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Introduction &7}

iPhone and iPod touch are sophisticated devices that combine the revolutionary Multi-Touch
interface with powerful features, such as email and instant-messaging capability, a full-featured
web browser, iPod, and, in iPhone, a mobile phone. iPhone OS is the system software that runs
on iPhone and iPod touch. With the advent of the iPhone SDK, these powerful features are
extended to include significant developer opportunities. In addition to creating web content for
use on iPhone OS-based devices, developers can use the iPhone SDK to create native
applications people can store and use on their devices.

iPhone}iPod touchZ2RE 7 £apEHIE R RE N BN RRRHRIRE  HE S 7 BN Sl
4. BIRTEI0RE. £MREMENLERE. IPodE/RIEMER. LAIKiPhoneAE———\Zz)#1E. iPhone
OStERRGF K Hiz1TFiPhoneRiPod touch, fEBIFiPhone SDKAYZISE , ABLLsm KHFIERIY BHRE,
IR AENE. BrTEiPhone OSIRE AR EIENTAS , FABEILAUERiPhone SDK3k
BIEAN ARER , RAIEERCRIRE L SER.

Read this document to learn about the range of application types you can develop for iPhone
OS and the human interface design principles that form the foundation of great iPhone
applications. In this document you learn how to follow those principles as you design a
superlative user interface and user experience for your iPhone application. Whether you’ re an
experienced computer application developer, an experienced mobile-device application
developer, or a newcomer to the field, the guidelines in this document will help you produce
iPhone applications users want.

FEHEARSARATLAZ , BEiPhone FFAREFMEAERINAERER , SRBLUMALTEPhoneNERZFAERAIA
MFEERHREN. EXANAPIRE AZRTERIPhonei@ I BRI ANFREmS AP AR , iiEEE
BEXERITRL. TeRERLRNKERRRATAE  EREEERNBNRENREFTAE
BERMHF  ARITSSISH B REIERFEZRiPhoneNEER.

Note: This document briefly summarizes web-based development for iPhone OS-based
devices. For more in-depth information specific to designing web content for these
devices, see iPhone Human Interface Guidelines for Safari Reference Library.

E AR T FTET iPhone OS %A Web BFFR. XTFEIIAXLIREIRIT Web IE
BIRNEE , 2WiPhone Human Interface Guidelines for Safari Reference Library.,

Organization of This Document X E4513

iPhone Human Interface Guidelines is divided into two parts, each of which contains several
chapters:

“iPhone AHIRESS!" PAMNED  SEEETED !



The first part, "Planning Your iPhone Software Product” describes the iPhone OS environment
and the types of software you can develop for it. It also covers fundamental human interface
design principles and describes how to apply these principles to the design of your iPhone
application.

$—H5 : "MRIRAIPhoneiRIEF=E" , AT iPhone OS FRATBURARTTLU#TFFARAVRIELE
EITEE T EMB AR RN AR AME A XL RN TiPhone NAER.,

The second part, “Designing the User Interface of Your iPhone Application,” delves into the
components you use to create the user interface of your iPhone application. It describes the
various views and controls that are available to you and provides guidance on how to use them
effectively.

ETERS - "RiHRIPhone N FIRZFRIAF RE", IRAIIC T BRLAT I iPhone NARFAFRE
BYEM | FHEA T A BRISFMRER A AR ANE B 2R e AR

See Also

To learn how to code your iPhone application, read:
B iPhone Application Programming Guide

To learn about designing a web application for iPhone OS-based devices, read:

miPhone Human Interface Guidelines for Web Applications



Planning Your iPhone Software Product

HMERBiPhone 475

This part of iPhone Human Interface Guidelines describes ways to think about designing and
developing software for iPhone OS. Read the chapters in Part I to learn about the different
types of software you can develop for iPhone OS and the design principles you can use to
inform your work. You' Il also learn how to apply those principles to specific aspects and tasks in
your application, so you can create a superlative product that provides an intuitive and
compelling user interface.

&R iPhone AMAEIRIHS S ##A T iPhone OSTHRMARITEFRNGE, FIEE oKL ET
AJLAT ##ZliPhone OSTAJLAFF AR 42BN EANMAETR B P X IR RR. {RERTLAZF YN
AEARRE T PN AXLRITRN |, KEReIZES S ARG AP AEREr- &,



CHAPTER 1
The iPhone OS Platform: Rich with Possibilities
iPhone OS¥E 4 : FEHOTREM

iPhone OS supports numerous types of software, ranging from webpages that users view in
Safari on iPhone to iPhone applications that run natively on iPhone OS-based devices. This
chapter outlines the different types of software solutions you can create for iPhone OS-based
devices.

iPhone OSSTIFHRSTIEAIM , MBFTEIPhone LiEid safarill i es B ERIM TR I #EiPhone OSig
| LIETEUNAIPhone N RiERF. X—ETHHE T AREENRGMERL R |, (RATLIARRITET
iPhone OSEZHNRE

If you' re new to the platform, be sure to begin with the summary of differences

between iPhone OS-based devices and computers given in the first section, “Platform
Differences to Keep in Mind.” Although the information in that section is not comprehensive, it
touches on the issues you need to be aware of as you design an iPhone application.
NBRENNIEZALX NS |, B5EERLLIPhone OSHEMINIREIIBIERAITAHENIREZIE
NEFE. RE "FHICFEHYE" BMETRIGEAZREE  BREMERNEE , 2IRERLT
iPhone FRFEFFRT /G EEHY.

Then, to help you plan an iPhone application, this chapter describes ways to think about
different application styles and the characteristics that define them. This chapter also describes
how some of the bundled Mac OS X applications were transformed into versions appropriate
for iPhone OS. If you have an existing computer application you' d like to refashion for iPhone
OS, understanding this process is key.

AT IR —NPhoneNBRER , X—EWNE T —E5EK T BABNXISHRERF B I0FLE.
X—ETBNME T UG SMac OS XRGHRSPHIN e i #apiE A T iPhone OSRFRIMRA. GNRIR
BEE— M EENEEFEFEATiPhone OSES , ERXMITERIFE XM,

Device Characteristics to Keep in Mind FEIZFE5FE

An iPhone OS-based device is not a desktop or laptop computer, and an iPhone application is
not the same as a desktop application. Although these seem merely common-sense statements,
it is nonetheless paramount to keep them in mind as you embark on developing software for
these devices.
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—METFiPhone OSHIREAR— M REE —SEICAHEM. IPhone NARFAFRT— I REMNA
B, REXEETHRGEE  BREZENEIMEFHXERERITRMARIIR , (FEKE(IFC
EOE.,

Designing software for iPhone OS-based devices requires a state of mind that may or may not
be second nature to you. In particular, if the bulk of your experience lies in developing desktop
applications, you should be aware of the significant differences between designing software for
a mobile platform and for a computer.

7ETFiPhone OSEFRIRFRITRH-FRE—FELEIRNTS | XFBYENSIRERBERRIB AR , TH
BIRZAMENERARKIFR  ARMZEIREIABNRE AR R —RFRY.,

This section summarizes the concrete differences that have the highest potential impact on
your design decisions. For detailed information on how to handle these and other issues in your
iPhone application development process, see iPhone Application Programming Guide.
X—ETHEN—LERER , BRANTEESFMENRANIRITRR, X TFEMRRiPhone NIRRT
RIS FEPANE A X LRI B A4 TS |, B EEJiPhone Application Programming Guide,

Screen Size is Compact FER 2SR

The small, high-resolution screens of iPhone OS-based devices make them powerful display
devices that fit into users’ pockets. But that very advantage to users may be challenging to you,
the developer, because it means that you must design a user interface that may be very
different from those you’ re accustomed to designing.

NG5, ERYEREREMNIPhone OSIREEEAIAA T HLIBIAERE DRNIEEANETRE. BE
=R —PMREFREFRTATER ML, EAEERERGRITT— N SIRZAIRNRI T2~ —HF
RRFAE.

Keep in mind the screen size of 480 x 320 pixels and use that as a motivation to focus the user
interface on the essentials. You don’ t have the room to include design elements that aren” t
absolutely necessary, and crowding user interface elements makes your application
unattractive and difficult to use.

ICERBRIRT 480 x 320 &R , FRFEATETRAFERITHENN. RERETEERETR
ERBERIT TR | ERAPREENE TRFREEAEWNAZEE.

Memory is limited REEERA

Memory is a critical resource in iPhone OS, so managing memory in your application is crucial.

Because the iPhone OS virtual memory model does not include disk swap space, you must take
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care to avoid allocating more memory than is available on the device. When low-memory
conditions occur, iPhone OS warns the running application and may terminate the application if
the problem persists. Be sure your application is responsive to memory usage warnings and
cleans up memory in a timely manner.

RFRiPhone OSE—MRInBEENEIR. FILARGFEERERIVEFRITEIFEEE , EAiPhone OS
IR AR BRI E). (RS R ERER. SRFARE , iPhone OS&XY
[EEETHEFRERE  NRATKEEIHR , eRRILZER. BRIFNEFRRENRFERREE |
FERERYBERFAEL,

As you design your application, strive to reduce the application’ s memory footprint by, for
example, eliminating memory leaks, making resource files as small as possible, and loading
resources lazily. See iPhone Application Programming Guide for extensive information about
how to design iPhone applications that handle memory appropriately.

SIRRIHRRVERFRIRHE | RERONARERFIIAFIUAR. FId0 , BRAREGE | BOSRSERN
IEEEHEIR, EEXTiPhonefEFigit ERIRFIE(ERiES% Phone Application Programming
Guide,

People See One Screen at a Time F—AEHEFRRE—ERE

One of the biggest differences between the iPhone OS environment and the computer
environment is the window paradigm. With the exceptions of some modal views, users see a
single application screen at a time on an iPhone OS-based device. iPhone applications can
contain as many different screens as necessary, but users access and see them sequentially,
never simultaneously.

iPhone OSIMEAITEHIMERAN— M KAETEEN. FRTHEENMER , iPhone OSEF
FERREERE— T NAEFREN. iPhoneNREFEVEMRILIBMNREARNED  BRERE
REIFHANAETERIE— , MAERNES.

If the desktop version of your application requires users to see several windows simultaneously,
you need to decide if there’ s a different way users can accomplish the same task in a single
screen or a sequence of screens. If not, you should focus your iPhone application on a single
subtask of your computer application, instead of trying to replicate a wider feature set.
MRNARFNAERAFEEAERNEEARNED | (FREREEAEAENSNTLUEERE
ERNMEOSE—MESNEO T emERNES. MRATLL , (REIZERRYIPhone N FFEF/EA{R
HEIEFN— M RRNTFES | MARKEMR— T SHIIRESENES

People Interact with One Application at a Time —XRFI—MEFERZE
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Only one application is visible in the foreground at a time. When people switch from one
application to another, the previous application quits and its user interface goes away. Prior to
iPhone OS 4.0, this meant that the quitting application was immediately removed from memory.
In iPhone OS 4.0 and later, the quitting application transitions to the background, where it may
or may not continue running. This feature, called multitasking, allows applications to remain in
the background until they are launched again or until they are terminated.
BRRABE—TNAEFETERNS. BAFN—NARFTREIB— M NARF , ZRIRNBEER
SR , AFRFREHESEK. fiPhone OS 402581 , IRENAREFEWREREFEFLAIMNREFIER.
fMiPhone OS 4.0R Z/FHIRA , IREFINARFETERIES  EIRERRTER, XMHE , &
WME "2552"  HERITNARFBRES  BERICIBXRARSRTTE R4,

Note: Multitasking is available on certain devices running iPhone OS 4.0.
TR : &{TiPhone OS 4.0/9iR & LRI T ERXZLIE,

Most applications enter a suspended state when they transition to the background. When
people restart a suspended application, it can instantly resume running from the point where it
quit, without having to reload its user interface.

HENGEN , KSHNAEFESWKEE. SRFEREH— T WEENNAREF | ZEFRBIZIE
AREEIRSR  AEAEEERAFRE.

Some applications might need to continue running in the background while users run another
application in the foreground. For example, users might want an application that plays audio to
continue playing even while they’ re using a different application to check their calendar or
handle email.

ZRAFPENAERABIIMINAREFE  —EEEaRNNAREFI SRS T. fIil , AFRTURESFHE
St MERAERNERES B DR AET |, N TR e SRS,

To learn about how multitasking can impact your application’ s behavior, see “Accommodating

Multitasking” (page 46).
TRZ R RN RRERIT AN , L “Accommodating Multitasking”

Onscreen User Help is Minimal FE _FRFAFEEISIME

Mobile users don’ t have the time to read through a lot of help content before they can use
your application. What' s more, you don’ twant to give up valuable space to display or store it.
A hallmark of the design of iPhone OS-based devices is ease of use, so it" s crucial that you
meet users’ expectations and make the use of your application immediately obvious. There are
a few things you can do to achieve this:

13



BRPEER— MEF RS HRSHBRRIE—RHERNRIREX . MREREATERRESE
RNTREBFRETXLERS. iPhone OSIRERIRIHZORTFA. FILIBERFEX , HIRIERF
EREREMEM , RREEN. UTE—EHERT

m Use standard controls correctly. Users are familiar with the standard controls they see in the
built-in applications, so they already know how to use them in your application.

IEHfERNERY. BPNT—EREREETORE. FrbiIELENAER e ERIERE.

m Be sure the path through the information you present is logical and easy for users to predict.
In addition, be sure to provide markers, such as back buttons, that users can use to find out
where they are and how to retrace their steps.
WRIMKENERBEN T ERAERRETLSETU. S5, BH—ERC , ffEERRE  BF
LA EREEIENRREMEHF BIREIRE E—F,

What Are Your Options? {REVIEERHA

Before you decide how to present your product to iPhone OS users, you need to understand the
range of options you have. Depending on the implementation details of your proposed product
and its intended audience, some types of software may be better suited to your needs than
others.

EIRREIIRiIPhone OSEFPMAIRAIFmMZA , RBR T HMRIMBEIN—RIIEE., RIERIOBFR™
mIFEEXFIEREBESF | — B AR BIrARERIIEK.

This section divides software for iPhone OS-based devices into three broad categories,
primarily based on implementation method. Roughly speaking, you can create:
X—#B55&iPhone OSIRERMD A=PHHEE , FERRTII A, HERER , IRFTLUBS
@UED

m An iPhone application, which is an application you develop using the iPhone SDK to run
natively on iPhone OS-based devices.

iPhoneRI M4 , {RETLAERiIPhone I A TEEF RFEiPhone OSig# _E BINEITHIRI AR
.

m  Web-only content, including web applications, which are websites that behave like built-in
iPhone applications.

RERTHMEAE , BIEWEBNARER , —MBUIFGEANTiPhoneNAIARIMES A,

14



m A hybrid application, which is an iPhone application that provides access to web content
primarily through a web-content viewing area, but includes some iPhone OS user interface
elements.

BENARE 528 3iPhone OSAEFRHETREAIIPhoneNEER , BRILIBEMNITMERNES
MEEE.

iPhone Applications iPhoneiz FB4{4

iPhone applications resemble the built-in applications on iPhone OS-based devices in that they
reside on the device itself and take advantage of features of the iPhone OS environment. Users
install iPhone applications on their devices and use them just as they use built-in applications,
such as Stocks, Maps, Calculator, and Mail.

iPhone N AAEFEIERMFEEETPhone OSHIREBNNERF—1F | BNIFETREASFHEEF
FliPhone OSTRITHEEMSS. RAF&AiPhoneN FIFEFFIEMBAIAYIRE LM B ERMIGERRARNE
BRER , GNBRE | HE , ITERRFERFE—HF.

An iPhone application is quick to launch and easy to use. Whether the application enables a
task like sending email or provides entertainment to users, it is characterized by responsiveness,
simplicity, and a beautiful, streamlined user interface.
—NiPhonefI N AREFREREENHESTZERN. TERBENAXHBHERRAIRT , XM NHERE
FrRVSRNIZ R RIEBA |, EELAR A FREES R,

Web-only Content RIEHFMEAE

You have a few different options when it comes to providing web-only content to iPhone OS

users:

FENAARRED , SFAIREMNBAENIPhone N EIER.

m Web application NMENAEF

Webpages that provide a focused solution to a task and conform to certain display guidelines
are known as web applications, because they behave similarly to the built-in iPhone OS
applications. A web application, like all web-only content, runs in Safari on iPhone; users do not
install it on their devices, instead they go to the web application’ s URL.

M, EEAEMTHEEPhone OSHRERR , ERETIESHNBRSER , ASNEEFNER
ASBRE—8. — \WRNAERERF , HREEEPhone EfYSafari HiEfT , AP AEEIBMEIIRERNE
gL, RFEHENKTIN BRI,

m Optimized webpages {E{LHIME

15



Webpages that are optimized for Safari on iPhone display and operate as designed (with

the exception of any elements that rely on unsupported technologies, such as plug-ins, Flash,
and Java). In addition, an optimized webpage correctly scales content for the device screen and
is often designed to detect when it is being viewed on iPhone OS-based devices, so that it can
adjust the content it provides accordingly.

R TR LA R B T T iPhonefUsafari £ ( —EAISMITERIRGS , —RREABCSTHAIB |, GBIt |,
FlashflJava ), Itt5 , BARCAIRMTA LAGEIMR I MiZfFaiRENER |, AR ATLENE (&
Ht&iMUser-Agent(UA) , FEEERNS. ) HEEiPhone OSIRE FIFMER , BERHEESRIERR
=)

m Compatible webpages F&EKNXA

Webpages that are compatible with Safari on iPhone display and operate as designed (with the
exception of any elements that rely on unsupported technologies, such as plug-ins, Flash, and
Java). A compatible webpage does not tend to take extra steps to optimize the viewing
experience on iPhone OS-based devices, but the device usually displays the page successfully.
iPhonefysafari_ ERUFREM AN ETANEFRERIRITTE—H (R T —EAIIMITTR AN RERSTIFAIR
A &i@H | flashfjava ), —NRERIMITF AR TREEIMITBREMAETiPhone OSHIIRERY
ML , ERiPhonelRFBE B/~ IUHEMKI.

If you have an existing website or web application, first ensure that it works well on iPhone OS-
based devices. Also, you should consider creating a custom icon users can put on their Home
screens using the Web Clip feature. In effect, this allows users to keep on their Home Screens a
bookmark to your website that looks like a native application icon. To learn more about
creating a custom icon and how to make web content look great on iPhone OS-based devices,
see iPhone Human Interface Guidelines for Web Applications.

INRIFE—N EFERINUEE NN RRER | B/ciREEELlIPhone OSRURE HIE(FRYF. LIk,
RMIZEBEIE— T EEXER , (ERFEERZNRAYEIIEEZKER , MEEFSE L. LRt , X
RPEMINERS LREMUEAIBE | MEERNERINRREFNER. ETHRESXTEENX
BRI NN A NI A B EIRE L ERRFE 15&Phone Human Interface Guidelines for Web
Application,

Hybrid Applications E&R 2R

With iPhone OS, you can create an application that combines features of native applications
and webpages. A hybrid application is a native iPhone application that provides most of its
structure and functionality through a web viewing area, but also tends to contain standard

iPhone OS user interface elements.
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f£iPhone OSE |, {REECIE—NMEE AN AR RN AERF. BENARERZE— 1 iPhone
RN FRFER  HiEd Ml E X R AR S MR HAEFFRIZSAFNI0RE B 2tnERIiIPhone OS
RFAFRETE.

A hybrid application gives users access to web content with an element called a web view
(described in “Web Views" (page 104)). Precisely how you use a web view in your application is
up to you, but it s important to avoid giving users the impression that your application is
merely a mini web browser. A hybrid application should behave and appear like a native iPhone
application; it should not draw attention to the fact that it depends upon web sources.
BENAEFAETHEP—MERMITASHIAL , EMERERITE (| "Web Views” thEf#EiA
SMEITER FRFE R LIZ M BT £ BUR TiIRITE | (BEENREREGRAF—MZNRRER /':\'zE'Eﬁ\JJ
NSSERRIENSR ., IRE N BREFNIZEERE T AT ETFiPhone XN R F—FF | FEANIZEGER
DEPERBTRNERIRL.

Three Application Styles =N KRN FRERF

This document identifies three application styles, based on visual and behavioral characteristics,
data model, and user experience. Before you read further, it s important to emphasize that
these varieties are named and described to help you clarify some of your design decisions, not
to imply that there is a rigid classification scheme that all iPhone software must follow. Instead,
these styles are described to help you see how different approaches can be suitable for
different types of information and functionality.

XERSEN T SMMNARFINGE , RETURMTHEE  $UEEE ARG, TH—LSRIEZ
Al , BRENRXAZHGENEE  EEMEEBTBRITRE | AAEREXEE— M FAiPhonef 4
HHMERIN—MENRID RS R, AR , XEFEAR LASBIRT BARRITET LUERTARREZE
BRYEEFIINEE.

Note: Bear in mind that application style does not dictate implementation method. This
document focuses on designing native iPhone applications, but the application styles
explored here can be implemented in web or hybrid applications for iPhone OS-based
devices.

iE iEICE  NARFRISEANRESLEGE | L EXBRSUSH T E FiRTTiPhone it FHFE
F , (BERNAREFNXUSRREB I LUAENREE B S N FEFEELE,

As you read about these three application styles, think about how the characteristics of each
might enhance your proposed feature set and the overall user experience you plan to deliver in
your iPhone application. To help you discover the combination of characteristics that best suit

17



your application, keep the following questions in mind as you learn about different design
styles for iPhone applications:

HIREFNEX=NAERAER | NS IES S —MFIESRIETHRARRIMRE | LURREFEEZ
iPhoneN FRFEFFHATRERZEINNA AR, AT HBIRANRES TRNARFIHE  BicETEN
[BRR , HIRFIXFiPhoneR FEFRIAR IR IR

m What do you expect to be the user’ s motivation for using the application?

(RFAERF ERZNAERRIEMA ?

m What do you intend to be the user’ s experience while using the application?

(RIBELL AP AR S thEZ N R AT ?

m What is the goal or focus of your application?

ZNAREFRITHIBRESE REREMFA?

m How does your application organize and display the information people care about? Is there
a natural organization associated with the main task of the application?

RO FRRERFRUNEERNZRAIRONER ? R — 1 BANABRSNBEFNEEESEX
B ?

Productivity Applications &= iR

A productivity application enables tasks that are based on the organization and manipulation
of detailed information. People use productivity applications to accomplish important tasks.
Mail is a good example of a productivity application.

=N HEENTE R AR TR BIME R T ARFIRFRIES . AMEREFHHEEERF A ERRES.
HREE— N KT DB E FFRIRIFRIGI T

Seriousness of purpose does not mean that productivity applications should attempt to appear
serious by providing a dry, uninspiring user experience, but it does mean that users appreciate a
streamlined approach that does not hinder them. To this end, successful productivity
applications keep the user experience focused on the task, so people can quickly find what they
need, easily perform the necessary actions, complete the task, and move on to something else.
MR ENAREREE DHEFN HTRRE , —MER  REERENAFERE. Bk
EERERFPMERDSMIRNRERERZE, ALt , RIS DR NS AP ARERE
FES L EAMITUREEEMIFTEN A | S2RTLERTE , TRES | FREBRIBINS
L.,

Productivity applications often organize user data hierarchically. In this way, people can find
information by making progressively more specific choices until they arrive at the desired level
of detail. iPhone OS provides table elements that make this process extremely efficient on

18



iPhone OS devices (see “Table Views” (page 89) for more information about these user
interface elements). Figure 1-1 shows an example of this type of data organization.

S NHEEFREE S B ANRFEE. X, AMITUBEERLHEE NEFIEREEELER |
EEENAMAIMEIERNFMIERE., iPhone OSIRMHAYRIETTER | EX—HENMENS (ESXTHF
FEITRAER , W "Table Views" ), Ell-187R 7 XMEIRALLEEAIGIF.

Figure 1-1 Productivity applications tend to organize information hierarchically
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Typically, the user interaction model in a productivity application consists of:
AP iRE R FRIBA PR EREE S

= Organizing the list ZIIZR£H4R

m  Adding to and subtracting from the list5!|Z=AYIER,
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m  Drilling down through successive levels of detail until the desired level is reached, then
performing tasks with the information on that leveliZx54R{tEE EZIFTEIEEANFMIZRE , AT
XM AR BIRIESS

Productivity applications tend to use multiple views, usually displaying one level of the
hierarchy per view. The user interface tends to be simple, uncluttered, and composed of
standard views and controls. Productivity applications do not tend to customize the interface
much, because the focus is on the information and the task, and not as much on the
environment or the experience.

SN AREFIETERZIME  BERESMIBEET—MRIINER. BRAERETE
i FERERNRENEEER. £ NEBNARFAAMETEEXAE  BARNEETEEN
15, MAEREHARR,

Among all types of iPhone applications, a productivity application is the most likely to supply
preferences, or settings, the user can specify in the Settings application. This is because
productivity applications work with lots of information and, potentially, many ways to access
and manage it. It' s important to emphasize, however, that the user should seldom need to
change these settings, so the settings should not target simple configuration changes that
could be handled in the main user interface.

EFTBRY iPhone NARERFRY , £ NN AREFERETE "RENAER" FREEKNAR
EMEEIRERE. XERAEF DN AEFGCEEAENER | AmtbmMErShiEknaneg
EHEll. FE8EANE  AFAROFEERIXYIRE | Tl , XERERNZMERERRERFERER
EERECE M.

Utility ApplicationssSEFH T 2%

A utility application performs a simple task that requires a minimum of user input. People open
a utility application to see a quick summary of information or to perform a simple task on a
limited number of objects. The Weather application (shown in Figure 1-2) is a good example of
a utility application because it displays a narrowly focused amount of information in an
easy-to-scan summary.

IHATIERFATHITESRN  ROFEBFBANES. MBTH— I ITAIERFEATEE R
REEEREE  ENERNLDINSRIUT—DERAVERE, XPRSTURER (EL-2 ) 2—MRIF
HBF , BAEBE—RINERUA—MRSERSHN S EREE,

Figure 1-2 Weather is an example of a utility application S5k , ScFEATEEFZEM
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Utility applications are visually attractive, but in a way that enhances the information they
display without overshadowing it. People use utility applications to check the status of
something or to look something up, so they want to be able to spot the information they’ re
interested in quickly and easily. To facilitate this, a utility application’ s user interface is
uncluttered and provides simple, often standard, views and controls.

TATERERFE XS, EREREMEE LEEATHRENNER. AMIEAIATERERXE
BERSEEEN LR, UMENFEREBREERNEREIMIIBENGEE. ATERX—R , —
PMLRTIEERNBFRFREGMES  EinfE , W8, 20 ERFR—.

A utility application tends to organize information into a flattened list of items; users do not
usually need to drill down through a hierarchy of information. Typically, each view in a utility
application provides the same organization of data and depth of detail, but can be served by a
different source. In this way, users can open a single utility application to see similar treatments
of multiple subjects. Some utility applications indicate the number of open views; users can
navigate through them sequentially, selecting one view after another. Figure 1-3 shows an
example of this type of data organization.
—"LAIEEFFESE—EERERN—RTFHBIIRNELT . BRAEERET— M5B/
BREEFRN. BE , ALAIEERFTE MR | 2XKEAR  BREIEM T —MERAGE
KMESEIIRNAET. BFATLETA— 82 MITATIEREFREENEEWZERIEML, —5sE
BIEEFETMEEOHE  BRILMORES. E1-358 7 IXSERERGAZ=M.

Figure 1-3  Utility applications tend to present data in a flattened list
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The user interaction model for a utility application is very simple: Users open the application to
scan a summary of information and, optionally, change the configuration or source of that
information. Utility applications may need to support frequent changes to configuration or
information source, so they often provide a small set of such options on the back of the main
view. Users tap the familiar Info button in the lower-right corner of the main view to see the
back. After making adjustments, users tap the Done button to return to the front of the main
view. In a utility application, the options on the back of the main view are part of the
functioning of the application, not a group of preference-style settings users access once and
then rarely, if ever, again. For this reason, utility applications should not supply
application-specific settings in the Settings application. Figure 1-4 shows how the Weather
application provides configuration options on the back of the main view.
IATERFAFPXEREEIFERS | ARIAEFNSEREE  AitENENERESERERKE.
IATERFIRFEIFRENEERRNAER. FUEBINRE T —RIRNEEEERSERY
Bla. ERERTEXRATANGERRBHANEEUE. StMFER  BRET "5k ZEREZIE
HUE, AXATERERFL , TXETENEEEFETH—EY  MAR—ESHRE. Eit, X
RAIERFANZEH—LSEREFRER "FAKRE" BFE, Bl4B R 7 RSMRRAATUESH
AIEC B IETR,

Figure 1-4  Users can make adjustments on the back of Weather
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Immersive Applications =T N AR

An immersive application offers a full-screen, visually rich environment that' s focused on the
content and the user’ s experience with that content. People often use immersive applications
to have fun, whether playing a game, viewing media-rich content, or performing a simple task.
—NURANBAEFRET 2R | ARFENRE , AEETTRASTNRAPNTRERE. AIE
RSN ARFERS , ik  EERFASHERIT—IMERES.

It' s easy to see how games fit this style of iPhone application, but you can also imagine how
characteristics of immersive applications can enhance other types of tasks. Tasks that present a
unique environment, don’ t display large amounts of text-based information, and reward users
for their attention are good candidates for the immersive approach. For example, an application
that replicates the experience of using a bubble level works well in a graphics-rich, full-screen
environment, even though it doesn’ t fit the definition of a game. In such an application, as in a
game, the user’ s focus is on the visual content and the experience, not on the data behind the
experience. Figure 1-5 shows an example of an immersive application that replicates

an actual experience and enables a simple task.

REZ RN PIEAXFRREAYIPhonefeF , (BRIRBILIESR—TXMITRIEFNEIRT
HithKBRESHIRT. MEVEFEAINERRGESRE—EENZR  MARETR—KHERIN
KAMER , URALERZUIRS EERE. fil , —EFKESENER  JUE— BEFE | £F
MR NETRY , B EREEREN A— Nk, GXE—MERF , sil— Nk  ERBEER
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NEFERTASTINRAR £, MAREREIEE. BL-56F BRI BA— N ESSRIRKE RS
R—MEEBRAMESS.

Figure 1-5 An immersive application doesn’ t have to be a game
RN BREFA—EREE— MK

e
1 -45°) = |

Measure against this edge

Note: Although applications that launch in landscape orientation should launch so that the
Home button is on the right, the Bubble Level application shown above in Figure 1-5
launches in the opposite orientation. This ensures that the physical buttons on the edge of
the device don’ tinterfere with the measurement. See “Starting” (page 45) for more launch
guidelines.

T REAEMEFEFNEREENEGR  BERX MK FREEFNEURHR LS. XMHRT
UTFAFAMBBREASFMRT. BEZEMRITESIN "Starting” &,

An immersive application tends to hide much of the device' s user interface, replacing it with a
custom user interface that strengthens the user’ s sense of entering the world of the application.
Users expect seeking and discovery to be part of the experience of an immersive application, so
the use of nonstandard controls is often appropriate.
—NLRIVER—RESREARIIRERFFE , B—MrER SRS REREHNERRIR
. ERAERSFINRRAIIEEMATEEF RGN —E85 | FILAER—LIRRERE AR IR R0,

Immersive applications may work with large amounts of data, but they do not usually organize
and expose it so that users can view it sequentially or drill down through it. Instead, immersive
applications present information in the context of the game-play, story, or experience. Also for
this reason, immersive applications often present custom navigational methods that

complement the environment, rather than the standard, data-driven methods used in utility or

productivity applications.
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TURTVEF LI FECITARIEE  ERENBEASRENREN  LERFREAEEEMR. Bk |
TURIEREU—MImE , HSENRERSICRENER. Bt , MEVEFEEEWNRITERTE
M51SHE | FRARERRIZRINTE | MARGESLR T RESE Dl TEERBM LSRR
7t

The user interaction model for an immersive application is determined by the experience the
application provides. Although it" s not likely that a game would need to offer
application-specific settings in Settings, other types of immersive applications might.
Immersive applications might also furnish configuration options on the back of the main view.
TR TR PRI P R EAREL R B N AR AR AR TR ERT, REFNBMFIIZEEF AT EE

"RE" MAREFFERMTERE  EEMEENNEANARFIREERER. =N AEFRBALL
EENEERRHEEE.

Choosing an Application Style
EE— NN AERER

After reading about productivity, utility, and immersive application styles, think about the type
of information your application displays and the task it enables. In theory, the type of
application you should create is obvious to you and you' re ready to get started; in practice, it'
s not always that simple. Here is a hypothetical scenario to consider as you make your decision.
RS DiEE. SEATR, MREFZE  FR— TMrIEFERIMEE R MEETRAES.
BEig bR, (RZITIRERRENZERR THRINERESS LFHN. BRI EHSBEHAER, XB
B— MBI RHREE,

If you have a subject you' d like to explore, think about the objects and tasks related to it.
Imagine the different perceptions people have of that subject. For example, consider the
subject of baseball. Baseball brings to mind, among other things, teams, games, statistics,
history, and players. Baseball is probably too extensive a subject for a single application, so
consider just the players. Now imagine how you might create an application that relates to
players—for example, using their likenesses on baseball cards.

MRFE—NFERRNIE | FR—THEEXNSEY , BR—T AN TFXIMENFREZE. F
an, —MEXERIRE , BEREGRIEERENE | LR | FIHEUE |, [HE , IR, WF—MEF
kit , BERE—MREIZAVER , NRAFBIKR , BR—TMRAIEERITTHI— N SKRBXAER | 6
SNRJ AR FB— ™M I TR R EE.

You could develop a productivity application that helps serious collectors manage their
baseball card collections. Using list-based formats, you could display cards in a hierarchy of
teams, then players, then seasons. In the most detailed view, you could give users the ability to

note where they acquired the card, how much they paid for it, its current market value, and how
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many copies they have. Because the focus of this application is on the data that defines the
collection, the user interface streamlines the tasks of seeking and adding information.
{RETLAFF R —NEF- D HEENE R S BN BRLL KU e AR E IR IRV IR R, (SRR | IRATLUR
BAME , BRR , BEXERIFRAS R, BAN—R | (R LULAPAEMMEEBERSI KR |
T E0% , eBRIINHRN , BEOMEL. BAXMEFRERZXN TUGEEIERENX , AR
FEAEXMES SIS SR TEE IR,

You could also develop a utility application that displays the current market value of particular
baseball cards. Each view could look like a baseball card with its current value added to the
picture, and the back of the view could allow users to select specific cards to track and display.
The focus of this application is on individual cards, so the user interface emphasizes the look of
the cards and provides a simple control or two that allows users to look for new cards.
RAILFR— 1 ATERER-RHHNMENTAIERER. 8 MMMEHZ— I MEARENERR. 1
ENSEAURITFEFISE—MIIN R RRES BR. XMEFNERETRAEME , FILUBRR
HEERREYNE , FERH—EEHREHURITTRFRESHINRA.

Or, of course, you could develop a game. Perhaps the game would focus on the user’ s
knowledge of certain statistics on individual baseball cards or ability to recognize famous cards.
Or perhaps it would simply use baseball cards as icons in another type of game, such as a
sliding puzzle. In each of these cases, the focus of the application is on the images on the
baseball cards and the game play. The user interface complements this by displaying a few
baseball-themed controls and hiding the iPhone OS user interface.

BB IRERTLAFFR—NIEN XN ERETERERAEN T HR- IR LSRR THREERR
Bl—ER R RARIEEN. BEECRBBERREA— 1 EMEEIREY (BaHE ) BN , EXEFF
 , EFRNERETXRAERATREERIRE., ARRAEUTUER—LHEERERNES  FER
#iPhone OSHYFEFFRH.

It simportant to reiterate that you' re not restricted to a single application style. You may find
that your application idea is best served by a combination of characteristics from different
application styles.

REEN—REIFATURBRT—MRE—RIREREE. (FIUKIRIRE R FERRTAENIERE
FHEGE.

When in doubt, make it simple. Pare the feature list to the minimum and create an application
that does one simple thing (see “Create a Product Definition Statement” (page 35) for advice
on how to focus your application). When you see how people use and respond to the

application, you might choose to create another version of the application with a slightly shifted
focus or altered presentation. Or, you might discover a need for a more (or less) detail-oriented

version of the same concept.
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EFMERSAS LNENEERRE & ReEEEH—MESEREESRARMET R,

When You Have an Existing Computer Application

HREFRT N SEMNBER

If you have an existing computer application, don’ tjust port it to iPhone OS. People use iPhone
OS-based devices very differently than they use desktop and laptop computers, and they have
different expectations for the user experience.

MBIRELFR T —NREMNERER  AED LiEEES|iPhone OSREZH. AfiIX$FiPhone OSIZ&ERY
ERRETERENER , IS TBP ARG EFER—FRIHAEE.

Remember that people use iPhone OS-based devices while on the go, and often in
environments filled with distractions. This generally means that they want to open your
application, use it briefly, and move on to something else. If your application relies on the user’
s undivided attention for long stretches of time, you need to rethink its structure and goals if
you want to bring it to iPhone OS.

EAANIXSTFiPhone OSIRERIERIMEEAREIER , RHSHTIM. XNEREMI L TFHRR9ER |
RROER—T  RAEHEREMEEY. IRENEFFEERERKNENEEDES | (RS
BEHRRE—TMREMSER , BRERBMNIZIEEREERiPhone OSSR,

If your desktop application enables a complex task or set of tasks, examine how people use it in
order to find a couple of subtasks they might appreciate being able to accomplish while they’
re mobile. For example, a business-oriented application that supports project scheduling,
billing, and expense reporting could spawn an iPhone utility application that shows progress
summaries for a project, or an iPhone productivity application that allows mobile users to keep
track of their business-related expenses.

NRFHRENAEFE— I H—HREFMES  URANZRNEERER , METHREIZSATBNR
FLAMNATRSERNFIE. Fla— P A ERRYER (STHSITRIR | K , ZRREFRS ) AL
FIRiPhoneXAREFEER— 1B NHENR , 25iE T LARiIPhone& = HENE FRIB RS A FRY
LT,

As you think about how to bring ideas from your desktop application to an iPhone application,
apply the 80-20 rule to the design of your application. Estimate that the largest percentage of
users (at least 80 percent) will use a very limited number of features in an application, while only
a small percentage (no more than 20 percent) will use all the features. Then, consider carefully

whether you want to load your iPhone application with the power features that only a small
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percentage of users want. Be aware that a desktop computer application might be the better
environment in which to offer those features, and that it" s usually a good idea to focus your
iPhone application on the features that meet the needs of the greatest number of people.
SIRE RN RERFRIEFEZEIPhone RGE AT , TE(RAVIRITHIEES0-20RIHIN , XS
ERE (£E080% ) REEAERHIIEE , RERD D AKERABRIINE. (FAEE—TEERIRHE
BLERPBLRBVYUAFTENFNBRARINE. FAERKRERACSEREM 7IXLEINEE , FTLAE(RRY
iPhone RAFRIFBERBIEABLHBR KABFRERAIINEEL.

Case Studies: Bringing a Desktop Application to iPhone OS
RO - BREEFBERIPhone RS

To help you visualize ways you can create an iPhone OS version of a desktop computer
application, this section describes some of the design differences between familiar Mac OS X
applications and their iPhone OS counterparts. As you learn about which features and functions
in each application were adapted for its iPhone OS version, you will gain insight into the types
of design decisions you need to make for your own iPhone application.

