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Abstract 

Diversity of human requirements in his living environment is obvious. Architecture ideal is to respond such 

varied requirements. The Architectural Design Process (ADP) which has been defined for this basic purpose 

aims at fulfilling not only physical and functional but also psychological human necessities.Recent trends in 

architectural design show that in most of the cases, the focus of ADP has been shifted to the business goals, 

fancy features and technological capabilities. Even if none of these approaches can be blamed, what has been 

lost here is a mere respect to human values. In this regard, paying attention to end-users’ ideas, believes, 

attitudes and desires, which has been named self-selection in this paper,can be considered as an appropriate 

method for deriving final users’ values.  In fact, User-Centered Design (UCD) is a format of self-selection 

which focuses on designer’s side. UCD attaches importance to architectural plan as an output.This type of 

architectural plan tries to adopt to final users’ requests, wishes, feelings, behaviors and life styles. Inspired by 

the concept, some different methods have been created. Designing according to UCD principles and basics 

contributes to architectural plan to be more satisfactory and desirable by the users since they would able to 

realize their ideas. In addition, this kind of ADP encourages end-users to personalize more eagerly their 

surrounding built environment. Ultimately, the users would feel more comfortable and convenient in his living 

space. In this respect, not only designers but also the users share the same amount of satisfaction. 
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1. Introduction  
 
Even with the highest level of public participation, most people will still have to live or work in places which 
have designed by others. It is therefore especially important to make it possible for end-users to share their ideas 
with designers and personalize these existing environments; this is the only way most users can achieve an 
environment which stands the stamp of their own tastes and values. 

Based on Rokeach’s (1997) concept of value, “values” are a structural theory about the organization of 
belief systems and are the most significant components of belief system. The value concept is also able to unify 
the apparently diverse interests of all the sciences concerned with human behavior. Rokeach’s work shows the 
importance of priorities in the values process and the importance of the free personal options. It has also shown 
that there is a need for a well-defined set of objective values and that these values are universal in their nature. 
According to Schwartz’s (2005a) work, “values that purport to be universal must meet three fundamental 
criteria. First, they must have scientific value, i.e. their exploration must yield leverage on important questions 
of our time. Second, they should correspond at least roughly with a recognized definition of values. Finally, they 
should include or overlap with values commonly identified by lay persons as of central importance in their life”. 
Schwartz has presented his twelve values as universal to humankind but this research argues that because of 
these criteria the potentially large number of values cannot be perfectly accounted in twelve items. They are 
Power, Achievement, Hedonism, Stimulation, Self-direction, Universalism, Benevolence, Tradition, 
Conformity, Security, Financial Success and Respect. 

Unfortunately, this calls for considerable effort from the main stakeholders who want to ignore           
personalization of end-users and go after a specific plan. While this strategy which supposes to satisfy them, the 
aim can be earned in a best way with better understanding of user experiences and effects of their self-selection 
on Architectural Design Process (ADP). They believe self-selection causes problems in ADP. In particular,   
Although self-selection makes it difficult to evaluate architectural plans, and makes it difficult to do market 



1st International Conference on Innovation and Technology for Sustainable Built Environment 2012 (ICITSBE 2012) 

16-17April2012, Perak, MALAYSIA 

210 
 

research which is a very important component of business approaches, with User-Centered Design (UCD) 
methods these difficulties can be changed to best opportunities for creating a common vision of ADP. 
 
2. Self-Selection 

 
2.1. General Meanings of Self-selection 

 

There are lots of explanations of self-selection which have used in specific areas. But in this research we had to 
choose some of them which are related to ADP.  Referring to primarily studies, the general meanings of         
self-selection are explained. “Self-selection is a situation in which people decide for themselves to do something 
rather than being chosen to do” or “Self-selection is selection of or by oneself” and also “Self-selection is 
selecting of self. It means the choosing of you for something or the choosing of something for yourself”. On the 
other hand, “Self-selection is selection of merchandise by oneself from a display counter or rack in a store”, 
“Selection made by or for oneself: goods arranged on shelves for customer self-selection”, “Self-selection is 
commerce. It means same as self-service” and “Self-selection is a contract that encourages the participation of 
only a single group such as one consisting of low-risk investors”. It is commonly used to describe situations 
where the characteristics of the people which cause them to select themselves in the group create abnormal or 
undesirable conditions in the group”. 
 
