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The concept of Human Centered Design was born in the industrial society, when the individual and 
the relationship between his body and the objects were at the center of the project.
,Q�WKH�QH[W�GLJLWDO�VRFLHW\�³WKH�SHUVRQ�PLJUDWHV�IURP�WKH�ERG\�WR�WKH�VFUHHQ´��'��GH�.HUFNKRYH���DQG�
we started to talk about User Centered Design.
Today, in the Network Society�� WKH� XVHU� ODUJHO\� VX൵HUV� WKH� LQÀXHQFH� RI� WKH� SHUYDVLYH� SUHVHQFH�
of technology. Technology becomes extension of the body, requiring further adjustments to the 
VSHFL¿F�VNLOOV�RI�GLJLWDO�QDWLYHV��7KH�LQWHUDFWLRQ�ZLWK�GLJLWDO�GHYLFHV�FKDQJH�QRW�RQO\�WKH�JHVWXUHV�
and posture of the human being but also its behavior.
'�� 1RUPDQ� FRLQHG� WKH� GH¿QLWLRQ� User Experience Design, to combine and understand more 
comprehensively the various aspects involving the person-user.
These changes in design approach highlight the increasingly close relationship between the two 
elements. Actually we can distinguish and to become aware of our being person or user based on 
FRQWH[W��DVVRFLDWLQJ�WKH�¿UVW�DQDORJ�UHDO�DVSHFW��DQG�WKH�VHFRQG�D�GLJLWDO�YLUWXDO�DVSHFW�
+RZHYHU��WKH�WLPH�DW�ZKLFK�WKH�H[SRQHQWLDO�HYROXWLRQ�RI�WHFKQRORJ\�ZLOO�XQGHUJR�WKH�¿QDO�VXUJH�LV�
near (R. Kurzweil) with a consequent immersion of technology that will make coincide the person 
and the user, the analog and the digital, the real and the virtual.
The ERXQGDULHV between the ERG\ and WHFKQRORJ\ are no longer recognizable.
For the 3.0 human being will be required if the new design paradigms. The article aims to analyze a 
VHOHFWLRQ�RI�FDVH�VWXGLHV�WKDW�UHSUHVHQW�VLJQL¿FDQW�PRGHOV�RI�WKH�QHZ�WUHQGV, signals of a very near 
future, and to identify QHZ�GHVLJQ�DSSURDFKHV.

)URP�+XPDQ�FHQWHUHG�'HVLJQ�WR�8VHU�([SHULHQFH�'HVLJQ
8ELTXLWRXV�FRPSXWLQJ�DOORZV�����KXPDQ�EHLQJ�WR�LQWHUDFW�ZLWK�GL൵HUHQW�V\VWHPV��VLPXOWDQHRXVO\�
DQG�HYHU\ZKHUH��ZLWK�FRQVHTXHQW�H൵HFWV�RQ�WKH�QDWXUH�RI�VRFLDO�UHODWLRQVKLSV��RQ�FRPPXQLFDWLRQ��
and on the itself ‘s consciousness.
The world as we know it is therefore undergoing an unmatched transformation where interaction 
sensors are for example able to translate body movements, even weak, or biophysical signals into 
gestural and sensory controls.
Very soon the boundaries between body and technology will no longer be recognizable and 
technology will be not only around the body but also inside it.
2.0 human being will turn into 3.0, the recipient of a project / process / service / experience, in 
his most complete new condition to be hyperconnected, with mind and body, within a ubiquitous, 
virtual society, more and more Ephemeral and intangible than now.
What will be the needs of this new human being hyperconnected? How do design paradigms 
changes?
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The approach to the design process (from idea to project) has always followed, and also trying to 
anticipate, the evolution and revolution of our world. With the concept of Human Centered Design, 
human being in his most tangible physicality lived in the industrial society of serial production and 
ergonomics. The designer’s eye was on the analog body.
Then with the advent of the digital society, the User Centered approach is added, where the user and 
the interface are at the center of the project, but the rest of the body remains in some way excluded. 
7KH�+XPDQ�&HQWHUHG�GHVLJQ�SDUDGLJPV�DUH�YHU\�GL൵HUHQW�IURP�WKH�8VHU�FHQWHUHG�GHVLJQ��DQG�DUH�
WKHUHIRUH�K\SHUVSHFL¿F�DQG�RQH�RIWHQ�GRHV�QRW�LQFOXGH�WKH�RWKHU�
2QO\�ZLWK� WKH� VXEVHTXHQW� GH¿QLWLRQ� RI�8VHU� ([SHULHQFH�'HVLJQ� KDV� EHHQ� DEOH� WR� FRPELQH� DQG�
XQGHUVWDQG�ELODWHUDOO\�WKH�GL൵HUHQW�DVSHFWV�WKDW�LQYROYH�WKH�SHUVRQ�DQG�WKH�XVHU�
However, we came to the Big Data era, the augmented reality era and therefore the Network Society 
(or data-driven-society) era, so also this time the approach to the design process has to follow and 
DQWLFLSDWH�WKH�HYROXWLRQ�DQG�UHYROXWLRQ�RI�WKH�RXU�³QHZ´�ZRUOG�
Through the analysis of six case studies we will see how this alignment and almost overlap (even 
not entirely) between person-user, between real-digital is revolutionizing and dictating the new 
laws of making design.
Signs of a not too far future.1