AT EBMREIFNIERIS RmA S NiPhone OSEKS , X—ET5MA T Mac OS XRFth e
iPhone OSRAZARIES. ZRTHEIPLINEEER TiPhone OSHRA |, (REEERANITREC
BJiPhone RFEF B ARRIIRITIRE,

Mail E3HP

Mail is one of the most highly visible, well-used, and appreciated applications in Mac OS X. It is
also a very powerful program, one that allows users to create, receive, prioritize, and store email,
track action items and events, and create notes and invitations. Mail provides most of this
functionality in a single multipane window. This is convenient for people using a desktop
computer, because they can leave a Mail window on the display screen (or minimized to the
Dock) all the time and switch to it whenever they choose. Figure 1-6 illustrates many of the
features available in the Mail message-viewing and compose windows on the desktop.
FEEBEMac OS XEFEEAJIME | irAFENRZFTIEFZ—  XBE— I IREREXER. ©
VFERECIE B, HEfF , fEFEMG | BERIE S5 |, BEICHENS. BERRB RS HINEEE—
ME—HNZFEEAER. XINEESE T BRLEINRERBRKREAIAI] , RAMEMNTLERTE LA
SBREAERIMCEBHED |, BRI, B 1- 6177 it EERE0MNSmRSEORNREZSI
ThgE,

Figure 1-6 Mail on the desktop offers a wide range of powerful features in a couple of

windows
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But when people are mobile, their needs for an email application are simpler, and they want
access to core functionality quickly. For this reason, Mail on iPhone OS-based devices focuses
on the most important things people do with their email: receive, create, send, and organize
messages. To do this, it displays a pared-down user interface that makes the organization of the
user’ s accounts and mailboxes clear and centers the user’ s attention on the messages.
BEINMICTHINSE | IS TEAREFNFRHMEET |, BNFE—MREEREIZOIIEE.
EIt , iPhone OSiREE ERIERARZFIRITERBIEAMIMEREK , 82 , KX, BLRYEE. ATERX
R, NiZECRPARE  ERFPKS | (SRRENREW , BREENREGEEERS.

Mail in iPhone OS is a perfect example of a productivity style application: To ease navigation
through the content, Mail in iPhone OS takes advantage of the

naturally hierarchical organization of people’ s email and displays on successive pages accounts,
mailboxes, message lists, and individual messages. Users drill down from the general (the list of
accounts) to the specific (a message) by selecting an item in a list and viewing the things
associated with that item. To learn more about the productivity style of iPhone applications,
see "Productivity Applications” (page 19).

iPhone OSRZ ERIEMAZFHE— MRIFINEF DIBEREFAIGIF. ATEASMAS | iPhone OS
RIBANKEARSIIRINE  BIKFER | B8  BRIIF  PTAEREENEESNBEA D RNE L.
ERETIBI AR E PEFEEF—ICRRANEEEA TR MSERXNEMERS. ESXT
S HEEERRINTERS |, i8&  "Productivity Applications”
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In addition, Mail in iPhone OS enables actions, such as create and send, by displaying a handful
of familiar controls that are easy to tap. Figure 1-7 shows how Mail makes it simple to view and
send email in iPhone OS. Note how elements at the top of each screen make it easy for users to
know both their current and previous location in the application.

mE , iPhone OSERIHMAEIE , RIEERALLBREZERIFRTES]. B 1-7 BT iPhonedalfafElk
HRHERSEETA , 810 ERF LREE — LB TR AR LR T ##th] B sif0 2 BIFTLAY(Z
&,

Figure 1-7 Mail in iPhone OS makes it easy to view and send email
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iPhoto EBE

Another instructive example of a Mac OS X application that was reimagined for iPhone OS is
iPhoto. On the desktop, iPhoto supports comprehensive searching and organization, powerful
editing capabilities, and creative printing options. When people use iPhoto on their desktop or
laptop computers, they appreciate being able to see and organize their entire collection, make
adjustments to photos, and manipulate them in various ways. Although the main focus of
iPhoto is on the user’ s content, the application also offers extensive functionality in its window.
Figure 1-8 shows the iPhoto user interface on the desktop.

B—iPhone OSEEAIIRRBEMACERIFRANN FFERFiPhoto, fERE.L | iPhotos £ EAIE
RMNAR |, s2ARIREINEE | LARONEMAIFTENETN, EREERLE  EREREZIMIANE NTEF
B#TEE , WRAHTERZ  AUSTOUERME]. 2APhotolNERZAFNAE , BEEEN
ERRH T RZRIT0EE. E1-88/R 7 =SHE LANiPhotolIFF R,

Figure 1-8 The iphoto user interface
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But when they’ re mobile, people don’ t have time to edit their photos (and they don’ t expect
to print them); instead, they want to be able to quickly see and share their photos.

B2, EBIREST  MIRBRBEEREMINERA (tIIAFEITELER ) Bk, NFEEER
REZFH O =M

To meet this need on iPhone OS-based devices, Apple has provided the Photos application,
which focuses on viewing photos and sharing them with others. The Photos user interface
revolves around photos; so much so, in fact, that even parts of the device user interface can be
hidden. When users choose to view a slideshow of their photos, the Photos application hides
the navigation bar, toolbar, and even status bar, and displays translucent versions of these
elements when users need to see them.

AT HEREIX—F R, FERREMWH TPhotosiZF , ERBREFRATISMASZARITNEE, Photos
NRAFRAELAMTRESRA XL, BoAFRETLURRERE. SRPEROTERRAR EEH
BEFEalamSing  TREF  EEREE ) MREFEOGX SRS 2N EHE , SAFFEE
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Photos makes it easy for users to organize and find their photos by using a hierarchical
arrangement: Users select an album, which contains a collection of photos, and then they select
a single photo from the collection. In this way, Photos is an example of an application that
combines features of the productivity style and the immersive style (to learn more about these
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styles, see “Three Application Styles” (page 18)). Figure 1-9 shows how users can view photos
in the Photos application.

Photost2 R0 EE RIS RSEMEE, SERMMINER | ERAZETLUEE—MEM , 25
MHRIEFE—KIRE, BIEIXMST , PhotosBE R RIFATE A DR XUSFITEUXISRES (&
BFEFEE "Three Application Styles” ), B 1-9 B/ R7EREWNAEPhotostEFHEFRF.

Figure 1-9 Three screens in the Photos application
photosiZF ERI=1NEB7REN

il Carrier = 10:55 AM il Carrier = 10:55 AM

il Carrier = 10:55 AM
B

Photo Albums Wyoming 2 of 142

Photo Albums [YfyOMING

Camera Roll >

‘ '  Photo Library (317) >
a2 Y

; -
‘ Last Roll (142) >

% - Last 12 Months (317) >

Wyoming (142)

Tahoe (84)

Hawaii (91) >

In addition, Photos uses a transient view, called an action sheet (described in “Alerts, Action
Sheets, and Modal Views"), to give users additional functionality without taking them out of the
photo-viewing experience. Figure 1-10 shows how Photos provides options for using an
individual photo.

ItE5h , PhotosiEFRRA T —MREEERITNAEE , "IMFRB" | APPSR A ke —L
EtR{E, E1-1 0 E7RPhotosiZFaN{TRMERKR A ANIREIRIN.

Figure 1-10  Photos gives users options in an action sheet
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chapter 2
Human Interface Principles: Creating a Great User Interface

ANMFRERN : QI — 1 EHNAFRRE

A great user interface follows human interface design principles that are based on the way
people—users—think and work, not on the capabilities of the device. A user interface that is
unattractive, convoluted, or illogical can make even a great application seem like a chore to use.
But a beautiful, intuitive, compelling user interface enhances an application’ s functionality and
inspires a positive emotional attachment in users.
HENBRAERREENANAERRUFEETFEBEA—AF—RBENITESR |, MIFRE
ABHMEE. — M EXRSHD  SABBEEAFEZENAFRRESE (AER ) NHHNAERE
M, RZ—PMRFH. BEMAY. SAGRNAFFREEEEIEREFIINENF B A B IER
MBEREE.

You should read this chapter even if you are already familiar with these fundamental principles,
because it focuses on how to apply them to iPhone applications.

(RAMZFEX N ETRMEREANXERMRENRAET , EAEX—ETRHEENBUNTE iPhone
B Bz RIX RN,

Metaphors (S

When possible, model your application’ s objects and actions on objects and actions in the real
world. This technique especially helps novice users quickly grasp how your application works.
Folders are a classic software metaphor. People file things in folders in the real world, so they
immediately understand the idea of putting data into folders on a computer.

SNERATEE , BEARRRERPINSR. ETHRMNE. sHFASEISSEEPH— I SRY). XK
BYTHFREXSFHONARFZNEI TN, A2 —Fasipaiam. ANEISSEEPE
ERMMHRRMET MR |, XF—% , BRI LARTMZ EEERE T B PSR R AR I A G
RATHES.

Metaphors in iPhone OS include iPod playback controls, tapping controls to make things
happen, sliding on-off switches, and flicking through the data shown on picker wheels

f£ iPhone OS RYFRIEIE1E iPod RIEIMUES , REEHILMASEH RIS ELSSIIFE S XA |
RERRERRIEHEE.

Although metaphors suggest a use for objects and actions in the iPhone OS interface, that use
does not limit the software implementation of the metaphor. To return to the folder example, a
folder object implemented in software has a capacity that" s completely unrelated to the

physical capacity of its real-world counterpart.
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BAFRIERETR 7 iPhone OS RE_EAIXISFIINMEAMFERE X XFhBamaIEBFHAREREHRITRES.
BRI ERGF |, XERENBREFPETIEA— I BEMNINEE  (BEERESMLEEFPIHENE
EHTTKEX,

As you design your application, be aware of the metaphors that exist in iPhone OS and don’ t
redefine them. At the same time, examine the task your application performs to see if there are
natural metaphors you can use. Bear in mind, though, that it s better to use standard controls
and actions than to stretch a real-world object or action just to fit your application’ s user
interface. Unless the metaphors you choose are likely to be recognized by most of your users,
including them will increase confusion instead of decrease it.

SR ARERFR | WRERIRE] iPhone OS hEFERIREE , AEEHENXEN]. R , ERNA
BEFTESKEREE —LBARREIRETLIER. BIicE  ERmERRENS A= 51
P tt RS SANFEREENAFEFIRAF RE. BRIFMRAIRMEEBHRASIAINT , BEPERE
ABEHEZRIB AT,

Direct Manipulation EiZig#

Direct manipulation means that people feel they are controlling something tangible, not
abstract. The benefit of following the principle of direct manipulation is that users more readily
understand the results of their actions when they can directly manipulate the objects involved.
ERBHERE AT LIRZ R R ENRAREANMIEMRAY. XMEERNTFLRRAFEREY
R L E BN E RS Bt IR AR,

iPhone OS users enjoy a heightened sense of direct manipulation because of the Multi-Touch
interface. Using gestures, people feel a greater affinity for, and sense of control over, the
objects they see on screen, because they do not use any intermediate device (such as a mouse)
to manipulate them.

iPhone OS AFREEZERBRGTZAMURE., BEFE , MIERZIFRE LERSECSFEZ
ERFEEXRR , BAMEIFREEREAREIRSE (HNER ) MEEEREibI).

To enhance the sense of direct manipulation in your iPhone application, make sure that:

HNTRER iPhone NFEFFERIEER , 1B5HR :

m  Objects on the screen remain visible while the user performs actions on them

ERFHERGRFEFRE CRNANRESTTR

m The result of the user’ s action is immediately apparent

RAFPRFERERNNENTES

See and Point BIERIS
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An iPhone application is better than a person at remembering lists of options, commands, data,
and so on. Take advantage of this by presenting choices or options in list form, so users can
easily scan them and make a choice. Keeping text input to a minimum frees users from having
to spend a lot of time typing and frees your application from having to perform a lot of error
checking.

—> iPhone NREFAICRIZMABE , < | SESFHEZERT AN, BEFAX M RE2WIETEE
PMAF LIRS H BEMEHIRE ; SHFARARREE ( BaEEShEk ) BHBAFRTEX AR
AN ESREHSIEERIFMIT.

Presenting choices to the user, instead of asking for more open-ended input, also allows them
to concentrate on accomplishing tasks with your application, instead of remembering how to
operate it.

ERFPLIERE  AEERABEIEA (£351%), 5ISAPBRHEET T RESTARRETE.

Feedback &i&

In addition to seeing the results of their actions, users need immediate feedback when they
operate controls and status reports during lengthy operations. Your application should respond
to every user action with some visible change. For example, make sure list items highlight
briefly when users tap them. Audible feedback also helps, but it can’ t be the primary or sole
feedback mechanism because people may use iPhone OS based devices in places where they
can’ t hear or where they must turn off the sound. In addition, you don’ t want to compete with
the iPhone OS system sounds users already associate with system alerts.

BT RBREERTIMN  BRERKIRETRETTERNRRR. RRONBREFOISE—MRETH
HAREMAIRIR, HIE0 , BRERIBYIBHAENSEENS. FERRtEEMEE , AR5
AR EES B E—RIRIRIE , BAAMIERSEERMEHLAEFZAIIAE TER(E iPhone OS,
PRILLZ SN, REER iPhone OS RFFE , AANAFSBXEFESERARFSHEEKR.

iPhone OS automatically provides feedback when it" s temporarily busy by displaying the
activity indicator. During operations that last more than a few seconds, your application should
show elapsing progress and, if appropriate, display an explanatory message.

iPhone OS 2B FRMRIRBIRFETIEICT IR ENHE. ERIFIREFSNVDHE | (RENFEE
Pz BRI FT R B H O ERRRER.

Animation is a great way to provide feedback to users, as long as it" s both subtle and
meaningful. Animation pervades iPhone OS, even in nonimmersive applications. As a means of
providing feedback, however, it is used to enhance the user’ s experience, not as the focus of

the user’ s experience.
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HER—FMRFRIBF RIS R T ERRMIMEMFES X, IERSZFT iPhone FIRERS | BIfEE
FURANNARERPBRAL. B2 (FA—RIRGE  ERFRRREAFKE  MARRFK
WHIER

\\\\\

User Control HFHPFEE

Allow users, not your application, to initiate and control actions. Keep actions simple and
straightforward so users can easily understand and remember them. Whenever possible, use
standard controls and behaviors that users are already familiar with.

IHMRRAR , MARNBER , X7 BMIRESTE. REERETETERERET |, LISERR
EfEFicie. RERTRE  EREASHAF EERRNSMIREREGTITA.

Provide ample opportunity to cancel operations before they begin, and be sure to get
confirmation when the user initiates a potentially destructive action. Whenever possible, allow
users to gracefully stop an operation that’ s underway.

RHSTSERFRESEIEREIURE , FEISRPFRENBERIMERRFREBEEImA. RES
al8e , TP ERELLE—RETE.

Aesthetic Integrity BEMTE M ( BEEM SR AN )

Although the ultimate purpose of an application is to enable a task, even if that task is playing a
game, the importance of an application’ s appearance should not be underestimated. This is
because appearance has a strong impact on functionality: An application that appears cluttered
orillogical is hard to understand and use.

AN AEFNRLZENEEESERIT  BMEXTUESZEX  ZNARFINIMIEELREF
ARG, RANINTHEEAIFEEEEARN | & LEATEBAGEENNAEFRELLAIRFGE
H.

Aesthetic integrity is not a measure of how beautiful your application is. It" s a measure of how
well the appearance of your application integrates with its function. For example, a productivity
application should keep decorative elements subtle and in the background, while giving
prominence to the task by providing standard controls and behaviors.
HENZEUEAFERENNREFE S  ERENAREFNEFSEARBIEREEEESES.
BN, —EF BN ARFAIZMEENREIRTER | BN ERTRMIERRESITNETRE
CIES RS,

An immersive application is at the other end of the spectrum, and users expect a beautiful

appearance that promises fun and encourages discovery. Although an immersive application
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tends to be focused on providing diversion, its appearance still needs to integrate with the task.
Be sure you design the user interface elements of such an application carefully, so that they
provide an internally consistent experience.

—NNERANAEFNRTERE— , BRFRE— 1 EMIIMMEFEERBHEEARERR. &
R—NNRNAEFEFERNETRMARAY | eNIRSININHMEEES. FERWAXENA
BFRITRETE |, EZATRE— N RERERIERRE.
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Chapter 3
Designing an iPhone Application: From Product Definition to Branding

’it— iPhone MARERF : M\ mREXE miEHE"

As you develop an iPhone application you need to learn how iPhone OS and various aspects of
the mobile environment impact your design decisions. This chapter covers a range of guidelines
for application design issues, from product definition to branding, and describes how to
address them in an iPhone application.

L{RFFE— iPhone RFFTER , IEEESS iPhone OS FIZMBEIMEIAIIEREIZITRE. &
BREACEE NN AREFRIHERAEE N mE X EImhERHEr  FNME T iPhone MR
FRIRARATD,

Create a Product Definition Statement

BIE— T RENXHE

Before you begin designing your application, it" s essential to define precisely what your
application does. A good way to do this is to craft a product definition statement—a concise
declaration of your application’” s main purpose and its intended audience. Creating a product
definition statement isn’ t merely an exercise. On the contrary, it s one of the best ways to turn
a list of features into a coherent product.

EIRFFRRIHRNN ARFZE , (RORFERIFNNARFRIRAR T A, B—MRIFRZEHZ
BE—TTRENRPA— MEBEERAXTREEEBNMBRZER. BIE— N mEX AN
NE2—1MES., ER , EREERRPBEN—SBNFBNRTFFEZ—.

To begin with, spend some time defining your user audience: Are they experienced or novice,
serious or casual, looking for help with a specific task or looking for entertainment? Knowing
these things about your users helps you customize the user experience and user interface to
their particular needs and wants.

B, —LHEREMAFE  tIIRERRXARRERE , tI™EEEEE  BATSHENE
HEER A T IRRAR ? AIEX LR B R B RS ER KM RIFR AR REFA B EER
BRPKR,

Because you' re designing an iPhone application, you already know a lot about your users. For

example:

EAREAERIT— IPhone NEER | (REBE T TRSXTIRAFRIER. Hlun

m  They're mobile.
i IR

m They want to be able to open your application quickly and see useful content immediately .
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it B EREREF TFHRRI N e A BEREREEERER
m They need to be able to accomplish things in your application with just a few taps.

BB DR BT ERIRIR FAK B R

Now ask yourself what traits might set your users apart from all other iPhone OS users. Are they
business people, teenagers, or retirees? Will they use your application at the end of every day,
every time they check their email, or whenever they have a few extra moments? The more
accurately you define your audience, the more accurate are your decisions about the look, feel,
and functionality of your user interface.

BERRE B AT USRIV SE b iPhone OS BRX S F. MiIZ2ESAL , FOFEE
BRAAR ? IS EBXRERABIRNNARER , EER U , REEESEER ? XWMRIAF
BHAE X SHER , (R REAV/MIE REFIIsER#iTeE,

For example, if your application helps business people keep track of their expenses, your user
interface should focus on providing the right categories and making it easy to enter costs,
without asking for a lot of details that aren’ t central to the task. In addition, you might choose
a subtle color palette that appears professional and is pleasant to look at several times a day.
Bign , dNSRERIN TR AR B S ATIRERMBIAW SN | RIOAF RENZEE TRAERN
PREZESZUANSZ LI | BARETARSHARAT. WIMRETLUSERI— MW RNEReT
A AEHRLE ABETE—RFTFF Z IR M ARIA,

Or, if your application is a game for a target audience of teenagers, you might instead want a
user interface that is exciting, language that imparts a feeling of exclusivity, and a color palette
that evokes current fashions.

& MRENAEFNETRZRR—AELOFENE , RATLSFRHNAFRRERITRESANE S5
BB ME | PIERES SRR,

Finally, examine the set of features you intend to deliver. With the image of your user audience
in mind, try to distill the list of features into a single statement, a product definition statement,
that describes the solution your product offers and who your users are. For example, the
desktop iPhoto application allows users to, among other things, organize, edit, share, print, and
view photos. But a good product definition statement doesn’ t just focus on features, it also
describes the intended audience. Therefore a sound product definition statement for iPhoto
could be "An easy-to-use photo management application for amateur photographers.” Notice
how important it is to include a definition of your user audience in the product definition
statement: Imagine how different an application iPhoto would be if it was designed to be “an
easy-to-use photo management application for professional photographers.”

&a  REMTERXNERIRE. TEMSTHRAFTSR  BRMERRGA—DERANRENG
—IRFmENIRIA R T RIBHARRS ZMERAFRIEN. flanfEsRE LAY iPhoto NFRE
FRFAFERERE  wiE  H= , fIEMEEER. BR  — M mERPEAMURNET
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iR, ERMtSEAEERF. Bt iPhoto U MENIRBHMARER "— Ml RBEXINEER
RIS ENNARER . TEEMNAREEXEZRATETHOEEN. BR— TR K
— "HARIERNEERA RS ENNAERER" BMSSEZ AR,

A good product definition statement is a tool you should use throughout the development
process to determine the suitability of features, tools, and terminology. It' s especially
important to eliminate those elements that don’ t support the product definition statement,
because iPhone applications have no room to spare for functionality that isn’ t focused on the
main task.

—MFNFRNENRBE— IR  BEFTEMRERES , BHE MHIZER | TRERAIEE
BE. XY TZIRIBLEFTRENXRBRIRIT TEAHEE | B IPhone NAREFIRESRITE
IRBEIFEERRIAES L.

Imagine, for example, that you' re thinking of developing an iPhone application people can use
when they shop for groceries. In the planning stage, you might consider including a wide range
of activities users might like to perform, such as:

8 | REEFAE— N ANBTaRIEEN IPhone NTER. EMXIMER R LURETAESHIEERE
FAFRYRTREMEAT Y , 80

Getting nutritional information about specific foods
RNEXREFERMINERER
Finding coupons and special offers
SHNBSNERER

Creating and using shopping lists
BIEFHERWYER

Locating stores

NSV

Looking up recipes

BHREIE

Comparing prices

XFEEATHE

Keeping a running total of prices

ERRANTS

However, you believe that your users are most concerned with remembering everything they
need to buy, that they would like to save money if possible, and that they’ re probably in a hurry
to get home with their purchases. Using this audience definition, you craft a product definition
statement for your application, such as “A shopping list creation and coupon-finding tool for

people in a hurry. “ Filtering your list of potential features through this product definition
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statement, you decide to focus primarily on making shopping lists easy to create, store, and use.
You also offer users the ability to find coupons for the items on their list. Even though the other
features are useful (and might become primary features of other applications), they don’ t fit
the product definition statement for this application.

BR  (FEGEFNEFECEZEUINY R  BiNtERTREE%  tITRSKEIICtHEEWEYE
K. (ERXISEAREH BN e e mENIREA |, Alil "—MEREEYE RS HILESNIA".
BEXNRENRBITRERPEENSS |, BRAEIEENTEETTUBEREIE , FHEMER
FLEFREEER LHEIRS. IEREIFEER (EEEYURRARMNREFIR ), BE
WATREH N ER TR R,

When you' ve settled on a solid product definition statement and you’ ve started to use it as a
filter for your proposed features, you might also want to use it to make sure your initial decision
on application type is still the right one. If you began your development process with a specific
application type in mind, you might find that the process of defining a product definition
statement has changed the landscape. (See “Three Application Styles” (page 18) for more on
different types of applications you can develop.)

SHIR5ERY T LM mAVE XA BIREE AR ERTIET R — 245 | (REHNBERCRAE
BITRRYRERIERRY, MNRFRFRERESTESIAR —MEENRREFIIERE | (REJ8E &M , EE
— AN FRAEXFEEITREFELNT T EER. (X “"Three Application Styles” LIIRBEZ AR
ERE A AN FRER. )

Incorporate Characteristics of Great iPhone Applications

{5 iPhone N HEFHNE AL

Great iPhone applications do precisely what users need while providing the experience users
want. To help you achieve this balance in your application, this section examines some of the
characteristics of great iPhone applications and provides advice on how to build them into your
product.

YHY iPhone N R FF{EfEREEMRIE N A P RFERARMBNAERIRE. 797 BEFRIFEERIAZEIX A
i, RNEFIHE—LUTE iPhone FRFAYFIEH BRI E( Iz AR mPaoEil.

Build in Simplicity and Ease of Use
IEEEEE S 2 At

Simplicity and ease of use are fundamental principles for all types of software, but in iPhone
applications they are critical. iPhone OS users are probably doing other things while they

simultaneously use your application. If users can’ t quickly figure out how to use your
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application, they' re likely to move on to a competitor’ s application and not come back.
EERNZ AREA TG RERHRINERRN |, (B% iPhone NFEFMIIEREXEER. iPhone
FEERIREIN RIS A SEE B ERTS | INRAF A EEEUE 7 BRI ERRAVER | (bIRT8E
SRR RENF T mPEABEE,

As you design the flow of your application and its user interface, follow these guidelines to
build in simplicity and ease of use:
HEgitENRREFIRFRRERAE | SEEXLEN | wBiREEENZ BT
m  Make it obvious how to use your application.
HRIR TR FFRYRE T EE MR T .
m Concentrate frequently used, high-level information near the top of the screen.
WRERENERERETEERLS
= Minimize text input
NN ER/IML.
m Express essential information succinctly.
REREEHRAGEIEE
m Provide a fingertip-size target area for all tappable elements.

FFTE RITREH— D EEA/NIIRRRE X,
The following sections explain each guideline for simplicity and ease of use in more detail.

U1 8BRS A2 AR S5,

Make It Obvious
FEZEma0

You can’ tassume that users have the time (or can spare the attention) to figure out how your
application works. Therefore, you should strive to make your application instantly
understandable to users.

RABERIRFAFERIE ( SiREEIEHATIE ) XMRNARERINEER. Eit , (RIS NEERINAERE
FrRERNZI% PR P IR,

The main function of your application should be immediately apparent. You can make it so by
minimizing the number of controls from which users have to choose and labeling them clearly
so users understand exactly what they do. For example, in the built-in Stopwatch function (part
of the Clock application), shown in Figure 3-1, users can see at a glance which button stops and
starts the stopwatch and which button records lap times.

RN AREFNEERENZE—B TAN , (R USKERER G LMERF B EENEE T
Fta. Hign , ERERIFRIDEE (BT RREFN—%S ) |, FUE 3-1, BFRIU—REHHBE—MZ
HELERR , B— M RABHWREEB—MRHICRE—IRAETE.
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Figure 3-1 The built-in Stopwatch function makes its usage obvious

RERRINBEERTIEZRMZ N
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Stopwatch

Think Top Down B LM

People can tap the screen of an iPhone OS based device with their fingers or their thumbs.
When they use a finger, people tend to hold the device in their nondominant hand (or lay it on
a surface) and tap with a finger of the dominant hand. When they use thumbs, people either
hold the device in one hand and tap with that thumb, or hold the device between their hands
and tap with both thumbs. Whichever method people use, the top of the screen is most visible
to them.

MIFLARMENIRFIESHEER M iPhone OS IRESFR. AMERAIREN MW ERIFIRUEFKE
RE (BB EFRTKFHE ), MIRMFHOFERTHUFE. IANCERBERE, BREARFH
B, BANFHE., TIeRWHI5E  FRiilinil2&2ms DAIXE.

Because of these usage patterns, you should design your application’ s user interface so that
the most frequently used (usually higher level) information is near the top, where it is most
visible and accessible. As the user scans the screen from top to bottom, the information
displayed should progress from general to specific and from high level to low level.
ATXEERTEN , NAEFNBRREMNZGREER (BERSHKT ) NERNETHREIRARM
i, BBRRAENEISTESA. AREESN LB TERENER  MERNSHUELAEN—R
FEHE , NERREIRER.
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Minimize Required Input

ERABRE MR ET R AYEIN

Inputting information takes users’ time and attention, whether they tap controls or use the
keyboard. If your application requires a lot of user input before anything useful happens, it
slows users down and can discourage them from persevering with it.
RAFRBANEEFENRENEESN  FEMRES. RRES. IRENNAEFRERFEERE
BRRIERIMARS , ESRIERPIEREEARF T RS EMER.

Of course, you often need some information from users, but you should balance this with what
you offer them in return. In other words, strive to provide as much information or functionality
as possible for each piece of information users provide. That way, users feel they are making
progress and are not being delayed as they move through your application.

IR REBSFTE—LREAFPNER | BRRNMZERFERRE , SRIGHER. BRaiER
MTFRFBAGEE  FRERSTREZNRIREERIEXRINEE, XF , ARaREMMNEIZEFIER
BISTIrE  MREHEE.

When you ask for input from users, consider using a type of table view (or a picker) instead of
text fields. It s usually easier for users to select an item from a list than to type words. For details
on table views and pickers, see “Table Views” (page 89) and “Pickers” (page 114),
respectively.

SFERAFBAE , LB RER—NRENE ( Sidkitss ), MARNAFR. CERELLBNREE
FFEEZI%E. BXROBNIHAT , B95F "Table View” #1 "Picker”,

Express Information Succinctly

EBRRIABER

When your user interface text is short and direct, users can absorb it quickly and easily.
Therefore, identify the most important information, express it concisely, and display it
prominently so users don’ t have to read too many words to find what they’ re looking for or to
figure out what to do next.

HIFNBRRENAEERAEERZN , BRIURLEEEAER. At MESREENER | i
BEE  FERHENER | MERPAUIEASHXFHEEHRE T —SZEAM.

To help you do this, think like a newspaper editor and strive to convey information in a
condensed, headline style. Give controls short labels (or use well-understood symbols) so that

users understand how to use them at a glance.

45



ATHHEMEIX—R , AECECBERE—MRENRE  SHEE—1EE , RO, R
ERERE (AIFERNMTS ), ILRFEB—B TR,

Provide Fingertip-Size Targets
RAEER/NAE R XK

If your layout places controls too close together, users must spend extra time and attention
being careful where they tap, and they are more likely to tap the wrong element. A simple,
easy-to-use user interface spaces controls and other user-interaction elements so that users
can tap accurately with a minimum of effort.

MRRREARREENEE , AR BASEEIIMIRRIIEE DX EREERE |, LA, BI1EHE
HNREHEX, —NMERZRFNAFRETESBEHBIECAPREERKXS , FRAPFARE

ZHE.

For example, the built-in Calculator application displays large, easy-to-tap controls that each
has a target area of about 44 x 44 pixels. Figure 3-2 shows the Calculator application.

pign RETBENAEFIREETIFEZ TERE. B8 —MZEEBEECNERXKE KL 44x44
B&. B 3-2 /izitEes.

Figure3-2 The built-in Calculator application displays fingertip-size controls

RERTTERNAER BRI EG
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Focus on the Primary Task
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KEIEEES

An iPhone application that establishes and maintains focus on its primary functionality is
satisfying and enjoyable to use. As you design your application, therefore, stay focused on your
product definition statement and make sure every feature and user interface element supports
it. See “Create a Product Definition Statement” (page 35) for some advice on how to create a
product definition statement.

—" iPhone MR , BRI THNEENREGHERAFPERAEZERRER, JERITNAERE
PRt SRR EREREr mEX R L | FHBRITEIIEEHBR RETRESIFE. 15219 "Create a
Product Definition Statement “( —&XFIALIE—NF=RENRA ) BEK.

A good way to achieve focus is to determine what’ s most important in each context. As you
decide what to display in each screen always ask yourself. Is this critical information or
functionality users need right now? Or, to think of it in more concrete terms. Is this information
or functionality the user needs while shopping in a store or while walking between meetings? If
not, decide if the information or functionality is critical in a different context or if it s not that
important after all. For example, an application that helps users keep track of car mileage loses
focus on this functionality if it also keeps track of car dealer locations.

— MG ERREEREEHIUBER THERETARKEEN. AHEE—FLETHAR , [BE
BHC : XM EENEEENERAFSFNG ? SEERNRERNRRE | W T%EESI8ERIE
e EHEEZASPESFTERIG ? IRAR | BHEEREMCEANRE TERERUINEREI)
B8 BB ERAHMAREERN. HllN , — M EBAF CRAFETHESNEFREEEREECRFRIRUE ?

When you follow the guidelines for making your application simple and easy to use, you help
make your solution focused. In particular, you want to make the use of your application obvious
and minimize user input. This makes it easier for users to arrive quickly at the most important
parts of your application, which tightens the focus on your solution (for specifics on these
guidelines, see  “Build in Simplicity and Ease of Use” (page 36))
HIrERASSINMRAERNNARFENZA | BEFTREPHRRITE. 312 , (FRELLRIN
RREFENAESRAREREEBFIEMANTRE. (RETETRRRSEZEARSEIFNAFEEIECHY
BIEEM. (FBESREMET "Build in Simplicity and Ease of Use” )

For example, the built-in Calendar application (shown in Figure 3-3) is focused on days and the
events that occur on them. Users can use the clearly labeled buttons to highlight the current
day, select a viewing option, and add events. The most important information, that is, the days
and the events associated with them, is the most prominent. User input is simplified by allowing
users to choose from lists of event times, repetition intervals, and alert options, instead of
requiring keyboard entry for all input.

plan , REMNBBNARER (WMNE 3-3 hi7R ) TEXTHMZANEESH. AP LAREWRISR
SRFALAAR  FERISEER. KEENLE  BREBAPMS4XEK. SUHFIREN , EFEE
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REBGINEFEISH AR EREREEEANER , MBS HII AN,

Figure 3-3
The built-in Calendar application is focused on days and events

WENBREFEEEETHRMSH
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Communicate Effectively B%0418

Communication and feedback are as important in iPhone applications as they are in desktop
computer applications. Users need to know whether their requests are being processed and
when their actions might result in data loss or other problems. That said, it" s also important to
avoid overdoing communication by, for example, alerting the user to conditions that aren’ t
really serious or asking for confirmation too often.

ABFIRIR |, £ iPhone N FREFHEELAEE | WREEEK ERINBRERF. BRORENEMiIAY
EREBEERCESEMIRTAREEEREIENERHEMSEN. Fif , hEER HNFEIE
RRETA , fla0 , ERGENER TESRAPEEEZILBFHAE CRRIFTA.

Animation is a great way to communicate effectively, as long as it doesn’ t get in the way of
users’ tasks or slow them down. Subtle and appropriate animation can communicate status,
provide useful feedback, and help users visualize the results of their actions. Excessive or
gratuitous animation can obstruct the flow of your application, decrease its performance, and

annoy users.
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SEE—MRER  RIREXUEEEL R |, AREASEELMAFRIETRE. MIESRIZIERTLL
REEE , RitRIR  FFREERAFERIES E%ih;uft Bizz'T§?229:E=>LEﬁaDLJAJ‘*MBE% BN FRTEFFRYIE
17 . PEEEMRE  FFEIRAR.

In all your text-based communication with users, be sure to use user-centric terminology; in
particular, avoid technical jargon in the user interface. Use what you know about your users to
determine whether the words and phrases you plan to use are appropriate. For example, the
Wi-Fi Networks preferences screen uses clear, nontechnical language to describe how the
device connects to networks, as shown in Figure 3-4.

EFBEXAAEMIES , —EEERURRATOHARNE | BRRARNEERFRREFRHI. &EE
FRRFFANERAF AR , REZRRFIEERDES. flil, "Wi-FiiRE" IFEEW  Z2ERIEx

ARERERMERINAEERINENIRE. WNE 3-4 Fix.

Figure 3-4 Use user-centric terminology in your application’ s user interface

= 1J\E’39§'~EEPEJ%L,L%F735P'L,\E’J7K1=.

iPod 10:57 AM

M i-Fi Networks

Wi-Fi OFF

Ask to Join Networks m

Known networks will be joined automatically.
If no known networks are available, you
will be asked before joining a new network.

Support Gestures Appropriately
IFERCER A EES

People use their fingers to operate the unique Multi-Touch interface of iPhone OS-based
devices, tapping, flicking, and pinching to select, navigate, and read web content and use
applications. There are real advantages to using fingers to operate a device: They are always
available, they are capable of many different movements, and they give users a sense of
immediacy and connection to the device that’ s impossible to achieve with an external input

device, such as a mouse.
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AN F e RS S it mRY iPhone OS IRERME. B, BYFIRILALUEER , S, 17
ENRIABTFERNARER. AFREREEEEMS LS : BIRETERN , eI ER
BT ANE , Bl AR EENSKREREE—RBHNERT. XY FIIMERMANIRERIEARATHET
A9, ECanEsAm.

However, fingers have one major disadvantage: They are much bigger than a mouse pointer,
regardless of their size, their shape, or the dexterity of their owner. In the context of a display
screen, fingers can never be as precise as a mouse pointer.

, FIEE—EERR | BiIRZ— P BIREHEKXR , EABERFENRY  PREEFEHR
I’:_Jon ERRREAE , FEKntb A RIS RAVEIE,

Fortunately, you can meet the challenges of a finger-based input system by having a good user
interface design. For the most part, this means making sure your layout accommodates the
average size of a fingertip. It also means responding to finger movements with the actions users
expect. Users perform specific movements, called gestures, to get particular results. For
example, users tap a button to select it and flick or drag to scroll a long list. iPhone users
understand these gestures because the built-in applications use them consistently. To benefit
from users’ familiarity, therefore, and to avoid confusing them, you should use these gestures
appropriately in your application.

FIzHE , F—MIBFHNRERERITF A LB FAEMARIR ., EXZHERT | XERERRIR
BB R—MERNTHIRY |, EEHRERERNMN AR FERHNNEETH | BRATEERN
s, BIFS. fla0 , AP RE—MREALIEE | BYESERRALIRE—5iER. iPhone FFREIEME
XLFHETY iPhone NENARFESXEFHRG—EM. ZmTRAFIE  ERERESEMEI]
{RRLZAE N FRE e e SRR,

The more complex gestures, such as swipe or pinch open, are also used consistently in the
built-in applications, but they are less common. In general these gestures are used as shortcuts
to expedite a task, not as the only way to perform a task. When viewing a list of messages in
Mail, for example, users delete a message by revealing and then tapping the Delete button in
the preview row for the message. Users can reveal the Delete button in two different ways:
FEERNFE , INEMNESENSAIT  EfRENAEFTEES T BEMIAKER. —iE
i, XEFBEABFARELT , MARE—SIURIITES. fl , SIFEEHERERE , A
FEd R ERAARE R EERMRES. BPRILIBEARM ARG IURE "HbRE"

m Tap the Edit button in the navigation bar, which reveals a delete control in each preview row.
Then, tap the delete control in a specific preview row to reveal the Delete button for that
message.

RESMENFERE ARSI RARRESR | 528 | REEEESs B E R R
e

m  Make the swipe gesture across a specific preview row to reveal the Delete button for that
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message.

EBRFEEMFRIERTSERNERENFS | LERHRZE.

The first method takes an extra step, but is easily discoverable because it requires only the tap
and begins with the clearly labeled Edit button. The second method is faster, but it requires the
user to learn and remember the more specialized swipe gesture.

BMLERE—TIIMITER | BECESSZWERNLN. ENERFTERERTEGPRRERE
BiES, BM75iEERE  (BEFERFEEFCIVERIMTENTFE.

To ensure that your application is discoverable and easy to use, therefore, try to limit the
gestures you require to the most familiar, that is, tap and drag. You should also avoid making
one of the less common gestures, such as swipe or pinch open, the only way to perform an
action. There should always be a simple, straightforward way to perform an action, even if it
means an extra tap or two.

ARG AEFEEMHAEZTER  BIREMMRIFEEK, EX (AM]) EREAEIFS
REFEE. (RERER DR RARLLEE FAF B AN E R sE XUSRIFF B A R TR ERIE—TT 2.
REFRBEEMNGZERERER  AEEESERNR—IREMIR.

In most applications, it'" s equally important to avoid defining new gestures, especially if these
gestures perform actions users already associate with the standard gestures. The primary
exception to this recommendation is an immersive application, in which custom gestures can
be appropriate. For example, a productivity application that requires users to make a circular
gesture to reveal the Delete button in a table row would be confusing and difficult to use. On
the other hand, a game might reasonably require users to make a circular gesture to spin a
game piece.

TEAZHNARERFT , BERIERNFBITALEENAEE , TERIRAFPNZERITAELE T
ARERREFBIR. NREMINETEMEET=SNNNARERY , BEXNFHEAER. flin,
— M EFNEBREFEXRAPHM— B FETMMR T , XEHREARNAEREERE. Bk
— NN EF RS ERAPH— B F AR EAR R ESEE T,

Table 3-1 lists the standard gestures users can perform. Be sure to avoid redefining the
meaning of these gestures; conversely, if you support these actions in your application, be sure
to respond appropriately to the gestures that correspond to them. For more information on
how to handle events created by gestures, see iPhone Application Programming Guide.

