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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 nof 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

Page 22 of 30

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.
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What's New in Macintosh Human Interface From Apple

In previous years, the human interface guidelines were published in
Inside Macintosh, in Human Interface Guidelines: The Apple Desktop Interface,
and in Human Interface Notes. This book contains all the current human
interface guidelines pertaining to all types of products that work with
Macintosh computers.

In the current Inside Macintosh, you’ll find human interface information and
guidelines included in the individual chapters about each topic, such as

the Edition Manager or the Dialog Manager. These chapters also have
technical implementation information about the Macintosh Operating System.
Inside Macintosh doesn’t contain the philosophy of the Macintosh interface or
the rationale about how to use the interface elements properly, so to create
your product, you'll need Inside Macintosh and this book.

About Making It Macintosh

Making It Macintosh: Macintosh Human Interface Guidelines Companion is a
CD-ROM-based accompaniment to Macintosh Human Interface Guidelines.
Making It Macintosh contains animated examples of common problems
developers encounter when they implement the Macintosh interface, presents
solutions to these problems, and discusses how you can approach similar
problems. You can use Making It Macintosh and Macintosh Human Interface
Guidelines together, or you can consult each separately. For information about
, ordering Making It Macintosh, see the back of this book.

What's in This Book

This book contains three major sections. You can read it from start to finish or
use it as a reference in which to look up specific pieces of information that you
need to know. The paragraphs that follow describe the type of information
you'll find in each part of the book.

The Basic Philosophy

The first part of this book presents the key design principles and
considerations for developers to keep in mind when creating a product
that works with Macintosh computers. It suggests ways to incorporate
human interface into your product design and decision-making processes.
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It also describes how to involve users in your product design process to
ensure that you've built a product that serves your users well and conforms
to the guidelines.

The Interface Elements

The second part of this book defines various parts of the Macintosh interface.
It presents examples of the right and wrong ways to use interface elements
and behaviors and contains specific implementation information you can use
while you're creating a product. This part of the book also shows how to
combine interface elements with behaviors, aesthetics, and language to create
a superior product.

Appendixes

The appendixes provide additional information about the topics discussed in
this book. Appendix A describes resources such as professional societies and
conferences from which you can get additional information. Appendix B

is a bibliography that presents major works on topics discussed in the book.
Refer to this appendix when you want to find where to get more extensive
information or training on a topic such as color or menus. Appendix C
provides a checklist for you to use when evaluating your product to make
sure it meets the intent and purpose of the Macintosh human interface
guidelines. The glossary, which follows the appendixes, provides definitions
for terms used in the book. At the end of the book is an index, which will help
you locate information about specific topics.

Visual Cues Used in This Book

wig
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In this book you'll find visual cues to certain types of information.

m This symbol indicates an example of the correct way to use an
interface element.

m This symbol indicates an example that is OK or is an improvement to a
poor example. It would still be useful to consider making improvements to
this type of example.

m This symbol indicates an example of the wrong way to use an interface
element. It specifically calls out common mistakes.

m Boldfaced text indicates that a new term is being defined and that a
definition of the word appears in the glossary.

xxiii
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CHAPTER 10

Behaviors

Page Up

Pressing Page Up is equivalent to clicking the mouse in the upper gray region
of the vertical scroll bar. Pressing Page Up has no effect on the location of the
insertion point or any selected material.

Page Down

Pressing Page Down is equivalent to clicking the mouse in the lower gray
region of the vertical scroll bar. Pressing Page Down has no effect on the location
of the insertion point or any selected material.

286
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Before performing an operation on an object, the user must select it, usually
by clicking it, to distinguish it from other objects. Selecting the object to be
operated on before identifying the operation itself is a fundamental
characteristic of the Macintosh human interface. The pattern is usually
something like this:

1. The user selects an object (a noun, a thing to be operated on).
2. The user chooses an operation (a verb, the thing to be done).
This is often called the “noun-verb paradigm.”

There is always a visual clue to show that something has been selected. For
example, text and icons in a black-and-white environment usually appear in
inverse video when selected. In color environments, icons appear darker and
text is highlighted with the color the user set in the Color control panel. In
some situations, other forms of highlighting may be more appropriate. The
important thing is that there should always be immediate feedback, so the
user knows that the click had an effect.

Selecting an object never alters the object itself. Making a selection shouldn’t
commit the user to anything; there should never be a penalty for making an
incorrect selection. The user can undo any selection by making any other
selection or clicking outside the selection.

How something is selected depends on what it is. Although there are many
ways to select objects, the selection methods fall into easily recognizable
groups. Users get used to selecting objects in certain ways, and applications
that use these methods are easier to learn. Some of these methods apply to
every type of application, and some to only particular types of applications.

Selecting
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It's useful to distinguish among three types of objects—text, lists or arrays,
and graphics—because the user deals with each of them in a different way
when selecting them. Figure 10-14 shows an example of each.