2.2. Definitions of Self-selection 

 
Since self-selection is based on behavioral decisions of people, behavioral definitions play a fundamental role in 
better understanding of self-selection in ADP. In this area, “Self-selection is a term used to indicate any situation 
in which individuals select themselves into a group”. Self-selection also happens in buying choices, if some 
people decide to buy a new product and others decide not to buy this product. Otherwise, based on the nature of 
active travel as one of the design definitions, there are two key results which are directly related to self-
selection: “Self-selection is linked to higher levels of walking in traditionally designed neighborhoods” and 
“Neighborhood design has an impact on walking regardless of self-selection”. In the context of residential self-
selection Mokhtarian and Cao (2008) and also Litman (2005), self-selection refers to “The tendency of people to 
choose locations based on their travel abilities, needs and preferences”. It means this kind of definition of self-
selection is normally related to attitudes of end-users. Ultimately, we believe that self-selection is a style to 
further understanding the concept of people’s choices that will help all architects to improve their design. 

 

3. Personalization 
 

3.1. Concept of Personalization 

 

“Personalization is about prevention, maintenance or intensive support – whatever is needed. It means enabling 
people and professionals to work together to manage risk and resources. It is not about withdrawing professional 
support or indeed ignoring risk or the limits on resources, but about actively engaging in a dialogue about how 
to manage risk and use the money and support that are available in the best way”. The principle of 
personalization is in line with the National Care Standards for services. These require services to recognize and 
accept people as individuals, adhering to the principles of: dignity, privacy, choice, safety, realizing potential, 
equality and diversity. It also fits with the principles of good social care practice which “…promotes social 
change, problem solving in human relationships and the empowerment and liberation of people to enhance well-
being...” Personalization has been adopted as a term which encapsulates some of the key aspirations of 
Changing Lives, Public Service Reform (PSR) and other policy developments across government, and 
delivering better outcomes for people.  
 
3.2. Areas of Personalization 

 
“Personalization needs to happen for everyone. It desires to be owned by users and careers as well as 
practitioners. To achieve those local partnerships need to develop a strategic approach to: 
� Personalization as prevention: Building the capacity of individuals and communities to manage their own 
lives with appropriate and proportionate intervention at the right time.  
� Personalization for complex cases:  Help people to find the right support solutions for them and to be active 
participants in the development. Encourage people to come up with their ideas and put effort into devising 
solutions which suit them in their particular circumstances drawing on their own strengths, family or community 
capacity. This does not mean that people are not supported and left without guidance or that risks are not 
addressed, but that solutions are developed in partnership with professionals. 
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� Personalization as choice: Sometimes people just want to have efficient, reliable, off-the-shelf services 
which respond to their values and needs.  
“In personalizing a place, end-users are both confirming their tests and values to themselves, and 
communicating them to others. The former occurs mostly inside an end-user’s space and the latter across its 
boundary, real or implied. This boundary separates the end-user’s private domain from the public realm: it 
enables us to make the important distinction between private and public personalization”. 
 
3.3. Personalization in Architectural Design Process (ADP) 

 
According to the meaning of personalization, it has significant and unique position in Architectural Design 
Process (ADP). By encouraging each end-user to dress their space differently, it can make each activity overt. 
Personalization can be earned in two ways: “Improving practical facilities” with designer decisions or 
“Changing the image of place” by self-selection of end-users. Sometimes, designers intentionally encourage 
end-user to motivate personalization by designing unsuitable images. In fact, this is a form of architectural 
coercion: “people only develop truly participatory relationships with places they like”.  
 
4. User-Centered Design (UCD) 
 
In most of the time, systems are designed with a focus on business goals, fancy features, and the technological 
capabilities of hardware or software tools. All of these approaches to system design omit the most important part 
of the process – the end-user. User-Centered Design (UCD) is the process of designing a tool, such as a 
website’s or application’s user interface, from the perspective of how it will be understood and used by a human 
user. Rather than requiring users to adapt their attitudes and behaviors in order to learn and use a system, a 
system can be designed to support its intended users’ existing beliefs, attitudes, and behaviors as they relate to 
the tasks that the system is being designed to support. The result of employing UCD to a system design is a 
product that offers a more efficient, satisfying, and user-friendly experience for the user, which is likely to 
increase sales and customer loyalty. 
 

 
 

Figure 1: User-Centred Design (UCD) - Activities 
Source: Jon Dodd (1999). Available on: http://publishing.brookes.ac.uk 
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4.1. Usability  
 
Usability is one of the focuses of the fields of Human Factors Psychology (HFP) and Human-Computer 
Interaction (HCI). As the name suggests, usability has to do with bridging the gap between people and 
machines. On the other hand, Usability is a measure of the interactive user experience associated with a user 
interface, such a website or software application. A user-friendly interface design is easy-to-learn, supports 
users’ tasks and goals efficiently and effectively, and is satisfying and engaging to use. 