& 3-1 JIHTAPYLTRRETF S, —EBERENENENNFEEN. Bk , WRERIINA
BFFIEEIFEN  BREIRFIRIR., BETHRESHXNILEFEEEZNNEER | FEH

iPhone Application Programming Guide,

Table 3-1 Gestures users make to interact with iPhone OS-based devices

BFRBTFS iPhone I8 BifgFER
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Gesture Action

Tap To press or select a control or item (analogous to a single mouse
R click).
B REERE—MEEERE (EHUTEBRNRRRT )
Drag To scroll or pan.
i iREF RS
Flick To scroll or pan quickly.
257 BRIEBSRENE T
Swipe In a table-view row, to reveal the Delete button.
=) E— I REBRERTE , BmbREsE
Double tap | To zoom in and center a block of content or an image.
Wi MAFHERESHERETHR
To zoom out (if already zoomed in).
g\ (MNREEMK )

Pinch open | To zoom in.

XUERIFF IO

Pinch close = To zoom out.

XUEhLT &)\

Touch and | In editable text, to display a magnified view for cursor positioning.

hold 1% FERI RIS AT |, kBRI AIE PRI SREN

Incorporate Branding Elements Cautiously

ERFEAREET TR

Branding is most effective when it is subtle and understated. People use your iPhone
application to get things done or to be entertained; they don’ t want to feel as if they’ re being
forced to watch an advertisement. Therefore, you should strive to incorporate your brand’ s
colors or images in a refined, unobtrusive way. For example, you might use a custom color
scheme in views and controls.

FEER , REAFEESEN. AMIBIRE iPhone NEEFFARFEHSEIBEHEETAR , ti1FE
REIFHRE CHERIEMES &. Bt , RMZBNE D TR RmENREEEGEARIRANEF. flin
{RATLAER— B E XA Bk e n =M E Xz,

The exception to this is your application icon, which should be focused on your brand. (The

application icon is the icon users can see on their Home screens after they install your
application.) Because users see your application icon frequently, it s important to spend some
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time balancing eye-appeal with brand recognition. For some guidelines on creating an
application icon, see “Application Icons”

X T AR | (RAON R B AR IR M. ( NREFENEIEREN BEFZERFY
DEEFREEZINER ) BT ROBFEBEEENRINAEN , i EEmEIHRE CEEIRKE
BHoEZE. FEssl "CIENERFER" Sin, ¥ "Application Icons”,
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CHAPTER 4
Handling Common Tasks

—RRIESLE

iPhone applications handle many common tasks in ways that may seem different to you, if your
experience is with desktop or laptop computer applications. This section describes these tasks
from the human interface perspective; for the technical details you need to implement these
guidelines in code, see iPhone Application Programming Guide.

MBRNAR R AN EICAEREARIE , iPhonefINBREFAEAUFERFEN. SHME
FRENBEMA T XIS MFEMRSAAT , WFABERREFLMXLRITES] , ELiPhone

Application Programming Guide,

Starting B3

iPhone applications should start instantly so users can begin using them without delay. When
starting, iPhone applications should:

iPhone N FBAZFFMAZBIVEIESE) |, IXFEAFIRBERIBIF AR, S/Ea0RY , iPhonef2FaTiX

m Specify the appropriate status bar style (see “The Status Bar” (page 67) for information
about the available styles).

IEEESAPIRESFEET (W "The Status Bar” BXAIARIHFIVER )

m Display a launch image that closely resembles the first screen of the application. This
decreases the perceived launch time of your application. For more information, see “Launch
Images” (page 131).

EWAFERTNAREFREENEHEE. XiED T NAEFNEIBFAEZEIREE,. 87
REZ(ER , i35 “"Launch Images”,

m Avoid displaying an About window, a splash screen, or providing any other type of startup
experience that prevents people from using your application immediately.

BEST EXER B0, WREE  SUETRTHE KRR A R,

m By default, launch in portrait orientation. If you intend your application to be used only in
landscape orientation, launch in landscape regardless of the current device orientation. Allow
users to rotate the device to landscape orientation if necessary.

BANBRT , BaEEZMNER. MREITRIRNNAREFRERTER |, TR ARIRE I EM
BERERAKE. NATTRFEEERN BT REREEEAEIN.
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A landscape-only application should support both landscape orientations—that is, with the
Home button on the right or on the left. If the device is already physically in a landscape
orientation, a landscape-only application should launch in that orientation. Otherwise, a
landscape-only application should launch in the orientation with the Home button on the right
by default.

— P REEEEANNBRFMZIFNER , B , EREERETUEANEAN. NRREE
ZE—MERED | BAREEOERANNAREFRNEX SR LS., HE , REEAEIAINA
EFINERERAEHITEOAIT AW,

m Restore state from the last time your application ran. People should not have to remember
the steps they took to reach their previous location in your application.

WENBRERF E—RKARBERRS. MITUAFECEM ) E—RE(REFFRAEIARIE.

Important: Don’ t tell users to reboot or restart their devices after installing your application.
If your application has memory-usage or other issues that make it difficult to run unless the
system has just booted, you need to address those issues. For example, see “Using Memory
Efficiently” in iPhone Application Programming Guide for some guidance on developing a
well-tuned application.

IR ABRIULBPERE T NREFEENENIRE. RNBREFENFERSEEELIE T
B, RReERSERINSEIRIINEL , WRFRERRX LA, $140 , fE&iPhone Application
Programming Guided “Using Memory Efficiently” XFHRBARIIFIERZEXIES.

Stopping =1t

People quit an iPhone application by opening a different application. In particular, note that
people don’ t tap an application close button or choose Quit from a menu. In iPhone OS 4.0 and
later, and on certain devices, the quitting application moves to a suspended state in the
background. All iPhone applications should:

RBREII AR — R RREFRRXA— NARER. FEERE  BRAaEREEFEXAEE
B EMRRPIEFIRE. £5XEiPhone 4 0RLIERARIRES , BENNAREFBEREREFEX,
FTBRYiPhone R B2 FREIZ

m Be prepared to receive an exit or terminate notification at any time. Therefore, save user data
as soon as possible and as often as reasonable.
HEEFEHAIRHMEEREE R IUR IR FEAS HIRERIR R, Bt , MR AJRERESLRMRIFRAFEUE.

m Save the current state when stopping, at the finest level of detail possible. For example, if

your application displays scrolling data, save the current scroll position.
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HREFELER , NRAREFENRFEARIAE. I, WRENNERERBNREE | (REERTRD)
uE.

iPhone applications should never quit programmatically because doing so looks like a crash to
the user. There may be times, however, when external circumstances prevent your application
from functioning as intended. The best way to handle this is to display an attractive screen that
describes the problem and suggests how users can correct it. This helps users in two ways:
iPhoneN FRFEFFNLE B R T HRIZ/RESRAR L , RIAXEMSILBR SRR Y. AMmtbIraLLadiz
SREXMIER , BEINBIMEIRTEF AR LSRN . SIFRERGIEXMERAEE N —
MEREINNETRS | SREAEHINEE , ARNBAFOAUIEE. XERNTESHTAR

m [t provides feedback that reassures users that there’ s nothing wrong with your application

ERMtRR , SFRPNBEFASHIEEHR,

m It puts users in control, letting them decide whether they want to take corrective action and
continue using your application or press the Home button and open a different application.
ERFLTESHAL , IR ER BRI EERASERMZNAERER | BiREREEE | 117
B— N FEER.

If certain circumstances prevent only some of your application's features from working, you can
display either a screen or an alert when users activate the feature. Although an alert doesn't
allow much flexibility in design, it can be a good choice if you can:
RFLBR T RARNAREFIRELIIETIELE , SAFAEZNEN T LR TFREREE. 2R
R EFARIENEY | BEATLIE—MRIFAIERE | IRATLL

m Describe the situation very succinctly

IFEENE A

m Supply a button that performs a corrective action

RHE— U EERAVRE

m Display the alert only when users try to access the feature that isn’ t functioning

NERPENIEAAEEERITHRERT B iREE

As with all alerts, the less users see them, the more effective they are. See "Using Alerts” (page
80) for more information about creating alerts.

MNTFATERREE  AFEOERIE]  efi#B. W "Using Alerts” LIRENEZH X EIZIRENER.

Accommodating Multitasking &N S4%E
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Thriving in a multitasking environment hinges on achieving a harmonious coexistence with
other applications on the device. At a high level, this means that all applications should:
ZEAENEAKE | BURTIRE LAON AR FRestifliE L, Eefsl L  XEWEME N HREFN
1%

m Handle interruptions or audio from other applications gracefully

AR N R AR BT A &5

m Stop and restart (that is, transition to and from the background) quickly and smoothly

IRERIHE NS ( MAREFREHEEEHES )

m Behave responsibly when not in the foreground
SAERIBIE TR T AN

The following specific guidelines help your application succeed in the multitasking environment
introduced in iPhone OS 4.0:

LA TEAHIHES SRR TR EiPhone OS 400953 42 MEREVE T

m Be prepared for interruptions, and be ready to resume. Multitasking increases the
probability that a background application will interrupt your application. Other features, such as
the presence of ads and faster application-switching, can also cause more frequent
interruptions. The more quickly and precisely you can save the current state of your application,
the faster people can relaunch it and continue from where they left off.

HEEFHRFTHSRE. SEEEINT —NMEEaNEFE NI THHRAIN REFRIAT s . iIOSRIE
AN SR |, REEEFTTX | ERGSEEME T, SRS R RN AR ZRTIR
& BRGIRE B IRERIRI—RITRTADIRE.

m Make sure your Ul can handle the double-high status bar. The double-high status
bar appears during events such as in-progress phone calls, audio recording, and tethering. In
unprepared applications the extra height of this bar can cause layout problems. For example,
the UI can become pushed down or covered. In a multitasking environment, it" s especially
important to be able to handle the double-high status bar properly because there are likely to
be more applications that can cause it to appear. You can trigger the double-high status bar
during testing to help you find and correct any views that don’ t handle it well. (To learn how to
do this using the Simulator, see "Manipulating the Hardware” in iPhone Development Guide.)
IRIRAIUIRTMEN SRS, SEFIETITHIMEIEIFY |, SRRE Ktetheringld , WESRSEHME
HI. NARFNRARSENSEMFREERES EhBIaR. fli , UIBSEETEEE. &%
NS |, ENESKSEESEEERN , ANEREZHANARFRSEIZNRAIHI, RATLL
N A ANEREE | IKIFAEEE I EIRELEIFAIMNE. (7 RNEF BEU=ElL , B
iPhone Development Guided§ “Manipulating the Hardware” )

57



-l Carrier & 11:41 AM

o

. Chocolate Cake 1 hour
M Chocolate cake with chocolate frosting

3 L | Crépes Suzette 20min N
= Crépes flambées with grand mamier.
—
i< Gaufres de Liége 1 hour
- ) >
Belgian-style waffles
Ginger snaps 45 minutes >
Nana's secret recipe
Macarons 1 hour
Macarons francais: chocolat, pistache, fram..
& Tarte aux Fraises 25 min N

Bl Delicious tart

Three Berry Cobbler 1.5 hours
B Raspberry, blackbery, and blueberry cobbler

Recipes

m Be ready to pause activities that require people’ s attention or active
participation. For example, if your application is a game or a media-viewing application,
make sure your users don’ t miss any content or events when they switch away from your
application. When people switch back to a game or media viewer, they want to continue the
experience as if they’ d never left it.

EFFEEENUKRANNOXESRRSS, a0, REONEREFE— NP EERANERR | #iR
REOAFP AR ERAN AREFRAERE AT 5SS, SAMRESEENEEAAER |, b1
PASBRER T BN ERIALR | UGN RBEFFIT—#.

m Ensure that your audio behaves appropriately. Multitasking makes it more likely that
other media activity is occurring while your application is running. It also makes it more likely
that your audio will have to pause and resume to handle interruptions. For specific guidelines
that help you make sure your audio meets people’ s expectations and coexists properly with
other audio on the device, see “Using Sound” (page 59).

HBRIREANIEETA. SEEFRCHERENRGIREEETHNBEFITEMTES. RIFBER
HNERAEAEESRELLIBI TIIERES . AT7THREFRIERGTE AMINBEF SHESME
HFFIRE L , B5% "using Sound” HIIFMIES,

m Use local notifications sparingly. An application can arrange for local notifications to be
sent at specific times, whether the application is suspended, running in the background, or not
running at all. For the best user experience, avoid pestering people with too many notifications,
and follow the guidelines for creating notification content, described in  “Enabling Local and
Push Notifications” (page 53).
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BT HIERAERN. NAEFSESENEAEABEN , TeNEREFAESES , EReTEE
RAREET. ATRENBFARRE |, BRfERETSERRMERR , FEEE "Enabling Local and
Push Notifications” #RIEIEBIIASHIESEIN |

m When appropriate, finish user-initiated tasks in the background. When people
initiate a task, they usually expect it to finish even if they switch away from your application. If
your application is in the middle of performing a user-initiated task that does not require
additional user interaction, you should complete it in the background before suspending.
TERIER , ERATARFEIERES. SRAFPET—MES | tI—ReSFRESREEREFDR
NEaRtBaeEseRk. WIRIRAIN RRERFIEERIT—IAF OIS | BIAFREBMINRZEE |
EfREaTBETTMAE.

Hosting Ads [ &4E&

In iPhone OS 4.0 and later, you can allow advertisements to display within your application and
you can receive revenue when users see or interact with them.It' s essential that you plan when
and how to integrate ads with your Ul so that people are motivated to view them without being
distracted from your application.

#iPhone OS 4. 0RLIEHNARSZS , JLARIFET SBEAA BT RNNARER L  HEERFWE
FEXLT ST, RIETLAIEEZMIN. TR RIMAESXLT SENRMAFFEFLEA
MNEERE SMAFINRNNAEFNERETE ToEEN.

You can host an iAd, which contains the ad content, in a specific view in your UL. When people
tap an ad in this view (called a banner view), the iAd performs a preprogrammed action, such as
playing a movie, displaying interactive ad content, or launching Safari to open a webpage. The
action can display content that covers your UI or it might cause your application to transition to
the background.
RATLMRIE—ZIAd , EBE SRS , ERERBRREN—MSNED. SAMISEINE (HARIE
HEIERE" ) RS | IADBEN—RIEFRIME BB —RE R BN SRE 5
EZRmpSafariLFTH— MR, XML ERIASBSERNARREZ £ SiE BRI HRE
FENEIEEHE.

The dimensions of the banner view are:
X MEBMERANE :

m In portrait, 320 x 50 points EHEIMEF9320 x 50 points
m In landscape, 480 x 32 points TE#EREI{IEF9480 x 32 points
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To ensure seamless integration with banner ads and to provide the best user experience, follow
these guidelines:
AT HEREREIBERELEESHRRHEENAFFE  FEEXLES

Place the banner view at or near the bottom of the screen. This placement differs slightly,
depending on the bars that can be in the screen:

B EENENEEFRREESMNE. XMIEAEHERRE  XBRT RS LNSM=E%K

m If there are no bars at the bottom of the screen, put the banner view at the bottom edge of

the screen.
MRLRBHENEBRERRERR  HMiEdEMNEEFRRILE.
iPod = 11:07 AM =
_':P*"w. uﬂ ,_
Azores Islands, Portugal 4-9

May 14, 2010 1:25:34 PM

northern Algeria 5 1
May 14, 2010 12:20:22 PM =

Baja California, Mexico

May 14, 2010 12:29:02 PM 3'3
off the coast of Northern... 2 7
May 14, 2010 11:59:48 AM z
Central California 3 5
May 14, 2010 11:35:16 AM 2
Southern California 2 7
May 14, 2010 10:40:16 AM e
Mona Passage, Dominica... 3 3
May 14, 2010 10:32:55 AM z
Southern California 27

& Test Advertisement
iAd

m If there are no bars at all, put the banner view at the bottom edge of the screen.

MRRARBEEER |, CEBENERE T FRRERLE.
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iPod = 12:43 PM

| v

& Test Advertisement
iAd

m If there is a toolbar or tab bar, put the banner view directly above the toolbar or tab bar.

RBTEAgirE =8 , EENEHEENEECIN LS.

iPod = 11:06 AM =~

s | Chocolate Cake
Chocolate cake with chocolate frosting

Chocolate chip cookies 45 min

Classic cookies >
Crépes Suzette 20min >
Crépes flambées with grand mamier.

-~ Gaufres de Liége 1 hour

- >

Belgian-style waffles
Ginger snaps 45 minutes >
Nana's secret recipe
Macarons 1 hour
Macarons francais: chocolat, pistache, fram...
Tarte aux Fraises 25 min >

B Delicious tart

& Test Advertisement
iAd

T

Recipes

Ensure that banner views appear when it makes sense in your application. Although it s
recommended that a banner view be at the bottom of a screen, you choose which screens
should contain banner views. For example, you might want to choose a context that functions
as a sort of interlude in the main task of your application. People are more likely to enter an iAd
experience when they don’ t feel like they' re interrupting their workflow to do so. This is
especially important for immersive applications such as games: You don’ t want to place banner
views where they will conflict with gameplay.
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HREENENEIERAEFNNETEEEEN. REEEINERENNETFSRES , BZR
AILASEAER MUE R HIEIEIE. FIa0 , (RETRERERE—1 L FICRR | BEER B RN R
FEEESERA/NGH. SAFRKEREIECHITERERI TN , AMERSIZZAIAJKIE, X33
BULFOX TR AR CAEER | REEANMBTIREI S M EEIERE.,

As much as possible, display banner ads in both orientations. It' s best when users don’ t have
to change the orientation of the device to switch between using your application and viewing
an ad. Also, supporting both orientations allows you to accept a wider range of advertisements.
To learn how to make sure a banner view responds to orientation changes, see iAd
Programming Guide.

REJgeEmAN 5 A LR EIEE. &FERFARENEFESRLUERNNERERST SRR,
ME , IS EERATLEERZeEN &, FINImRREEREES TR , KiAd
Programming Guide,

While people view or interact with ads, pause application activities that require their attention
or interaction. When people choose to view an ad, they don’ t want to feel that they’ re missing
events in your application, and they don’ t want your application to interrupt them. A good rule
of thumb is to pause the same activities you would pause when your application transitions to
the background.

ZRAFWEFS SEMN , SENAEFEXRAFIESEMNMEE. SAMIEENE—T 5,
N AB R ST RN ARRFTPNEESY |, MBSO AERINBRER AT, —MFRERE |
SR RREFENGER , S rEELEERE.

Don’ tstop an ad, except in rare circumstances. In general, your application continues running
and receiving events while users view and interact with ads, so it" s possible that an event will
occur that urgently requires their immediate attention. However, there are very few scenarios
that warrant the dismissal of an in-progress ad. One possibility is with an application that
provides Voice over Internet Protocol (VoIP) service. In such an application, it probably makes
sense to cancel a running ad when an incoming call arrives.

FERIF—XT & BRIFERDEERT. —RERT , SAFPEWNE SHSZEHIT | RAINHERE
FRlLARSHETHZERES | RIEXDMNEHRESR  FEAPZAIFLUXE. AMRDEXEFNERE
IR —S IEE TR SR, — M RERIERE | XM REFRMT VoIP RS, EXEFIERT
BN, BIE—XIFAEHITHI S28EEN.

Note: Canceling an ad might adversely impact the kinds of advertisements your application can
receive and the revenue you can collect.

IR BUHI SRS RARFN , RN AR PRI SRS IR RIIA.

Managing Settings or Configuration Options Sz & &}t B ik
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iPhone applications can offer settings that define preferred application behaviors or
configuration options users can set to change some functionality of the application.

iPhoneN FRREFFAILURMAENARFINRE | SRHEEERERF LB CRE—ENAREFN
ThgE.

Settings should represent information, such as an account name, that users set once and rarely
(if ever) change.

IREMNIZEEERER  WAFE , BRRFRE—RHRIERMN (MREANE L

Users view application specific settings in the built-in Settings application. Configuration
options are values that users might want to change frequently, such as category types displayed
in a list; configuration options should be available within the application itself.
RAFERSENRRERERNEN "RE" NAEFT. AFURELELEEERT , 15X 2R
AR5 EC BRI N IR R A B AR L.

You should consider settings and options to be mutually exclusive. That is, you should not offer
both settings and configuration options in your application.

RMIZESIREMIESEEEARFN. BHER  (RARENAREFTREEM RE" 1 "kE" X
PR NMEIL,

It' s best when iPhone applications do not ask users to specify any settings at all. Users can
begin to use these applications right away without being asked to supply set-up information.
To achieve this in your application, there are a few design decisions you can make:

&I ZiPhoneNREFRAASILAPHTEHITRE. AR TRASEXRRHREEEMNTLLS EFAEER
XEREF. ATENBREFFSIXNBR RIS ETE—ERITRR

m Focus your solution on the needs of 80 percent of your users.
TEARRBRRAE O EIR80%AFS L.

When you do this, the majority of users do not need to supply settings because your
application is already set up to behave the way most users expect. If there is functionality that
only a handful of users might want, or that most users might want only once, leave it out.
SIRXAFES , BT NAEFEERBARSAFRENIFRET T | FIUXSHARAYERITIR
BY. MRBLMERRE—/INBoRAFEAE | B KBoRPNNEZHE—IX , BRBIXLLIIEE,
m Get as much information as possible from other sources. If you can use any of the information
users supply in built-in application or device settings, query the system for these values; don’ t
ask users to enter them again.

MELhEIR ERATRESREAXER. MR LANRNERIN R FERERIR BRI HEMA
FFRAINEEER | BRfiRRAREIXYE , JIERAFBRA—E.
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m If you must ask for set-up information, prompt users to enter it within your application.

MRIRIARIRENER  MENAREFTRTAFBABXER.

Then, as soon as possible, store this information in your application’ s settings. This way, users
aren’ t forced to quit your application and open Settings before they begin to benefit from your
application. If users need to make changes to this information later, they can go to your
application’ s settings at any time.

RERPEXMEEFHEINARERFNRET. X, AR AREZETIRINARER ZBIHIEIR HN
BRERF , 7 "RE" B TIRE. RZERAFFENZX—ER , I LI EEEHRENRAY
R PR TIRE.

It s not possible for users to open the Settings application without first quitting your
application, and you should not encourage them to take this action. There is no
system-provided icon or control that supports this action, and it'" s recommended that you
avoid creating a custom icon or control that does. If you decide you must provide settings in
your iPhone application, see “The Settings Bundle” in iPhone Application Programming Guide
to learn how to support them in your code.

FFARA R R IRNN BRFZRIFTH "RE" NARRF , MEIRANIZEm it IREX—1750,
RAFSRMEAERESERSRIX—1Th |, AEMUFAEEXE— BB ERSE=E . RE
RE—EEEEMIPhone i BIEFIRAXFZE |, i52WiPhone Application Programming Guiders
B9 “The Settings Bundle” , LA T fEaN{al FEA A SRCHN.

Note: Application-specific settings should not include user help content.

FERIN FRRE PR EANZ B 15 FAF # BN I,

Unlike settings, configuration options are likely to be changed frequently as users choose to see
information from new sources or in different arrangements. You can react dynamically to
changes users make to these options, because users do not leave your application to access
them. You can offer configuration options in the main user interface or on the back of a screen.
FRTRE , HREIENEIREEEREE  RAAFPSERE —LHMRRPINERSHTRRENZHE.
BRI R P XX LG T RIS B FHENSR AL , EARF RGBS ARERELREN]. (R
VAR P £ R EEER B R E A R Bk,

To decide which technique makes sense, determine if the options represent primary
functionality and how often users might want to set them. For example, Calendar allows users
to view their schedules by day, week, or month. These options could have been offered on the
back of the screen, but viewing different parts of a calendar is primary functionality and users
are likely to change their focus frequently.
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AT HEMIRALRGE | MiZSREXERMESNERTESIE | LURBRIUREFEIZATIR
BEfl. fign, "BE" AFRFEE—X. —Af— 1 ANNER. EFEaRHEXEEN  BEE
ABEHNAEROEEAIIE , BRURSERESEMIXERIRM.

On the other hand, the primary functionality of Weather is to display a city’ s current conditions
and 6-day forecast. Although it' s important to be able to choose whether temperatures are
displayed in Celsius or Fahrenheit, users are not likely to change this option very often, so it
would not make sense to put it in the main user interface. Offering the temperature-scale
option on the back of the Weather screen makes it conveniently available, but not obtrusive.
5—AHE, XRR' NEEDEEES—MEmINIURFI6 KRR STNR, BRASESIRE AR
[CRERRREEN  (BAPAATREEENZXMNER , fILEERERFERERIREEXM. £
RS "TEEEREEEANERENSE , MASEEER.

Supporting Copy and Paste ZiFEHI 5khN4

iPhone OS provides an edit (or pasteboard) menu that supports Cut, Copy, Paste, Select, and
Select All operations in text views, web views, and image views. One of the ways users can
reveal the menu is to first touch and hold to display the magnified view (which allows them to
move the insertion or selection point to the correct location) and then release.

iPhone OSIRHt—MwiE ( BREINGHR ) K& , SIFEIY) , EH , #40h , BIRNA , WIS | LA
RERE. ARRIXBNGEZ—R E%gE}EL/LMLTij(E’JUU. ( fﬁﬁﬂﬂ] EERERRN REKIE
BEREEWIUE ), AEREM.

If the menu is supported in the current context, it appears when the finger is lifted. Choosing
Select in the menu selects the word or application-defined item in the view.

NP ZEELRIER TSSF AT ENFRREEEHMaHIl. RERAPR "1EE" TURIEE
ERiREL A FRFEFR4R AV TR .

Users can extend their selection by dragging the handles on the currently selected area. After a

selection is made, the menu can display Cut, Copy, or Paste, as appropriate.

FAF A LATE SRt KIS fEa sk iR X i, SIFH—TUAEE |, KR LAENITEER "5
ST B "RERG"

You can adjust some of the behaviors of the edit menu to suit your application. (For information
on how to implement these behaviors in code, see “Copy and Paste Operations” in iPhone
Application Programming Guide.) For example, you can specify the subset of commands the
menu displays and you can influence where the menu appears. You have no control over the
color or shape of the menu itself.

65



RO R ES R — L ERR R SHIN ARER. ( XTI BRI EIT , i52(@iPhone

Application Programming Guide®fY “Copy and Paste Operations”, ) #lul , &eJLIEEXRRER
M SRIFE | RETLURHISREHIIAIE. ERIRA TR RSHNABTHAIR.

The commands visible in the edit menu make sense in the current context. For example, if
nothing is selected, the menu does not contain Copy or Cut because these commands act on a
selection. Similarly, if something is selected, the menu does not contain Select. If you support
an edit menu in a custom view, you' re responsible for making sure that the commands the
menu displays are appropriate for the current context. Note that you cannot specify custom
commands to display in the menu

XEAERIESKEAT I WG SESRIERL TEEEXM. Ik , MRLERBWILF , BBREFS
82 "Sf" 5 "B B, FAXEHSETEASHRISENER T4 TR, AEN , MRERE
Wik |, REHAEE "IBF" B, NREFIFHEEEXEPRIERE IR APIn<
ELRIER FERREEN. FIRBNEFARIEEEEN BT BRERET,

UIKit displays the edit menu above or below the insertion point or selection, depending on
available space, and places the menu pointer so that users can see how the menu commands
relate to the content. You can programmatically determine the position of the menu before it
appears, so you can prevent important parts of your application’ s user interface from being
obscured, if necessary.

UIKitiR{ER A E A RERIS R R LA EE TH ERRERE , FERBCRE T LMERFY
DEIZRRpSTRINAS. RVENE , BUESREREREEHIZRAMENMGE | X
R R LARS LEFA P R FRFE B REI B E AR 5 B E.

Note that although the touch and hold gesture is the primary way users reveal the edit menu,
they can also double-tap a word in a text view to select it and reveal the menu at the same time.
If you support the menu in a custom view, you should respond to both gestures. In addition,
you can define the object that is selected by default when the user double taps.

HEE  ERAMEINFEERAPERIERS DHTRENEES | Bttt LB NEX A RIS
ARISEE , ARNETKE. MREFIFEEXMEREES |, BBZSXEFBEPREFRIR. 3
HPERPWER , BRI LAESEE XENARIRIETSR,

Avoid creating a button that performs a command that’ s available in the edit menu. For
example, it'" s better to allow users to perform a copy operation using the edit menu than to
provide a Copy button, because users will wonder why there are two ways to do the same thing
in your application.

B B — MRIESKE P E ARG SR, flil , BAFHTERIREN , ERERESKPPERIFLR
H— "E8" HHEEFES  BARPEA AR EFHEERM D EME—HE.
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You can enable selection of static text, but only when the static text represents content that’ s
useful to the user. For example, a user might want to copy the caption of an image, but they’
re not likely to want to copy the label of a tab item or a screen title, such as Accounts. In a text
view, selection by word should be the default.

BRFILUBEFSYE  BEEHFSNANASY AR E2ERRIHET. i, BRIJRSEESHRE
—EGIRE , BAKNTREESH —MrERE—NERLARE , flin "KF" . AN XARES
IVAEZONINDSYEE 22 v N

Button titles should not be selectable because it would be difficult for users to reveal the edit
menu without activating the button. In general, elements that behave as buttons don’ t need to
be selectable. If you support the Cut, Copy, and Paste commands in your application, you
should also support undo and redo (described in  “Supporting Undo and Redo” (page 48)).
This is because the edit menu does not require confirmation before the actions are performed
and users often expect to be able to undo recent operations if they change their minds.
RN A BERILRE | EABP LRSS BEERRIERE, — iRk, GIRIAXETER
FAEEMEEN. WREFRGTF "5, "EF" M "R < BBAIZSTF (R 1 BT (U
“Supporting Undo and Redo” Ffiit ), IXZ2REAEMSHIITZA , IEKREH A ABFSHIIT
H4aplE , MEBAFEERER , FERERERENIRITIAINE.

Supporting Undo and Redo SziEEEfEM

iPhone OS gives users the ability to undo and redo their typing in text views. Users initiate an
undo by shaking the device, which displays an alert that allows users to undo what they just
typed, redo previously undone typing, or cancel the undo.
iPhoneBFRFERFPENNB NI RIEEMA AT, AREIRNRERLNEHEGS | s
ER—NEE |, FRPYLEENINFINE. EMRIRFTHNFEEEERE.

UIKit allows you to support undo in a more general way in your application (for information on
how to implement this behavior in code, see Undo Architecture). You can specify:

UIKitRR e i HRA— P BRI ERRIS T T ( i@ RmISEstxX—17/9 , i§28@Undo
Architecture, ATLMIERE :

m The actions users can undo or redo

A LABHEE AT

m When your application should interpret a shake event as the shake to undo gesture
R ARHMRRORB A RIE RN F S

m How many levels of undo to support

BEIE ST Z D RIRATRIH
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To provide a great user experience for the undo and redo capability in your application, you
should:
AT BN AR P RE— N HBRREEEMNBI RS | Mz

m Supply brief descriptive phrases that tell users precisely what they’ re undoing or redoing.
UIKit automatically supplies the strings “Undo " and "“Redo "“ for the undo alert button titles,
but you need to provide a word or two that describes the action users can undo or redo. (Note
that the Cancel button cannot be changed.) For example, you might supply the text “Delete
Name” or “Address Change,” to create buttons titles such as "Undo Delete Name” or “Redo
Address Change.”
RUERNEAERESFAPEENTRIREEREMG ST 4A, UKit BatEMT "HuE" 1 "&
" FEARRRENRE |, BREFEEEMH—AMIREARP T L TIRESERSG . (I5EE,
"BUH" RERTENENN. ) Bla , FRRFETLURM "RFRETRT B "MEME" FXA , LIEIEE
"BUEMBR RN B "EMARME "FREIRE,

Be sure to avoid supplying text that is too long: A button title that is too long is truncated and is
difficult for users to decipher. Also, because this text is in a button title, use title-style
capitalization and do not add punctuation. (Briefly, title-style capitalization means to capitalize
every word except articles, coordinating conjunctions, and prepositions of four or fewer letters.)
—EER BRI AR | —MIEAKARHSWE L AFREERR. b, BAXEE—
B EARE |, R ERREFEREAN , MEAENRR. (B8R , A8 ASRNEEER
SRRIEXLASMIEA IR |, EEEME NS NMATENE. )

m Avoid overloading the shake gesture. Even though you can programmatically set when your
application interprets a shake event as shake to undo, you run the risk of confusing users if they
also use shake to perform a different action.

EREHRIIRNFE. BEATUBIRERREMNINMEN AEFINRNFBEEM | NRHHFRTRE |
BANRAA AR TARERNRIE | BMRAERF R T .

The shake gesture is the primary way users expect to initiate undo and redo, but you can also
include the system-provided Undo and Redo buttons in a navigation bar, if appropriate. You
might do this if it’ s essential that you display an explicit, dedicated button to perform these
functions within the context of your application, but this is unusual.
SNFHERFPESMEETIEMNEZESI  BMNRESANE | (BTSSR FRANEEEIE
MIZHHMESME. NREVENE  BFULET—NERN. ERIUZHEN TN REF B L
IgE  (BEEERBUERZTIXE,

m Consider the context of the actions you allow to be undone or redone. In general, users
expect their changes and actions to take effect immediately. As much as possible, the undo and
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redo capability should be clearly related to the user’ s immediate context, and not to an earlier
context.

& SR TR RRHE BRI ERSEE. —RkiR , P &RLEMINEEMIT ORI BIAER. BiEE
MEMIIREN R AT RERRIE SR SRASHEX , MARSBRENASEX.

Enabling Push Notifications FR#EXES

When you register your application with Apple Push Notification Service, you can arrange to
alert users when new data arrives, even if your application isn’ t running. When a device receives
a message for an application that isn’ t running, it can notify the user by:

LI REFET AR SRS | BPAFMBIERIAR  BFM I ULHEBERIREERAF |, BMEEFNET
tEEREERF. JARFEWEIE—EEMANAREFRBIETH , B LUBRARF

m Updating a badge on the application’ s Home screen icon
EEREMN AR ERGE EHTRC

m Playing an alert sound

EIUREES

m Displaying an alert message

EBr—MEEHE

or some combination of these. The user might respond by starting the application to manage
the new data or merely acknowledging its arrival. (To learn how to handle push notifications in
code, see Apple Push Notification Service Programming Guide.)

BIXEHNAS. AFURSFHRE  EHNAREFEEEMNEE & XNEMET. (ETHN
AIER D hAMBHEXIE S , WApple Push Notification Service Programming Guide )

Note: Delivery of push notifications is not guaranteed. Also, users can refuse to receive
notifications system-wide. Push notifications are intended to notify users of new data, not to
deliver critical data to your application.

T EEBEENARERRBRIEN. I, AFTLESREKERRES. HXBENENEBNAR
IR | MARRIREN AREFREKREEUE.

The Notifications section in the built-in Settings application hosts push notification settings for
every application that registers for the Apple Push Notification Service. For each application,
iPhone OS provides settings for users to allow or disallow badging, sounds, and alert messages.
RERE" NEER "PHESEDFIBEENIEM T Apple Push Notification ServicefIBFPHIEAD
N AR HEXB EMES . ITEMNAEER , iPhonel2ERFNBFRE T RiFsiZEIbtRE. =i
REEERRIRE.
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Take some time to think about the types of events for which users would appreciate notification.
A notification should give users useful, actionable information they want to receive, even when
they’ re not using your application.

— Ltk EEAFAEERIPMEENES. BRFNERP—MEAN. FTERIFRY. itbiIEZERY
=2 . BEMRILRBERRINERER.

After you' ve identified the events your users are likely to care about, you should also allow
users to decide which events should generate what type of notification, if any. If you don’ t
allow users to customize the push notification experience in your application, you' re liable to
pester users with notifications they’ re not interested in.Users can choose which types of
notifications they want to receive, so you should support all three types:

EMA T SR PRITES X OB | RRIZLL B SRREWBLEE A M MARhSERI B |, R
BRYE. MRARIFRAFBEXNARFFRHEEENLT , FMRERE A IR RSB SN S
I IEHERBRET . BRTLUGERMIRERIAIESEE | FILMRNIZSIEE =FsE

m Badge. Badging is the least intrusive way to tell users that there is new content they might be
interested in. The badge is a small red oval that appears over the upper-right corner of your
Home screen icon. You do not have any control over the appearance of the badge and it
contains only numbers, not letters or punctuation.

. MHEBRSFAPEMITREREBIFTNEMEAMEMNANT . THE— T HIREEE
FENAREFERA AT/, SRS, EREEHT  MARFEEIRRFT

=
-50

Badging works well when you want to tell users how many items are waiting for their attention.
For example, the number in a badge might indicate unread messages, newly assigned tasks, or
how many remote players are currently playing a game.

SIMESFAFES OB EHMIILER |, FREREZAET. Fli , i BRIV RERE R 7 RiE
5. MOERNES. HEBTEEZ I BRI,

m Sound. You can supply a custom alert sound, or you can use a built-in alert sound. If you
create a custom sound, be sure it is short, distinctive, and professionally produced. (To learn
about the technical requirements for this sound, see “Preparing Custom Alert Sounds” in Apple
Push Notification Service Programming Guide.) Note that you cannot force the device to vibrate
when a notification is delivered; the user has control over whether alerts are accompanied by
vibration.

AE. RALEH—BEXRES  S&IFRIUERRENEREES. MRECZE—BEEXHEE |
ISHREEEER. RGN, TUH. (ETHEXETRSHEARERX iEZ[Apple Push Notification
Service Programming Guidedff§ “Preparing Custom Alert Sounds” ) i&TE , (R FEEEBSHA

ERTIRITIRANIR S, FAF B CistR IR EE R 2 B E IR,
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An easily recognized sound is ideal for situations in which the notification arrival itself provides
enough information for users to act. For example, a collaborative task management system
might use a unique sound to accompany the completion of a member’ s assignment. Merely
hearing this sound tells the user that the assignment has been completed.

— N EZIHINESZEREEN | RIFEEENEIANERS BN AR EEEELREITH,
plan , —MHEES EERR R A S RER— MRSHIEER4E—IES K. RERIXIEEHA
S FZRAPES BT,

m Alert. An alert is the most intrusive way to notify users of new content. An alert displays your
application name at the top, your message below that, and one or two buttons at the bottom. If
you specify two buttons, the alert displays the Close button on the left and the View button on
the right (users can tap the View button to simultaneously dismiss the alert and launch your
application). If you specify one button, the alert displays an OK button. The Close button and
the OK button both dismiss the alert without opening your application.

2iE. REREBNAFFTASHRERAMLRSI. REPEHNNARFEMRENAIR , HRATH
75 AE—ANMREERRR. WRMEEER MR  WEMREER XA, aREER "&F"
(AFRIURE "8F" &l , BIXDREE , AENEHNBERF ). NRMKEE—MEHE  NiREE
T HE R KA REM RE REMET TN AR KA.

Alerts interrupt the user’ s workflow, so they’ re best used sparingly to deliver a short, important
message about an event. In particular, be sure to avoid including any advertising content in
your alert message.

RESTETAFNIERME  RRENETFRARERAEEEEEENEMHER. FliEs, —&
BEBA SREHIERESEST.

Making Your Application Accessible FREFETLEBYE

An application is accessible when users with disabilities can use it successfully, perhaps with the
help of an assistive application or device. iPhone OS-based devices include many features that
make it easier for all users, including disabled users, to use the device, such as visual voicemail,
zoom, and voice control. You do not have to take any steps in your application to ensure that
your users can benefit from these features.

LERE AR AR E R — BN AR AR |, NERIZN AERERR | RIS R % TR,
ETiPhonelMFRFRIRERRSHEME AR BB TRIFIFE. BFERERA | ERETLUER
BEMIES(EME. REMNFEENRE. (RABENREFTRETISERBRAF T IAZm T IX L)
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BEo

With VoiceOver, the story is a little different. VoiceOver is Apple’ s innovative screenreading

technology, which gives users control over their devices without requiring them to see the
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screen. To make sure VoiceOver users can use your application to its fullest, you might need to
provide some custom information about the views and controls in the user interface.

