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Design models

System-centered design
! Design based on what is convenient for the designer.

• What is easy to design on this platform?
• What is easy to create with the available tools?
• What do I find interesting and fulfilling to design?

User-centered design
! Design based on the characteristics of the intended user

• What can the user do?
• What does the user need?
• In what context does the user use the system?

! We divide it into two slightly different models
• Task-centered design (centered on system features)
• Goal-centered design (centered on the real goals of the user)



System-centered design (1)

Level 0: Feature oriented system
! The interface shows everything that the system can do (à la carte 

menu).
! Extended system with lots of choices and usually shallow.
! It requires no analysis of the users, just of the features and functions of 

the system.

Metaphor: a restaurant where you are given just a long list of 
dishes, you can choose anything in any order and there are no 
suggested pairings and associations. 



System-centered design (2)

Continua..



User-centered design
definition

! User-oriented design is based on the importance of 
the needs of the people who use the system.

! The intellectual, cultural, motivational and physical
characteristics of the user are seen as basic, fundamental
design parameters and not as manipulable and editable
variables to obtain cheaper or more efficient and 
maintainable systems.

! Interaction design (IXD) is the science that deals with the 
design of any system (not just IT) following in the user-
centered design principles.

! Are we just caring for the users' tasks? Or are we also
interested in knowing the fundamental drives that make the 
users use the system?



User-centered design
TASK ORIENTED (1)

Task oriented design
! Identifies and structure the interface around the user's tasks, and 

not the system's functions. 
! System usually not very extended, but it still has a considerable

number of choices.
! Usually it requires some learning.
! It requires the understanding of the users and their tasks

Metaphor: a thematic restaurant, with one or more menus
where dishes are paired to each others and associated to a 
season, an ingredient, a mood. 



User-centered design
TASK ORIENTED (2)



User-centered design
GOAL ORIENTED (1)

Goal oriented design 
! Aimed at taking care of the fundamental goal of the user
! It eliminates non-relevant tasks, and focuses on the reasons to use the 

system rather than not. 
! Users have no need to learn the system, but just of making sure it is

possible to achieve their goals through that system. 

Metaphor: a restaurant providing a memorable evening out: the 
quality of the food is only one of the elements, as well as the 
good composition of dishes, the setting, the ambience, the 
entertainment, the location, etc. 



User-centered design
GOAL ORIENTED (2)



User-centered design: phases

User centered design approaches are almost
always organized in the following phases:  

1. Task and User Analysis
2. Design
3. Validation
4. Testing
5. Iteration



Two user-oriented process models

A task-oriented model – Usability design
! ISO 9241-210 (2010)

• Official international standard, originally from UK
• Aim: usabilty design
• Five phases: Feasibility study, User Requirements, 

Implementation, Evaluation, Deploy

A goal-oriented model - User experience design
! Jesse James Garrett (2011)

• Well-known professional, USA, word-of-mouth
(passaparola)

• Aim: User Experience Design
• Five planes: Strategy, Purpose, Structure, Skeleton, Surface


