query document icon by adding graphics to the 
document page. Be sure to maintain the outline of the icon and the volume 
symbol that represents the database. See Inside Macintosh: Interapplication 
Communication for information on using the Data Access Manager. 
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Edition Icons 
An edition is a file that is created when a user chooses Create Publisher from 
the Edit menu. The edition icon has a rectangular outline in a horizontal 
orientation. Figure 8-39 shows the default icons that appear in the Finder if 
you don't supply a custom icon for editions. 

Figure 8-39 Default edition icons 

1-bit versions 4-bit versions 8-bit versions 

You can customize an edition icon by putting a different graphic inside the 
rectangle. Maintain the horizontal orientation and the double-dotted line of 
the icon that identify it as an edition icon. See Inside Macintosh: Interapplication 
Communication for information on the Edition Manager human interface and 
implementing the Edition Manager. 

Preferences Icons 
Many applications have preferences files that store information about a user's 
preferences. If you supply this file or create one after the user stores settings 
for your application or documents, you'll need to create an icon for it. 
Preferences files icons often contain document icons with radio buttons, 
as shown in Figure 8-40. 

Figure 8-40 Preferences file icons 

Extension Icons 
Extensions are software that add a feature or capability to the operating 
system. An extension icon looks like a puzzle piece. Figure 8-41 shows the 
default icons that appear in the Finder if you don't supply a custom icon for 
your extension. 
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Figure 8-41 Default extension icons 

Do Do Do 
1-bit versions 4-bit versions 8-bit versions 

You can customize an extension icon by adding a graphic to the puzzle piece. 
You can display the puzzle piece in a horizontal or a vertical orientation with 
the protruding part facing any direction. 

One exception to the standard form for extension icons are icons that 
represent Chooser extensions. Chooser extensions appear in the Chooser 
and provide people with a visual idea of the service they are choosing. 
Chooser extension icons should look as much as possible like the devices they 
represent. Some examples of Chooser icons are shown in Figure 8-42. 

Figure 8-42 

Personal 
LaserWriter 

Examples of Chooser icons 

LaserWriter 

Control Panel Icons 

Image Writer Style Writer 

The control panel icon is a square with a slider on it to identify it. The slider 
also appears on the Control Panels folder. You can add a graphic to the square 
to customize the icon. You can display the slider in either a horizontal or 
a vertical orientation. Figure 8-43 shows the icon family for the Color 
control panel. 

Figure 8-43 Icons for the Color control panel 

1-bit versions 4-bit versions 8-bit versions 
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Movable Resource Icons 
The Finder displays default icons for fonts, keyboard layouts, and sounds, 
also known as movable resources. The icon looks like a document icon 
reversed in orientation. The user installs these resources by dragging the icon 
to the System Folder icon. The user can remove a movable resource by 
opening the System file icon (or Font Folder icon) in the System Folder and 
dragging its icon out of the System file. True Type fonts have a character in 
three sizes on the icon, whereas bitmapped fonts only have a single character. 
When a user opens a font icon, the Finder displays a window with a sample 
of the font in it. Figure 8-44 shows some font icons. 

Figure 8-44 Font icons 

Bitmapped font TrueType font 

Sound icons have a speaker symbol on them, as shown in Figure 8-45. When a 
user opens the sound icon, the sound plays. 

Figure 8-45 A sound icon 

i 
Sound 

Keyboard Icons 
A keyboard icon represents a localized keyboard layout or input method. 
If you develop keyboards, input methods, script systems, or keyboard 
resources, you need to provide icons. (Keyboard icons appear in the Keyboard 
menu and in the Keyboard control panel.) You need to create a 16-by-16 pixel 
icon in 1-bit and 4-bit color. If you don't create a keyboard icon, then the 
system provides a default icon. Figure 8-46 shows the default keyboard layout 
icon and the default input method icon. 
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Figure 8-46 

Default keyboard 
layout icon 

The default keyboard layout and input method icons 

Default input 
method icon 

Keyboard icons are a special case of icons. Since they represent a specific type 
of software they follow design rules different from those for other icons users 
see on the desktop. The guidelines presented in this section apply only to 
keyboard icons. 

For a keyboard icon, use a solid symbol to represent a keyboard layout for 
a region that is larger or smaller than an area that can be represented by 
the flag of a country or province. For example, a diamond represents the 
Roman Script System, which is used in the United States, Central America, 
South America, Australia, New Zealand, and most of Europe. Use the flag of a 
country or province if the keyboard layout is used primarily in that area. For 
example, the Union Jack represents the keyboard layout localized for use in 
the United Kingdom. Be sure to use the colors that appear on the nation's flag. 
Figure 8-47 shows some keyboard icons for script systems and localized 
keyboard layouts. 

Figure 8-47 Examples of keyboard icons 

~ ~ Arabic ·- ;:, Finland ili!1.ffl 

* * Hebrew - ~ Germany 

- ~ Hungarian (Magyar) ~
·,:,-,::~ 

.-;.,.. ~ .. Ea Great Britain 

~ rt, Japanese input method :a ::E: Greece 

• (i Korean E E Portugal 

♦ ♦ Roman - iii Russia 

~ ¼,{ Thai B1 Ill Turkey 

w w Traditional Chinese ~ ~ United States 
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You can also add a visual indicator to the keyboard icon to show some 
modification. Use a superscript diamond to indicate a QWERTY 
transliteration, which is a mapping of sounds from a language to the 
Roman keyboard layout. Figure 8-48 shows some flag symbols with 
additional indicators. 

Figure 8-48 Examples of modification indicators on keyboard icons 

C C Arabic transliterated a Swiss French •• 

u I[] mi---;m a 
' ' Belgium, comma decimal separator \~ Swiss German 

II. BJ Belgium, period decimal separator C a Swiss Italian ., aa 

3 ~ Hungarian (Magyar), U.S. modified ~ !D Turkey, U.S. modified 
. 

~ !Ii Portugal, U.S. modified ~ 6 ~ U.S. - System 6 

When you design the black-and-white version of a flag icon, use black and a 
50 percent gray pattern. These choices provide the best contrast and legibility. 
To avoid confusion between flags of similar design, use the pattern 
substitutions for colors shown in Table 8-2. 

Table 8·2 Pattern substitutions for colors in keyboard icons 

Color 

■ Black or blue 

Red 

□ Light blue 

Green 

D D White or yellow 

Default and Custom Icons 

Pattern 

■ Black 

1111 50 percent gray 

m 25 percent gray 

■ Diagonal stripes 

□ White 
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Figure 8-49 shows some keyboard icons that use the correct pattern 
substitutions. 

Figure 8-49 Enlarged keyboard icons with correct color substitutions 

Portugal 

France 

•••••••••• • • •• • • • • • • •• • • • •• •• • • • •• •• •• • • • •• • • • ••••••• 

•••••••••• •• • • • • •• •• • • • • •• •• • • • • •• •• • • • • •• •• • • • • •• •••••••••• 

Russia 

Great Britain 
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See the section 'The Keyboard Menu" beginning on page 125 in Chapter 4, 
"Menus," and Inside Macintosh: Text for information on the Keyboard menu. 
See the chapter "Finder Interface" in Inside Macintosh: Macintosh Toolbox 
Essentials for more information about displaying custom icons. That chapter 
also provides information on how to use the bundle resource to associate 
these icons with your application. 
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