BT VoiceOver , HEHBRA—H T, VoiceOver RSERECNEREREIRA , FRAIIFBEERSR
thaeEFIftIa0IRE. A THRRVoiceOverlIAFRERDIERN AR , (R REEEE A Rt
—LEXTREMEGHNEEXER.

Fortunately, UIKit controls and views are accessible by default, so when you use standard
elements in a completely standard way, you have little (if any) additional work to do. The more
custom your user interface is, the more custom information you need to provide, so that
VoiceOver can properly describe your application to users with visual impairments.

FizhIR | UIKit EFEAEROA TEMIEZR |, ATUSRU— N et D N ERRETRE | 1R
FREMERSMNY T/ (ANRERIEERLD ) (FAFFEREXINS | (REERMNEENEEHES |
LAfEVoiceOver [MBMRIES AP SR HIA RN AR,

Important: The job of making your application accessible consists of giving VoiceOver the
information it needs to help people use your application. The job does not include
changing the visual design of the user interface to accommodate VoiceOver.

TR (FREFLERMN TEEIERMVoiceOverfTRENER | XFERTLIEERA(IERRHRE
F. XN LTEABESEE AR REAMRIRTTLUEN VoiceOver,

Making your iPhone application accessible to VoiceOver users is the right thing to do. It can
also increase your user base and it might help you address accessibility guidelines created by
various governing bodies.

{&EiPhonefZfF33VoiceOvertI A FIRM LIRS S EFRMIE. SRAILUEIMRINAFE | RIS
B RS SRS ERN TIES s S5 5

Providing Search and Displaying Search Results
RHERABTER

UIKit provides the search bar control you can use to display a consistent interface to initiate
searching, but you are responsible for implementing search in your application. (To learn more
about the search bar, see “Search Bars” (page 116); to learn more about handling search
results in code, see UISearchDisplayController Class Reference.) To ensure that search is a useful
and convenient experience users appreciate, take some time to consider how to implement the
process and how to display the results. In general, you should:

UIKitig it 7 —MERFEN | (RTUBX MR B RESNFREHTRER | (BREENEEIINA
EFBELEIERAR. (EE TRESKXTERENER | 15201 "Search Bars” ;| THRES XTI
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IS RER |, 555 UISearchDisplayController Class Reference ), &H8{HEREGRMSEF
NAFFRRE | Ble— Lt @B E IR RSN EREIERER. B2, (RAZ :

m Build indexes of your data so you are always prepared for search.

FMREIREIRS| , LUMERJLABERHEZ.

m Live-filter local data so you can display results as soon as users begin to type, and narrow the
results as users continue typing.

BPRTIT IS AR | LMEXBP —HRmARMRI L IZIE SR EIEMA] , BB RESm NS T LAYE
INERASEE.

m  When possible, also filter remote data as users type, but be sure to get the user’ s permission
if the response time is likely to delay the results by more than a second or two.

SNERETRE | (REEI ISR WA RBEAKRER | BERERESIBFPITY , XBIFEEERMNAY
AR 45T LR TREIR S

m Display a search bar above a list or the index in a list.
ENMAERFEETAFIRSZEIIRPRSIRUERM L,

m Avoid using a tab for search unless it is a primary function in your application that should be
featured as a distinct mode.

BRERTEER , RIFERIRNAERTNEERIFEIINEEINGE.

Although live-filtering data usually produces a superior user experience, it'" s not always
practical. When this is the case, you can begin the search process after the user taps the Search
button in the keyboard. If you do this, be sure to provide feedback on the search’ s progress so
users know that the process has not stalled. One way to do this is to display textual results as
soon as possible and display placeholder content for data that might take longer to retrieve.
SRS REIEBE B E—FMUEIAFARE  BEAARLSRA. il SAFPETEE LR "8
R RHERIRAETHAER. NRMRXEFY  BREEERIETRE—RIRER | LMERF T HE
BRAREEL. BEXTMNEF—NGERRRETNFER | NAEEE KA AR ERAOEEE S

In YouTube, for example, users initiate a search for videos by tapping the Search button. If the
network connection is slow, YouTube first displays the Loading... message along with a spinning
activity indicator so users know that search is proceeding. Then, YouTube displays a results list
in which each row is populated with textual results, such as video title and viewer rating, and a
custom image of a box with a dotted outline. As users scan the list of video titles, the video
thumbnails replace the dotted boxes as they are downloaded. Displaying partial search results
while additional data is still downloading gives users useful information promptly.
ttaifEYoutube £, AFBIEET "BR" BIFRERISA , NRMERE , YoutubesfeiRft "IEET
... X—(ERAEEENE T RILAFPAERRIERART. AEYoutubeEM—MERERIIE |
HepE—5IEHENFERER , fIIITRRFRIINER , ®E—ERELSENEEXE K. JAFNE
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WSMBFRFIZRTTIA T HAT | TSI ERE SN B ELE. SBSAEURIEE TR ETEfoERER |
SBRAFEHEERNGER.

If you handle data that sorts naturally into different categories, you can provide a scope bar. A
scope bar contains up to four scope buttons, each representing a category. For example, Mail
provides a scope bar that allows users to focus their search on the From, To, or Subject fields of
messages, or broaden the search to include all fields. Consider providing a scope bar if it helps
users focus their search or if it significantly reduces the number of results. (To learn how to
implement a scope bar in your code, see UlSearchBar Class Reference.)
INRFELENEBEASHERT SO EN | (RATLURH—DEE, XM REFITBEEZUM
PE, B-PMERFOE, W, Mail FRIERMIEH T — 1D RFK | BRFPIEREET "RHEA",

WHEN" | SEBMEER | SET AR REZRE A WE. MRS EXZEEHTRAEE TR
BRIYECREMHD TERIVHE BIARESREH—DER. (ETRNAERBRPIMOEE
JlUISearchBar Class Reference )

Using the User’ s Location FFIF BB AR

Users appreciate application features that allow them to automatically tag content with their
physical location, or to find friends that are currently nearby. Users also appreciate being able
to disable features like these when they don’ t want to share their location with others. Users
can grant (or deny) systemwide access to their physical location with the Location Services
setting in Settings > General.
AP {wF N AR AR B aptmc e IR ERITIRE | SRS BIHREIIEEMTILARARAYTORE. FIRFtBIRITaE
BEMANAESHAD BRI ERX I8, BFRALE RE" / "BR" PiRE" EURS
BT (8RS ) 2RFEBMIIAEERALR,

If users turn off Location Services, and later use an application feature that requires their
location, they see an alert that tells them they must change their preference before they can use
the feature. The alert does not allow them to make this change within the application; instead,
they must go to Settings and change their preference. This ensures that users are fully aware
that they are granting system-wide permission to use their location information.

MRAPXA" BARS | BEkENRAREFRRNEEMNME | BAKEE— I REE , SFE
BRI "EARS" , ATLAGRIZINEE. RERSVHbBI TN BEFAMEEE , AR |, b1
ME" BE "BFRUEN. XRTRAFERSINRE , tilEFE2RFITa 4 se@RtiNuERER.

To help users understand why they might need to turn Location Services on, it" s best if they see
the alert only when they attempt to use a feature that clearly needs to know their current
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location. For example, people can use Maps when Location Services is off, but they see the alert
when they access the feature that finds and tracks their current location.
ATEBBRAPTBATAMITERE IR BAURS " SIFREMNEAFTENEMINMETNS
TSRERR LI EZIREE. fia0 2" EUiRS "BXERS , AMIETLAGERIE , BSfb(15EE
uTheeRs , IS EZIREE.

If Location Services is turned off, iPhone OS displays the alert the first time your application tries
to access location information. The Core Location framework provides a way for you to get the
user’ s preference so that you can avoid triggering this alert unnecessarily or inappropriately.
(See Core Location Framework Reference to learn more about this programming interface.)
INREMIRSRXIAH |, iPhone OSE T RMRAIN FAEFENRXEILEREMRS(EE. Core Location
framework ( B OHBIBAMRENIK ) IR T —F5ASRENB P RIREF | BRSO ERIERESRTR
g, (EEIZFRERBEHNESZ(EE , ICore Location Framework Reference, )

With knowledge of the user’ s preference, you can trigger the alert as closely as possible to the
feature that requires location information, or perhaps avoid it altogether.

RERFPNRETE  (FULRARTEUEEEINENEIIRE &l niEE.

m If your application cannot perform its primary function without this information, it" s best if
users see the alert as soon as they start your application. Users will not be bothered by this,
because they understand that the main function of your application depends on knowing their
location.

BRAMREIN R R B EMRSB A EITEERFINEE | BMfEEFEE , RIRLAFERIREE. A
FPRASRBEIEZ , EAMNBENARERIEEINEEG "EARS" BIER.

m If the user’ slocation is not part of the essential function of your application, you might
choose to simply restrict the feature that uses it. For example, when Location Services is turned
off, Camera automatically turns off the feature that adds the user’ s location to the photos they
take. It does not prevent users from taking photos unless they change their preference, because
adding location information to photos is appreciated, but not essential.
NRAFREAT A ZNAREFESINEN—S |, SR LUEERFICHIER. flin , JMERSE
KA, BNSBEMXRDCAFRERTRINEIRE., EASELERFER  BRIMERAENETIRE
EARRMALEERENING  BRFIEVE,

m If a feature needs location information to function, be sure to avoid making any
programmatic calls that trigger the alert before the user actually selects the feature. (The call
that gets the user’ s preference does not trigger the alert.) This way, you avoid causing users to
wonder why your application wants their location information when they’ re doing something
that doesn’ t appear to need it.
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MR INEFESLRBIERER | N—EBE R A TR IR £ ATER R RAMA
REE. (KERPRENBRIASMAIRE., ) X, AIBRBEAFERER , AT AN EREREEE
I ERESR , MitIEEMI—LSE | (WFFREXME,

Handling Orientation Changes #4¥E75HEIZEW

Users can rotate iPhone OS-based devices at any time, and they expect the content they’ re
viewing to respond appropriately. In your iPhone application, be sure to:
FRFAIgEE R AR R e iPhone BAFRGAIRE | FEIFNINEIREEBHENZILIERE. EiPhone iz
BFF , BEER

m Be aware of accelerometer values (for more information on the accelerometer and
references to accelerometer programming interfaces, see iPhone Application Programming
Guide). If appropriate, your application should respond to all changes in device orientation.
TEINEREREHE ( RAESHXTINEREMNEETRIAEREES . WiPhone Application
Programming Guide ), 3NRERIRS , RAINAEFSRIEANINREMEZAMIFHEIR,

m Ifthere’ sa part of your application’ s user interface that displays in one orientation only, it’
s appropriate for that area to appear in that orientation and not respond to changes in device
orientation. For example, when a user selects an iPod video to view, the video displays in
landscape orientation, regardless of the current device orientation. This signals the user to
physically rotate the device to view the video. The important point about this example is that
iPod does not provide a “rotate now” button; instead, the user knows to rotate the device
because the video appears in landscape orientation.
MRNBREFNBFRAEE P RET—1ER , XMEEMEGERMITIRE , MASRERESHE
AT ALELT. B0, HAPERTE—NPodsl , ARERESR , MAEXHFIRENSA M.
XFREE S NIZ e R FHIIR S EREISA. X MIFHERRIPodNRMIEEIRE , MERE
BRI ERTUA H IR IEHEIR .

Allow users to physically rotate the device to correctly view the parts of your application’ s user
interface that require a specific orientation. Avoid creating a control or defining a gesture that

tells users to rotate the device.

AP BTN RIRENWIES R |, KRB AREFPFESESANAFRAE. BRtlE— 1

HREX— M FBIMERGIFAFIEEIRE.

m Take advantage of the one-step orientation-change process to perform smoother, often
faster rotations. However, if your screen layout is very complicated, you might choose instead
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to perform a cross-fade transition when an orientation-change occurs. To learn how to support
the one-step process in your code, see UIViewController Class Reference.

ROFA— LIRS A BT | 2B , RiE. A, MRIENEERREIFEESN
BASFENZ S AR, MAZARARRNKERR. ETH—SERIFIONESE 1

UlViewController Class Reference,

m Users often rotate their devices to landscape orientation because they want to “see more.” If
you respond by merely scaling up your content, you fail to meet users’ expectations. Instead,
you should respond by rewrapping lines of text and, if necessary, rearranging the layout of the
user interface so that more content fits on the screen.

FRFZEIREMINREEEEERN , BAMMIE "ERIEZ". IRERART KBRS | BFEEHE
FAFREER. BR , (FNZZHFXF  IREVE BN AR REERNSTREEEGFS.

Using Sound &%

Users expect great sound from iPhone OS-based devices, whether they’ re hearing system
sounds, such as ringtones and alert sounds, or application sounds, such as media playback,
ambient sounds, and soundtracks. In addition, users expect sounds from their devices to obey
both their preferences and their intentions.

FAFEIEETPhone IFRFRIRFEIFHEHNEN , TeIREINERRAE | WREIRERS | 5
NRREFES  NMERERNES | BRAS |, RSN, 5, BRAEMINNRESERATE
CHIEFIEE.

Users decide how loud sounds should be and whether they want to hear them at all. Sometimes,
however, users expect to hear certain sounds even when their current settings indicate that they
prefer silence. For example, users always expect to hear alarms that they have set. Essentially,
users want to hear sounds they ask for, but avoid hearing sounds they don’ t ask for.
AFREFENZBEZARMIREERZIE(]. BR  BHEEIMINIRREZHEN , AFE
RREWEIRELES, fl, HQF',ME EITEIEIRENMIRE. NARLH , BFEITEIbIE
BENEE  BEERTEMNAEREINES.

To help you accommodate this, iPhone OS provides programming interfaces you can use to:

RNTBIHEFHEX—R , iIPhonetRERFIRM T HERE , RLARX

m Describe how your application’ s sounds should fit in with other sounds on the device

R RAIN BRI S MZ NI 5IRE LR E S E

m Ensure that your application’ s sounds play according to users’ expectations

RN AR S RIER P AVHAE MR
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Before you decide how to handle sound in your application, you need to understand how users
expect applications and the device to behave when they adjust device controls and use external
devices, such as headphones and headsets.

ERRENE RN BREFRE SR (RFE 7RISR ETRENERIMNERE | (BB,
ftbfi 1% LB BAE N IR AR & B SRIE .

The Ring/Silent Switch—What Users Expect
meERHE--AFRHEFA

Users use the Ring/Silent switch to silence their devices when they want to:

FAFER" Wie/FE "UNHRAXE , tIFE !

m Avoid being interrupted by unexpected sounds, such as Phone ringtones and incoming
message sounds.

ERHEEARNES | EERHEIERIRREITH.

m Avoid hearing sounds that are the byproducts of user actions, such as keyboard or other
feedback sounds, incidental sounds, or application startup sounds.
ERITEIRFRFRHNES | IREsHEMERIRNES | BAFE  SNAEFEINEE.

m Avoid hearing game sounds, including incidental sounds and soundtracks, that are not

essential to using the game.

ERITEIFNAS |, BENTHESNRSR  XEERFNERIREVERN.

For example, in a theater users switch their devices to silent to avoid bothering other people in
the theater. In this situation, users still want to be able to use applications on their devices, but
they don’ t want to be surprised by sounds they don’ t expect or explicitly request, such as
ringtones or new message sounds.

Blan , T—REIBR , RPIRIREEFHT | LUBERITIHRZANEMEA. EXMERT , BR{RATE
BEMS AR IREBRINRER | (B IAEMRA IR ENES | RFESHERIERS T,

However, the Ring/Silent switch does not silence sounds that result from user actions that are

solely and explicitly intended to produce sound. For example:

PR " WESR/EFE "FPRAREE R R BRI TR ERAEE. B

m Media playback in a media-only application is not silenced by the Ring/Silent switch because
the media playback was explicitly requested by the user.

RSB BRI AREER" WR/FHE "X, BAERERERHINAFERK,

m A Clock alarm is not silenced by the Ring/Silent switch because the alarm was explicitly set by
the user.

— MR RREER" W/FE "X, BACERHAFBEmRERN.
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m A sound clip in a language-learning application is not silenced by the Ring/Silent switch
because the user took explicit action to hear it.

IEEFINNAREFAREER" WR/F#E "X , BARPREBBHI TR A,

m Conversation in an audio chat application is not silenced by the Ring/Silent switch because
the user started such an application for the sole purpose of having an audio chat.
FE—MESWIRNABREFPIXERER" W/FH#E "AXRE | BARAPFRXNNAERER | S
REWE—BH.

This behavior follows the principle of user control because it is up to the user, not the device, to
decide whether it's appropriate to hear sounds the user explicitly requests.
XFTAERAFESRN , RAEEHAF , MARKRSE , KREREEELITEIRFAHEKAY

===z
FEED

Volume Buttons—What Users Expect

FERTR--ARHEf4

Users use the device’' s volume buttons to adjust the volume of all sounds their devices can play,
including songs, application sounds, and device sounds. This means that users can always use
the volume buttons to quiet any sound, regardless of the position of the Ring/Silent switch.
RAFEARENEERTRERMMIRETLIENNAS |, SEFH. NAREFERFNRENER.
XEWERFULEREREEATEREHIEEHE AR "BR/AS" X

In some cases, it might be appropriate for an application to give users volume-setting capability
in the application’ s user interface. For example, YouTube displays a volume slider users can use
to adjust the volume of the video they’ re watching. While YouTube is running, users can use
the slider and the volume buttons interchangeably to affect the video’ s volume. This is because
the slider acts as a proxy for the volume buttons while the application is running: The slider
affects both the application” s volume and overall system volume, with the exception of the
ringer volume.

ARLERT  ENAEFNAFFREFRAILURESERETIX, fl0, YouTubeZ2R— 1 EEBHT
FEARPTLERMAMNEEMENIISE. REYouTubelE/EEN , AP LUFERSERATEIIBT
BERIWIINEE. XRENBHENAREFETHRATERETLRE | RTEANNREE B
R FAREFNEENENRRNEE.

If you need to display a volume slider, be sure to use the system-provided volume slider
available when you use the MPVolumeView class. Note that when the currently active audio
output device does not support volume control (such as an A2DP device), the volume slider is

replaced by the appropriate device name.
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MRFFEET—NEEBT  —EEEARFRMEAIMPVolumeViewKEFRIZEBIT, BER , 4
BRNEHRNEMA LIRS SHFS EEH (WMA2DPIRE ), SEBTHENAIREERIA.

Using the volume buttons to adjust an application’ s currently playing audio also adjusts the
overall system volume, with the exception of the ringer volume. (Using the volume buttons
when no audio is currently playing adjusts the ringer volume.)
EREERTERBENAEFINBENNEMEREEZ TBINAANEE | WREEFS. (NHENR
BEEUENE , NEERTREYTLIAZENREE. )

This behavior follows the principle of user control because the user always decides how loud
sounds from their device should be.

XMITHBERPEHRN , BAKEHBF REMNIRENESNIZZE.

Sometimes, an application might need to adjust relative, independent volume levels to produce
the best mix in its audio output. But the volume of the final audio output should always be
governed by the system volume, whether it' s adjusted by the volume buttons or a volume
slider. This means that control over the application’ s audio output remains in users’ hands,
where it belongs.

B , NRREFAREREAZENN. BYNSEFESMMHARIRERS. B  RENSEMET
BNIZKZRZRATERS  TCEHETERATRIEERTRE. XEWRE , NAEFISME D
AZ RS,

Headsets and Headphones—What Users Expect
BN SEZ--AFBEH+4

Users plug in headsets and headphones to hear sounds privately and to free their hands. Users
have different expectations for application behavior, depending on whether they’' re plugging
in or

unplugging these accessories.

RAFBEANENMEZTLIRZESHERINF. BRXYNARFTHEARRIER | XLERBUR T
MNEREBmNXLE .

When users plug in a headset or headphones, they intend to continue listening to the current
audio, but privately. For this reason, they expect an application that is currently playing audio to
continue playing without pause.

ZRAFBANENRER , I TESEIREEZLREM. HTFXNRE |, IHE— N FREmTE
B ERTE AN AR,
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When users unplug a headset or headphones, they don’ t want to automatically share what
they’ ve been listening to with others. For this reason, they expect an application that is
currently playing audio to pause, allowing them to explicitly restart playback when they' re
ready.

HRAFKREENSEZRN | AT ENARFAEERF SEMADSZEERTNRE. HTFXNRE |
B LEE— NI LI EHRIRERAIN AR | VOB AT I LA SR,

Wireless Audio—What Users Expect
FTEM--AFR R4

Users appreciate the convenience of wireless headsets, such as Bluetooth A2DP devices.People
use wireless headsets and headphones for the same reasons they use wired headsets and
headphones: they want to hear sounds privately and they want to free their hands.
RAFMETLENIRERERNY  EFA2DPRE. AMIEREEZENNEZSHNERELERR
—HERY - I IBSRIGFAANEERIE | IR ERERINF.

Users also have very similar expectations for the user experience of wireless headsets:

RPN TEEZR BRIt EIFERURIEE

m When users connect to a wireless audio device, they intend to continue listening to the
current audio, but privately. In this situation, they expect the audio to continue playing without
pause.

ZRAPEERR N TEEMRE | MITERSITHREM  EREE—ASZA. EXMERT | i)
RESIMP IR REE.

m When users disconnect from a wireless device (or the device goes out of range or turns off ),
they don’ t want to automatically share what they’ ve been listening to with others. In this
situation, they expect currently playing audio to pause, allowing them to explicitly restart
playback when they’ re ready.

ZRAFPWTF LIRS ( SIREEHEEEXA ), tIAFEBHNSMADEMIEITRIEMR. EXME
T IEEEEEIEE RIS , S ) ES T S BRI E TR,

Even though people don’ t physically plug in or unplug a wireless audio device, they still expect
to be able to choose a different audio route. To handle this, iPhone OS automatically displays a
control that allows users to pick an output audio route. Because choosing a different audio

route is a user-initiated action, users expect currently playing audio to continue without pause.
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BMERFASERMEARK H AL EIMRE , MDA BEEGRFEARNEMEE. 7T HRXNE
& , iPhoneBERFZ BB — M AIFRF ISR SME HIRZAES., BT EEAENENEERA
F&iErIsiE , BPHEEERRNESASEE | SERER.

Defining the Audio Behavior of Your Application
EMAREFNEMITH

If sound enhances or is essential to the user experience or functionality of your application, you

need to decide how your audio should fit in with the audio environment of the device and how

it should respond to user actions. For example, you need to decide whether:

NRAEEIER T X T RPARGEN BREFNENIEERUAT VN |, BBAREERERAIEIRRLNE
BCAIREHISEINIAG | LARSANMAmN AP ERE. flil , (REERERS

m Your audio should continue playing when the device locks or is switched to silent

SIRFUERIHREITTER |, SN SRR

m Your audio should mix with other audio that is currently playing (such as a song in iPod)
BMNZ S Ef BRERAIEINES (2NiPodAYERH )

m Your application needs to handle both audio input and output, either sequentially or

simultaneously

R FATE s SR A 2 ) A A R B S N FO % H

m Your audio should automatically resume playing after an interruption

BT ERE B SRS

To influence how your application’ s audio should behave in situations such as these, use Audio
Session Services or the AVAudioSession class. These programming interfaces do not produce
sound; instead, they help you express how your audio should interact with audio on the device
and respond to interruptions and changes in device configuration. Audio Session Services
governs sound produced using technologies such as the AV Foundation framework, Audio
Queue Services, OpenAL, and the I/0O audio unit.

Audio Session Servicesg# the AVAudioSessionZ&REr] LAFEENIR BN FAFE RO ESRELA L B0 a0
AfEHRN, REXEFEBATEERS , MEBWFRRARISMNNA5RE LSRR | L
BRI FIIR SR BRI, Audio Session ServicesE#IEMAIATTEMNAEE , f0AV Foundation

framework, Audio Queue Services, OpenAL, and the I/O audio unit.

Note: If your application produces only user-interface sound effects that are incidental to its
functionality, you can use System Sound Services. System Sound Services is the iPhone OS
technology that produces alerts and user-interface sounds and invokes vibration; it is
unsuitable for any other purpose and the sounds it produces are not governed by Audio

Session Services. See the SysSound sample project for an example of using this technology.
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X RSN AERRFESHINEEARENAFRE S , (REJLAFERSystem Sound Services,
System Sound Services@r =4 fREEFI - RESMARaNEMBRIPhone BERFRA , EANERTE
AEAMERN , EF-4ErIAESAHAudio Session ServicesEE, TSysSound7~fI5uH F{E XTI AR
B+,

Important: No matter what technology you use to produce audio or how you define its
behavior, the phone can always interrupt the currently running application. This is because
no application should prevent users from receiving an incoming call.

BR . TICIRERAMEAREWFERERNTE X ERYT/Y , SREEIER LGRS T 1R EIETT
BN FRER. XERAEHINEERFANIZYIERFEEEIRE.

The audio session is an intermediary for audio between your application and the system. From a
user-experience perspective, the most important facet of the audio session is the category that
defines the audio behavior of your application.

audio session2NREFHIRFHI— P ERPN. WNAFKIEAESE | audio sessionREERISHEHRZ

E X N R FRIE SR RE,

To provide a great audio user experience, select the category that best describes the audio in
your application. Be sure to make your choice based on the semantic meaning of a category,
not its precise set of behaviors. This ensures that your application behaves according to users’
expectations. In addition, it gives your application the best chance of working properly if the
exact set of behaviors is refined in the future.

AT RE—ARFISIMAAARN |, RREEHIAN FREFPIEMAIRE, —EEEEAIE N AIEH
FH%ERE , MARETETAREIHRE. XEHANARERITHIRERAFEAE, st , tNRE
WRTAELEREFREN | BBACKRENARFREFEE TIFNSHFIX.

In rare cases, you might need to enhance or refine a category’ s standard behavior by adding a
property to the audio session. For example, you can add the
kAudioSessionProperty_OtherMixableAudioShouldDuck property to make sure your
application’ s audio is louder than all other audio (except phone audio). You might do this if it’
s important for the user to hear the audio from your application while other audio is playing.
However, you should be aware that a category’ s standard behavior represents what most users
expect, so you should consider carefully before you add a property to refine that behavior. To
learn more about audio session properties, see “Fine-Tuning the Category” in Audio Session
Programming Guide.

FERDEIBRT |, BaseR BB Raudio sessiontGNEMHES S BUARBIMTRET . FIanaTLUE
kAudioSessionProperty_OtherMixableAudioShouldDuck/Ett LAFBRIEHIRN FBRE RIS SRELL TS
Hth&5a ( BIEmieRsh ) E3ARE. WMRILAFTERENAREFNSMRGE  MoREREMS
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STDERERL , IR LUX A, B2 , REOZFE , — P ERIRIMREITARER T KSEAFRIERE | ATlL
REOZFAERE , RAEFHMMI—PEY , UEX—17A. ET##audio session/@tt , iI§&Audio
Session Programming Guide®ifJFine-Tuning the Category,

You can base your category selection on the current audio environment of the device. You
might want to do this if, for example, users can use your application while listening to other
audio instead of the soundtrack you provide. If this makes sense for your application, be sure to
avoid forcing users to stop listening to their music or make an explicit soundtrack choice when
your application starts. See Scenario 2 in  “Putting it All Together” (page 57) to learn how to do
this.

ERILURIESANRBNEIMRIRE DK, BM0F | (RATsEBXrty , BRRTLUAERNAERER | 8
TR ZIREHAIEMER. MRXTEHONBAREFRSE | Bi—EEER AN AR FEIT=ER
FEIEr IS R IEHBAFERNEREE, W "Putting it All Together” B9 "BR2" , EJ9T
HEIX—5,

It'" s also possible to change categories while your application is running, although this is
seldom necessary. The primary reason for doing this is when an application needs to support
recording and playback at different times. In such an application, it can be better to switch
between the Record category and the Playback category as needed, than to choose the Play
and Record category. This is because choosing the Record category ensures that no alerts (such
as an incoming text message alert) will sound while the recording is in progress.
SIRNONAREFAIE T , BhETURRENE , ERAXRIOEYE, MTXHEHMNEERER . MA
EFEEEARRIRESFHCRMEN. EXHRINBERT |, &iFERecordXMPlayback3kZ @i
EYHE , MARIEREPlay and Recordzt, XZERE HiEERecordEEHIRISBE RS EICRIEEHTH
REFE (MNERTE )

Table 4-1 lists the audio session categories you can use. iPhone OS assigns the Solo Ambient
category to an audio session by default.

FA-1FIE TR LERRISASIEES.  iPhonel#ERF NEIARYaudio session3ER T Solo
Ambientzs,

Table 4-1 Audio session categories you can use to define sound behavior in your application
{REJLARBSRE X M B AR E17/9R9Audio sessionZk
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Category

SoloAmbien
t

Ambient

Playback

Record

PlayAndRec

ord

AudioProces

sing

Meaning
ax

Sounds enhance application
functionality, and should
silence other audio

1ERN FRRRFINRERIAEE | HHE
B H RS AT
Sounds enhance application
functionality, but should not
silence other audio
IERNRREFIIREAES R
A EHEE SR RS
Sounds are essential to
application functionality,
and might mix with other
audio
MNTNARFNEERER 7
BRILSHESMRES

Audio is user-recorded
BPRxRE

Sounds represent audio
input and output,
sequentially or
simultaneously
IirstbEE R RRT SN
M

Application performs
hardware-assisted audio
encoding (it does not play or
record)

PATERAHB RS IR ( AR
OAEE ) NRER

Silenced by
Ring/Silent
switch and

locking

EREMER

TS

Yes

Yes

No

No

No
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Mixes with other audio

MEESES

No

Yes

No (default)
& (EIN)

Yes (when the
MixWithOthers property
is added)

= (ZFmy
MixWithOthers B4R )
No

No (default)
= (EIN)

Yes (when the
MixWithOthers property
is added)

= (=ERmT
MixWithOthers AT )
No



Note: In the interest of space, Table 4-1 displays only the last part of each category name.
The actual symbol name of each category begins with AVAudioSessionCategory. The actual
symbol name of the

MixWithOthers property is kAudioSessionProperty_OverrideCategoryMixWithOthers.
iEATHETE , R4-IRERTENEBNRNRE—HD. S1ENERFSHRFRE
AVAudioSessionCategoryFsk, EFELFRFATSEMixWithOthers

7= kAudioSessionProperty_OverrideCategoryMixWithOthers,

Putting it All TogetheriBFFEHIESHL—iEC ?

Here are some scenarios that illustrate how to choose the audio session category that provides
an audio experience users appreciate,
XEBEH—EIF SR LIRIEER ERaudio sessionFERIRM—NS ATBERIS AR,

Scenario 1. Imagine that you' re developing an educational application that helps people learn
a new language.

BRL | RRIREEFA—REENREFFENAIZEI—MNES.

You provide feedback sounds that play when users tap specific controls and recordings of
words and phrases that play when users want to hear examples of correct pronunciation.
SREPREEERMN  FRHAFFERER | SAPERRRIEBIASHFR , BREMHIFIFIRE
BRERE.

In this application, sound is essential to the primary functionality. People use this application to
hear words and phrases in the language they’ re learning, so the sound should play even when
the Ring/ Silent switch is set to silent or the device locks. Because users need to hear the sounds
clearly, they expect other audio they might be playing to be silenced.

HFILNAREFT  FEEOATONEEE. AMIERLNBREFRITEI]ZI6NES FRISRIEME
15, FTLABDAES "We/fRE" FAXRIRENHSEMER  FENIAEAE. HTRFPFEEREEFER
AE , B EEMMETR TSRS,

To produce the audio experience users expect for this application, you would use the Playback
category. Although this category can be refined to allow mixing with other audio (as described
in Table 4-1 (page 57)), this application should use the default behavior to ensure that other
audio does not compete with the educational content the user has explicitly chosen to hear.
AT FEERBFEERIX TN R EAL: | (RATLAERPlaybackss, BSAXANEETLUNLIEEN |
MERFSHEMERS (11RA-1NE ), XTNAEFNZEREIARTS  LRREAMSEINEES
FF R FEEREINHESNEMAE PR,
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Scenario 2. Imagine that you' re developing a game that allows users to guide an onscreen
character through many different tasks. You provide various gameplay sound effects and a
musical soundtrack.

BR2  BRIREEFR—NIE  iLAFPSISFNARTRITS AENES. BRHSMIEREIIE
RIRA.

In this application, sound greatly enhances the user experience, but is not essential to the main
task. Also, users are likely to appreciate being able to play the game silently or while listening to
songs in their music library instead of to the game soundtrack.

FNERREFF  FEAKES TRPAN , BXTERERESRRARLEN. Wit , AFRATEE
BELEITEY , SRATTA it RS R | MAZRENER.

The best strategy is to find out if users are listening to other audio when your application starts.
Don’ t ask users to choose whether they want to listen to other audio or listen to your
soundtrack. Instead, use the Audio Session Services function AudioSessionGetProperty to query
the state of the kAudioSessionProperty_OtherAudiolsPlaying property. Based on the answer to
this query, you can choose either the Ambient or Solo Ambient categories (both categories
allow users to play the game silently):
RFRBRERERINAREFEINAFREEENEMESR. A1ERRAFERIEFITERISNER
Uik e . #8k , £ “Audio Session Services” #ZBRY “AudioSessionGetProperty” E&if
"kAudioSessionProperty_OtherAudiolsPlaying” HIBIERZ . ETFXHXANREAEIZ | (RaTLU%ER
Hrhpg "Ambient” & “Solo Ambient” 38 (IXPRAIFRFREFHEITI ) :

m If users are listening to other audio, you should assume that they’ d like to continue listening
and would not appreciate being forced to listen to the game soundtrack instead. In this
situation, you would choose the Ambient category.

NRAFEARITEMEN | REIZRIRAIESET , FEREERIETERERS. EXFERT , &
[UEE "Ambient” 23l,

m If users are not listening to any other audio when your application starts, choose the Solo
Ambient category.

RN FAREFEMEAFRBIMEEIEMER , %% "Solo Ambient” 33,

Scenario 3. Imagine that you' re developing an application that provides precise, real-time
navigation instructions to the user’ s chosen destination. You provide spoken directions for
every step of the journey and a few feedback sounds. In addition, you think people would
appreciate being able to listen to their own audio while they use your application.

BER3 | RRREEANRFEEBIEMAR — s tUEr. SERNSMETNNRRER. NIRENE—
TREESETIAAHRE—ERE. W, NEEISAPEERRIIN AR AT aeH EaelrtbiI8
CHIE.
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In this application, the spoken navigation instructions represent the primary task. For this
reason, you would use the Playback category, which allows your audio to play when the device
is locked or the Ring/Silent switch is set to silent.

HFLNEREFRF | IBESIERAR T EEES. EFXNRE , JLAEAPlaybacks , ERFRIE
SRR ERBER "I/ E" FIRRENFHEIREM.

To allow people to listen to other audio while they use your application, you can add the
kAudioSessionProperty_OverrideCategoryMixWithOthers property. However, you also want to
make sure that users can hear the spoken instructions above the audio they’ re currently
playing. To do this,
you can apply the kAudioSessionProperty_OtherMixableAudioShouldDuck property to the
audio session. This ensures that your audio is louder than all currently playing audio (except
phone audio).
AFVFNEERIRAON FRFE PRI BEDT B ELABE SR , (RETLATRAN
“kAudioSessionProperty_OverrideCategoryMixWithOthers property” Bk, B2 , SEEEHHIF
AR BB EEERA S EE T LA EILL ERSESIE R, EMEIX—R , LA
“kAudioSessionProperty_OtherMixableAudioShouldDuck” Ei4Flaudio session, IXAJLARHRE
RYESALL B RUEIAIRTE SR ( BRTFRIEmS ) KA.

Scenario 4. Imagine that you' re developing a blogging application that allows users to upload
their text and graphics to a central website. You might have a short startup sound file, various
short sound effects that accompany user actions (such as a sound that plays when a post has
been uploaded), and an alert sound that plays when a posting fails.

HEA  RRIFEEFA—MEZNBER | RFAR R RMS eI FHE R, (RAgEE—
RENEMEE  SHEAFNFIES (NS LESTNFRIRHIES ), fithF EERMATRIR

EE%D

In this application, sound enhances the user experience, but it is incidental. The main task has
nothing to do with audio and users do not need to hear any sounds to successfully use the
application. In this scenario, you would use System Sound Services to produce sound. This is
because the audio context of all sound in the application conforms to the intended purpose of
this technology, which is to produce user interface sound effects and alert sounds that obey
device locking and the Ring/Silent switch as users expect.
HFILNAREFT  FERESTAFPRE  BERXEN. TEESFSEMAX  MERFAFERENE
RS BRERINERZN AR, EXMERT . (RALUERSystem Sound ServicesE=4£ER. X
RRANAREFTHAEFSNEMASEAEZRANTHIEN  RE-EFE AR RENEEMEN
"IEe/ERE" IR AR REEMAIRES.
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Providing Choices 2fti%iF

iPhone OS includes a few elements that help users make selections. When you need to offer
choices in your application, you should use these selection methods because users are already
familiar with their behavior.

iPhoneZMFRFEIEHBHAFIFEEN—ETR. AETEEEFTRALEERN | (RAIZERXLIRE
ik, BARPEEHREEIINTA.

In general, you should not try to replicate the appearance and behavior of selection controls
you might see in a desktop computer application, such as an application menu or a set of radio
buttons.

TE—RIERT | Rz EHERET BN RRER NSRRI T ES: | NN RERFRERE
BIRRIHIRE.

iPhone OS provides the following elements you can use to offer choices to users:

iPhone BMEFRFHLATAE | KELAFIRMIEL

m Lists (that is, table views). Users tap a row in a list to select an item. Lists are suitable for
displaying almost any number of choices. For details on the ways you can use table views in
your application, see “Table Views” (page 89).

FIZE ( ED%%’F&UJI ), BRREIRPHO—ATLUEERE—AE. IR NFERTERNETTHERNEE. B
KIFE “Table Views",

m Pickers, including date and time pickers. Users spin the wheels in a picker until each wheel

displays the desired part of a multipart value, such as a calendar date that comprises year,

month, and day. For more information about using pickers in your iPhone application, see
“Date and Time Pickers” (page 108) and “Pickers” (page 114).

iRirss , QIEREAMRTENLRE. AFieiEEkitss LR BR8N FERUBSE. B, BEMK

FrEam. THEEZ W "Date and Time Pickers” #1 "Pickers”,

m Switch controls. Users slide a switch control from one side to the other, revealing one of two
values. A switch control is intended to offer a simple choice within a list. For more information

about switch controls, see “Switch Controls” (page 99).

xRN, BRFA—MZEIB—WEs— P FXES SR TRMEZ—. —MFREHNERRREM—

MEFIRRBERANERE, BSES , W "Switch Controls”

Providing a License Agreement or a Disclaimer

RH— N IFAIh IR R

89



If you provide an end-user license agreement (or EULA) with your iPhone application, be aware
that the App Store displays it, so that people can read it before they get your application.
NREERIPhone N AR HIRH— M RERFPIFI MY (KEULA ), BE S S EIASRERSIFIESIE
FARIRFIAREMSZM. RIRAiPhoneNBREFBIFAIY , FApp Storef@XMMY , SEALIETLAS
XE , R ERNBERF.

If possible, try to avoid requiring users to indicate their agreement to your EULA when they first
start your application. This allows users to enjoy your application without delay. However, even
though this is the preferred user experience, it might not be feasible in all cases. If you must
display a license agreement within your application, try to do so in a way that harmonizes with
your user interface and causes the least inconvenience to users.