/$�&85$ – S. IACONESI, O. PERSICO
+DFNLQJ�LPDJHV�RI�\RXU�ERG\�DQG�FDQFHU�WR�WUDQVIRUP�LW� LQWR�DQ�RSHQ�VRXUFH�HOHPHQW�DV�D�
VRXUFH�RI�ERWK�FXUH�DQG�JOREDO�FRPPXQLFDWLRQ�

Fig. 1   A image of the cancer of S. Iaconesi posted on the open-source platform 
www.la-cura.it

1 Da Empoli, G., Contro gli specialisti. La rivincita dell’umanesimo Dijk, J. A. G. M. van. (2012). The Network Society (Third 
Edition edizione). SAGE Publications Ltd. McLuhan, M., & Powers, B. (1996). Il villaggio globale. XXI secolo: trasformazioni 
nella vita e nei media. (F. Valente, Trans.). Milano: SugarCo. Schnapp, J. T., & Michaels, A. (2011). The Electric Information 
Age Book: Mcluhan / Agel / Fiore and the Experimental Paperback (annotated edition edizione). New York: Princeton 
Architectural Pr.
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“Okay, cancer, you’re not all, I’m more than just this. A cure, whatever it is, will deal with myself 
... (...) There were many tips on how to treat cancer, but many more were on how to treat myself As 
an individual. (...)
Patrick Lichty, for example, produced a 3D sculpture of my tumor and sold it for sale on Thingiverse. 
(...)
And it’s not over here! Scientists, traditional medical experts, various researchers, doctors, all 
connected with me to give me advice. With all this information and support, I could put together 
a team of neurosurgeons, traditional doctors, oncologists, and several hundred volunteers with 
whom I discussed the information I received, something very important. Together, we have created 
D�VWUDWHJ\�IRU�P\�FDUH�LQ�PDQ\�ODQJXDJHV��DFFRUGLQJ�WR�GLৼHUHQW�FXOWXUHV��7KH�PRVW�LPSRUWDQW�WKLQJ�
of La Cura has been to become part of a truly connected and involved society whose well-being 
really depends on the well-being of all its members. This global performance is my open-source 
treatment against cancer. And I feel it is a cure for me, but also for all of us. “ 2

92,&(�6&8/3785(�– GILLES AZZARRO
,�VHH�ZKDW�,�KHDU��ZKDW�WKH�ERG\�VD\V�

)LJ���2Q�-XQH���WK��������*LOOHV�$==$52�ZDV�LQYLWHG�WR�WKH�:KLWH�+RXVH�WR�WKH�¿UVW�0DNHU�)DLUH�:KLWH�+RXVH�
to present the Work “ Barack OBAMA - Next Industrial Revolution “ to President OBAMA.
2 An interview of S. Iaconesi for La Repubblica.
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The speech of B. Obama printed in 3D.
In this case study technology makes what is proper of the person from an analog and real state 
to a digital state. We can explore with this project the relationship between digital and emotion, 
empathy, feelings. How do the lines and structure of the sculpture match the emotion the body 
might have when pronouncing those words?
A visualization that makes the insecurity of the voice and then of the person visible, where the 
fragmentation of the sculpture breaks.

