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Content.

1. The book. 

2. The creeping learning curve.

3. The apple Human Interface.

4. Information theory.



1. The book.

TOG on Interface

Bruce “TOG” Tognazzini

Apple Computers, Inc.  

Process of early development Apple.



2. The creeping learning curve.

Rule: 

When you design new software you have to be carefull with
new features.

“Objectively weigh every new feature against any resultant
increase in the learning burden.”
Chapter 2, page 8



2. The creeping learning curve.

Bad example, Rhinoceros: 



2. The creeping learning curve.

Bad example, Rhinoceros: 



2. The creeping learning curve.

Good example, new windows: 



2. The creeping learning curve.

Good example, new windows: 



3. The apple Human Interface.

Rule:

“The user should be in control.”
Chapter 8, page 43



3. The apple Human Interface.

Bad example, Paint:



3. The apple Human Interface.

Good example, adobe photoshop:



4. Information theory.
Rule:

“People don’t want the most abstract interface. They 
want multiple channels of information. They want 
neither just words nor just pictures they want both. The 
more visual, verbal, vocal, and tactile the interface is, 
the more natural it feels, the more feedback and 
response it provides, and the more confident the user 
becomes.”

Chapter 16, page 126



4. Information theory.
Bad example, simple mp3 player:



4. Information theory.
Good example, Ipod touch:



Discussion of findings?
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