NRAJEE  EEREMNAREFREEREXRAFRERIRNSRZRFITFIMY. XEERFEEL
AZAENNARER. A, BIEXEERNAFREG  BaLEERERR TEHETTH. WRE
VIREBNNBRERER— MY, SX— N SERARFREEMBRER | BHEBPRIAER

s,

Similarly, if you need to provide a disclaimer, be sure to balance your business needs with
maintaining a great user experience. If you can, provide your disclaimer within your application
description or EULA, so that it is available in the App Store.

Bt MRFFERE—AFR  (F—EEFEHUSTERSEFRIFIBFARL. MRATLIANE &
RIM FERE PR iR BB R BB IF R IINY , LMEBHApp StoreRJLAZKIE.
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Part 2 :
Designing the User Interface of Your iPhone Application

RIHR iPhone NFREFRIRFFE

User interface elements in iPhone OS include views and controls. Views provide content regions
with well-defined sets of functionality. Controls are graphic objects that cause instant actions or
visible results. Although all an application’ s views and controls are contained in the
application” s single window, users see and interact with them in screens, which roughly
correspond to different visual states in the application.

iPhone OS RANAFRRETRBEMESEY. MENRTRETEXRIFNINEES. EHESE
BRI E— MR ERNERNR. NAEFNATEMESEHESRE RN AREFNBRE—NERN , AR
FHERRLEEFSZRE | XEFERHSNAEFNAEREIRS @RI,

iPhone OS defines the standard appearance of these user interface elements, and delivers
consistent behaviors that users expect. Read the chapters in Part II to learn about the types of
user interface elements available and how to use them to build the user interface of your
application.

iPhone OS RAFENXLERFRETTRAREIN , FHEMSHFEERE—ERT/. FHIESE 880
BELHUEITRNARAETREEE , RINIERE( SRR REFr AR RE
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CHAPTER 5
A Brief Tour of the Application User Interface
2 FF P R E RS E [ R

Before you delve into the details about specific views and controls, it s helpful to gain a
high-level understanding of the way these elements can work together and how users expect
them to behave. This chapter introduces the views that comprise the building blocks of most
applications, describing where they belong and touching on how they’ re used.
EARRNARK T EANRERMEZEARIFRER 2, IXETRNAHER TR BFEEE(1ERF
TEE—NRANEREREEHN. AENATEMASHNAEFERIE @i 7E0EE |
VAR GOfEIfEE .,

To learn more about the appearance, behavior, and usage guidelines of individual user
interface elements,be sure to read the chapters following this one. Understanding how each
user interface element is designed to be used helps you use it correctly in your application and,
if appropriate, customize it to meet your needs.

THRESXTEIBARRETRINE. 7h. RERER , BRURIEUTX—E1. BERS 1 AR
FETTRARIHRNIERRY | e MIREE CNARERPIEMERE | FREBRNTEMESE.

Application Screens and Their Contents

NAEFRERRE

Every application, regardless of type, has an application window. Programmatically, the window
provides the background on which you present all your application” s information. But users are
not aware of this window; instead, they experience your application as a collection of screens
through which they navigate.

BINRER  TieKRE , BE— I NARFNE. BIRE  AENRCERENAREFNERRM
THRES., BRAPARERRIIXMME , RMMMIENARFISM—RTIBHE S STRNE
BRI,

Although it" s not a programmatic construct, you can think of a screen as corresponding to a
distinct visual state or mode in your application. Users can see individual screens when they
navigate through an information hierarchy, tap different tabs in a tab bar, or tap an Info button
to view flip-side configuration options.

BREAREFUIEIE , BIRITLUAAT—FE SN AREFP IR AMERNSEER. BREL
m Mt EE—FERE  ArSEREAENGEN |, ERT—MEERHEE S —HICEIETET |
WEE—MRIFER.

92



Depending on the style of your application, you might have a large number of screens or just a
few. For example, Mail can display an accounts screen, screens that list the mailboxes in each
account, screens that list the contents of each mailbox, and a screen for each message, in
addition to a message composition screen. On the other hand, the Stocks application displays
two screens: One screen displays a list of companies and a stock-performance graph and the
second screen displays application configuration information.

RIENAREFMENAR , JUBERIRSERS  LETERD. fl , B8 E=—MKPNES |
ETEMKFEENRINER  BErEMERTIIRNER | UKETEBREENRER | WNEEE
SMtER. B—0HE  RENAEFERERTES | —TFRETLIRBENRETEE , 52
MEBRETNAREFNERERER.

For the most part, users think of an application screen and the device screen as identical.
However, an application screen’ s content can extend beyond the bounds of the device screen,
requiring users to scroll. For example, the Contacts screen is a single screen in the Phone
application, even though it" s likely to list enough names to fill the device screen several times
over.

EARZHBERT  BRAANRREFNERTIRENEEEEE. M , BIRAFPNERME  NEERF
FENRTTUBEHREFSAEE. fli , RERRAR—FURRYHEBERZREFEF/LUR
N  ERREARRERREENAEFRN— M ERIC.

Each application screen can contain various combinations of views and controls. Some views
include specific controls that do not belong anywhere else, and some controls can be used in a
variety of views.

BT NAEFFERETEESSMNEMNZEY. SENESTRET —EEENERNEY AL
RIS ARE P AL

Alerts, action sheets, and modal views are distinct types of views that do not exist in an
application screen like most other views; instead, they float above application screens and their
views. See “Alerts, Action Sheets, and Modal Views” (page 79) for more information about
these views.

R, MFRBIESUERHEHATENRE , EIMGEMKSEIE—HFETNRRERES M
RENARERFSNCNNUE LT F. BESXTXENERERN “Alerts, Action Sheets, and
Modal Views” .

Four types of views have special status in the user interface of an application, although they do
not need to be included or always be visible in every application. These are:
MFRBENMERENAREFNAFRRETEEEHRINS | ERC(IAFTERSEE M NAEFF , 8

BEFIN. BilE:
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m The status bar. K%,

This is a unique view that isn’ t technically part of the application window, although
an application can customize the appearance of the status bar to some extent. See “The Status
Bar” (page 67) for more information.

RSER—MREFRIE EK%F\' REFIERALRN—En  RENAEFE—EEE LAILUBE
SURSERIIMR. SREVEZ(SEIBM "The Status Bar”

m The navigation bar. Sfi%.

This optional view appears just beneath the status bar and can include titles, buttons, and
segmented controls. See “Navigation Bars” (page 68) for more information.
ZAIEE S TRESERNT S  BERE ZfNoEs. SKEEZERE1EM "Navigation Bars”

m The tab bar. #5384,

This optional view appears at the bottom edge of a screen and contains segments that activate
different modes in the application. See “Tab Bars” (page 73) for more information.

WAEME BT RIEDLS , S8MENAEFTHNARELINRER. FRESER “Tab

Bars”,

m The toolbar. TE%.
This optional view appears at the bottom edge of a screen and includes controls that perform
specific actions in the current context of the application. See “Toolbars” (page 71) for more

information.

ANEE R~ TRFRERSRLS% | BTN RREFEISRBER THEKTHNEG. RNESER

B “Toolbars”

Figure 5-1 shows three of these views in an application screen. Note that if this application used
a toolbar, it would appear in place of the tab bar.

5-1 B RTHEEMNNARFRE="ME, 5IF A URXMNAEFFERT—IER  E7fk
IREFAINE.

Figure 5-1 An application screen that contains a status bar, a navigation bar, and a tab bar

— MU AEFREEE—MEE S AI—MREE
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Status bar
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Navigation bar

No Podcasts

You can download podcasts from iTunes.

@fa =

Tab bar

Podcasts Artists Albums

In an application that displays some combination of these four views, you can think of the area
between the bottom of the navigation bar and the top of the toolbar or tab bar as the content
area. In this area, an application screen can contain arbitrary views to display content, such as
table views, web views, and image views. Figure 5-2 shows examples of two of the content-area
views available in iPhone OS: a style of table view and image views. To learn more about the
behavior and appearance of some of these views, in addition to the controls associated with
them, see "Table Views, Text Views, and Web Views” (page 89).

EF—1MEX 4 MIBRINBERY , JBShRRSHI LERSIGE RS BNKEEFASTKX.
EXRXE , NAEFAETUESERNNERETRE | IRE0NE , XANE , RERIE.
5-2 877 iPhone BERFHFARBFXAIR MIERIFF  RIEVEFNE S NE. ZETHERXXENER
1TRINI (BRT SHEIIRXAYERE ), B2 "Table Views, Text Views, and Web Views”

Figure 5-2  Two types of content-area views FfhERPASKNE
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Image views
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As mentioned above, there are some controls that are available only in specific views. An
example of such a control is the disclosure indicator, which has a specific use in a table view.
You can see an example of the disclosure indicator (it looks like >) in the left-hand list in Figure
8-1 (page 89). These controls are described in the sections that cover their associated views. In
addition to these, however, there are a handful of controls, such as the detail disclosure
indicator, that have a wider usage. See “Application Controls” (page 107) for more information
on the controls available to you.

ERTA , B—ERMREERENERER. HP—NMIFEY Bivnfzt | aitERgiEs
BERENAE. RAILEE 8-1 (NABIREE—N Bzl ( Bk ) 1OflF, XLz
HESEIMEX views ETHRIFAHR. FAEIRTXE , hEROHEY  NADrRES &
ToiZHb#(ER. B2 “Application Controls” LK SESIRMHATIIEXIRENER.

Using Views and Controls in Application Screens

EEFRE LERUBSEH

In iPhone OS, UIKit determines the behavior and default appearance of views and controls. As
much as possible, you should use the standard user interface elements UIKit provides and
follow their recommended usages. Doing this helps you in two important ways:

£ iPhone B{ERZEH , UIKit RE T MERZEHEMTALUIREGAINL, SRR ETgebER UIKit [24thY
WERAFRETER  FEREGEREN. XEMAILERNEZERNSERSR

m Users are accustomed to the look and behavior of standard views and controls. When you use
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familiar user interface elements, users can depend on their prior experience to help them as
they learn to use your application.
RRIBETREFHHRITREINIRIT A, SIRERRENBAFRRETER , BRILUKES CUEIRE
WA F 2 ERIRIN FEER.

m If iPhone OS changes the look or behavior of standard views or controls, your application
continues to work and automatically looks up to date with little, if any, work on your part.

gN5R iPhone BMERGNZ 7 BN HAIREINIFITA | (RN RREFRSEM L/ ERERIEH.

Many controls support some kind of customization, usually in color or content (such as the
addition of a text label or an image). If you' re developing an immersive application, it s
reasonable to create controls that are completely different from the default controls. This is
because you' re creating a unique environment, and discovering how to control that
environment is an experience users expect in immersive applications.

IFSEHESHSREAEN  BERREBHNE (MEIN— M AREHER ) IRIREEFE—NR
RIVER |, IESERARETEARNEMREEN. XERMRELNE—MRIFAIIRE , AN
BEXNNEE—MRARPSEENRIVERPEEIRIRE.

In general, though, you should avoid radically changing the appearance of a control that
performs a standard action. If you use unfamiliar controls to perform standard actions, users
will have to spend time discovering how to use them and will wonder what, if anything, your
controls do that the standard ones do not.

AM—RRBIRT | (REOZERMRE LB —MTIRE T AREEIINL, SNRERAZATRTIE SRR
1T , AP ASARERIBE T RINMIERMN] , AESANIREE AR,
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CHAPTER 6
Navigation Bars, Tab Bars, Toolbars, and the Status Bar

Bk, 8K TRERRSEE

The status bar, navigation bar, tab bar, and toolbar are views that have specifically defined
appearances and behaviors in an iPhone application. These bars are not required to be present
in every application (immersive applications often don’ t display any of them), but if they are
present, it" s important to use them correctly.

NSE  BIF 785K MITEKAE iphone NRREFFERERIINMIFITAEN. XEEHSTE—
M REFFIRAZOMN SN AREFEERAXER ), BUREIEXER | BPALERERE
MMEEREE,

The reason is that these bars provide familiar anchors to users of iPhone OS-based devices,
who are accustomed to the information they display and the types of functions they perform.
RRZEXLEAILL iPhone OS IRFRIAF RN , EEX R ERME ERERERAETIRERENIN AT
HAFERE.

The Status Bar JR&%K

The status bar shows users important information about their device, including cell signal
strength, the current network connection, and battery charge. Figure 6-1 shows an example of a
status bar.

NEXMAFERZRENERRER | BEESREE , SRRNERKSHEHEE, B 6-1 2R —1
KSR F.

Figure 6-1 A status bar contains important information for users

REEOARRHRTEEER
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Status bar
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Although a full-screen, immersive application can hide the status bar, you should

carefully consider the ramifications of this design decision. People expect to be able to see the
current battery charge of their devices; hiding this information, and requiring users to quit your
application to get it, is not an ideal user experience.

BATRAN FREFEEFENHRES IR ERERESR (B2 IFEFEZRXFRITAIER. Af]
HEFVREBNELEE R T BLEE  MFERAFREERFEE | XE— M NEENBFARE.

For example, Photos displays individual photos from a camera roll in a full-screen view that
fades out the status bar, navigation bar, and toolbar after a few seconds. This is appropriate
because in Photos, users focus on viewing the content, not interacting with it. However, users
can bring back the status bar, navigation bar, and toolbar with a single tap on the screen.

Bign , £FEXNEERAENIE  KSK  SMEFNIEZFSEMHZEREFS. BXEEER0, B
RAFENSRARNIHEEFUNERFAS  MARSEHTRE. M, BRTUBEEE—N—a0E

BRSE SIS TAESHEFR.

If you sometimes hide the status bar in your application, you should take advantage of users’
experience of this behavior and allow them to redisplay it with a single tap. Unless you have a
very compelling reason to do so, it" s best to avoid defining a custom gesture to redisplay the
status bar because users are unlikely to discover such a gesture or remember it.

YNRFERIEN AR R 7RSS | (RMOZFIBAFIT LN , FLeiEgET— MRS R
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MEMEREE, BRIFMRE— N IEES AGRNOEBBMHY , FTUARFERE N —BEEXRERE
FISDIRESSR . BB RGBSR IAICIEX NI,

Although you have little control over the contents of the status bar, you can customize its
appearance and, to some extent, its behavior. Specifically, you can:

REFRGTINERIIATEEIRD | BRE—EEE LRI LIESICRISNIFIT . BRskiR , RATLL

m  Indicate whether the network activity indicator should be visible. You should display the
network activity indicator if your application is performing a network operation that will take
more than a couple of seconds. If the operation will finish sooner than that, you don’ t have to
show the network activity indicator, because it would be likely to disappear before users notice
its presence. (In your code, you use the UlApplication method networkActivitylndicatorVisible
to control the indicator’ s visibility.)

EEMEENEESNAT . MNRIRIOLN AR EAIITRBIEERMAIZ B RMEEIER. MR
BFFREREY | (MRAVEETNEED , EACRAUSERAFEIEEIXRAIRMRER (EL8F |, &
i UIApplication 75i% networkActivitylndicatorVisible S&i=HIM&E BN E . )

m  Specify the color of the status bar. You can choose gray (the default color), opaque black,
or translucent black (that is, black with an alpha value of 0.5). Figure 6-2 shows these styles.
(Note that you set a value in your Info.plist file to specify the status bar style; see iPhone
Application Programming Guide for more information on how to do this.)

BEERNSKIEE. (RUTLUERKRE (AR ), BEBEAER , EZFEHNEE (EHERER 05
f9 alpha B ). E 6-2 B/ 7 XL, (£ Info. pI|st MEFBTIRE— MERIBERESENER. &
ZXRFUTRERYEEN iPhone Application Programming Guid )

m  Set whether the change from the current status bar color to the new color should be
animated. (Note that the animation causes the old status bar to slide up until it disappears off
the screen, while the new status bar slides into place.)
RENSFKIABENEEEA— I IERR. (I5ER  SNEEEEERESETE  EEEBHEK
F&  RIEFIORSE LA EIBNAE. )

Figure 6-2 Three styles of status
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Be sure to choose a status bar appearance that coordinates with the rest of your application.For
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example, avoid using a translucent status bar if the navigation bar is opaque.
—ERERE -SRI AREFEERD A LERINSEINL. flil , BEMFRFEHAIIHRLZ
RERFER (EB ) PIRSE.

Navigation Bars

S

A navigation bar appears at the upper edge of an application screen, just below the status bar.
A navigation bar usually displays the title of the current view and can contain controls that act
on the view' s contents, in addition to navigational controls when appropriate. Navigation bars
are especially useful in productivity applications (described in “Productivity Applications”
(page 19)), because these applications typically arrange information in a hierarchy.
SIMFHAENAEFFEN LN  KEXZT. " SRFEEERIRNERRR , BIEUERY
EHF R LREFENISmEG. Eﬂm—n?‘ S NHENRAEFPAEER (£ "Productivity
Applications” HIXEEATY ), BAXENBEFBEREBEELAHE—NREREEF,

Navigation bars have two purposes:

SHEERMER !

m To enable navigation among different views in an application

BEBEXI N AR P A EIEHTS S,

m To provide controls that manage the items in a view

R RSB EIEE

Figure 6-3 shows examples of both these uses.

6-3 BN T XIFRIRAIAIF,

Figure 6-3 Navigation bars can contain navigational controls and controls to manage content

SRS E S Szt EEREEY
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Navigational control Controls to manage content
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Navigation Bar Contents
SIMERE

A navigation bar can display just the title of the current view, centered along its width, as shown
in Figure 6-4. The initial view in a productivity application should include a navigation bar that
displays only the titleof the first view because the user hasn’ t yet navigated to another location.
SMFUTLUETRRZARUERE  IRIECHERERES , ME 6-4 frx. T DB NREF &Y
HRENZEE— T RETRDINERENSME  BAZAPERENEES—MIE.

Figure 6-4 A navigation bar displays the title of the current view
— N EBRAERII BRI S

”~ -~

T
“

As soon as the user navigates to another view, the navigation bar should change its title to the
title of the new location, and should provide a back button labeled with the title of the previous

location. For example, Figure 6-5 shows the navigation bar in Date & Time settings, which is in
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General settings.

ZRAFSMEISZ—MIERRE , SMEMZEERE , ERFUENRR , FRRE—HETRIN
ErERIRENZH, Fla0 , E 6-5 B7< 7 Date & Time ieEHHISMEE , IXZ General REFHIANE
Z—

Figure 6-5 A navigation bar can contain a navigational control

— " SRFETUE S — P SEH

The standard back button gives users a reliable way to return to the previous screen, so it' s
important to avoid altering the button’ s behavior. In particular, you should avoid creating a
multi-segment back button, such as the one shown in Figure 6-6.

ERSREIZEABFRET — P I RNAGNREER—MNER | U EENEEE R SERETA.
KRR | IRz BIE ZERIGIRIR |, ANE 6-6 Fimad.

Figure 6-6 A multi-segment back button is not recommended

ZRIGIRIRE , ~EEF

~ My Favorite Stuff  Photos —

Using a multi-segment back button causes several problems:

ERZRIRERASERIL M

m The extended width of a multi-segment back button does not leave room for the title of the

current screen.

— N EREREHASFESRFS LARRERTE.,

m There is no way to indicate the selected state of an individual segment.

IRBNEIE R A RIS

m The more segments there are, the smaller the hit region for each one, which makes it

difficult for users to tap a specific one.

FRi#EZ , 8RBTSR RPRRERE/) | XERFP/REE(]FI— 1 RERE.

m  Choosing which levels to display as users navigate deeper in the hierarchy is problematic.

RRSREERRRAINGEE |, Mz EREXEE,

If you think users might get lost without a multi-segment back button that displays a type of
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breadcrumb path, it probably means that users must go too deeply into the information

hierarchy to find what they need. To address this, you should flatten your information hierarchy.

WRIRANRAFPRBEZRERRESEK ii_J“‘ﬁ%ﬂikE%F%?ﬁii& REREE BT BEHEMENITE
4. ATERRIXNER , (R ERUIRENEERIREN,

In addition to a back button, a navigation bar can also contain a second button to the right of
the title. If you do not need to display a back button (because your application does not
support hierarchical navigation), you can opt instead to display a button that affects the
contents of the view, such as an Edit button, to the left of the title. Figure 6-7 shows an example
of this.

BT —MREZE  SMFEITUESSE MR |, Eirdiail, IRIFAFERRRERE , (BER
FEONBRFAIFDESM ), R LUERER— M REAERE | b F e miER
H, B 6-7 3 7T—F,

Figure 6-7 A navigation bar can contain controls that manage the content in the view

SIFT S EENE RS Y

5 orid Cloc

To learn how to implement a navigation bar in your application, see "Navigation Controllers”
E 7RSS — N ARERFTPISAS . I "Navigation Controllers”,

As you can see in the illustrations above, buttons in a navigation bar include a bezel around
them. In iPhone OS, this style is called the bordered style. All controls in a navigation bar should
use the bordered style. In fact, if you place a plain (borderless) control in a navigation bar, it will
automatically convert to the bordered style.

IFAN FEFFEZIRNER—F , SIEERREE—BH RN, 7 iPhone A% 1’E%§EEP XU
REIOERT. SMETREEHEHMZERLESDN. ERL  MRIFRRE—NEERM (TLE )
SRR B BHIRNIOER.

You can design your own icons for use in navigation-bar buttons, or you can take advantage of
the predefined buttons iPhone OS provides. See “Standard Buttons for Use in Toolbars and
Navigation Bars” (page 124) for more information on the buttons available to you.
RECALAASIEIRITHRE & RTLUERH iPhone BERFIRMHAITIE M AYEZH. W “Standard
Buttons for Use in Toolbars and Navigation Bars” LUiKEE S X THRHIRTEHIESE.

Although you can specify a font for all text displayed in a navigation bar, it" s recommended
that you use the system font for maximum readability. When you use the appropriate UIKit

programming interfaces to create your navigation bar, the system font is used automatically to

104



display the title.
SRMRATLUESMETIEEXAF , (BEREFRERRAFERLEXERKAIR
UIKit 5 REAEEIZIRNSMR , RAFHREBNENAZERET,
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Navigation Bar Size and Color

SMFNRTHEE

Changing the device orientation from portrait to landscape can change the height of the
navigation bar automatically (you should not specify the height programmatically). In
landscape orientation, the thinner navigation bar provides more space for your screen contents.
Be sure to take the difference in heights into account when you design icons for navigation bar
controls and when you design the layout of your screens.

BREZENNEAELAERER  ShFSEREHMNE (RFMZEEESE ) EEafERT |
RENSMFTLUNFNEERATEMESHZTE., JRASEMKRITERNRIEEMRNNE B
PREEEBEE.

You can specify the color and translucency of a navigation bar to coordinate with the overall
look of your application and with the other bars in it (that is, toolbars, tab bars, and the status
bar). You can use a custom color or choose one of the standard colors:

(RATLMEE SANRA SR ERRER & NAEFMEMEGRERARINE (BIITER , inEFMRE
&) IREILIEREENAE  EZEFNERE—

m Blue (the default color)
EE (BA8)

m Black

2E

If it complements the look of your application, you can add translucency to the navigation bar.
When you use a translucent navigation bar, the screen gives the impression of having a larger
visible area, which is especially desirable in landscape orientation. Be sure to avoid mixing a
translucent navigation bar with an opaque black status bar (although you can display a
translucent navigation bar with an opaque gray status bar).

NRLESIMFFINE PR LAEN REFRIIMIETE | BARRIIXFRER, AEA— I HEBNS
MK, ARFRREIER LEHT 1M EANTRER , THEEONER T, —EBERE—FE
PRSMEI— M FEBPNRERSHKRES ( REFITURT— M HEBRISMEMN— M REBRIRE

Strive for consistency in the appearance of navigation bars and other bars in your application. If

you use a translucent navigation bar, for example, don’ t combine it with an opaque toolbar.
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Also, avoid changing the color or translucency of the navigation bar in different screens in the
same orientation.

BNESMFSEMEAENRRERPRF—EE. NMRRERNEFZEBISME , i, FEBA
ERNTEREFMEES. W, ER— A EARFE LEER N EZSMFRRIREMERE.

Toolbars TE%

If your application provides a number of actions users can take in the current context, it might
be appropriate to provide a toolbar. A toolbar appears at the bottom edge of the screen and
contains buttons that perform actions related to objects in the current view. A toolbar should
not be used to switch among different modes in an application; if you need to do this, use a tab
bar instead (see “Tab Bars” (page 73) for more information).

NSRIRRON AR FRM T —ERAF T LIELARIAS FRIEE | BBARIFRE—TEK. TEXE
TMEFRERESNG  B3ESRNE THITEXRESRTaNRE. TREFANIZA TN AERER T
AEMES | WRIRBIVXAM , BBHAIRESR , MARTLRR. (2% "Tab Bars” LEREEZ(ER )

For example, when users view a message in Mail, the application provides a toolbar that
contains items for deleting, replying to, and moving the message, in addition to checking for
new mail and composing a new message. In this way, users can stay within the
message-viewing context and still have access to the commands they need to manage their
email. Figure 6-8 shows what this looks like.

plan , BEFEEMHERR  NAREFRET TES  GFENRIE  BSNBKRERIE 88
ENAREHIMEIE. X, AP LEEERARSHNEEITERSLERMG T, B 6-8
TR,

Figure 6-8 A toolbar provides functionality within the context of a task
TEFHERIMES TRETEE.
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Toolbar Contents TEXRA

The toolbar displays toolbar items equally spaced across the width of the toolbar. It' s a good
idea to constrain the number of items you display in a toolbar, so users can easily tap the one
they want. Remember that the hit-region of a user interface element is recommended to be 44
x 44 pixels, so providing five or fewer toolbar items is reasonable. Figure 6-9 shows an example
of appropriate spacing of toolbar items in a toolbar.

RIETEENEE  TEZ ENMBHRFKFESH. ITFIEZENIENME— EHRE2 M
B XHEAFHEESStRERE. BieE  —MREPRETHRRENKERT S 44X44 GE
FTLARM 5 M EELNTERMBRSEN. E 6-9 ERTAE— M TEFHPIERIBSES WA

¥

Figure 6-9 Appropriately spaced toolbar items
TEFMBRAIEERS

- —

T M

The items in both Figure 6-8 (page 72) and Figure 6-9 do not include a bezel. In iPhone OS this
style is called the plain style. (For an example of the bordered style, look at the buttons in Figure
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6-7 (page 70).) Although you can use either the bordered or plain style for buttons in a toolbar,
you should not mix both styles in the same toolbar.

£E 6-8 %IZII E 6-9 PIINBEASIEANTIE. 7 iPhone B{ERFH XTI TR, (IOER
LHIPIF , 2E 6-7 iR ) RETETIESPRAILERDERSFIFEBEPIEEI—K , B
{RANLZAE %—/\IE- hREEREIRE.

You can design your own icons for use in toolbar buttons, or you can take advantage of the
predefined buttons iPhone OS provides. (See “Standard Buttons for Use in Toolbars and
Navigation Bars” (page 124) for more information on the buttons available to you.) If you
choose to create custom toolbar buttons, be sure to make them as similar in size as possible to
achieve a balanced, attractive appearance.

RATLAA TREFZEECIRITER , BiERLER iPhone BERSTIEXAIEHE . (£ "Standard
Buttons for Use in Toolbars and Navigation Bars” LUXEESEXRANEE ) NRIREEE 20
ETEFZH  FSYILENERIANSERETEAMELL , LUARI—ERIFEFISEN,

Toolbar Size and Color

TEENRIMNHE

Changing the device orientation from portrait to landscape can change the height of the
toolbar automatically (you should not specify the height programmatically). The thinner toolbar
available in landscape orientation leaves more room for your screen contents. Be aware of the
difference in heights when you design icons for toolbar buttons and when you design the
layout of your screens.

BREZENNERERN R , TEERSESEINE ((FAFANZEEESE . EEEfER T
BB T REKAILUAR E’Jﬁ%?ﬂﬁ%ﬂi%ﬂ’ﬂfﬁ@, HirIITEFRTERNRITESHBRER , &
PREEEBEE.

You can specify the color and translucency of a toolbar to coordinate with the overall look of
your application and with the other bars in it (that is, navigation bars, tab bars, and the status
bar). You can use a custom color or choose one of the standard colors:

{ReJLAfEE TR ZNEE MBI ERRE SN ARFFEMMZRNEARINL( BISME RSFRIIRER )
RATLAERBEN A & EFEnERes—

m Blue (the default color)
e (BAe)

m Black

2E

If it complements the look of your application, you can add translucency to the toolbar. When

you use a translucent toolbar, the screen gives the impression of having a larger visible area,
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which is especially advantageous in landscape orientation.
MRGETREFFINERETLAENAEFIIMMETE | BBARRIIXMR. SERF—MFEBNS
MmRE , BRPEREIFRE LEHT — M BEARTNER , TEEEENERT.

Strive for consistency in the appearance of toolbars and other bars in your application. If you
use a translucent toolbar, for example, don’ t combine it with an opaque navigation bar. And,
avoid changing the color or translucency of the toolbar in different screens in the same
orientation.

BNESMFSEMMEAENRRERPRF—EE. MRRERNRFZEBPIIES , il , FEBA
ERNSMFMNEES. RFMNZERER—LRARRE LNETREFNHAEMNERE.

Tab Bars
e

If your application provides different perspectives on the same set of data, or different subtasks
related to the overall function of the application, you might want to use a tab bar. A tab bar
appears at the bottom edge of the screen.

NRIRHN RS TR—EHIE | EMBAINEAEXNAEAHESERARNRERE | (RUREE
FERA—MRER. —MrERETERBRRERLS.

A tab bar gives users the ability to switch among different modes or views in an application, and
users should be able to access these modes from everywhere in the application. However, a tab
bar should never be used as a toolbar, which contains buttons that act on elements in the
current mode (see “Toolbars” (page 71) for more information on toolbars).

ISR ERFENAREFPHARNRAMER TR , MBERFRIZEEBEN REFAIS ML
BEREHAXEEN . BR  TERBEINZHESMTEEER  HhaEAELREN TRIFAER
1 (80 "Toolbars” LIREEZXTFTIARZNER )

For example, on iPhone, iPod uses a tab bar to allow users to choose which part of their media
collection to focus on, such as Podcasts, artists, videos, or playlists. The Clock application, on
the other hand, uses a tab bar to give users access to the four functions of the application,
namely, World Clock, Alarm, Stopwatch, and Timer. Figure 6-10 shows how selecting a tab in a
tab bar changes the view in Clock. Notice how the tab bar remains visible in the different Clock
modes shown in Figure 6-10. This makes it easy for users to see which mode they' re in, and
allows them to access all Clock modes regardless of the current mode.

5140 , #£ iPhone w1 , iPod ERI—MRESR , RIFAFIEEECRXIRNGEAIES | tHiEE | 2K
K, NEEEIER. B5—0HE  PNAERRT —MrERERF S HIRMERINN N8, BD
HRETH , @i, xR, EidER. B 6-10 BR T AR AEFPIRESUASERIRENE R . EE
6-10 F , B ERIREZRWNAEARRIS TR HR MRBENEMERN. XEERFREZERMIER
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Figure 6-10 A tab bar switches views in an application
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The tab bar displays icons and text in tabs, all of which are equal in width and display a black
background. When a tab is selected, its background lightens and the image in the tab is
highlighted. Figure 6-11 shows how this looks.

HERXETEGINT , IENXEGREHEERSNERE  AERTEREERYP. JA—Mr&EHiE
i, EESRKUABRSEPIESRREH. B 6-11 BR

Figure 6-11 A selected tab in a tab bar
B 6-11 #RERPHIEPAIRES

*" 1 [=["] Q

Featured Most Viewed Bookmarks Search

Note: A tab bar does not change its opacity or height, regardless of orientation.

T REFEAEHRE , AREEAEEENEE.

iPhone OS provides a number of icons for tabs, such as the items labeled Featured and
Bookmarks in Figure 6-11. If you choose to use these icons, be sure to use them in accordance
with their documented meaning. For more information on the tab bar icons available to you,
see “Standard Icons for Use in Tab Bars” (page 126).

iPhone BMERGRM T —LARE K ABRIER , ANE 6-11 PAYFAEERIBEER, MNRIREEFERIX
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Icons for Use in Tab Bars”

Providing Additional Tabs
MBI MRS

If your application's tab bar contains five or fewer tabs, iPhone OS displays all of them, equally
spaced within the tab bar, as shown in Figure 6-12.

MRNAEFIFEEESANHELDIRE | iPhone BIERFALERESIIRE |, EFREEPESIRER
FF . 20E 6-12 f7.

Figure 6-12 iPhone OS displays up to five tabs in a tab bar
6-12 iPhone BERFAEMERFRSH B MRIE

(1) o e OO0
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Favorites Contacts Keypad Voicemai

If your application’ s tab bar contains more than five tabs, iPhone OS displays four of them in

the tab bar and adds a More tab, as shown in Figure 6-11 (page 74).

R FARRFITRE LA SHIFEEBITRYD | iPhone BIERAM AL R ~EA1HRHIMA , HEFRIN—A
"B iR, WE 6-11 Fr.

Users tap the More tab to see a list of additional tabs in a separate screen, as shown in Figure
6-13.
AFRE "E2" 5%, A1 RRNES L UER— M EUMITRESIR | S0E 6-13 Fi7k,

Figure 6-13 Additional tabs are displayed when users tap the More tab
SRS More 17 |, HERRAIRERRHF
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The More screen can also include an Edit button that users can tap to configure the tab bar so
that it displays the tabs they use most often. For example, Figure 6-14 shows the Configure
screen users see after they tap the Edit button in the iPod application” s More screen.

XA “More” BFRAGE—RIERE  ARUUREEEFREFRERMMIFEERNFRES. Flu
6-14 B/ T AP R iPod N AREFIREZEENEERS.

Figure 6-14 When an application has more than five tabs, users can select their favorite tabs to
display in the tab bar

SNAREFEETT 5 MrE | APALIEERE CERNIRE B EREREH.

112



-ll Carrier < 4:30 PM ==,

D)

Yy

Albums Podcasts Audiobooks

2 1 [ =M -8

Composers Compilations Playlists Artists

D ]

Songs Videos

=N ®) ) 4

Playlists Podcasts Songs Genres

Notice how iPod uses the same tab icons in all three places (the tab bar, the More screen, and

the Configure screen). This helps users be confident that each icon means the same thing,
regardless of where it'" s displayed.

RLER iPod E="METSER T HEERSER (&%, "82" B0, BEEN ). XHEHeBREEAT
BB ERSERIRN , TIEElEEHE,

Badging a Tab in a Tab Bar

IRE SR PRI

You can display a badge on a tab to communicate with users in a nonintrusive, understated way.
This type of feedback is suitable for communicating information that isn’ t critical to the user’
s task or context, but that is useful to know. The badge looks similar to the one Phone displays
on the Voicemail tab to indicate the number of unheard messages: it is a red oval that appears
near the upper right corner of the tab. The white text inside the oval provides the information.
{REBRETSEAREE EEMGAE , BITIFRAMAIERNZENAFHTEE, XFRIREEER TARLRY
TRAESSBESEAAFAEREFTNENEERERS. XMMIEMTEEERLETIRE , RIFT L
REEHER  XE—MEER~A LANIEHER. HEREENEENAMEHRTER.

Associating a badge with a specific tab allows you to connect the information in the badge with
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a particular mode in your application, even when that mode is not the current one. Figure 6-15
shows an example of a badge on a tab.

SRR BRI KK EREEBEN REF BT RIRRICRERIMITIER | BIEZENAZ 4R
1. B 6-15 B RTIR&EF E—MFERIGIF,

Figure 6-15 A badge conveys information in a tab bar
E 6-15 IR&F EREEIARIER
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Note that a badge can also be displayed on your application icon in the Home screen if you
register for Apple Push Notification Service and users agree to allow badging. See “Enabling
Push Notifications” (page 49) for more information on how this works.

IR MRREMFARIF T ERNBRNRS | BAGHBTUEERE LER. &8 "Enabling
Push Notifications” LIKBELZXFIXAHENER.
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CHAPTER 7
Alerts, Action Sheets, and Modal Views
R , SERR , RESUE

Alerts, action sheets, and modal views are types of views that appear when something requires
the user’ s attention or when additional choices or functionality need to be offered. Figure 7-1
shows examples of these

types of views.

REE , AMFRER , RIESMEXEMERE , EERERFTEEE AEINIGREIhRER IR HAT
MAY, 7-1 NIXLARERERIGIF,

Figure 7-1
An action sheet, a modal view, and an alert
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To learn about implementing these types of views programmatically, see “Modal View
Controllers” .

BT XESNERBAISEIL , iI5E& "Modal View Controllers”,

Usage and Behavior

RiESTA

Alerts, action sheets, and modal views are all modal, which means that users must explicitly
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dismiss them, by tapping a button, before they can continue to use the application. Although
there are times when you need to warn users of potentially dangerous actions or provide extra
choices, it" s important to avoid overusing these views. This is because:

REE , ahERE |, RIESUESR—MES , XEWERFREERZNARERFR , KABERE—D
RARIAFEELIERIIRES. BT 1'% i—L’l%F‘E BRI SE R TIRINAIITFER
E—THAF  EREAIEFERXURSNEREEN. XERM

m  All types of modal views interrupt the user’ s workflow.

P KRB RSB R T R A B TR,

m The too-frequent appearance of a view requesting confirmation or acknowledgment is likely
to be more annoying than helpful.

TR HIMERAGLS F EERIRSMEMI TR BESATR.

Alerts, in particular, should be used only rarely. When alerts appear too frequently, people are
likely to dismiss them without reading them, just to get them out of the way.

SRIRRE  BEA. SRENIETTNE , MIRITESBRE |, SETFBI1r.

Alerts, action sheets, and modal views are designed to communicate different things:

BRI | aifFRB  RIESUE , RIEEFRHE

m Alerts give people important information that affects their use of the application (or the
device).

The arrival of an alert is usually unexpected, because it generally tells people about a problem
or a change in the current situation that might require them to take action.

REE MW IERNARER (3RE ) NEENER. —MEEEREERIMMIZEEK  BAEE
ERAFD EREITE) , ERRIEFPRS TRI— M@ FH— M RE.

m Action sheets give people additional choices related to the action they are currently taking.
People learn to expect the appearance of an action sheet when they tap a toolbar button that
begins either a potentially destructive action (such as deleting all recent calls) or an action that
can be completed in different ways (such as a send action for which users can specify one of
several destinations).

WERBLS T AP RIEEHITR M ERMIVIMIILEE. JERERE N TIEFRRAFE—1EEER
IMERIENE ( BIANRIBRATE RITEIE ), SE — NI LARARGRTABIaE (AAIENE , BFALL
EEZT B — ). EXEERT  ERESPEHN— I ERBLIERE,

m Modal views provide more extensive functionality in the context of the current task. Modal
views

can also provide a way to perform a subtask directly related to the user’ s workflow.
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ESMERXS SRIER THEHTRESRMUEZRIIEE. ESUEE T LURM—MERXRIIBFNT
TERIZRIFES R,

These types of views also differ in appearance and behavior, which underscores the difference
in the messages they send. Because users are accustomed to the appearance and behavior of
these views, it' s important to use them consistently and correctly in your application. Read the
following sections to learn more about using alerts, action sheets, and modal views.
XEESEINAIT A LEERX A, LUBAMAEERNER. FNAFIR T XEESINRFT
73 . FTLATE(RE R AR P IE R A RIS — B REE, Iﬂl*—"FETﬁ?jE%EEE\ SR RIS
SMERIERTTE.

Using Alerts {FFB1REE

An alert pops up in the middle of the application screen and floats above its views to give users
critical information in a highly visible way. The unattached appearance of an alert emphasizes
the fact that its arrival is due to some change in the application or the device, not necessarily as
the result of the user’ s most recent action. An alert should display text that describes the
situation and, ideally, give users a way to choose an appropriate course of action.
RESERRVPEREFZNEREHENEZ L, U—MEERENAEREAR—EEER.
RERARRMAIIINEERT REBNAR , NREFSEREARZE TN , MA—EERFPRENE
FTRAER. RENZETRNALUEAER | FEBAR— M UBIR BRI IE S FIEE.