An interface’s level of usability can be measured by inviting intended users of the system to participate 
in a usability testing session. During a usability test session, a user is given a series of tasks to complete by using 
the system in question, without any assistance from the researcher. The researcher records user behaviors, 
emotional reactions, and the user’s performance as the he attempts to accomplish each task. The researcher takes 
note of any moments of confusion or frustration that the user experienced while trying to complete a task, and 
also tracks whether or not the user was able to satisfactorily complete each task. Analysis of data from several 
users provides User Experience Engineers a means of recommending how and where to re-design the interface 
in order to improve its level of usability and thus, the user experience in general. 

Usability depends on a number of factors including how well the functionality fits user needs, how well 
the flow through the application fits user tasks, and how well the response of the application fits user 
expectations. We can learn to be better user interface designers by learning design principles and design 
guidelines. But even the most insightful designer can only create a highly-usable system through a process that 
involves getting information from people who actually use the system. Usability is the quality of a system that 
makes it easy to learn, easy to use, easy to remember, error tolerant, and subjectively pleasing. 
 

 
 

Figure 2: A quick usability cooking through mind map 
Source: SanthoshTuppad (2012). Available on: http://tuppad.com 
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4.2. Main Benefits of UCD in ADP 

 

UCD improves the user experience associated with an architectural plan. An understanding of the users’ needs 
and values with respect to goals, or features of ADP, becomes the set of user experience requirements. These 
requirements should be implemented throughout the entire user experience.  We can get the main benefits of 
UCD by using three simple techniques in ADP: 
� Arrange a one day meeting of the main stakeholders (including the project manager and a user 
representative) to develop a clear shared vision for the purpose of spaces in the architectural plan, how they will 
be used and the usability goals. This meeting ensures that all factors that relate to use in ADP are identified 
before design process starts. Other benefit of this technique is to create a common vision by bring together all 
the people relevant to the development and finally, provide a basis for designing later usability tests. 
� Evaluate early design concepts from an end-user perspective (preferably using paper and post-it-notes), 
before starting detailed design. With considering this manner, potential usability problems can be detected at a 
very early stage in ADP before any architectural plan has been designed. Hardly to ignore that communication 
between designers and end-users is promoted. For every designer, paper prototypes are quick to design, thus 
enabling rapid design iterations. Because of this evaluating; only minimal resources and materials are required. 
� Test the usability of prototypes with end-users. This test will help to identify the major usability problems, 
including problems related to the specific skills, expectations and values of end-users. Measures can be obtained 
for the end-users' effectiveness, efficiency and satisfaction. The stakeholder meeting should take place as early 
as possible. Prototyping is valuable during requirements and design. Usability testing can take place once there 
is a functional prototype. It is also important to collect feedback from users after release to inform any redesign. 
These techniques have been selected as the easiest and most cost-effective means of implementing the principles 
of UCD.  
 
5. Conclusion 
 
Recent trends in Architectural Design Process (ADP) show that in most of the cases, the focus of ADP has been 
shifted to the business goals, fancy features and technological capabilities. Even if none of these approaches can 
be blamed, but what has been lost here is a mere respect to human values. On the other hand, Values are the 
most important components of belief system. The value concept is also able to unify the apparently diverse 
interests of all the sciences concerned with human behavior. In this regard, although all designers know “ways 
of achieving the qualities”, even with the highest level of public participation, most people will still have to live 
or work in places which are designed by others. Paying attention to end users’ ideas, believes, attitudes and 
desires can be considered as an appropriate method, which has been named self-selection in this research, for 
deriving final users’ values. It is therefore especially important to make it possible for end-users to personalize 
these existing environments: this is the only way most people can achieve an environment which stands the 
stamp of their own tastes and values”. 

Furthermore, as general meanings and definitions of self-selection which are related to ADP, this 
research has found out; Self-selection is “a situation in which people decide for themselves to do something 
rather than being chosen to do” or “Self-selection is selection of or by oneself” and also “Self-selection is 
selecting of self. It means the choosing of you for something or the choosing of something for yourself”. 
Obviously, self-selection which relates to attitudes is a style to more understanding the nature of people’s 
choices. On the other hand, User-Centered Design (UCD) is a format of self-selection which focuses on 
designer’s side. UCD attaches importance to architectural plan as an output. This kind of architectural plan tries 
to adopt with final users’ ideas, desires, attitudes, behaviors and life styles. Inspiring from the concept, some 
different methods have been driven. In addition, this research has found out, usability can be helpful to improve 
ADP. Usability depends on a number of factors including how well the functionality fits user needs, how well 
the flow through the application fits user tasks, and how well the response of the application fits user 
expectations.  

As finally result, designing according to UCD principles and basics contributes architectural plan to be 
more satisfactory and desirable by end-users since they would able to realize their wants. In other words, this 
kind of ADP which designs by considering usability and methods of UCD encourages end-users to personalize 
more eagerly their surrounding built environment. Ultimately, the users would feel more comfortable and 
convenience in his living space. In this respect, not only stakeholders but also the users share the same amount 
of satisfaction. 
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