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Learner-Centered Design


LCD differs from conventional design methodologies because it focuses on a user’s ability to improve understanding, instead of usability issues. As such, it is more effective as a teaching tool than traditional informational database systems. LCD can manifest itself as tutoring systems, open ended learning systems, or a combination of both. The goal is to find a system that works best for the subject matter and the user trying to learn. LCD draws from other areas of design to achieve this. The paper mentions “backwards design”, where learning goal are first determined, and a learning structure evolves from the goals. LCD can also be principle-driven, where learning material is formulated from a set of basic principles, and can incorporate co-design, where teachers, experts, and students work collaboratively to foster learning as a whole. The strength of the LCD system is that it can draw from a wide variety of backgrounds to foster learning. LCD systems can vary, but good systems allow users to control how they learn, and use mythologies that work best for them. As a training system, it does have some problems relating to real-world problems. Conveying relevant knowledge can be hard to discern from the overall picture.

Universal Design

Universal design is an approach of design that tries to create environments useable by as many types people as possible. It’s a shootoff from “barrier-free” design that seeks to make the world useable to people with disabilities. Universal design is along the same lines, and focuses on equitable use, flexibility, and intuitiveness.  It helps provided people with access to content that is usually beyond their abilities, and is not necessarily intended just for the disabled. Software contains a large amount of universal design principles, by providing consistent interface options like the Edit menu, and shared clipboards. The disadvantages of such a system is that it has to do many different things well. We’ve discuss the disadvantage of ‘jack-of-all-trade’ systems before – the usual effect is that they do many things poorly, instead of a few things greatly. Universal design, however, is more a focus on providing equal and easy access, than a board array of features. Devices can still be specialized and universal, and the challenge in universal design is creating artifacts that provide specialized tools in a wider array of formats.