Users are accustomed to seeing alerts from the device or from built-in applications that run in
the background, such as Messages, but you should seldom need to use them in your
application. For example, you might use an alert to tell users that the task they initiated is
blocked. It makes sense to display an alert with this message, because it’ s important to tell
users what the problem is and give them a choice of ways to handle it.
AFEZIREBIRBREIEEEIETHNARER (WEE ) rIRE. (BIRNIZER KN AERERF

ROERZIEN. fln, ERRESFAR , MIERTHESHKIELY., XERERSEN  ENE
HIFAPRMARRE , IBRRAF B AT ERRZ AN A,

You can also use an alert to give users a chance to accept or reject an outcome that is
potentially dangerous. When this is the case, the alert should display two buttons: one that
dismisses the alert and performs the action and one that dismisses the alert without performing
the action. Often, it makes sense to use the label "Cancel" for the button that dismisses the alert
without performing the action. Note that if users press the Home button while such an alert is
visible, the result, in addition to quitting the application, should be identical to tapping the
Cancel button: That is, the alert is dismissed and the action is not performed.

117



ATLARIFEIREE | (SRPIGRRR RS — M ERERIRANERE. SXMERT | RENERHMEE |
— M ERDRESREIRME , B—PRXDREFAFILEE. BEBERT 268 "BH" RERERTRX
DIREEFHE LR, BIER  WRAFPEZIRERIZT "HOME" £ , XEFNERMESR TRR
TEHZRE , AERRHNARERF. BHRIREREEKAFELEERAT,

The infrequency with which alerts appear helps users take them seriously. Be sure to minimize
the number of alerts your application displays and ensure that each one offers critical
information and useful choices. In general, try to avoid creating alerts that:
HEXREL S BAFARN NEHAIREAARS. RENSEN ZZFERVIGEE  MEERERE—
NMERREBRAUERIVEEIIERNERE. BERRT , RERERHILATARE |

m Update users on tasks that are progressing normally. Instead, consider using a progress view
or an activity indicator to provide progress-related feedback to users (these controls are
described in  “"Progress Views” (page 115) and “Activity Indicators” (page 107)).
ERFHTRNMEHTIERNESEN. Bk, MizEEBERHENERE SR ARFREAE
K (IXEiEHIERATE “Progress Views” F1 “Activity Indicators” SR THER )

m Ask for confirmation of user-initiated actions. To get confirmation for an action the user
initiated, even a potentially risky action such as deleting a contact, you should use an action
sheet (described nextin  “Using Action Sheets” (page 81)).

ERAFEDATFRRIEME. ATEIIRFYT— I aMENESA  EEEERERKAIEI L
MBR—MNERRA | IRRLZER— M aERE (I "Using Action Sheets” )

m Inform users of errors or problems about which they can do nothing. Although it might be
necessary to use an alert to tell users about a critical problem they can’ t fix, it s better to
integrate such information into the user interface, if possible. For example, instead of telling
users every time a server connection fails, display the time of the last successful connection.
BAAF—LXTNLREANIERSE DR, REVEFEER—NERESFERE—MbIIL
FERRRFENIR  EREFERBXHENERESIERRELE  (IRTRERNIE , than , BE
TERE—MEERRNERENE RE S REFR — MRS EZEREK.

Using Action Sheets
EFRA=NIERER

An action sheet displays a collection of alternatives that are associated with a task users initiate
by tapping a button in an application’ s toolbar. An action sheet is an appropriate way to:
BRRENATIER EA—MEEMERNSZESBARANERNAS | WIRATHERE, ERBES
T FE :
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m  Provide a selection of ways the task can be completed. In Photos, for example, users can
tap the Send button when viewing an individual photo. An action sheet appears, giving users a
choice of three destinations for the photo (in addition to a Cancel button, which cancels the
send). It' s useful to display an action sheet in a situation like this, because it allows you to
provide a range of choices that make sense in the context of the current task, without giving
these choices a permanent place in the user interface.

M Z SRR A RSTRESS . HIN7E Photos F ERAE R RIFRAFLXEEEENTNAER |
RE— I IERBSEIS T AR =MREERE ((BRTEIERZENZRA ). EXEER FEERBESE
2EENEA. EAEHYIERNESBERER T RGN , MAFTEERAFRRAE EAZMIZIIRE
BEERINE.

m  Get confirmation before completing a potentially dangerous task. For example, depending
on Mail settings, an action sheet appears when users tap the Trash button in the Mail toolbar,
allowing them to proceed with the deletion or cancel it. When you display an action sheet in a
situation like this you ensure that users understand the dangerous effects of the step they’ re
about to take and you can provide some alternatives. This type of communication is particularly
important on iPhone OS-based devices because sometimes users tap controls without meaning
to.

Tl — M ERERKRASRISEAEHIA. AN AEMGAIRER SERERTEHMETIESRPH Trash
button ( MBRERAHESE ) SHR—PIERR | EAVHEREHITHFREEBIEMBR. SRE— 3
REREHR |, N ERERATRREREEBIERMIIBSHITIRMENEKRY , FETFRA—EHER
B, XENRZRRAAEES iPhone OS WIREBERBNLANEE , BABHERERERAIORTES
#&5H.

An action sheet always emerges from the bottom of the application screen and hovers over its
views (as shown in the far left of Figure 7-1 (page 79)). Unlike an alert, however, the side edges
of an action sheet are anchored to the sides of the screen, reinforcing its connection to the
application and the user’ s most recent action.

— P IHERBEESEN— N AR FEENEEREY , AEEEEME L. (NE 7-1 NABERS ). i
AR | FERBENMIHEEEEFENNS , RCHNBRER , MERERERHEZER
K&,

An action sheet contains a few buttons that allow users to choose how to complete their task.
You should not have to add a message to an action sheet because the button labels, in
conjunction with the task being performed, should provide enough context for the user to
understand their choices. When users tap a button, the action sheet disappears. Because an
action sheet should provide users with a choice of actions, an action sheet always provides
more than one button.

— NI FRBE S —EESRAURIHERE GRS MNIAES. RROERI—REESEME
RE , AREARSHITHRROESRET EBHASUSBHRAFIERE. SERERT—MRE , aifF
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REPUHKT . BRASHERBMIZRHSAFP—RIaNEEE | MANE— 1 RE.

Using Modal Views {#tESRE

By default, a modal view slides up from the bottom edge of the screen and always covers the
entire application screen (as shown in the middle of Figure 7-1 (page 79)). Because a modal
view hides the current application screen, it strengthens the user’ s perception of entering a
different, transient mode in which they can accomplish something.

BABRT  ESUBENEFSNRESLSY £k, MESREENNAEFFER (NE 7-1 FEps »
BTF—MEIERSRE 7 SN AEFES | BT ARFEN— T EREEEIATARKLE | (&b
M7 ETLUSERAT .

A modal view can display text if appropriate, and contains the controls necessary to perform the
task. In addition, a modal view generally displays a button that completes the task and
dismisses the view, and a Cancel button users can tap to abandon the task.

ESMEEELER FTIUBTYA , AESHTESUENENE. it , —MESHEBREER—
SERESTIRHMEREE | IR—MAF AL REEERFHES AR,

A modal view supports more extensive user interaction than an action sheet. Unlike an action
sheet, which accepts a single choice, a modal view supports multistep user interaction, such as
the selection of more than one option or the inputting of information.
—MESEL — I ERESIFE IZHAFPRE. FAEFHIERE , RRES— M ERNSEE  —
MESMEZFSSBNRAPRE , A LUsRS MEREmANER.

Use a modal view when you need to offer the ability to accomplish a self-contained task related
to your application’ s primary function. A modal view is especially appropriate for a multistep
subtask that requires user interface elements that don’ t belong in the main application user
interface all the time. A good example of a modal view is the compose view in Mail. When users
tap the Compose button, a modal view appears that contains text areas for the addresses and
message, a keyboard for input, a Cancel, and a Send button.

AN BERM A TSN AREFINEEINREXAIRIZIESIIEE (a self-contained task ) Th&E
i, JLMER—MESUE., —MESHESIERTHARTAEFEERFRENER  BFE
RARAETENZ LR ES. —MRIFRESHENFREMHREIE., SAFRERERE , &
P—MESUE | BEENAKE , BEIIIIRSER | ElEsE , "B M "&X" &,

Designing an Alert iZiti2EE

You can specify the text, the number of buttons, and the button contents in an alert. You can’
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t customize the width or the background appearance of the alert view itself, or the alignment of
the text (i’ s center-aligned).

ALUEENA. REANME. ARETRENANS. BrtEEREVNENERE. 58268 , LIRXA
XIFEIIIC.

Note: As you read these guidelines, be aware of the following definitions:

TR BREPEXEER  MERUTENX

m Title-style capitalization means that every word is capitalized, except articles, coordinating
conjunctions, and prepositions of four or fewer letters.

RN ASRER T B, EakME (IMSECFSENN ), BEfttEMNMIEXSHY,

m Sentence-style capitalization means that the first word is capitalized, and the rest of the
words are lowercase, unless they are proper nouns or proper adjectives.

AXNABEREF—TRAAE , MERNERNE | RIERTERANETRIEA.

The alert title (and optional message) should succinctly describe the situation and explain what
people can do about it. Ideally, the text you write gives people enough context to understand
why the alert has appeared and to decide which button to tap.

REEREE (FER ) NixEBIEEREER  ERFTLUHA. BERERT  (RENXFNIER
ERFEEITADLIIRE | FRERP ML,

As you compose the required alert title:

SRRSRERREE R

m  Keep the title short enough to display on a single line, if possible. A long alert title is
difficult for people to read quickly, and it might force the alert message to scroll.

SNERATRE , (RIFIEEEBRE | LIBEE—TEMW. KInEMELUEAMREE , FoJseaEREHRER
EHEEO
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A Short Title Is Best

T S —
OK

m  Avoid single-word titles that don’ t provide any useful information, such as “Error” or
“Warning.”
BR— M FRNE , EAERMMEAERNGER W "HR" B "EE.

m  Prefer a sentence fragment. A short, informative statement is often easier to understand
than a complete sentence.

TREN—EIFHRR. —1MEE. REFENEREEL— I =BNGFEERS.

] Don’ t hesitate to be negative. People understand that most alerts tell them about
problems or warn them about dangerous situations. It' s better to be negative and direct than
it is to be positive but oblique.

FRERAEBR. AMEARSRESFMIEESESMNERIRIER. BETANRESEL
eI ABREm S AETFES,

4 " "

m  Avoid using “you,” “your,” and “me” as much as possible. Sometimes, text that
identifies people directly can be ambiguous and can even be interpreted as an insult.
ReJgggtafEm "R, "RA9". A "&" . B  BERRRARNNFIRSEEREH B0
BEREER N E—IEE.

m  Use title-style capitalization and no ending punctuation when:

RN ASHAEFEERIFR , 5

/ The title is a sentence fragment txRE— M FHER
/ The title consists of a single sentence that is not a question

R — A ERSRE RS FER
m  Use sentence-style capitalization and an ending question mark if the title consists of a
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single sentence that is a question. In general, consider using a question for an alert title if it
allows you to avoid adding a message.

R —DIEER—NIEER , BEFRNASHERES, £—RERT , RITLULREES
IEIN—5HER |, BRRT LB S A o iR R R

m  Use sentence-style capitalization and appropriate ending punctuation for each sentence if
the title

consists of two or more sentences. A two-sentence alert title should seldom be necessary,
although you might consider it if it allows you to avoid adding a message.
MRFEERNEESHTFAMN , AFNABMNEISNRITRFS. NRERRE—1HIER
EERUIRER |, BMEE R LALRERIEIN—RERMNMIRTBESEBERE .

If you provide an optional alert message:
SRR ANERYIREEH S

m  Keep the message short enough to display on one or two lines, if possible. If the message is
too long, it will scroll.

MBALE  RSEREBERFE—RHT. NREEAK , BED,

A Short Title Is Best

e ——————
OK

m  Always use sentence-style capitalization and appropriate ending punctuation. The alert
message should be a complete sentence.

IRRERYFIRNABHESRERITR. RENHENE— 1 ENTF.
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A Short Title

A message that is too long can
cause scrolling, which is not a
good user experience: Lorem
ipsum dolor sit amet, consectetur
adipiscing elit, set eiusmod tempor

incidunt et labore et dolore magna
aliquam. Ut enim ad minim
veniam, quis nostrud exerc. Irure
dolor in reprehend incididunt ut
labore et dolore magna aliqua. Ut
enim ad m|n|m venlam quis

F———

Avoid lengthening your alert text with descriptions of which button to tap, such as “Tap View
to see the information.” Ideally, the combination of unambiguous alert text and logical button
labels gives people enough information to understand the situation and their choices. However,
if you must provide detailed guidance, follow these guidelines:
BREIEAREMMEEMEAINK , W "sE NE B5EE . BRELAT  BIXRE
HRREE N FINEBERRATEX AT | SIS ARBIEE THRIER #ﬁﬁﬁmmﬁhoﬁa,
RIRIIREFRISES | BRELITRL

m  Besuretousetheword “tap” (not "touch” or “click” or “choose” )to describe the

selection action.

—EEMER "RE" (AR MR B B B EERT ) RIESIEENSE.

m  Don’ tenclose a button title in quotes, but do preserve its capitalization.

RN ERS | SEEk , BENFAS.

Be sure to test the appearance of your alert in both orientations. Because the height of an alert
is constrained in landscape, it might look different than it does in portrait. It'’ s recommended
that you optimize the length of the alert text so that it looks good (and avoids scrolling) in both
orientations.

—EENNRERIHERN TSRS, BTRESEEED EEUR , eEEkRICEHEERTRA—
H. BMUARENANKE  DECEXR N RAELREE (B5RiR )
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Prefer a two-button alert. A two-button alert is often the most useful, because it is easiest for
people to choose between two alternatives. It is rarely a good idea to display an alert with a
single button because such an alert is merely informative; it does not give people any control
over the situation. An alert that contains three or more buttons is significantly more complex
than a two-button alert, and should be avoided if possible. In fact, if you find that you need to
offer people more than two choices, you should consider using an action sheet instead (see
“Using Action Sheets” _self - 81(page 81) and "“Designing an Action Sheet” _self - 84(page 84)
for more information on this type of view).
HEEHARMIHRENE. mMZEANREFEREERN  BABRAMIESZE— ROE
TRER—IRANRE , EABUNEREREE | Bt AaPASEIMEEES. — MRS
BENRESMRHRBIR NMRENREES 2, IR EERNENE R, SX L, MRELRMEFER
MMIVRBFI DA LRI | RAOIZEBEMNERE (I "Using Action Sheets” #1 “Designing an
Action Sheet” XEXEZHBXEE )

Use alert button colors appropriately. Alert buttons are colored either dark or light. In an alert
with two buttons, the button on the left is always dark-colored and the button on the right is
always light-colored. In a one-button alert, the button is always light-colored.
EAIERRERENGE. RERENResRSEL. T MERNMZENREER | COiREEsE
R, AORRERZLE. £ —RVRER  RIERELe.

m In a two-button alert that proposes a potentially risky action, the button that cancels the
action should be on the right (and light-colored).
EERMEEN , KE—NEENCRIMFETRRER |, "BE" REANMEAD (X8 )

m In a two-button alert that proposes a benign action that people are likely to want, the
button that cancels the action should be on the left (and dark-colored).

EBERNMREN , KH—MAEENRUNFRRESR |, "B RENELDS (FRE )

Note: A Cancel button may be either light-colored or dark-colored and it may be on the right
or the left, depending on whether the alternate choice is destructive. Be sure to properly
identify which button is the Cancel button in your code (for more information, see
UIAlertView Class Reference).

TR RH AT URReERE  JREANEAN , XERTHF—MEMEEEEHEINME.
TEEFRBF—EZERRIBNE BE Bl (BXIRENERER . I UlAlertView Class
Reference ),

Give alert buttons short, logical titles. The best titles consist of one or two words that make
sense in the context of the alert text. Follow these guidelines as you create titles for alert

buttons:
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AT RERANENEBEORE. BIFREE— AR EROREAR. RRRRARERY
AR -

m  As with all button titles, use title-style capitalization and no ending punctuation.

SEEZRANNE— , RAASHREFRFIREERITR.

m  Preferverbs and verb phrases, such as “Cancel,” “Allow,” “Reply,” or "Ignore” that

relate directly to the alert text.

HIcFAmNAENEEE W "BE". "R, "BE" 5 "B FS5RERNSERBEXANE,

m Prefer "OK" forasimple acceptance option if there is no better alternative. Avoid using
“Yes” or “No.”

INRRBEIFALRE | A "OK" EZ—MEBRAILE. BRER "Yes” 5 "No” .

m Avoid “"you,” "your,” and “me" as much as possible. Button titles that use these words

are often both ambiguous and patronizing.

RerggEse "fR". "{REY" A T . ERAXEXFARERE  FERESEAE.

Designing an Action Sheet

RitalfERR

You choose the background of an action sheet to coordinate with the look of your application,
and you can specify the number of buttons and their contents.

BEENERBNE RUBRSNARERINL , ATLISERARBEMNENNAE.

Unlike an alert, an action sheet should not need to display a textual message. This is because an
action sheet appears as the result of a user action, such as tapping a Delete or Send button, so
there should be no need to explain its arrival.

MIREEARE , MFRBANIZET—INAHEE. XEERAMERBEFA—TAFPRFNER | 1R
& "BIBR" B RIX" IR IRE U ERRZIREERIEIE,

Action sheets can have two different background appearances. You need to ensure that the
background of the action sheets in your application coordinates with the appearance of your
application’ s toolbars or navigation bars. If your application uses black navigation bars and
toolbars, for example, the action sheet background should be translucent black. By default,
iPhone OS displays action sheets with a standard blue background, which coordinates with the
standard blue toolbars and navigation bars. All action sheets in your application should have
the same background color, and that color should coordinate with the color of the navigation
bars and toolbars.

ERFALBERMAENER. SFEERRNAEFTINFREERSEHNRAEFINTIERZSSM
FHOSNMRAEES. Bla0 , RSN REFERERASMFNIAESR  FRBERNIZZEFEHNEER,
BOABIRT | iPhone BFRFER—MINENEBERNMEFRE  XSNEEBNTERMSMSFE
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fc. IRROFFESFRBNAREFNESHERNERHE  MEREENETShFMNIERRE.

Be sure to display the Cancel button at the bottom of an action sheet. This encourages the user
to read through all the alternatives before reaching the Cancel option.

—EEAE—IFRERBETR "BH" &, XRMAFEIRENIEINESEE "BiE".

Figure 7-2 shows an action sheet with the default background appearance and a Cancel button

in the recommended location.

BRT—PIERE  BRAESRMINEEFVERN "BUE" &,

Figure 7-2 A typical action sheet
— BRI ERER

Cancel

If you need to provide a button that performs a potentially destructive action, such as deleting
all the items in a user’ s shopping list, you should use the red button color. It' s important to
display such destructive buttons at the top of the action sheet for two reasons:
NREFERM—NMRE | KPVTEERERINMERIZNE | EINMRFTE R WA EAYIE |, /RN
ZERIERE., X—/RREER , BXMERIMERAR R FRBIEIREER A

m  The closer to the top of the action sheet a button is, the more visible it is.

RIAMEAIFREAIRER |, HBEE.
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m  Sometimes users mistakenly tap the bottom of the device screen when they’ re aiming for
the Home button. By placing a destructive button away from the bottom of an action sheet,
users are less likely to cause undesirable results if they mistakenly tap the screen instead of the
Home button.

A, AFEE "ERE" ZE NIRRT REFRENRS. BEEERINEIRETEE I FRERER
NE | FMERFEREREEFEEMNAR "£RE" &ZHEd , ATBEERIIARER.

Figure 7-3 shows an action sheet with the translucent black background appearance and both a
Cancel and a destructive button in their recommended positions.

E 7-3 BT — M HERREERINIRIERER | MBS EHRE T — "BH" REM—
NEBINERYRE,

Figure 7-3
A button that performs a destructive action should be red and located at the top of the action
sheet

— MUTERAENERHREANIZ RO |, FHUT I FRBAITRER.

Delete Note

Cancel

You can display several buttons in an action sheet, as long as you make sure each button is
easily distinguished from the others. Figure 7-4 shows an action sheet with a background that

matches the standard blue toolbar and that provides three alternatives in addition to Cancel.
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EEE— NIRRT RREMEE  AERREMEETERSSERATREE, B7-4 87
TR RREEENTRRNAIERS  FHRUTR B LUMIS MR,

Figure 7-4 An action sheet with four buttons

B EHETRIaNERE

Add Bookmark

Add to Home Screen

Mail Link to this Page

Designing a Modal View
RIHESNE

The overall look of a modal view should coordinate with the application that displays it. For
example, a modal view often includes a navigation bar that contains a title and buttons that
cancel or complete the modal view’ s task. The navigation bar should have the same
background appearance as the navigation bar in the application.
ESMENBARRAZIIEAERENE, fli, —MESTEVRBESE— 1S5k  HHEin
&, BGHEE eSS ERERE. SSUENSMENSNAREFNSMFEERE.

A modal view should usually display a title that identifies the task in some way. If appropriate,
you can also display text in other areas of the view that more fully describes the task or provides
some guidance.

RSUEESES — M RAZRBINNE, NRES , FRTUENBNEEXREETRNAER  UE
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FEOHREIRMSS].

For example, the Messages application provides a modal view when users want to compose a
text message. This modal view, shown in Figure 7-5, displays a navigation bar with the same
background as the application navigation bar and with the title New Message.

plan , SRFEREEER  BEEFEM—MESTE., XMESHENE 7-5 i, Bn—15
N R EERE | SRR AT SRR

Figure 7-5 A modal view should coordinate with the application screen
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In a modal view, you can use whichever controls are required to accomplish the task. For

example, you can include text fields, buttons, and table views.

E—MESME T | (RATLAERE@EARTESS | fln , XATSHE |, %28, RIENE.

You can choose to reveal a modal view in a way that coordinates with your application and
enhances the user’ s awareness of the temporary context shift the view represents. To do this,
you can specify one of the following transition styles:

RALAUSE—MESOE [, SNARFENE , MEEE T AAXISRRNERSZUAIAR, EMEIX
—/R, IRATLARA TS ERIET
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m  Vertical. The modal view slides up from the bottom edge of the screen and slides back
down when dismissed. (This is the default transition style.)

EH, RSUBNERESELBA ; HREUETEH. (XEEFATEHFD)

m  Flip. The current view flips horizontally from right to left to reveal the modal view. Visually,
the modal view looks as if it is the back of the current view. When the modal view is dismissed, it
flips horizontally from left to right, revealing the previous view.

i, SAMERAEAMNKFRRUETESHE. ARL  FSUEE LXFGERSmIERS
H. SESUEEEK , SKFERERARE  ERZahsiE.

If you decide to vary the transition styles of the modal views in your application, avoid doing so
merely for the sake of variety. Be aware that users notice such differences and will assume that
they mean something. For this reason, it' s best to establish a logical, consistent pattern that
users can easily detect and remember, and avoid changing transition styles gratuitously.
MREREENNBEFPIESUEITEFD , BRXFEMRARANTREARETRFN. FEis B
FiEREIXHFNXE , FAAXBEEREX., EFXNRER  &FEY—MN2EN. —RR , AR
B LABRIAIRBIFIICIZ | B Bt T XA,
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CHAPTER 8
Table Views, Text Views, and Web Views

REAE , XENE , RMNTRE

Table views, text views, and web views are versatile elements that lend themselves to different
uses in your iPhone application. For example, table views can be configured to display short lists
of choices, grouped lists of detailed information, or long, indexed lists of items. Text views and
web views are relatively unconstrained containers you can use to accept and display content.
RIEWE , XAME , FIMITREE(RAYIPhoneNFRZFE T AR RIRIISTINEETTER. fla0 , RSN
ERLIBEANRTEERNARE  2ENFRERIER KRS INMAEBR, XAMEMRNIHER
EVRAZLIRNAS | (RAILAEREREZSNETNE.

Table Views FIZIE

A table view presents data in a single-column list of multiple rows. Rows can be divided into
sections or groups and each row can contain some combination of text, images, and controls.
Users flick or drag to scroll through rows or groups of rows. Figure 8-1 shows how different
styles of table views can display lists in different ways.

— N ERBUEBEZTRINRBETEE. TUoATHRE , BITUUEE—EXE , BGFIEHRY
BE. APRESENRRDITHITE. BE8- 1 RNREMEFRTUSHARNSNERIIR.

Figure 8-1 Three ways to display lists using table views
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Usage and Behavior

FiEFATA

Table views are extremely useful in iPhone applications because they provide attractive ways to
organize both large and small amounts of information. Table views are most useful in
productivity applications that tend to handle lots of user items, although utility applications can
make use of smaller-scale table views, as well. An immersive application would probably not
use a table view to display information, but it might use one to display a short list of options.
FIBMERSiPhone N BIEFRABR | BIRHIFSARSHNREERNERSIDNGE. RESLA
TEREFRBA LR BREENIREINE | RESNERHRE T EREAFR B E DR FR
BHA. TEANAEF—RASERAREUEXERER  BEARERCRER— M EREIEIS!
=,

Table views provide built-in elements that allow users to navigate and manipulate information.
In addition, table views support:

FEUERM T RFAPNEIILIEREERNRETTER. Wik, FEIEERS

m  The display of header and footer information. You can display descriptive text above or
below each section or group in a list, and above or below the list as a whole.
WEHTHAERETR. (RTLUSRAE Y F B eS8 adIRE LS TS IS TERTE
NFIRAIETT .

m List editing. You can allow users to add, remove, and reorder list items in a consistent way.
Table views also support the selection and manipulation of multiple list items, which you might
use to give users a convenient way to delete more than one list item at a time.

SRS, (RETLASRIFRFLAG—R TSN | bR , EFH. RSB SEREREES 5

R, XHHRIAT LS B — 175 @R5E—RNBR S D FIRIT.

A table should always provide feedback when users select a list item. When an item can be
selected, the row containing the item highlights briefly when the user selects it, providing
feedback that the selection has been received. Then, an immediate action occurs: Either a new
view is revealed or the row displays a checkmark to indicate that the item has been selected or
enabled.

ZRAPIEE—FIRIE , REMENRRREHRIRER. Z— I HETLSIER  ZIBAENITE
SEx , FRHRRFRFEEREWE. AE  ZEMTHRE | BEAR—MHHMEER , EARITER
—MRIC , RIBZIE EWIEERERA.

In rare cases, a row might remain highlighted when secondary details or controls related to the
row item are displayed in the same screen. However, this is not encouraged because it is
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difficult to display a list of choices, a selected item, and related details or controls without
creating an uncomfortably crowded layout.

ERDEIBRT  SEXNNE SXENADSRMREEE— M FS LET  (TURMNASSET. R
M XEAME , BACELURERFIR | EErNIE | UREXNATSEST SR8 rE—1
WREIR |, AL ABEIARZ S5,

If a row selection results in navigation to a new screen, the selected row highlights briefly as the
new screen slides into place. When the user navigates back to the previous screen, the originally
selected row again highlights briefly to remind the user of their earlier selection.
MRTIEFNERRE—HER | BFTeRER  ARHESEAN. SAFPERZF—FS
RREENTRRAESREREREMNRIARFIERE,

Note that you can also animate the changes users make to list items. Doing so is a good way to
provide feedback and strengthen the user’ s sense of direct manipulation. In Settings, for
example, when you turn off the automatic date and time setting (by selecting Off in Date &
Time > Set Automatically), the list group expands smoothly to display two new items, Time
Zone and Set Date & Time.

HER  RETLERFERY IR ERAERER. XEEME—MNFR7S AR R IR INEAFRY
EEBRHRIRGE. fla0 , JEXFAEMEEAARNEMNRER(BTEE "REESHE" >XE "Bl
RE" )  WRAFBEFAUETANHIE , "BIX" M "REBHAMEE" .

A table should display content immediately. If the table's content is extensive or complex, avoid
waiting until all the data is available before displaying anything. Instead, fill the onscreen rows
with textual data immediately and display more complex data (such as images) as they become
available. This technique gives users useful information right away and increases the perceived
responsiveness of your application.

FREMENZBETAE. RZROABE ZHEFRN , BREZIFEREIENETR B ER
HARA. Bk BERERE LA T ASIRER BN R , EEZMEUE (WNEHR ) aTLIERIMER
EBR. XMEAREARFRETEREER | RS THRPNTRAREFRMEERRR.

If your application displays data that changes infrequently, you might consider displaying
“stale” data while waiting for new data to become available. This technique also allows users
to see something useful right away, but it is not recommended for applications that handle data
that changes frequently. Before you decide to do this, gauge how often the data changes and
how much users depend on seeing fresh data quickly
RN AREFERAEIERUARE | (RIS BESFRAvEUEINERT , K82 "R R, X
ANERIFRFRD LB —LERNEAA , EEMEENEL SR E BN ARER . FEIRRE
XA, AIHUEREIER RIS D> AP RED B EIFAVEUE.
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Ifit' s difficult to display anything useful right away, it's important to avoid displaying empty
rows, because this can imply that the application has stalled. Instead, the table should display a
spinning activity indicator along with an informative label, such as “Loading...” , centered in
the screen. If you can display older data, you don’ t have to worry about blank rows, but you
should update onscreen rows as soon as possible. Both techniques provide feedback to users,
letting them know that processing is continuing.

RS EERMEAEANGER | BRETTTREEN , FAXITUEKREZNRAEFEIT. 18
R, NERSHFORTR— P IEREAENERRAEER W g RFREERRIBRYEE | R
FEOERTT | BIRNIZRREFFE LROESIETT. XRFRARMRIRGREF | ibibiIxE | bE
BfEdRER,

Table-View Styles
RSB

iPhone OS defines two styles of table views, which are distinguished mainly by appearance:

iPhone BAFRZEN T FWIPRSNERIEFI | MIEEXBIET IR

Plain (UITableViewStylePlain). This table-view style displays rows that extend from side edge to
side edge of the screen. The background of the rows is white. The rows can be separated into
labeled sections and the table view can display an optional index that appears vertically along
the right edge of the view.

S, WERSNEFAETRITAUELSEHERES—NFENAS. ZRETERNER. ZRET
A ORENHEIRERT |, A LERSNEEEGUSET— ISR,

Figure 8-2 shows a list in a plain table (without headers, footers, or an index) in the iPod
application.

BRT7T— P EBRIFE (RBRE , T, 5Z5]) FiPodHRINA.

Figure 8-2 A simple list in a plain table
BERETPHRESTIR
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Grouped (UITableViewStyleGrouped). This table-view style displays groups of rows that are
inset from the side edges of the screen. The groups are displayed on a distinctive vertically
striped background, while inside the groups the background is white. A grouped table can
contain an arbitrary number of groups, and each group can contain an arbitrary number of rows.
Each group can be preceded by header text and followed by footer text. This style of table view
does not provide an index.

2H, EFRENEFXETHNENEFERULSEHAERTOH, XESEEFE—MRSNEESR
ERF , SERBNEREHEN. FTHENREITLUESEEHENE. JES N DEZANMIRT
BXA , ZIRRINREIN A, XREMERFARMZRSI.

Figure 8-3 shows a list in a grouped table, in which each group contains one row. This list, in the
Settings application, does not include header or footer text.

BRTHERBH—1IER  HPSN0REE— M FBT. MRENBEFPXNIRAEETEN
DRSS,

Figure 8-3 A list of four groups in a grouped table
—MESTNMEFIRAID BRI
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Table-Cell Styles
TR TTHI

iPhone OS 3.0 and later includes four predefined table-cell styles you can use to quickly and
easily produce the most common layouts for table rows in both plain and grouped tables. Note
that, programmatically, these styles are applied to a table view' s cell, which is an object that
tells the table how to draw its rows.

iPhonefR{FZ5E3.0R [FERRABEI N E X AIRSEBTTHT | BRILARE |, ISEERERIEEN
DERBEFEEENNRSITRE. HEE , MEFLH  XEFANARIRESUENSRTE , B2
— M IRARSFRBINTLEET.

When you use the standard table-cell styles, your application is consistent with the built-in
applications, which benefits you in a couple of ways:

SIRERFENRBRITHL | (RIINBREFSAENREFZMERT , HFLR

m  Users more quickly understand how your application works
ARSI T SRR PR 2 B TAERY,

m  Your application remains consistent without a lot of extra work on your part, if the
standard table-cell styles are enhanced in the future
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If you want to lay out your table rows in a nonstandard way, it" s better to create a custom
table-cell style than to significantly alter a standard one. “Customizing Cells” in Table View
Programming Guide for iPhone OS helps you learn how to create your own cells.
MRFBRET— M MRERNREL  RFEE—NEINBEENERBRITER | MARKE—MIE
RIRIEEETTHEEL.  “Customizing Cells” #£Table View Programming Guide for iPhone OS helpsa]
ENMRT ARAEEE B SRYEITE.

Be aware that text truncation is automatic in all table-cell styles. Generally speaking, you should
ensure that your text is as succinct as possible to avoid displaying truncated words or phrases
that are difficult for users to understand. Specifically, text truncation can be more or less of a
problem, depending on which cell style you use and on where truncation occurs.

HER  EERBETHTR , XA ENERT. —RKR , (RAMZBRIRE X FRATEEEE |
B BN AP R ERTR RIFEGRE. Bk , XFEMTEJASA/NIEE |, XEURT
BB B TTAS R TUR (R FRRN TR A A AL AT

iPhone OS provides the following standard table-cell styles:

iPhone BIERGIRMUATINERIERTTHL

m  The default table-cell style (UITableViewCellStyleDefault) includes an optional image on
the left, followed by a left-aligned text label in black.

FOARIRIREBTHRT | SEANNTEEG , AEXTRIRE TR AIRE.

Figure 8-4 The default table-cell style in a grouped table (left) and a plain table (right)
O HAIER () IEBRE (7)) RERNARBETH

138



.all Carrier = 10:31 AM o il Carrier = 10:32 AM [
. Text Label - Text Label
$% Danlia $% Dahlia
Daisies Daisies
. ] Dandelion T Dandelion
N Echinacea N Echinacea
- Lavender . Lavender
[' Lotus [1 Lotus
' g Peony ‘ .’f Peony
B red Rose B Red Rose

L EPNH

The text label’ s appearance implies that it represents an item name or title and its
left-alignment makes the list easy to scan. This makes the default style good for displaying a list
of items that do not need to be differentiated by supplementary information.
NARERIMIEREERR— T BENBREETR , EXTHEEIIRZ TN, XEELBOARIE
LETHIB R FRERR K.

Short text labels are best, but if truncation is unavoidable, try to ensure that the most important

information is contained in the first few words.

ERERN FRERRIFN  BNREEFTERA , REBREEENEEEEILZF.

m  The subtitle table-cell style (UITableViewCellStyleSubtitle) includes an optional image on
the

left, followed by a left-aligned text label on one line and a left-aligned detail text label on the
line below. The text label is in black and the detail text label is in a smaller, gray font.
BEIFRRISEITTHR. B ENTSREG , XN ARESIEE FTERES FFRIF A AIRE.
NARENFRERERN , AT MAFER— MR , REAIFIK.

Figure 8-5 The subtitle table-cell style in a grouped table (left) and a plain table (right)
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The prominent appearance of the text label implies that it represents an item name or title,
while the subtle appearance of the detail text label implies that it contains subsidiary
information related to the item. The left-alignment of the text labels makes the list easy to scan.
This table-cell style works well when list items might look similar, because users can use the
additional information in the detail text labels to help distinguish items named in the text labels.
NARERNREEFFRAT — P RENSRERE  MFANFrE B8 2rExXmInGEeE.
M AFEFIRERF BTN, WRBETHFRERTIIRIMEMRIER  BARFPALERS
BHINMERINFANARE | KSR A rERRRTE.

Text labels should be short to avoid truncation. If truncation is unavoidable, focus on putting
the most important information in the first few words. If the detail text label is truncated, users
are not likely to mind too much because they view it as information that enhances or
supplements the item named by the text label.

NATRENERE | BERERT. MREEFTER  REENERNMER/LNF. WNRFMXATR
EWEMT , BRUTBEASNTELRS | BAMIANXEN FirEn R B NIREEHN R

m  The value 1 table-cell style (UITableViewCellStyleValuel) displays a left-aligned text label
in blackon the same line with a right-aligned detail text label in a smaller, blue font. Images do
not fit well in this style.

BEIFRERETH. BrA—TENTTHRBFRN X ARENER—TRAR RIS/ NEBFRF
M ARE, BGAERTXMXE.
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Figure 8-6 The value 1 table-cell style in a grouped table (left) and a plain table (right)

AEDARBNEERSAELRIERTHE

.aill Carrier = 10:35 AM = il Carrier = 10:34 AM [
Text Label Detail text label sextLatel it e
Dahlia This is a dahlia Ranke This is a dahlia
Daisies These are daisies Deaisios THES IS aesies
Dandelion This is a dandelion Dandelion This is a dandelion
Echinacea This is echinacea Echinacea TSR SeinacA
Lavender This is a field of lavender Lavender This is a field of lavender
Lotus This is a lotus Lotus This is a lotus
Peony This is a peony Peony This is a peony
Red Rose This is a red rose Red Rose This is a red rose

The appearance of the text label implies that it represents an item name or title, while the
appearance of the detail text label implies that it provides important information that is closely
associated with the item.

NARERIMIERE ERR— BB MRERE |, MiFERXFARSRMERE EiRM 7 52N
BEXNEEEER.

The left-alignment and font of the text label help users scan the list for the item they want, and
the right-alignment of the detail text label draws their attention to the related information it
provides. This table-cell style works well to display an item’ s current value, possibly selected
from a sublist.

M ATRERV XTI B R A MR RZERIFIRTR | IFANANRERARTTRE M NEEIR
HAMEXER. WREBRTHEANERTET— I TR6EE FFIRIBRZERIE.

Text truncation can be difficult to avoid in this layout (because both labels are on the same line),
but it’ s worth the effort. Otherwise, you lose the active space between the labels that helps
users understand the relationship between the two pieces of information.
ELhRER R | AR REREER ( BARMMrEER—TH ) | BEES.
ERBAR T HRERZENXRNANIIREZ ERIZE.

BN, fRIGER
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Although you can use the value 1 table-cell style in either a plain or a grouped table, its

appearance is better suited to a grouped table. For example, the Usage screen in Settings uses

the value 1 style in grouped tables:

BRETLERA— " SER s AREPERELIRERTHN  BEREIMIEESGToEFRE. Hl,
"IRE" B "ERARE" ERESNSEREPERTELER ¢

Figure 8-7 The value 1 table-cell style looks best in a grouped table
BEIRBRETHFARERTOERE

.ull Carrier = 4:30 PM [
Time since last full charge
Usage 30 Minutes
Standby 1 Day, 17 Hours

Call Time

Current Period 1 Day, 12 Hours
Lifetime 1 Day, 12 Hours
Cellular Network Data

Sent 53.1 MB

Received 530 MB

m  The value 2 table-cell style (UITableViewCellStyleValue2) displays a right-aligned text label
in a small blue font, followed on the same line by a left-aligned detail text label in a larger, black
font. Images do not fit well in this style.

E2FEBRETH. BrA— T/ RS FERAAMFTHNATRE | REEE—IT LA EXTHR
KEBBFRFANATE. BGRNERXFXE.

Figure 8-8 The value 2 table-cell style in a grouped table (left) and a plain table (right)
BEDEER () IEBRE (7)) HE2ZRBBETHER
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LTI £

The right-alignment, constrained width, and font of the text label imply that it functions as a
heading or caption for the important information in the more prominent, left-aligned detail text
label.

MARERAXTE , AREE , IFFERECTLURE , AR MRS EEE R FHRA,

In this layout, the labels are aligned towards each other at the same location in every row. This
creates a crisp, vertical margin between the text labels and the detail text labels in the list, which
helps users focus on the first words of the detail text label. If you allow the text labels to be
truncated, you lose the sharpness of this vertical strip, which can make it harder for users to
scan the information in the detail text labels.