Figure 10-14  Three ways of selecting information

Eighteen Holes

The red rocket blasted off to the moon on Tuesday. On Saturday the
space ship had (BRI many and everyone had played a
round of golf,

The moonscape offered many challenges to the lunar landers. Deep
craters, large boulders, and low gravity were all hezards of the

game.
2
Gl e e N ) |
Text
 Sales results: |
Flayor 1st Qtr 2nd Qb 3rd Qi

Yanilla $37,000.00] $35,000.00| $33,250.00

Chocolate 40,000.00; 37,500.00 41,000.00

Strawberry 11,550.00 12,950.00

Pistachio 22,000.00, 20,100.00]

Rainbow Sherbet 19,000.00 18,500.00 19,750.00

Orange Sherbet 35,750.00 36,000.00] 39,000.00

Total $258,250.00/ $254,890.00| $251,360.00

- T e T

Array

Graphics

Each of these three ways of presenting information retains its integrity
regardless of the context in which it appears. For example, a field in an array
can contain text. When the user is manipulating the field as a whole, the field
is treated as part of the array. When the user wants to change the contents of
the field, he or she edits the field in the same way as any other text.

Text can be arranged on the screen in a variety of ways. Some applications,
such as word processors, might consist of nothing but text, whereas others,
such as graphics-oriented applications, might use text almost incidentally.

Selecting 287
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Behaviors

It's useful to consider all the text appearing together in a particular context as
a block of text. The size of the block can range from a single field, asin a
dialog box, to the whole document, as in a word processor. Regardless of

its size or arrangement, the application sees each block as a one-dimensional
string of characters. Text is edited the same way regardless of where

it appears.

Arrays are tabular arrangements of fields. One-dimensional arrays are called
lists, and two-dimensional arrays are called forms or tables. Each field contains
a collection of information, usually text and possibly graphics. A table can be
easily identified on the screen as it consists of rows and columns of fields
(sometimes called cells) separated by horizontal and vertical lines. (Tables are
often implemented in spreadsheet applications.) A form is something the user
fills out, such as a tax form or credit-card application. Although the fields in a
form can be arranged in any appropriate way, your application always
considers these fields as being in a well-defined linear order.

Graphics are pictures, drawn either by the user or by the application.
Graphics in a document tend to consist of discrete objects, each of which can
be selected individually.

The sections that follow discuss the general methods of selecting and the
specific methods that apply to text applications, graphics applications,
and arrays.

Selection Methods

This section describes various selection techniques: selection by clicking,
selection by dragging, extending a selection, and discontinuous selection.
Figure 10-15 shows some of the methods.

Figure 10-15  Selection techniques

Clicking B selects B. A . O O <>
A B C D E

Range selection of A through ' A . . ' O <>
C selects A, B, and C. | !

W g TR D E
Discontinuous selection. /TN
(Range selection of A, B, and A . U/
C is extended to include E.) A B c D E

288 Selecting
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Selection by Clicking

The most straightforward method of selecting an object is by clicking it once.
Icons and most other things that can be selected are selected in this way. The
user positions the pointer over the desired object, then presses and releases
the mouse button.

Selection by Dragging

The user selects a range of objects by dragging through them. Although the
exact meaning of the selection depends on the type of application, the
procedure is always the same:

1. The user positions the pointer at one corner of the range and presses the
mouse button. This position is called the anchor point of the range.

2. Without releasing the mouse button, the user moves the pointer in any
direction. As the pointer is moved, visual feedback indicates the objects
that would be selected if the mouse button were released. For text and
arrays, the selected area is continuously highlighted. For graphics, a dotted
rectangle expands or contracts to show the range that will be selected. If
appropriate, the view should scroll to allow extending the selection beyond
one window.

3. When visual feedback shows the desired range, the user releases the mouse
button. The point at which the button is released is called the active end of
the range.

Changing a Selection With Shift-Click

A user can extend a selection by holding down the Shift key and clicking the
mouse button. This action is called Shift-clicking. Exactly what happens next
depends on the context.

In text or an array, the result of the Shift-click is always the selection of a
range. The position where the button is clicked becomes the new endpoint of
the range. If the user Shift-clicks within the current range, the new range will
be smaller than the old range. Usually, if the user then Shift-clicks in another
location, the additional data is included in the selection. In arrays, however, a
different paradigm can be implemented in which the selection always moves
from the current cell to wherever the user Shift-clicks, changing rather than
extending the selection. This model works only in applications such as arrays,
where the current cell is highlighted and the user can always see the active
cell. In this case, the user always knows the fixed point from which the
selection will start.

Selecting 289
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Extended selections can be made, even across the panes of a split window.
Figure 10-16 shows the effect of extending and shrinking a range of text using
Shift-click. - :

Figure 10-16  Expanding and shrinking a text selection

The selection ——————— R s s
later if there is timefenough. (Shaw)

1. Shift-click here.

2. The selection expands. rthing happens to everybody sooner or

R RV CRCRINIE cnough. (Shaw)

7thing happens to everybody sooner of
: PR CRERRIIE cnough. (Shaw)
3. Shift-click here, ————————

4. The selection shrinks. verything happens to everybody sooner of
L if there is time enough. (Shaw)

There are two methods for extending a continuous selection using Shift-click:
the addition method and the fixed-point method. The addition method

is based on adding new text to a current selection. The fixed-point method
establishes a fixed location for the insertion point and allows the user to
extend the selection on either side of the fixed point. Figure 10-16 illustrates
the results of three consecutive steps in both the addition method and the
fixed-point method.

Figure 10-17  Extending text selections using the addition and fixed-point methods

Addition Fixed Point
model model
Setting insertion Thislis some This[is some
point sample text sample text

Extending selection
to the right

WNEis some
sample text

Extending selection
to the left
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