GIF LOGO FACEBOOK - MATT NAVARRA
Digital postures

Fig.3  frame of Matt Navarra’s gif

This gif illustrated by Matt Navarra has quickly become viral through various social networks. 
([HPSOL¿FDWLRQ�RI�ZKDW�'��.HUFKRYH�PDLQWDLQV� WKDW�PDQ�PRYHV� IURP�ERG\� WR� VFUHHQ�QRW� RQO\�
through thought and perception of himself but also physically.
Technology is conditioning our body and creates new poses that fall into our normal daily postures, 
so it goes literally towards technology.
And how will these postures change when technology is integrated into my body?
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5817$67,&
Body generates digital data

Fig.4  Screenshot about the Runtastic App. 

The running app that monitors the course and the sport performance.This app contains and can tell 
KRZ�ÀRZV�RI�PRYLQJ�ERGLHV�PRYH�LQ�WKH�FLW\��WKHLU�KDELWV��XVHV�DQG�FRQVXPSWLRQ�RI�WKH�WHUULWRU\�DQG�
the city they live in. It can also tell how the body uses the territory of its own city, even improperly. 
What are the areas in the city where more people are running? At what time? What age? How 
RIWHQ"�7KLV�FDQ�DQVZHU�PDQ\�TXHVWLRQV�LQ�GLVFLSOLQHV�ZKHUH�ERG\�ÀRZV�DQG�WKHUHIRUH�SHRSOH�DUH�
fundamental, such as architecture, and urban planning where you plan for the city and its citizens.

7+(�)(/7521�$118$/�5(3257�– NICOLAS FELTON
Body generates analog data

Fig.5  Information Visualization’s of Felton Annual Report, 2005
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In 2005, N. Felton published a very detailed Annual Report, which chronicled the minutiae of his 
life, the states he’d visited, the music he’d listened to, his weekly work:play ratio, and much more, 
in a series of elegant charts and graphs. It was a fascinating study of personal data tracking and a 
gorgeous piece of design, all based on information drawn from his memory, calendar, photos, and 
Last.fm data.
Compared to runtastic where the body generates data unconsciously in this project, data generates 
consciously and through programmed monitoring. From this comparison you can delineate the 
GL൵HUHQFHV�EHWZHHQ�FRQVFLRXV�GDWD�JHQHUDWLRQ�DQG�XQFRQVFLRXV�JHQHUDWLRQ��DQG�KRZ�\RX�FDQ�XVH�
your body or body of the person / user of the project and its daily routine activities to know, 
understand, design, and study.
7KLV�FRQ¿UPV�KRZ�LQ�URXWLQH�WKH�OLIH�RI�WKH�SHUVRQ���XVHU�DUH�KLGLQJ�FUXFLDO�HOHPHQWV�WR�XQGHUVWDQG�
where the design can interfere.

6(/),(&,7<��/(9�0$129,&+
+RZ�VHO¿H�FDQ�WHOO�DERXW�D�FLW\�DQG�LWV�WUHQGV��LWV�ÀRZV��WLPHWDEOHV�DQG�FXOWXUHV�

)LJ�����,QIRUPDWLRQ�9LVXDOL]DWLRQ¶V�RI�WKH�6HO¿HFLHW\�SURMHFW��IRFXV�RQ�/RQGRQ�

7KH�SURMHFW�LQYHVWLJDWHV�WKH�VW\OH�RI�VHOI�SRUWUDLWV��VHO¿HV��LQ�¿YH�FLWLHV�DFURVV�WKH�ZRUOG�
6HO¿HFLW\� LQYHVWLJDWHV�VHO¿HV�XVLQJ�D�PL[�RI� WKHRUHWLF��DUWLVWLF�DQG�TXDQWLWDWLYH�PHWKRGV��SUHVHQW�
¿QGLQJV�DERXW�WKH�GHPRJUDSKLFV�RI�SHRSOH�WDNLQJ�VHO¿HV��WKHLU�SRVHV�DQG�H[SUHVVLRQV�
Rich media visualizations (imageplots) assemble thousands of photos to reveal interesting patterns.
7KH�LQWHUDFWLYH�VHO¿H[SORUDWRU\�DOORZV�\RX�WR�QDYLJDWH�WKH�ZKROH�VHW�RI������SKRWRV�
)LQDOO\��WKHRUHWLFDO�HVVD\V�GLVFXVV�VHO¿HV�LQ�WKH�KLVWRU\�RI�SKRWRJUDSK\��WKH�IXQFWLRQV�RI�LPDJHV�LQ�
social media, and methods and dataset.
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