FELChRE , FREXFR RIS —TR—EE. XEOIE—RRIXIE | FIRPEESMT AR
BMFANAREZE |, XTUBBBREETFANAMrENSE —DiE. WRIRBEARIF S RS R
W, IRERE T XM EEMHREWE | XERF EEIEFE RS PRIER.

Although you can use the value 2 table-cell style in either a plain or a grouped table, it looks
much better in a grouped table. For example, the Info screen in Contacts uses the value 2
table-cell style in grouped tables:

EREALERA— SR BREPERE2RSETHN | BEEEERToAERSH. fill, £
KRAGEEENDEREPERE2RERETHI

Figure 8-9 The value 2 table-cell style looks best in a grouped table
BE2RBETHABERTOERE
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Note: All standard table-cell styles also allow the addition of a table-view element, such as

the checkmark or the disclosure indicator. Be aware that adding these elements decreases

the width of the cell available for the title and subititle.

IR FERERBRTHIVERIFRIIRSIETR | AItrCsiE RS~ F. EEs ., I
NIXLEETTERREE 7 RGBT R ] B,

You might be able to avoid text truncation by increasing the height of a table row to
accommodate text Wrapping, but this can be problematic:

JUB R AEMT | IRFTRESBITIEIIRSITRIBERESIN A |, BXATESEER

m  You have to programmatically check the text length and decide if wrapping might occur.
You must make this determination for both portrait and landscape orientation, because the
table width affects text wrapping.

RBRRIED THENARNIKE | FREZBF T, (ROIERINEMES , RAREBNEES
S AT,

m  You should avoid displaying wrapped text in one orientation, but not the other.

BMOZE R — N3 A ERINAHIUTT |, B — 1A EiRE.

m  Variable row heights can negatively impact the overall table view performance in your
application, regardless of table-view style.

A AT AR FREME SRS £ RERNE |, TieEWFrREMERF.
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Finally, although variable row heights are acceptable in grouped tables, they can make a plain

table look cluttered and uneven.
RiE  BEATTITEEUERSNESERES , B2MI1aTME— N EHBINERETERELIOAFE.

Table-View Elements

RIEMETTR

iPhone OS includes a handful of table-view elements that can extend the functionality of table
views. Unless noted otherwise, these elements are suitable for use in table views only. Be sure to
use these elements correctly in your application, because users are accustomed to their
appearance and behavior in the built-in applications.

iPhone OSRABFE LAY RINEENFEUNETTR. FRIFER , XETRRBERSNEFER. 1
RN AREFPEERERXETE | RARFPEEIRTRENBRERIINIFTA.

Note: Programmatically, table-view elements are implemented in different ways. Some are
accessory views of the table cell (an object that tells the table how to draw its rows) and others
can be displayed when the table view enters an editing mode. See Table View Programming
Guide for iPhone OS to learn about the different ways to manage these elements.

T NRIZ L REMETERUAENS L, —EERBRTHEENE (ZHREUNTLEH
HITHNSR ) REMNSREMEFNEREEEHET. F4 A Table View Programming Guide
for iPhone OS , THRARINGZRERXLITE,

m  Disclosure indicator. When this element is present, users know they can tap anywhere in
the row to see the next level in the hierarchy or the choices associated with the list item. Use a
disclosure indicator in a row when selecting the row results in the display of another list. Don’
t use a disclosure indicator to reveal detailed information about the list item; instead, use a
detail disclosure button for this purpose.

EFREFARRFF. DXNTTEREIE , ARAETLEZ TR Rt , BN D TREE | ik
EESRBMBAXENRNE. JBRFERBITEE TR IR, ERREEFRRA, FEERYkE:
FFARRAMRERYIRINBANFEER |, XFPERNIZE R T RIFRR.

m  Detail disclosure button. Users tap this element to see detailed information about the list
item. (Note that you can use this element in views other than table views, to reveal additional
details about something; see “Detail Disclosure Buttons” (page 110) for more information.)
ML, AFREXN TR  BEEXNBERMERNFAGER. (OF | (RIYLUERZITEERS
MELSMIEEME |, LUENFYMIIFMESR ; W "Detail Disclosure Buttons” LISKENES(ER. )

In a table view, use a detail disclosure button in a row to display details about the list item. Note

that the detail disclosure button, unlike the disclosure indicator, can perform an action that is
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separate from the selection of the row. For example, in Phone Favorites, tapping the row
initiates a call to the contact; tapping the detail disclosure button in the row reveals more
information about the contact.

EXREIEYF , FRATRAKEUETZIIRIRFEAER. T8 SHEETERGAR @R
FHEEERTLBTIRE TR IR IRIE. FIa0 , FERIEWGE RS , RE(TREBIFIUERRA | RE(THRET
AR UERES X TIZBRRAREE.

m  Delete button. Users tap this element to delete the list item. This element appears to the
right of a list item when users swipe in the row or when they tap the delete control button while
in an editing context. (See Figure 8-10 for an example of this element.)

MR, AR RELWTRLUAMRIIRINE. SEPEZT ERAFERIRE IRTHENRERER |,
ZTTEMSEFIRIMAIAMEHI. WE 8-10 tTZ=AIA.

m  Delete control button. Users tap this element to reveal and hide the Delete button for each
list item. To give additional feedback to users, the horizontal minus symbol inside this button
becomes vertical when users tap it to reveal the Delete button.

prI=dlR . AP RELTEARETNEERES N FIRMBORREHE. ATILEZHNAFHITR
iR, SAPRTERETMIREE  KFERFSHEENEE.

In a grouped table that supports a transitory editing mode, the delete control appears outside
the table view, on the left. You can see this, for example, when editing an individual’ s
information in Contacts. In a grouped table that is in a permanent editing mode (such as the
grouped tables on the back of Stocks and Weather), the delete control appears inside the table,
on the left.

EF— MR REEN D BERST | MEREAEREOEINBIAN. flin , SREDSABRRT
BRI, FIUBRIX—/R. EREFRET , T DKAMNREERDN (FINEE "BRE" 5 "X
] NAEFEENSEEE) | MREGERERERERIIAEN.

In a plain table, the delete control always appears inside the table, on the left, as shown in
Figure 8-10.
E— T EBIRES  MREELEREARSNENET |, 10ES8-10,

m  Row insert button. Users tap this element to add a row to the list.

BANTIRE. AP REZTRAESIRDPRII—T

m  Row reorder control. When this element is present, users can drag the row to another
location in the list.

THEFRRYEEG. JXPTRERE , BRULIESTEIRBNS — MIETE.

] Checkmark. This element appears next to a list item to show that it is currently selected.
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Figure 8-10 A table view can display the Delete button and the delete control button
FIEE R LA =R R EANMIPR Iz Bli%
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Switch Controls

iESE

A switch control presents to the user two mutually exclusive choices or states, such as yes/no or
on/off. A switch control shows only one of the two possible choices at a time; users slide the
control to reveal the hidden choice or state. Figure 8-11 shows examples of switch controls.

— MR EHENERFPRRFMEEHRMREREEIRTS | AINR/E8FF/R. — M FFREHER—
AR SR T RMAT RIS ENE P2 — |, AP BHEERETREAEEREEIRS, B8-112— MK
EHRIBIF,

Figure 8-11 Switch controls in a table view

RSB PRI RS
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Date & Time

24-Hour Time OFF

Set Automatically m Switch controls
Calendar

Time Zone Support m

Time Zone Cupertino >

Time Zone Support always shows event
dates and times in the time zone selected for
calendars.

When off, events will display according to
the time zone of your current location.

Use a switch control in a grouped table view when you need to offer the user two simple,
diametrically opposed choices. Because one choice is always hidden, it s best to use a switch
control when the user already knows what both values are. In other words, don’ t make the
user slide the switch control just to find out what the other option is.
LEFERMEAPFNER , BREMERANEIE , TR BASBREMERERFXES. BA—
MNMERSZREEA , RIFSRAPEEMEX MNMEEM AR BEA—IFFXEN. RE1ER , FAEiL
RFBHAXREHREAN T EEEMILI.

You can use a switch control to change the state of other user interface elements in the view.
Depending on the choice users make, new list items might appear or disappear, or list items
might become active or inactive.

(RATLAER— MR E M ERN R RETRRS. RIEFAENAFIERE | #ii07IRIE
RESHIEER | SEFIRIE TR NERE L.

Using Table Views to Enable Common User Actions

ERFEIESTI—RRAFERME

Table views are particularly versatile user interface elements, because they can be configured in
different ways to support different user actions, such as:
FRENERIFEBAARAERER , BAC(ITLIBERENAIREE | LSTHRFARIRAFERE ,
tean -

148



m Selecting options.
ERIEIRN

iPhone OS does not include multi-item selection controls analogous to menus or pop-up
menus, but a table view works well to display a list of options from which the user can choose.
This is because table views display items in a simple, uncluttered way. In addition, the table view
provides a checkmark image that shows users the currently selected option (or options) in a list,
as shown in Figure 8-12 (page 100).

iPhone OSRAABIERTRASRHKBNZMBEIRZEEN , B— " FEINEERTET—RIL
DA, XEERAFENEER—FEER , BT ICERETRE. it FENERALTRE
tNcES  KERVIFRPAFAREFTHI— (81 ) B, MES-12AT7,

If you need to display a list of choices users see when they tap an item in a table row, you can
use either style of table view. But if you need to display a list of choices users see when they tap
a button or other user interface element that is not in a table row, use the plain style.
NRIAPERBITHRE—NMEN , FERTREPIIR , TLUEREE—FFIRIRENE. B2
MRIBFP[/RE—DAERBITHIRA , SENARRETERN , FEARFPERESYIE  WER
EiErl.

m Navigating hierarchical information.

ShoEER.

A table view works well to display a hierarchy of information in which each node (that is, list
item) can contain its own subset of information, because each subset can be displayed in a
separate list. This makes it easy for users to follow a path through the hierarchy by selecting one
item in each successive list. The disclosure indicator element tells users that tapping anywhere
in the row reveals the subset of information in a new list, as shown in Figure 8-13 (page 101).
KENEERTETNVEERNRERES  HPE/ TR (B, JIXRIR ) JUESEECHERTE
EASPMFETUE—RBRNFIRER. XESEHERFIRERSZ A8 ERFIEE—TIE.
BeERFERMITESFAFEERITHREETLME— M NFIRFEREEFE | E8-130T

AN

Figure 8-13 A disclosure indicator indicates that a subset of information is on the next screen
BERFETTER THE F—EFYIUBT—MEERFE
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When a table is used for navigation, previously selected table rows do not remain highlighted
when users retrace their steps through the hierarchy.

S—REEATS , FAFPRE E—REN , ZRIRENRITEABRERET.

m  Viewing conceptually grouped information.
BEMS ERDEER

You can use either table-view style to cluster information into logical groups, such as work,
home, or school. Both plain and grouped tables allow you to provide context for each section
by supplying header and footer text, as shown in Figure 8-14 (page 102).
(RETLAEARSMEF KRB SEREIZESET  INTF, KE , BEFR. IENSERESNoSEH
FREATHRAEBN XRBITUEFITUI M AKIZ M E KR | (NES-14RT7,

Figure 8-14 Header text in a plain table divides a list into sections

REXAEEBRETRHIIRD & TR
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Farm Trip
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Lake Holiday
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Walking the Dog
4:49

Laguna Beach
Show Them What You've Got

Generally speaking, grouped tables provide a clearer visual indication of grouping because it' s
easy for users to distinguish the rounded corners of the groups, even when scrolling quickly.
Figure 8-15 (page 102) shows several conceptual groups of values in iPod settings.

—RRN | DEFRBRET —NEWNSENTER  BACEREZILAFPRSFANEANER &
ZERERDF. E8-158REiPodig BRI/ MESBIUNBEIRE.

Figure 8-15 A grouped table can contain many separate groups

PEFREILUEZSIDA
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] Looking up indexed information.

HIR5IER

If you' re using a plain table, you can display an index that helps users quickly find what they
need. The index consists of a column of entries (usually letters in an alphabet) that floats on the
right edge of the screen, as shown in Figure 8-16 (page 103). Users tap (or drag to) an index
entry to reveal the corresponding area in the list. An index is most useful in a list that might
span more than a few screenfuls.

RFER— I EBAIERR | (R TR— MRS RS A RERZIMIFTENRA. ZR3I8E8—
BANFRE (BEERFERTILFE ) FEFENALS , ME8-16fTR. AFRRE (=HiER ) &5l
BARTEFIRPAEN K., 2R515&E Bt 2EREHHFIFIRT.

Figure 8-16 A plain table can include an index

EBEREIUEE—1ES
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Contacts

If you include an index in a plain table, avoid using table-view elements that display on the right
edge of the table (such as the disclosure indicator), because these elements interfere with the
index.

INRFEEBRENEARS| , BARBERASREREOLSAIREIE TR ( NREREFRRF ) |
EAXLERZTITRSI,

Text Views

XEUE

A text view is a region that displays multiple lines of text and supports scrolling when the
content is too large to fit inside its bounds. Mail uses a text view to allow users to create a
signature that appears at the end of each email message they compose, as shown in Figure
8-17.

NAMER— X , EAUERTEIINE , ASRBITRIFFR  LUENESEE.  "HiM4" BifE
BT XAMELLRF S EIE— N HIER FEMEREINER |, NES-17AT.

Figure 8-17 A text view displays multiple lines of text
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Although you might use a text view to display many lines of text, such as the content of a large
text document, you can also use a text view to support user editing. If you make a text view
editable, a keyboard appears when the user taps inside the text view. The keyboard’ s input
method and layout are determined by theuser’ slanguage settings. When users tap the button
labeled ".?123" (shown in Figure 8-17), the keyboard changes to facilitate the entry of
numbers and punctuation. You can also specify different keyboard styles, depending on the
type of content you expect users to enter. See “Text Fields” (page 120) for a description of
the styles you can use.

SREAILUER— N NAMBEERZTNF | I— MR AHHNRS | (R LMERX BN
FRPRE., IREERTYARE  EREXAIMEXEE—TMREESHIN. BREENENHEEE
RTFBEFESIRE. SAFSTRERE " 2123" (MNES-17FR) , BEMSTH , LIAESF
MiFRAFSEA. (RETLIEEARNREFD | XA TRRAEAFBANRERE, I "Text
Fields” , AJLAEFRRIREZUAIA,

You have control over the font, color, and alignment of the text in a text view, but only as they
apply to the entirety of the text. In other words, you can’ t change any of these properties for
only part of the text. The defaults for the font and color properties are, as you would expect, the
system font and black, because they tend to be the most readable. The default for the
alignment property is left (you can change this to center or right).

EXAREF |, (REEEFIFR , 8%  URNAYFHN , BENRERTYXANEIRE. REIER
(RABE R E D AR AEM. [EAMRATEIERY , FAFIEIBBHENERAERRAFHIES |
AEMNEFEREEEMN. NFAXERIAEXST (ERILUERARFHERST ) .
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If you must enable variable fonts, colors, or alignments within a view that displays text, you can
use a web view instead of a text view, and style the text using HTML.

MRDAE—MIE L | BREFFE , BBEXIFFE (R LAERWebEFIHTMLUEFZRIN A |,
MAR— M AME.

Web Views
Webiil[E

A web view is a region that can display rich, HTML content in your application screen. For
example, Mail uses a web view to display message content, because it can contain elements in
addition to plain text (Figure 8-18 shows an example of this)
WebMEZ— T LIE RN REFFS LERFER , HTMLASRIXE. 590, BMEZEERWebil
EEREEHNAE  BACEANAFEEEHNTE (E8-188RT—1MIF ) .

Figure 8-18 A web view can display web-based content
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In addition to displaying web content, a web view provides elements that support navigation

through open webpages. Although you can choose to provide webpage navigation
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functionality, it" s best to avoid creating an application that looks and behaves like a mini web
browser.

FRT BRMNAARE |, MIEIRRHSHF TN R A SMATER. BARTLUSERENTSIEE |
(B ERFEESR Bl — B G MBI SRR T .

If you have a webpage or web application, you might choose to use a web view to implement a
simple iPhone application that provides a wrapper for it. If you plan to access web content that
you control, be sure to read Safari Web Content Guide to learn how to create web content that
is compatible with and optimized for display on iPhone OS-based devices.
INRIRE— MW Web N BRER |, ERTLUEEERWebfl BRI — MBS AiPhone N FIER |,
AEALMRHER, WMRIRITRIEERFEHRNIRAZS , —EZiELSafari Web Content Guide , LLT
RUEEIEWebRZE , HXETFiPhone OSRANIRFIRILFER SERMAL,
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CHAPTER 9
Application Controls
AR FEH

iPhone OS provides several controls you can use in your application, most of which are already
familiar tousers of iPhone OS-based devices. Many of these controls are intended for use in
specific places, such as in a table view, but some are available for more general usage. This
chapter describes the controls that you can use in arbitrary views in your application.

iPhone OS Rt AN RIEFFFARM T —LZM , HRAERD EBHET iPhone OS RFIREHIAF AR
R, REFEHFERENMISER | RENE ; ERELTLURERBNA, AEHAEMS , R
N e FRUERALE A,

As you design the user interface of your application, always remember that users expect familiar
controls to behave as they do in the built-in applications. This is to your advantage, as long as
you use these controls appropriately in your application.

HIFERTHANNREFNAFREN , —EECEAFREFERENATNEG | IRRERERE
RF—#. BEERERENBREFPIEIMERXEEY | XERARINES.

Activity Indicators
EEREIRR

An activity indicator shows the progress of a task or process that is of unknown duration. If you
need to display progress for a task of known duration, use a progress view instead
(see "Progress Views” (page 115) for more information about this control).

EAINSITR B T — MES ARG RIRAAHE. MINRRFERE T — 1 SANEHAERE
FHEIBAHZNE (W "Progress Views” THRESHXESE )L

The "“spinning gear” appearance of the activity indicator shows users that processing is
occurring, but does not suggest when it will finish.Figure 9-1 shows two types of activity
indicators. The activity indicator in the status bar is the network activity indicator; it should be
displayed when your application accesses the network for more than a couple of seconds. The
larger activity indicator in the toolbar should be displayed if it will take more than a second
or two for your application to perform the current task.

HiEINSIRRY DR BRI |, BB IEE R A RYERNE | BHRNRBANS

E 9-1 BT MMEEIENINSIvR. KSR "TeMie” 2N EiEins , BN EM\E’\JF_\T%
%zr“ HRMEBESEDHERR. METERIK "Teiitie” R ENREFRATIRESE

e E T,
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Figure 9-1 Two types of activity indicators
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An activity indicator is a good feedback mechanism to use when it’ s more important to
reassure users that their task or process has not stalled than it is to suggest when processing
will finish. You can choose the size and color of an activity indicator to coordinate with the
background of the view in which it appears. By default, an activity indicator is white.
EINSIRE—MRIFRR RS EEEMHETRARPSARRAEIRD | MRESEEHER
BIEiH XA EB M4 SHEFES. (RELUSEEINSIRRIA/NIERE , NEEEDI
EHMREEIR S RUEAENE. BABRT | ErRSrrEaen.

An activity indicator disappears when the task or process has completed. This default behavior
is recommended, because users expect to see an activity indicator when something is
happening and they associate a stationary activity indicator with a stalled process. To learn how
to display the network activity indicator, see the networkActivitylndicatorVisible method

in UIApplication Class Reference. To learn how to display the larger, non-network activity
indicator in your code, see UlActivityIndicatorView Class Reference.

HiEINSINARRT |, RIS TTAESEHE. XE—IMEUARITA  EEESHTERT , AR
HEBZ—NEIRR , BARNSBIE—BEAREEin S EHE AR R E—RE. £7
RN B R TR RS AY R . 0 UlApplication Class Reference #fY
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networkActivityIndicatorVisible method, BZIJUNAERAIBPEIRARIIER L EIRSIFR |
U4 UIActivityIndicatorView Class Reference,

Date and Time Pickers

B St iRk ikaR

A date and time picker gives users an easy way to select a specific date or time. A date and time
picker can have up to four independent spinning wheels, each of which displays values in a
single category, such as month or hour. Users flick or drag to spin each wheel until it displays
the desired value beneath the clear selection bar that stretches across the middle of the picker.
The final value comprises the values displayed in each wheel. Figure 9-2 shows an example of a
date and time picker.

R AR RS [EiRIRR N AP R T — MEBRRIT ARG E—MFER B ARt A, — 4> BHAFORE)ikiL=s
AREZH 4 MR, 8NERE—MREEFINEE | 0 B, IME. BRIRSEGRSED
B , BE CRPEXKIEAEF = EHIENE. RENMESEES I FENETE. B 92 R
¥~ B ERART [EiRiE =R A0+

Figure 9-2 A date and time picker

9-2 B HATNRT IEJikieRS
.l Carrier = 4:30 PM =

Date and time picker

When Timer Ends Marimba

Start

Timer

159



Use a date and time picker to allow users to avoid typing values that consist of multiple parts,
such as the day, month, and year of a date. A date and time picker works well because the
values in each part have a relatively small range and users already know what the values

are. Depending on the mode you specify, a date and time picker displays a different number of
wheels, each with a set of different values. The date and time picker defines the following
modes:

{EF B EAFNRTIEAISES (E A EESR T AR S M EOEAREENE. B, F. BHIFRERIZEEN
KRR BAEESNTHLoMEENR/NGEE , MEAFELME THERZLD. RIBREEIER,
REASHEkER B 7 ARSENK F B NMEE—RJIREE. BHIFERIZSREN T IATER

m Time. The time mode displays wheels for the hour and minute values, with the optional
addition of a wheel for the AM/PM designation.
AfiE). EREERENEEH/NGHSHEHERN TR | SMI— N EATIRE AM/PM,

m Date. The date mode displays wheels for the month, day, and year values.

BH.. BEEESRETA. BIFHREN .

m Date and time. The date and time mode displays wheels for the calendar date, hour, and
minute values,with the optional addition of a wheel for the AM/PM designation. This is the
default mode

REAFORS E), HERFMERAESEE=EMH o PEERT R , JMNKEETLURE AM/PM, X
REAMER,

s Countdown timer. The countdown timer mode displays wheels for the hour and minute.
You can specify the total duration of a countdown, up to a maximum of 23 hours and 59
minutes.

FEHRTRE. AIEOTRIERE S B/ NMo MR SR, (RATLUSE—METHITE &EIAE 23 /e 59 5
.

By default, a minutes wheel displays 60 values (0 to 59). However, if you need to display a
coarser granularity of choices, you can set a minutes wheel to display intervals of minutes, as
long as the interval divides evenly into 60. For example, you might want to display the
quarter-hour intervals 0, 15, 30, and 45.

BABIR T 28 €EH 60 MYUEO ~ 59). AMINRFFEE = —MEIRER (RETLURE—2 #PRIAT
[EiEMEEER REXESIS5E) 60, FIa0 (R 2 R—ZIFPRIRTEEMR 0. 15, 30, 45.

Regardless of its configuration, the overall size of a date and time picker is fixed, and is the
same size as the keyboard. You might choose to make a date and time picker a focal element in
your view, or cause it to appear only when needed. For example, the timer mode of the built-in

Clock application displays an always-visible date and time picker because the selection of a
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time is central to the function of the Timer. On the other hand, the Set Date & Time preference
(available in Settings > General > Date & Time, when you turn off Set Automatically) displays
transient date and time pickers, depending on whether users want to set the date or the time.

ICERRE | RN EkKiEEENE AR THEEEN MEMRE—FEERENRT. (RALIER
EF'Jﬁ’_E?:a:El,HﬁﬂlEIBLIEﬂ}kﬁ%ﬁiﬁ—A%uf\\m%,ﬁﬁﬁ??f%ﬁa—gﬂ'ﬂﬁﬂij HI. Blan , NERIHETERA R
FREr— 1 a% e IR B EAMRTERILES | EARERISEEEXEZMITIIRIEE. 5—HHE , RE
REFFIR AR E (FEIRE>—MR> HEIRATE , AISRXAEMNRE ) Brinit B EAFIREikEss |

XEURTAFPEEEIRE B A E.,

To learn more about using a date and time picker in your code, see UlDatePicker Class
Reference.
B XENTE ST HEBFIRTEIZENES , 18I UlDatePicker Class Reference,

Detail Disclosure Buttons

MPRERE

A detail disclosure button reveals additional or more detailed information about something.
Usually, you use detail disclosure buttons in table views, where they give users a way to see
detailed information about a list item (for more information about this usage, see “Table-View
Elements” (page 98)). However, you can use this element in other types of views to provide a
way to reveal more information or functionality.

For example, the Maps application displays a detail disclosure button users can tap to access
more functionality related to the dropped pin. Figure 9-3 shows an example of a detail
disclosure button.

ML FERERRTHRNSEEFAER. BE  ARENEPNAD SRS AREEXT
JIRMEEFANERESXTXNMAENER W "Table-View Elements” ), ZH2X, {RBATLATE
HttE P ERXN TR | MRE—FMLIRERESHEEEIIE. fla , WEPHNERATIRE.
BRI UREAT RERER THASHEMENEFAEE. B 9-3 Br— M T rERE

Figure 9-3A detail disclosure button reveals additional details or functional
—METRERE | ERESH TN
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To learn more about using a detail disclosure button in your code,seeUIButton Class

Reference.
BYMRBEZSFZT RN REZH , W UButton Class Reference

Info Buttons

ER#&HE

An Info button provides a way to reveal configuration details about an application, often on the
back of the screen. For this reason, Info buttons are especially well suited to utility applications.
You can see an example of an Info button in the lower-right corner of the Weather application
(shown in Figure 9-4).

SEEHRM—MASICRRREENAD SEEVESERE L. Bt ERRHENESSATER
Fr. {RETLVE" RS NARERFRAG FTRER—MERRENF QR 9-4),

Figure 9-4 An Info button reveals information, often configuration details
—MERIRHERMER BEEERENAT
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Info buttons are available with a light background and a dark background. The light
background style (which is shown in Figure 9-4) looks good on a view with a dark background.
Conversely, an Info button with a dark background shows up well on a view with a light
background. An Info button glows briefly when users tap it. When you use the Info button
iPhone OS provides, you get this pressed-state appearance automatically. To learn more about
using an Info button in your code, see UlButton Class Reference.
:.IU&%E_I'EA%W%?zf?%’fﬁ?xﬁﬂﬁﬂi KEEREF(NE 9-4)EReE SNNERERF LEERA

. AR REERERREEES BT ,A@%%E’JF‘ AERFL. EEREBERF RIS,
éﬁ REREF iPhone OS RS RMAAIERIREAR , XFYIMNIMREBEIRIREENT%. ETHREZSH
FFSEIRARIRED , I UIButton Class Reference,

Labels
&

A label is a variably sized amount of static text. Figure 9-5 shows an example of a label.

MER—FARA/NIREEXE, B 9-5 BR T —Mr&hlF.

Figure 9-5 A label gives users information
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Enter your passcode ——  — Label

NN

You can use a label to name parts of your user interface or to provide limited help to the user. A
label is best suited to display a relatively small amount of text. You can determine various
properties of the label’ s text, such as font, text color, and alignment, but above all, you should
take care to make your labels legible. Don" t sacrifice clarity for fancy fonts or showy colors.
(RATLAE R ka2 AP R EN— Lo SEAPRHERNEE. TEESRIFIENXAR/NIE
AT IRTLURERENARIARBMY | IR, XAFBMYFTHR , BREZER  ILE()iEH
R, FERCN BRI S FRIEME.

As you compose the text of your labels, be sure to use the user’ s vocabulary. Examine the text
in your application for developer-centric terms and replace them with user-centric terms. To
learn more about using labels in your code, see UlLabel Class Reference.
HIRESRARENAR , —EEERAAFNES. BERIINE | ENAFRARAPORINAE |, K
ALUBRASRONNA, THREZXTFIRERNIS , I Ullabel Class Reference &%,

Page Indicators
WER
A page indicator displays a dot for each currently open view in an application. From left to right,

the dots represent the order in which the views were opened (the leftmost dot represents the
first view). The currently visible view is indicated by a glow on the dot that represents it. Users
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tap to the left or the right of the glowing dot to view the previous or next open view. Figure 9-6
shows an example of a page indicator.

RHNTRANAEFNE— SR AREER— MirR. RERNEEARATIAERT — 1Y
HETFFAIME ( REBNRARE—ME ). RXNRHART SRETHNE. ARIRSELARIR
REE LT MIE. B 9-6 B 7 — IR F.

Figure 9-6 A page indicator
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Page indicator

A page indicator gives users a quick way to see how many views are open and an indication of
the order in which they were opened; it does not help users keep track of the steps they took
through a hierarchy of Views. Because the views in a utility application tend to be peers of each
other, a page indicator is sufficient to help users navigate through them. A productivity
application that displays hierarchical information, on the other hand, should offer navigation
through the elements in the navigation bar (for more on this, see “Navigation Bars” (page
68)).

TERARFPRMT RERTTE  EEESRIFNENSERASIN | (B8RP IRER
MERRRENS., BATE—NEAERT  MEENXERNFN , RERRESERFNEE].
M—MEFOHEBNAEF2ETPEER | FBERMESIEKENSISAR (THESZ , JLE

“Navigation Bars” )
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Typically, page indicators work well near the bottom edge of the application screen, below the
it contains. This leaves the more important information (the view itself ) in the upper part of the
screen where users can see it easily. Be sure to vertically center a page indicator between the
bottom edge of the view and the bottom edge of the screen.

BEBRT  REr~aATNARFFENESLS  FEVNEZ T, XEEEEENER (HER
5 ) #FERNLS  BRELREIMtER . —EERRNENEEREFTRANKRLSHER
JERBRZ A,

Although there is no programmatic limit to the number of dots you can display in a page
indicator, be aware that the dots do not shrink or squeeze together as more appear. For
example, in portrait orientation, you can display at most 20 dots in a page indicator before
clipping occurs. Therefore, you should provide logic in your application to avoid this

situation. Although you can hide a page indicator when there is only one open view, the default
behavior is to display it. To learn more about using a page indicator in your code,

see UIPageControl Class Reference.

RARBEIRETEETAIEE | (BFE  SNEMHESE |, SISt R AT Wgs. FE. el E4
[751 , (RESHLUERERR EER 20 MRERBEER. FEt , (RAIZARAIN REFRA—L
ZiE , NMERXFERAE. B  (FTLUERITA— N NERENHMRISERE T , B2
ERETE. BETHRESXTEINVAINA , W UIPageControl Class Reference,

Pickers
bl drin=r

A picker is a generic version of the date and time picker (see “Date and Time Pickers” (page

108) for more information about this control). You can use a picker to display any set of values.
As with a date and time picker, users spin the wheel (or wheels) of a picker until the desired
value appears. Figure 9-7 shows a picker with a single wheel.

ikieRe R AHAFASEAYEAIRA (I “Date and Time Pickers” BEEHXRIXELAHRIER ) . (RATLAE
RkiREEREMEI—NMUE. (FA— P BEIRERRILRS | AR RFEEAIGRET TR  BEIFE
REERR AL, B 9-7 BRTE N RaIkIEEF.

Figure 9-7 A picker as displayed in Safari on iPhone
iPhone L, Safari Xl 55884RAY$KI%E
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As you decide whether to use a picker in your application, consider that many, if not most, of
the values in a wheel are hidden from the user when the wheel is stationary. This is not
necessarily a problem, especially if users already know what those values are. For example, in a
date and time picker, users understand that the hidden values in the month wheel can only be
numbers between 1 and 12. If you need to provide choices that aren” t members of such a
well-known set, however, a picker might not be the appropriate control.

SN TEENARFPER—IMAEERE |, TR CRATHIDRE | RKESHAEEERAMRET
ERREN., XA—ERNEE , TEHEERFEEMEXLHERTARBER . Fa0 , FEHEAF0R
[Eikik=RF  AFAE , REERMD SR TRAEREENT 1 1 12 ZERIXLH T, BINRRFER
HANEEH A EIBLRAFAKRHMEENENEE , ERFTENROREINEGT.

If you need to display a very large number of values, you might want to list them in a table view
instead of in a picker. This is because the greater height of a table view makes scrolling faster.
MRIFFEETHEERK | T ERRBUENRIIE  MARAKIERT. XRENFUEEE
RKAVFIRBEERINEIR,

If you need to provide context for a value in a picker, such as a unit of measurement, display it
in the translucent selection bar horizontally across the center of the control. Do not display such
labels above the picker or on the wheels themselves. For an example of the correct way to
display labels, see the Timer function of the built-in Clock application, which displays “hours”
and “mins” (or "min” ) next to the values users select.

INRIRFERAHRER LENETXRR | HERATE , SR EFERRREEG ORISR
=R, BAERERERS EHRRER VAT . XTEMrENGF BTN ARER PRI
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7% , BERAPEEESER g M o (8 "8k

As with a date and time picker, a generic picker can be visible all the time (as a focal point of
your user interface) or it can appear only when needed. The overall size of a picker, including its
background, is fixed, and is the same size as a keyboard.

To learn more about using a picker in your code, see UlPickerView Class Reference.

EHH B EAFR R AIERE—FF | BRRIRIER T LR R (fFARARFENFL ), BiERE
=TI, —Aat?x‘li%%E’J,U\VkR?‘ BEENER | REEN , AESEMRENX/IVER. ZETH#
B X TIRIGERNKES , W UlPickerView Class Reference,

Progress Views

R

A progress view shows the progress of a task or process that has a known duration. If you need
to display progress for a task of unknown duration, use an activity indicator instead
(see "Activity Indicators” (page 107)for more information about this control).
HEREER T —MESHHE | Si— I CARENENHE, NRIRREER— N RAFEATERE
SHE , ERENIRSIARE (I "Activity Indicators” BILITREZHXEHNER )

iPhone OS provides two styles of progress view, which are the default style and the bar style.
The appearance of each style is very similar, except for height:

iPhone OS RERM T AMHEMENER , XWMEARAFNIFEF. RTSES M
SN EERAEEARIAY |

‘The default style is intended for use in an application’ s main content area.

AN AT NARFPNEERSTXE.

The bar style is thinner than the default style, which makes it well-suited for use in a
toolbar. For example, in Mail a bar-style progress view appears in the toolbar when users
download new messages or send anemail message.

FEFROAENRE | XECIFEEEATIERPER. fIU0 - BRFPETHIAEREURIXE
Tkt EFREFANHENESERETERF.

The behavior of both styles of progress view is the same. As the task or process proceeds, the
track of the progress view is filled from left to right. At any given time, the proportion of filled to
unfilled area in the view gives the user an indication of how soon the task or process will finish.
Figure 9-8 shows an example of a bar-style progress bar

RMHENER T AR ZERN. HESSHEEHT , #ENENNERENCRABIER. &
HI—MFERITE |, EiHSRIERHE S AILLE AR ZA R R ER=. B 9-8 B 7
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Figure 9-8 A bar-style progress view in a toolbar
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A progress view is a good way to provide feedback to users on tasks that have a well-defined
duration, especially when it s important to show users approximately how long the task will
take. When you display aprogress view, you tell the user that their task is being performed and
you give them enough informationto decide if they want to wait until the task is complete or
cancel it.

HIEER—FRFASE  RELAF—ATERENRER  FIRAEREVELRF TRESK
N2Z AN, ABRTHEMER , REFTBAPESEECRTHEAMNESEHNER  FREREESE
FTRESHEREE.

To learn more about using a progress view in your code, see UIProgressView Class Reference.
TIRBESFTFHEMENART , W UIProgressView Class Reference,

Rounded Rectangle Buttons

e mRd

A rounded rectangle button is a versatile button you can use in a view to perform an action.
You can see examples of this type of button at the bottom of an individual’ s Contacts view: The
Text Message and Addto Favorites buttons are rounded rectangle buttons, as shown in Figure
9-9.

e EREERE— S8R | (RTLUE—MIBFRERIT— I aE. RETLEDS ABIERRIIRER
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Figure 9-9
Rounded rectangle buttons perform application-specific actions
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When you supply a title for a rounded rectangle button, be sure to:
SRE—MEF AR IRARMRER , —EF !

] Use title-style capitalization (that is, capitalize every word except articles, coordinating
conjunctions, andprepositions of four or fewer letters)

EEFEERKES (tHMER , RTEE , F7iER , MU FENEEEDFENNEIMEFELR
5)

] Avoid creating a title that is too long. Overly long text gets truncated, which can make it
difficult forusers to understand it.

B EIE—NAKAYRE. SR ARERE  SERFELIEREE.

To learn more about using a rounded rectangle button in your code, see UlButton
Class Reference.
TIREZ RN AR , I UIButton Class Reference
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Search Bars

BRE

A search bar is a field that accepts text from users, which your application can use as input for a
search. Whenthe user taps a search bar, a keyboard appears; when the user is finished typing
search terms, the input ishandled in an application-specific way. (For guidelines on handling
search in your application, see “ProvidingSearch and Displaying Search Results” (page 51).)
BEEE—EZBANAPNANKE , XENAEFTUBAXAUHTER. SAPREEERE
— M EUEREMSEN  AEAEERRNANS  BALUNAEFEENSTGE. ( XTLENA
EFIEZEINSS] , I "ProvidingSearch and Displaying Search Results”

By default, a search bar displays the search icon on the left side. In addition, a search bar can
display a fewoptional elements:

ANBRT |, BREGETEEZFEAEN. Wit BERETUS R —EaNtiER ¢

m Placeholder text. This text might state the function of the control (for example, “Search”) or

remind users in what context they are searching (for example, “YouTube” or “Google” ).

RN A. XAAREREEEMGINE (fli, "BR" ) SRRERFEMFARRSIETER (1,
“YouTube” 8% "&I" )

m  The Bookmarks button. This button can provide a shortcut to information users want to
easily find again. For example, the Bookmarks button in the Maps search mode gives access to
bookmarked locations,recent searches, and contacts.

PERH. XMZARMRE  FRAFENSZBXKENEE. g, EEERRENBSIRET LIS
B EBIRAIE | HREISERIERMEKRA,

m The Clear button. Most search bars include a Clear button that allows users to erase the

contents of the search bar with one tap.

Bk R, RSHEREEE—NERRE | AfRR—RERERERIIAE.

m A descriptive title, called a prompt, that appears above the search bar. For example, a
prompt can be ashort phrase that provides introductory or application-specific context for the
search bar

RAMRTRE , WIS, HIVERRACR L. 610, BT URES |, RENEEERERIN RRE
iR,

Figure 9-10 shows a search bar that includes customized placeholder text, a Bookmarks button,
and thedefault search icon.

9-10 BT —MERE | 8EEEXAIGNUAXE , BERE , MBOARRER.
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Figure 9-10 A search bar with optional placeholder text and a Bookmarks button
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By default, the Bookmarks and Clear buttons interact in the following ways:
BABRT , PEMBRRBBLUATARRE :

m  When the search bar contains any non-placeholder text, the Clear button is visible so users
can erasethe text. If there is no user-supplied or non-placeholder text in the search bar, the
Clear button is hiddenbecause there is no need to erase the contents of the search bar.

SR -GBREAIES AR | ERIZEET IR, BRI LRI A, NREREFIRE
PRI ARTAF LA | BRRIZHR .

m The Bookmarks button is visible only when there is no user-supplied or non-placeholder
text in thesearch bar. This is because the Clear button is visible when there is text in the search
bar that users might want to erase.
HIRBEAFPRHNNARE I SMUAFNAEEREF | FEERPERE. BABRREREABFE
BRI ERERRRI XA A 8EE TR,

You can customize a search bar by specifying one of the standard-color background styles,

such as:

(REgRISfEE— M EBBEREIUREEXERE | Al

m Blue (the default gradient that coordinates with the default appearance of toolbars and
navigation bars).The default background style is shown in Figure 9-10.

BE (BARHES , MEFANTESNSMARINI—E ). BANEREFEE 9-10 587,
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m Black
2

In addition, you can display a scope bar below the search bar, which contains buttons that users
tap to select a scope for the search. The scope bar adopts the same appearance you specify for
the search bar, and you supply custom titles for the scope buttons.

SN RETLERR=THRE T —MEEE, HES 7 —SiRMtAR RE RS eE. SEEi=S5iEE
BURZA=RA—HRISMI, FERAFBE CEE= R,

The scope bar displays below the search bar, regardless of orientation, unless you use a search
display controller in your code (see UlSearchDisplayController Class Reference for more
information). When you usea search display controller, the scope bar is displayed within the
search bar to the right of the search field when the device is in landscape orientation (in portrait
orientation, it s below the search bar).

CEEEAERERETE, A28 8 REECRNEENERERETES. (ESERR
UlSearchDisplayController Class Reference ) H{REFRIERERIZERT , HESHERA SR , SBERE
ERRET , BREOAXAWN. (ABRERAT , EERIETTT)

To learn more about using a search bar and scope bar in your code, see UlSearchBar Class
Reference.
EZXTEEZITBERARIGSEI , W UlSearchBar Class Reference

Segmented Controls

oEREH

A segmented control is a linear set of segments, each of which functions as a button that can
display a different view. When users tap a segment in a segmented control, an instantaneous
action or visible result should occur. For example, Settings displays different information when
users use the segmented control to select an email protocol, as shown in Figure 9-11.
PREGR—EMSRE 81 ORIEA—NMZHEUETARNE , SARREDEREGH—D
SEAT , BRI FEBRET NGRS HI. fli0 , BRFFIRAD BRIEHERE— N ERAHMYET |
RESETARRER , 20 9-11,

Figure 9-11 A segmented control with three segments

BE=A"7RND Rz
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The length of a segmented control is determined by the number of segments you display and
by the size of the largest segment. The height of a segmented control is fixed. Although you can
specify the number of segments to display, be aware that users must be able to comfortably tap
a segment without worrying about tapping a neighboring segment. Because hit regions should
be 44 x 44 pixels, it' s recommended that a segmented control have five or fewer segments.
DERIEHIRKERNRTRETHRMIHENSEANSBRIRY. sREGNSERZEEN. BRIRT
LAEERIEREL , iERAP YU LMREFEI R ﬁE— DRMABEVRREFLNSR. BAMEXKESR
= 4444 BR | FTLAEIC BREAERY

A segmented control can contain text or images; an individual segment can contain either text
or an image, but not both. In general, it" s best to avoid mixing text and images in a single
segmented control.

PREHEBEANAHER G , —MRYNS FEBESNAREEFPIEST— , EFERNE
BRE. —RkR , RFEBERNAE R EEE— RIS Bz,

A segmented control ensures that the width of each segment is proportional, based on the total
number of segments. This means that you need to ensure that the content you design for each
segment is roughly equal in size.

DRIBMHRIE T BN RIVEEMLLS , XEURTERISRE. XERERTERIES D RINRT AN
BEREFRFEL

To learn more about using a segmented control in your code, see UlSegmentedControl Class
Reference.

THRESEXSRIEFIINMARE , W UlSegmentedControl Class Reference,
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Slider &tk

A slider allows users to make adjustments to a value or process throughout a range of allowed
values. When users drag a slider, the value or process is updated continuously. Figure 9-12
shows an example of a slider with minimum and maximum images.
IBRAVTFRFE— M IHERSEENERE—MERHE. SAFEI—NER | HENHERZEH.
9-12 B7R T —MBRAVGIF RSk AR UARIMEBIET.

Figure 9-12 A slider

— Bk
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Sliders are useful in two main situations:

IBREBREXFIPERER

‘When you want to allow users to have fine-grained control over the values they choose

SRR XA IR EH THERAYES

‘When you want to allow users to have fine-grained control over the current process

SRR X SRS R TR RIS

A slider consists of a track, a thumb, and optional right and left value images. Figure 9-13 shows
these parts of a slider.

BREE—PMNE , —METRIITENEGEERRAER. B 9-13 BR 7B RATX LSRR,

Figure 9-13 Four parts of a slider
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Thumb

You can set the width of a slider to fit in with the user interface of your application. In addition,
you can display a slider either horizontally or vertically.

RETLAREBRIEE | LUENARNNREFRAFRE. Lt BaLIREK P EERTHBR.

There are several ways to customize a slider:

UM BEMBRAYTE

] You can define the appearance of the thumb, so users can see at a glance whether the
slider is active.
RATLAESXOAT AN |, LR EREBETENRS—B TR,

] You can supply images to appear at either end of the slider (typically, these correspond
to minimum and maximum values), to help users understand what the slider does.

(RETLAE BRI E—IRIREE (B%  XEMNASR/IIRAE ), LIS AFERERER.

A slider that controls font size, for example, could display a very small character at the minimum

end and a very large character at the maximum end.
BN, — P ATERFERNER , JURTR—MER NI ER/IMERN—iR , M&EKXEN—RE
R KRHIFAR,

" You can define a different appearance for the track, depending on which side of the
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thumb it is on and which state the control is in.

RATLASHEE X — MR | IXEUR T R AT BR—im AR IE RIS,

To learn more about using a slider in your code, see UlSlider Class Reference.
TREZXT BRI , W UlSlider Class Reference,

Text Fields XAEAIE

A text field is a rounded rectangular field that accepts user input. When the user taps a text
field a keyboard appears; when the user taps Return in the keyboard, the text field handles the
input in an application-specific way. A text field can contain a single line of input. Figure 9-14
shows two text fields in the Maps application.

NN ER— M ESBEFEXE , REWAFNEA. SRPREXAREBNEN , EIREHMSHN
AP REEE EREFEREN , XABANERNRREFEENSIREERAN. XAGANETLUEE—
iTEREA. B 9-14 B7R T IE N ARFIRANXABANE.

Figure 9-14 A text field can accept user input
NABNETLAEZAFEA
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You can customize a text field to help users understand how they should use it in your
application. For example, you can display custom images in the left or right sides of the text

field, or a system-provided button, such as the Bookmarks button shown in Figure 9-14. In
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general, you should use the left end of a text field to indicate its purpose and the right end to
indicate the presence of additional features, such as bookmarks.
IRATLABE X XABNGE |, LISE AP IZAAERAREFPERE. fla , R LEXXARBA
ENACOSALETREEXEF , i— 1 RAERMAVRE , NE 9-14 EFMPERE. —RMs | IR
ZERAN NG NENCOREAR | MALivRMIss , HE.

You can also cause the Clear button to appear in the right end of a text field. When this element
is present, tapping it clears the contents of the text field, regardless of any other image you
might display over it.

REALULBRZHSTRENNONENGR. BizmHEHR , REETLIBERXABMANEFTRIRS |
FREEEME AR ES EREXERER.

Sometimes, it helps users understand the purpose of a text field if it displays a hint, such as
“Name.” A text field supports the display of such placeholder text, which can appear when

there is no other text in the field. To learn more about using a text field and customizing it to

display images and buttons, see UlTextField Class Reference.

BiE , RENERUSBBFRERXABNENERN , W "R . EXARANER BT , X

FEMNEELETR— I NALMF. BETRESKTNABNENBEXXABNEURTEFAIRE |

0, UlTextField Class Reference,

You can specify different keyboard styles to accommodate different types of content you
expect users to enter. (Note that you have no control over the keyboard’ s input method and
layout, which are determined by the user’ s language settings.) For example, you might want to
make it easy for users to enter a URL, a PIN, or a phone number. iPhone OS provides several
different keyboard types, each designed to facilitate a different type of input. To learn about the
keyboard types that are available, see UlKeyboardType. To learn more about managing the
keyboard in your application, read “Managing the Keyboard” in iPhone Application
Programming Guide.

(RATLAE X AR EF T CREN (R BFPBMARNRERERS., (IERIRFee=HRENmATT TV
1B XEAFRIESIRERE. )HIN | (RETsERETSERFBA URL , PIN BB S, iPhone OS
RARMEMAENRENF  SMRITEST MAENEALE. ETHIHERREER
UlKeyboardType, BETHEZNMAENHAEFEEEREEMNER . W Phone App//cat/on
Programming Guide H89 “Managing the Keyboard”,
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CHAPTER 10
System-Provided Buttons and Icons

R = 5B

To promote a consistent user experience (and to make your job easier), iPhone OS provides
numerous standard buttons for use in navigation bars and toolbars, and icons for use in tab
bars.

AT RAE-HAPARR (FHRHFRNIIEESRS ) | iPhone OS RAERMITZ AT S TELKAR
HERHE | R AT RSB,

This chapter describes the standard icons and buttons available to you and provides guidelines
on how to use them appropriately.You should familiarize yourself with the buttons and icons in
this chapter regardless of the type of application you' re developing, so that you can:

RENRA T HAECHOVENERIRER | FEMEXINEESERNERE. AEREAFRNBRER
RIRBIRMHA |, BN IZFEAEPARAER , LMETLL

m  Use the system-provided items correctly

IEHfE R RS RMHAIRESERIE

m  Avoid designing a custom icon that looks too similar to a system-provided icon

BRI — S RERENERI TRILRIB E X EfR

Using System-Provided Buttons and Icons

MARRRENZENER

iPhone OS makes available many of the standard toolbar and navigation bar buttons, tab bar
items, and general-use buttons used throughout the built-in applications.You can see a handful
of standard toolbar buttons in the Mail toolbar, shown in Figure 10-1.

iPhone OS &%t , THAENAREFTREAERT AEBNEN TEFMSMFRE  mEFIBLUR
EAMERREE. (RUUERE "B TEZ ERNRSENTERRE , & 10-1.

Figure 10-1 Standard buttons in the Mail toolbar
b TR FPROTR R
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Buttons such as the Refresh, Organize, Trash, Reply, and Compose buttons shown in Figure
10-1 are used consistently in many of the built-in applications, so users are well-acquainted
with what they mean and how to use them.This means that if your application supports these
functions, you can take advantage of users’ familiarity to streamline the application’ s user
interface.It also means that if you associate these buttons with other tasks, you' re likely to
confuse and irritate users by promising functionality they expect, but delivering something else.
SNE 10-1 FrsImiET , B4R, kg @8 |, KMESHURIEAERNENARGFLERER | FRUABFRXYE
MIEX K AEBIFERE, XEW®RE | NRRANRRERGFXLINEE |, Er] LRI BRFZEIIEERY
gk, SRICUNAEREFINAFRE. Bkt , RREXEEEMEMESIRKERESR , RIS ERAY
RFEZMSEE  BAREE T BFRAEIhEE | BRE T BIAERA.

In addition to the benefit of leveraging users’ prior experience, using system-provided buttons
and icons imparts two other substantial advantages, specifically:

b7 BER AP RYSTRIERE AL Z I | ARSI NZEBIERES BINE MREARIFLE | B
SIS

m  Decreased development time, because you don’ t have to create custom art to represent
standard functions.

T ARRGE  RAMRARECZEBE X ER KA EMTEIRE.

m Increased stability of your user interface, even if future iPhone OS updates change the

appearances of standard icons. In other words, you can rely on the semantic meaning of a
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standard icon remaining the same, even if its appearance changes.
IZRIRHI AR RERTSEY | BIEER iPhone OS REFREHIMEERIIINE, EiER , /RATLL
REXMHERMEBRIINIRE TR |, TREERRGE XD LURIFAZE

It bears repeating that to realize the advantages of user familiarity, shorter development time,
and semantic consistency of the user interface, you must use the buttons and icons
appropriately. Specifically, this means that you should use a button or icon in accordance with
its documented meaning and recommended placement, and not according to your
interpretation of its appearance. See  “Standard Buttons for Use in Toolbars and Navigation
Bars,” “Standard Icons for Use in Tab Bars,” and “Standard Buttons for Use in Table Rows and
Other User Interface Elements” for meaning and placement information for the
system-provided buttons and icons.

BRER , ﬁ?’a*?%PE’Jﬂ%EE , BREAITRRIE , RAFFEEXA—EE | RO
FRIXLZEMENR. Bkl , XERE(REERIRA BRI MIZ S BRI AEF L ERIF—
. MARRES E',RB‘E’;“'I*ME’\JIEEEO £ "Standard Buttons for Use in Toolbars and Navigation
Bars,” “Standard Icons for Use in Tab Bars,” #1 “Standard Buttons for Use in Table Rows and
Other User Interface Elements” SEREVRSTTHIEFERAI S MAMERER.

Interface Builder makes it easy to use the system-provided buttons and apply system-provided
icons to your controls.See the appearance-related information in “Interface Objects”
in Interface Builder User Guide for guidance.

Interface Builder ( Xcode FFRIMERIEH , 1XEIE ) BARARIZAMERENRION REFREM
FTERE 5. &0 Interface Builder User Guide & “Interface Objects” RUHEFSMNISEIENIES,

If you can’ t find a system-provided toolbar or navigation bar button or tab bar item icon that
has the appropriate meaning for a specific function in your application, you should design a
custom button or icon. “Icons for Navigation Bars, Toolbars, and Tab Bars” (page 133) gives
some guidelines to help you do this.

NSRIRTBEHE SRR R P BRI S MBI AR ATH TEKEE SMARAERE =B
Bt , (R ALZIRIT— N B E IR EFR, “Icons for Navigation Bars, Toolbars, and Tab Bars”
RHT—E1ES758 |, SBEREXL

Standard Buttons for Use in Toolbars and Navigation Bars

AT IEFRSSMFANTERE

iPhone OS makes many of the standard buttons users see in toolbars and navigation bars
available to you.These buttons, shown in Table 10-1 (page 125), are available in two styles, each
of which is appropriate for the specific usages described here:

iPhone OS RZFERMTAERAFPETIEFMSMFTNERNERE. & 10-1 ERAXLRE , AR
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R, SRIARTUTE

m  Bordered style—for example, the Add button in the Phone Contacts navigation bar. This
style is suitable for both navigation bars and toolbars.

HIAERIF A0 , EFBIE / BXRA / SMEFR "8I &2, XN TEMEMNTERRR
E#IREF

m  Plain style—for example, the Compose button in the Mail toolbar. This style is suitable for
toolbars only. In fact, if you specify the plain style for a button in the navigation bar, it will be
converted to the bordered style.

BB, i/ TREEPH "85 2l, XMEXRESTIASR, FXLL , NRIFESh
FHIEE—NEBNEINRE , BRERERATOEFET,

As with all system-provided buttons, you should avoid using the buttons described in Table
10-1 to represent actions other than those for which they are designed.In particular, avoid
choosing a button based on its appearance, without regard for its documented
meaning.See “Using System-Provided Buttons and Icons” (pagel23) for a discussion of the
reasons why it" s important to use these icons correctly.(Information on symbol names and
availability for these buttons is available in documentation for UI Bar Button System Item.)

T B RFTHIARE | (REZERERZR 10-1 PAHRERENAR TEIE LAERE. THE
BB LUIEHRIINISESRE | MABENREY., B8 "Using System-Provided Buttons and Icons”
KT BERERXLEREERNERE. ( XTFXEZHERFSHBFRSTAM , I Ul Bar Button System
Item RIS, )

Table 10-1 Standard buttons available for toolbars and navigation bars (shown in the plain

style)
FAFIEFMSMENERE (UEBFXER)
Button Meaning Name
®E aX BR
Opens an action sheet that allows users to take an application-specific Action
action
FIFFNRFISR | (B REE I T EN AR B RRIBNME
Opens an action sheet that displays a photo picker in camera mode Camera
FIFaNEFIR | AR ARETI AR A ikites
Opens a new message view in edit mode Compose
fEgRIEtEIl N T E R RE
Show application-specific bookmarks Bookmarks

BN RRFREERBE
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Display a search field Search
ERERIE

Create a new item Add
ellfe s n]=

Delete current item Trash
il G

Move or route an item to a destination within the application, such as a Organize
folder

BB RBMEEEENREFNBNMIE |, N4k

Send or route an item to another location Reply
BRIVRESEEXEREME

Stop current process or task Stop
EIELRIHESES

Refresh contents (use only when necessary; otherwise, refresh Refresh

automatically)

RIFTAE ((NELERER  SNERIF )

Begin media playback or slides Play
TR LN A
Fast forward through media playback or slides FastForward

FEREPURR KT R BT R

Pause media playback or slides (note that this implies context Pause
preservation)

BEEREARSIT R (BRERTFLTXRR)

Move backwards through media playback or slides Rewind

FEREBUEAR LN R RIB

In addition to the buttons shown in Table 10-1, you can also use the system-provided Edit,
Cancel, Save, and Done buttons shown in Table 10-2 to support editing or other types of
content manipulation in your application.(Information on symbol names and availability for
these buttons is available in documentation for UI Bar Button System Item).These buttons are
suitable for both navigation bars and toolbars, and are available in the bordered style only If
you specify the plain style for one of these buttons, it will be converted to the bordered style..

PRT 7R 10-1 FiaYRsH | IREATLAER RS RMENRE | IR | (RF | Kook N AR R+
EEEMRBNREERE , 0% 10 - 2 fik. ( RTXERANFASZFRAIAME , I UL Bar Button
System Item &, ) XEZHESTSMFNIES , BNEEHOEFURE. NRIRAIXLRE
BESBEHT  ERBEMERNTOEFT.

Table 10-2 Bordered action buttons for use in navigation bars
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S PERBIENRINERYZE

Button Meaning Name
aX BR
Enter an editing or content-manipulation mode Edit
HNREERELIEE
Exit the editing or content-manipulation mode without saving changes Cancel

Can

BHImEFABLERR |, ENMRFEN

Save changes and, if appropriate, exit the editing or content-manipulation Save
mode

REEN , MREENE |, BHREESABLIEFERED

Exit the current mode and save changes, if any Done

BHSAMRET , FHRIFFTMATER

D Bf60:

Standard Icons for Use in Tab Bars

EFNIRERR

iPhone OS provides the standard icons described in Table 10-3 for use in tab bars.Information
on symbol names and availability for these icons is in documentation for UI Tab Bar System
Item.

iPhone OS EFHREATFIREKAIERRR , 13 10-3 firR. X TFIXEZANFSERMT BN, I
UI Tab Bar System Item 14,

As with all standard buttons and icons, it'" s essential to use these icons in accordance with their
documented meanings. In particular, take care to base your usage of an icon on its semantic
meaning, not its appearance.This will help your application’ s user interface make sense even if
the icon associated with a specific meaning changes its appearance.See " Using
System-Provided Buttons and Icons” (page 123) for further reasons why it" s important to use
these icons correctly.

T IrERRERENER , REXERCRERRIFREEN. SFiEIRERERRIIE A ik
# MARRECHINL. XEHBNREFRRAERIEEE | BMERXERRIINIRNET. 1B
£ "Using System-Provided Buttons and Icons” FRARIERAt{E X LLERHIRE.,

Table 10-3 Standard icons for use in tab bar tabs
RS K PERNERR

Icon Meaning Name
Bfr 8X BR
m Show application-specific bookmarks Bookmarks

ETENAREFERNBE
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Show Contacts Contacts
BRERRA

Show downloads Downloads
TR E

Show user-determined favorites Favorites
ERAFIRERWGER

Show content featured by the application Featured
ETRNAREFEFNRE

Show history of user actions History
ERAPNERSE

e @ Show additional tab bar items More
ERESIRERIE

O X% ©)

Show the most recent item MostRecent
SRR —RERNIE
Jl" Show items most popular with all users MostViewed
ERBRF&EXENIE
@ Show the items accessed by the user within an application-defined Recents
period
SN ARFIRENBREEENRE

Q Enter a search mode Search

HENERE

* Show the highest-rated items, as determined by the user TopRated
ETRRAFF&RENIE

Standard Buttons for Use in Table Rows and Other User Interface Elements

BTRBITNEMAF RETRNRERE

iPhone OS provides a few buttons for use in table rows and other elements.These buttons,
described in Table 10-4, should be used semantically correctly, as with all standard buttons and
icons.In particular, avoid choosing a button based on its appearance, without regard for its
documented meaning.See “Using System-Provided Buttons and Icons” (page 123) for a
discussion of the reasons why it" s important to use these buttons correctly.

iPhone OS BFRFRMUERIBTIEMTRPERIVRE, XEIZA , 1£3 10-4 hATiA |, frEingE
RATEWRAIZ R IERRRYIE X EA. JTHE RS HIURHRISMEZRIERE  MARERIXAEX. I "Using
System-Provided Buttons and Icons” 3R 7 fRIERtE{FERAXLERMRERZNIRE.

Although the detail disclosure button is usually used in table rows, it can be used elsewhere. For
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more information about this button, see “Detail Disclosure Buttons” (page 110).iPhone OS

also provides a set of controls for use in table rows only; for more information about these, see
“Table-View Elements” (page 98).

BRMT ERRAKEERSITHER BTt nER ETRX—IRENESER I "Detail

Disclosure Buttons”, iPhone OS #BERFHBRM—ERAERBITHEREN ETHEXESER |

I, "Table-View Elements”,

For more information on symbol names and availability for these buttons, see documentation
for UlButtonType. ( For information on the symbol name and availability for the detail
disclosure table-view element, see documentation for
UlTableViewCellAccessoryDetailDisclosureButton) .

BRIXERANTESRFIT RN | 25 UlButtonType X4, ( B XA ERFRNETENFTERZR
eI AM(SE |, IHEE UlTableViewCellAccessoryDetailDisclosureButton ),

Table 10-4  Standard buttons for use in table rows and user interface elements

R THEMAR R ETRARERE

Button Meaning Name

ZH AaX BFR
ke Display a people picker to add a contact to an item ContactAdd
v BTRERRAKRERLGERERANE—HE
© Display a new view that contains details about the current item DetailDisclosure

B8 LRIIFRE R RE

E Flip to the back of the view (usually in a utility application) to display Info
configuration options or more information.

HEENESH( BEREXSAIENARERFF ) UEREERNHESE

o

un

Note that the Info button is also available as a light-colored “i" in

a dark circle.
I B R REREEXeFEE .
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CHAPTER 11
Creating Custom Icons and Images

EH B EE

The user interfaces of iPhone applications are characterized by beautiful images and lush color.
As an application designer, you want to fit into this environment by providing an aesthetically
pleasing user interface. Although iPhone OS provides a wide range of elegant and attractive
user interface elements, there are two custom elements every application needs: an application
icon and a launch image. In addition, applications should provide a small icon for iPone OS to
display in Spotlight search results.

iPhone NAEEFRIAFAHFIRESNEEMNFENGRY. (FANBEFRITE | (REEEBHIFL
EMH , SAGERBRREULRXFNRAFRE, B2 iPhone OS IR T KEMHE | SIANMAIA
FRETER. B BB TEEXTREF —TNAEFBREEN. — I ENAEFER 53— 2R
shEE. s, EREANBREFRME—)\ERE iPhone OS , F3sk#E Spotlight ( Spotlight & iOS
N—TEREN ) LARRERPET.

Some applications need custom icons to represent application-specific functions and modes in
navigation bars, toolbars, and tab bars. When you follow the guidelines for creating these icons,
you can achieve results that both harmonize with the built-in icons and subtly accentuate your
application’ s style.

—UWARFREEH —LEREXERARESHSK , TAEFIIGERPRNIEEREFINEIIEI. =
REEXLSS|EEHER , BESERITHIER SR ENERIME—BF e ERRTENE B IRFTRITT AL
FREFRINAE,

Note: The standard bit depth for icons and images is 24 bits (8 bits each for red, green, and
blue), plus an 8-bit alpha channel. The PNG format is recommended, because it preserves color
depth and supports an embedded alpha channel. You can use the Preview application to
produce the final PNG file.

TR EEMERRTNECLR R 24 (1(8 8 (B S AIALL |, &FNE) , INLE—18{AJAlphaiBiE, PNG
BIERIEFR , BACRREEIRMSIF— 1 RERY Alpha BiE. RAILIER "Fit" ERREMR
209 PNG 3214,

You do not need to constrain your palette to web-safe colors. Although you can use alpha
transparency in the icons you create for navigation bars, toolbars, and tab bars, do not use it in
application icons.

FAFERBMRHOBRRENNALZEE. BAMREER Alpha BRLEXFIESMS , TEFMRESR
HER , EFECEERENREFERIHEIEF.
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Application Icons

1z FAE PR B AR

An application icon is an icon users put on their Home screens and tap to start an application.
This is a place where branding and strong visual design should come together into a compact,
instantly recognizable, attractive package.

Rz ﬁﬁ&r‘ EfrRREEFE LNER , RECREMNAER. ELmhRE ez ErIR T
%% faiE. RBIES|IAERFRE.

Users choose which application icons they want to display on their Home screens, so you
should design an icon that is:

RREE B EEFE LERONBEREFER B, Bt AIZL TR

m  Attractive, so users feel compelled to keep it on their Home screens
RSIAR , FERPAEERRAMI NI EIERR
m  Distinctive, so users can easily find it among all other icons

B, SRTE , BRSEREERTREZ IR HIER

Try to balance eye appeal and clarity of meaning in your icon so that it" s rich and beautiful, but
still conveysthe essence of your application’ s purpose. Also, it' s a good idea to investigate how
your choice of image and color might be interpreted by people from different cultures.
SNFERRITRIENREIBEW S [REK , XBERBMRIE X , LMEEIRAZIFHFIMRERATR | BREEIAIR
NMFARFNER. ME , AREARNXHE SR IBHRMEFENEEIIRENERE—NFEE.

When a user decides to display your application icon on the Home screen, iPhone OS
automatically addssome visual effects so that it coordinates with the built-in icons. Specifically,
iPhone OS adds:

LR REERON AEFEREREERE LAY | iPhone OS £BFIVEIM—LMTME , LFERS
RSN EEFENYE. iPhone OS E4RARINMEE :

n Rounded corners
(R =2!

m  Drop shadow
?}'LE/

SR

m Reflective shine

ity

For example, Figure 11-1 shows a simple icon as it might be provided by an application.

pign , B 11-1 R 7 — M ERREMER A — N REFERZ G |, RS HIAIRER.
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Figure 11-1 A simple application icon before it is displayed on a Home screen

—NMERNNAREFEREEERRE AR

*

Figure 11-2 shows the same icon as it is displayed on a Home screen by iPhone OS.

BT EHRERRE iPhone OS FREERIIHER.

Figure 11-2 A simple application icon displayed on a Home screen

EEFE LB — N AR FER

Application icons that include a discernible background look best on the Home screen. This is
primarily because of the rounded corners iPhone OS adds: uniformly rounded corners ensure
that all the icons on a user's Home screen have a consistent appearance that invites tapping. If
you create an icon with a black background that disappears when it's viewed on the Home
screen, users don't see the rounded corners. Such icons often don't look tappable and tend to
interfere with the orderly symmetry of the Home screen that users appreciate.

B ENE RN AREFEMMZEERRE LERENTNERR. XEZER iPhone OS IEINTAIESS
Z—RIRMRRT AR EAFEEE L5830 MRFEIET M HTEReERNENr , 3B
LB EEEFE LETHNMSERAN , BFRSERZIAEA. XEEFEREE LEABHRRET 7
BESTHAPNEREESTITRIER.

To ensure that your icon can take advantage of the visual enhancements iPhone OS provides,
produce an image in PNG format that:

AT HRIREVEIREERIA iPhone OS FTRAAIMITIIRIRINGE | 4EA PNG BEIGHSAIAMNIZ

m  Measures 57 x 57 pixels, with 90 degree corners (if the image measures other than this size,
iPhone OS scales it)

57x57 &% , 90 EEMA (UMREBINRIAFF , iPhone OS 2 T48HL )
m  Does not have any shine or gloss

FEBEHOUNSREGE
m  Does not use alpha transparency

RE(HF Alpha BERELLE
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Name your icon file Icon.png and place it at the top level of your application bundle. To learn
more about the contents of the application bundle, see "The Application Bundle" in iPhone
Application Programming Guide.

BHROER a9 Icon.png FHEEHEEFRNAEFENNE, THREZXTNAEFENRE |
ISHEEFE iPhone Application Programming Guide 8 " The Application Bundle" &34

Note: If you choose, you can prevent iPhone OS from adding the shine to your icon. To do this,
you need to add the UIPrerenderedIcon key to your application’ s Info.plist file (read “The
Information Property List” in iPhone Application Programming Guide to learn about this file).
B {RETLABELE iPhone OS B FBMERMNERE., ATHEAX—K , REEHI
UIPrerenderedIcon $#ZI{RR FBFERFRY Info.Plist X4 (I iPhone Application Programming Guide
o “The Information Property List” #38%),

Your icon should still measure 57 x 57 pixels, regardless of whether you take advantage of the
added shine.
{RAOERRMBARLZ 57x57 && | FTiCIREEFIB T HIMISEE,

When you submit your application, you must include a 512 x 512 pixel version of your
application icon for display in the App Store. Although it" s important that this version be
instantly recognizable as your application icon, it should be subtly richer and more detailed. In
other words, you should not simply scale up your application icon to create an icon for the App
Store.

SRRITAIN AR , EEOAE S — MR R RN ARIER S12x512 G RAAIN A
BEFER. REFEAFNAEFNERGREEZ T RN , XRIFEEEN , BINANZEERMF
EMFARY. REER | (RABEBIRL AR AR B Rk /o3 SRR 4 M AR RS SR RO

You must also provide a 512 x 512 pixel version of your application icon if you' re developing
an application for ad-hoc distribution (that is, to be distributed in-house only, not through the
App Store). In the ad-hoc case, name the icon file iTunesArtwork (no file extension) and place it
at the top level of your application bundle. This icon identifies your application in iTunes.
INFRIFRA—MFATRS ( RABEE App Store ) MFARRINFIER | HAMBIMEH— 512x512 &
SRR BREFEFR. EAATAMIERT | asBERSUF iTunesArtwork (iRBEXMHT RS ) FHE
EREEIRNAEFENIRE. X MEREEE iTunes HHARIN BER.

Small Icons /MNElixR

Every application should supply a small icon that iPhone OS can display when the application
name matches a term in a Spotlight search.
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BN AERENIZL iPhone OS I2t—NINElfR | XF SN REFSFFE Spotlight RRFARS
ZREET,

Applications that supply settings should also supply this icon to identify them in the built-in
Settings application.

RAR BN AR F M ZRHIXEIRIAER , LMEEERNERNIREREFEIHRRM].

Your small icon should clearly identify your application so that users can easily recognize it in a
list of search results. To do this, create a streamlined, attractive icon that:
IRAVNERRMIZBE B EARR RN ARFNE X |, LMERFERZMERERERIIRPIRBILER. 7
THEIX—R , REFEH—NSEEEERSIDNER , BERFSLATHRN

m  Uses the PNG format.
{53 PNG 18z
m  Measures about 29 x 29 pixels.

RI2479 29x29 (&=

Name your icon file Icon-Small.png and place it at the top level of your application bundle. To
learn more about the contents of the application bundle, see “The Application Bundle”

in iPhone Application Programming Guide.

BR324 d5#2 /9 Icon-Small.png FHEECE RN ARFENIRE. FEfE iPhone Application
Programming Guide 1§ "The Application Bundle” &89 , #IBEZXTFNAEFSHNAES .

Note: If you do not provide an icon named Icon-Small.png, and your application bundle does
not contain a previous version of a small icon named Icon-Settings.png, iPhone OS shrinks your
application icon for display in search results and in Settings.

TR RIEARRE— R lcon-Small.png NEFR , BFAMRKNARFEMHASE S E—PLL
Icon-Small.png &3 HVNERRAINRZA , BB4 iPhone OS &SN BEFEIR SN ENEERERIR S
yria il

If your application bundle already contains a small icon named Icon-Settings.png, and does not
contain an icon named Icon-Small.png, iPhone OS displays the settings icon in the search
results. However, you should update the application bundle so that it contains only the
Icon-Small.png file.

RN A BEE AT — &3 lcon-Settings.png KI/NER , REEE—1E

73 Icon-Small.png RYEHR , FFA iPhone OS RAERRERG ERREER, FEER | (REOZIEIEMR
NNAREFE , LMEEREER7 Icon-Small.png 9314,

Launch Images

B EE
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To enhance the user’ s experience at application launch, you should provide a launch image. A
launch image looks very similar to the first screen your application displays. iPhone OS displays
this image instantly when the user taps your application icon on the Home screen. As soon as
it" s ready for use, your application displays its first screen, replacing the launch placeholder
image.

AT RN FARRFEHAFARE | (REOZEH— N EEE. SHEEEERF TN ARERTE
F—FE@. SRPEEFE LRTRRNAEERERRRS , iPhone OS YRR RXNEIEE. SN
RREFHESHER | 0S ieB N AREFINE—FEERSREHNSMEH.

It'" s important to emphasize that the reason to supply a launch image is to improve user
experience; it is not an opportunity to provide:

XEEERFANEZFLIZRENEEREA T XERFKR. MARBTRM

m  An "application entry experience,” such as a splash screen

—A "RIFERERRENIR | BRI

m  An About window

— M XRFEN
m  Branding elements, unless they are a static part of your application’ s first screen

MhEHET TR | BRI RS RN BEFS —FEEPH— S0

Because users are likely to switch among applications frequently and quickly, you should make
every effort to cut launch time to a minimum, and you should design a launch image that
downplays the experience rather than drawing attention to it.

EARFARERIRER  RIENENBRERZEIR , FILURNIZR—I8 DB A% REIR/IME |
HFigit— NS E e E AP SRR RS , AES ERAFER.

To do this, you should design an image in PNG format that:
ATHEXLE | (RAMIZIRIT— PNG fElRIEE

m  Measures 320 x 480 pixels. Including the status bar area allows you to display the status bar
color you' ve chosen immediately, instead of displaying it after your application has finished
starting.

RT73 320x480 &, BERERXKE , FREFRSFABIXNET  MARSHNAERBT
BB ERNEZ B,

m [sidentical to the first screen of the application, except for:

N REFIE—FRERR , BRT TFILSH :

m  Text. The launch image is static, so any text you display in it will not be localized.
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XA, EEEEFSH . LM AR R RE B A i,

m  User interface elements that might change. Avoid including elements that might

look different when the application finishes launching, so that users don’ t experience a

flash between the launch image and the first application screen.

JUNZRFRRENTR. BREEREINAEFENE  BRRSSZRA—HITER  LMERF
RZ AR S BN BRE S —F AR,

Name your launch image file Default.png and place it at the top level of your application bundle.
To learn more about the contents of the application bundle, see iPhone Application
Programming Guide.

ERREEEAIN 4asE A Default.png , FHECETIRNARFEIRE. S iPhone
Application Programming Guide $fJ "The Application Bundle” &% , FIESXTHNAREFS
HNRE .

If you think that following these guidelines will result in a very plain, boring launch image, you’
re right. Remember, the launch image is not meant to provide an opportunity for artistic
expression; it is solely intended to enhance the user’ s perception of your application as quick
to launch and immediately ready for use. The following examples show you how plain a launch
image can be.

MRIPANEBREXMRITESIEFE—MEREFR , ZHRNEHEE , BBAIFRST. i, BalEEA
RERERH—HSZEARRIAE , ERENT REAFNNARFEAMREEFE. BE
TEXLGF  THREHEmES .

The first example is the launch image for the built-in Settings application, shown in Figure 11-3.
The Settings launch image displays only the background of the application, because no other
content in the application is guaranteed to be static.

F—PIFRRNENBEFNEEE , WE 11-3, ZEsEERERNEEFNES S | BANBER
HEBRTEBREEFSH.

Figure 11-3 The launch image for the Settings application
"RE" NAEFNEHEER
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Another launch image example comes from the built-in Stocks application, shown in Figure
11-4. Note that the only images included in the launch image are static images, which are
always visible in the front view of the Stocks application.

B EEENGFE2RENENRERY (18 11-4, BFENLE | GEEEEERNNEGE
RSN, BEMTRERGRINE.

Figure 11-4 The launch image for the Stocks application
RERAREHEE
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Icons for Navigation Bars, Toolbars, and Tab Bars

S5k, TREEFMREENER

When possible, you should use the system-provided buttons and icons in navigation bars,
toolbars, and tab bars. iPhone OS provides a wide range of standard buttons and icons that
users associate with standard tasks and modes supported in the built-in applications. If your
application supports standard functions, such as refreshing a content-area view or deleting an
item, or displays different subsets of data, such as contacts or bookmarks, be sure to use the
appropriate system-provided button or icon to represent it. For a complete list of standard
buttons and icons, and guidelines on how to use them, see “System-Provided Buttons and
Icons” (page 123).

ESm%  TIREFIRSEFREERRFAMENZHAFER. iPhone OS Bt T XEREREN FHE
Frep AR AP AT EREEMER. INRRRITHAIN AR FRESIFNEINEE | AIUIRIFIERNE
BEMRE—INE | 8EBrEEEARESD |, AINERASBE., NNHEEREISHNRFTERE
Blinkzm. X T=2EAtnERAMERREERAE. I "System-Provided Buttons and
Icons” ,

Of course, not every task your application performs is a standard one. If your application
supports custom tasks users need to perform frequently, you need to create custom icons that
represent these tasks in your toolbar or navigation bar. Similarly, if your application displays a
tab bar that allows users to switch among custom application modes or custom subsets of data,
you need to design tab bar icons that clearly describe these modes or subsets. This section
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gives you some guidance on how to design icons that work well in navigation bars, toolbars,
and tab bars.

SR ARSI NAREFRITRITNEEES ERMER. WRRRITINBREFRE T BFMEET
BHSTRIRIE | BARFEBEXERKRETETERHSHME L. B, RIRRITTHIN REFER
EFX LFEETREEXEFEEEENEIEER |, BARHBERIT B BRMIAIX EARTUNEL
BENTERER. ATREBENTRITHIFNSIRER , TREREMIRSEKEIR LaR—21E
5l

Before you create the art for your icon, you need to spend some time thinking about what it
should convey. As you consider designs, aim for an icon that is:

HEARAERHEZAMRZA | FEC—LHEERERHNEREEALEHA. (REEARRNRIHRILL
THR

m  Simple and streamlined. Too many details can make an icon appear
sloppyor indecipherable.
EER , BEN. KSHETREEERERIRELEEELIPA.

m  Not easily mistaken for one of the system-provided icons. Users should be able to
distinguish
your custom icon from the standard icons at a glance.

FEENRBANXZRGE R, AP NEERFERF—IRFHE B RR T AIER.

m  Readily understood and widely acceptable. Strive to create a symbol that most users will
interpret correctly and that no users will find offensive.

ZTEEFESERIZEZN. SHFREEH— SRS HRAF EREFFASREIRENE
Fe

After you' ve decided on the appearance of your icon, follow these guidelines as you create it:
e TIRRERRINIE | SEREELITIXES |SEFIEE !

m Use the PNG format.
{FF PNG &=,

m  Use pure white with appropriate alpha.
EREHBMHIEESA alpha BEiE.
m Do notinclude a drop shadow.
AN .
m  Use anti-aliasing.
EREEA.
m If you decide to add a bevel, be sure that it is 90° (to help you do this, imagine a light

source positioned at the top of the icon).
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MRIRREEZIN— MR |, B ARRTERE 90 BER ( A7 BIREEMEIX—R , BENR
TEEWRAITRERALE )
m  For toolbar and navigation bar icons, create an icon that measures about 20 x 20 pixels.
For tab bar icons, create an icon that measures about 30 x 30 pixels.
ATEFMSMFEHNERR IR 20x20 &E&. ArEREFHNERR TR 30x30 K.

Note: The icon you provide for toolbars, navigation bars, and tab bars is used as a mask to
create the icon you see in your application. It is not necessary to create a full-color icon.

IR RATERESE  SFNRERREHINERE R 2PN ERNSRERR TN ARER P 2.
Eit | RBBEEMEE— 2 BETR.

iPhone OS automatically provides the pressed or selected appearance for items in navigation
bars, toolbars, and tab bars, so you only need to provide a single version of an icon. Because
these visual effects are automatic, you cannot change their appearance.

iPhone OS BafASinsk , TEFIINGE LMBREMH TIRTSIEFPRINKING , Bt , IRRFERM
— M EfRRIE. BT —EREBMFING , FrLURAEEREE B IRISMNL,
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