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Introduction 
Welcome to the 2011 SEGD Academic Education Workshop. We would like to thank all attendees for participating in today’s 
program. As the third full day workshop SEGD has devoted to academic education, the program reflects on the growth of 
EGD as a crucial part of university design curriculums and SEGD’s role as a supporter of academic EGD.  Where once the 
main focus was in developing core skills, universities are now expanding and changing their offerings to take advantage of 
how their design specific design expertise can enrich EGD design.  Today’s workshop will highlight these approaches 
including research, placemaking, multi-media design and experience design.  We hope through presentations and 
networking this workshop provides you with fresh ideas on how to advance EGD in universities and provide new insights on 
how SEGD can support that role. 
 

Mission of the SEGD Academic Education Program 
 To help establish, promote and support academic programs that embody the competencies and leadership areas 

of Environmental Graphic Design. 

 To initiate and support innovative academic and research practices that promotes excellence in design and 
professional practice. 

 
SEGD Academic Advisory Committee 
Oscar Fernandez, University of Cincinnati, SEGD Board Member and Committee Chair; Brenda Cowan, Fashion Institute of 
Technology; Miranda Hall, Cannon Design; Kelly Kolar, Kolar Design, Kolar Design, SEGD Board Member; George Lim, 
University of Colorado College of Architecture and Planning; Peter Dixon, Prophet, SEGD Board Member; Tim McNeil, 
University of California at Davis; David Middleton, Kent State University, SEGD Board Member; Jon Mischke; Lisa Fontaine, 
Iowa State University; Gretchen Coss, Gallagher Associates; Craig Berger, SEGD Director of Education 
 

Academic Education Sponsors for 2011 
The Lead Sponsor for SEGD Academic Programs is Matthews Paint.  
 
The SEGD Academic Workshop and Workbook is sponsored by The Taylor Group 
 
SEGD would like to thank The Concordia University Department of Design and Computation Arts for hosting the 2011 
Academic Workshop 
 
The SEGD Academic Workshop and Workbook is also supported by the Jacobs Group 
 
SEGD Academic Programs are supported in part by contributions from SEGD board members: 
 
Wayne McCutcheon, Entro Communications; Amy Lukas, Infinite Scale Design Group; Gary Stemler, Architype;  
Jill Ayers, Design 360; Jennifer Bressler, Hunt Design; Teresa Cox, APCO Graphics; Peter Dixon, Prophet; Paul Gable, Gable 
Signs; Michael Gericke, Pentagram; Sue Gould, Lebowitz/Gould Design; Mary Grems, FMG Design, Inc.; Edwin Hofmann, 
Limited Brands; Lonny Israel, Skidmore, Owings & Merrill; Cybelle Jones, Gallagher & Associates; James Keppel, Thirty Three 
Thousand Feet; Kelly Kolar, Kolar Design, Inc.; Tali Krakowsky; Philip Lenger, Show+Tell; John Lutz, Selbert Perkins Design; 
David Middleton, Kent State University; Daniel Montano, Little; Steven Stamper, fd2s; Tucker Trotter, Steve Bayer, 
Daktronics; Oscar Fernandez, University of Cincinnati; Dimensional Innovations; Mark VanderKlipp, Corbin Design; 
Alexandra Wood, The Holmes Wood Consultancy 
 

Auction for Education Sponsor and Donors 
Sponsor, Auction and Reception: AD/S Companies 
Gold Donors: APCO, Blue Print Service, iZone, Matthews Paint Company, Qmatic, TFN Architectural Signage 
Silver Donors: Bunting Graphics, Dimensional Innovations, Thomas-Swan Sign Company 
Bronze Donors: Daniel Montaño, Fluoresco Lighting & Signs 
In-Kind Donors: Gary Anzalone, Precision Signs, Eric Fucci, Fucci & Friedman, Virginia Gehshan, Cloud Gehshan Associates, 
Ed Hofmann, Victoria’s Secret,  Lucy Holmes and Alex Wood, Holmes Wood, Wayne Hunt, Hunt Design, Karlsonwilker 
Design, Don Kiel, New York Presbyterian, REscaleDESIGN, Paula Scher, Pentagram, Serigrafia, Deborah Sussman, 
Sussman/Prejza & Company, Timbuk2, Massimo Vignelli, Vignelli Associates
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Agenda 

 
8:30am  
Registration 
 
9:00am 
Introduction to SEGD and EGD Education 
 
9:20am 
Event Introduction 
Brenda Sanderson, ICOGRADA 
 
9:40am   
Student and Professional Panel 
Introduction: Gretchen Coss, Corcoran College of Art + Design 
Panelists:  Dana Krisoff, Scott Clowney, Melissa Budenic, Ashley Templeton of Corcoran College of Art + Design; Cheryl 
Beckett, University of Houston 
  
10:30 AM 
Academic Program Overviews 
Department of Design & Computation Arts, Concordia University  
The New England Institute of Art  
Fashion Institute of Technology 
 
11:30 AM 
Student Award Presentations 
Dis(solve): Natural Signs, University of Houston 
Urban Tales, Massey University  
VeloCity, University of Washington 
 
12:30 PM 
Lunch 
Project Table Discussions 
 
1:30 PM 
Projects 
Public Interfaces, University of Cincinnati 
Integration of EGD Thinking in Disaster Relief Study, University of Colorado College of Architecture and Planning 
Wayfinding vs. Lostgetting, Amanda Ramos 
China Design Competition, Tsinghua University (Beijing, China) 
You are Here, Gary Anzalone 
SEGD Academic Events, Corcoran College of Art and Design 
 
2:40 PM 
Announcements + Final Academic Summary  
Communication + Place Journal 
 
SEGD Education Initiatives 
School Resources, Design Research Center, Academic Journal 
 
3:00 PM 
Conclusion 
Tour of Concordia University 
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SEGD Core Competencies for graduates of environmental graphic design courses or 
programs (DRAFT  5.11.11) 
SEGD conducted a core competency survey in 2007 which established the core competency of graduating environmental 
graphic designers from a firm’s point of view. Subsequent interviews with academic institutions completed the review of 
academic core competencies.  Most academics and professionals agreed that there are three goals a student should 
achieve upon graduation: 
 

 A full understanding of the scope of environmental graphic design. 

 An  ability to participate in the work of a design firm. 

 The ability to take a leadership role in the design process. 
 
SEGD would like universities to use these competencies as a guide when structuring courses and  programs.  While no one 
course or program can satisfy all specific competency areas, the competencies are a guide when developing goals for 
student achievement.   
 
There are two fundamental themes around the competencies of Environmental Graphic Design. The first theme is an 
understanding of the design process from initial concept through implementation. The second theme is an understanding 
of design intent, or the ability to present design solutions to a diverse audience and develop a communication approach on 
how the design is to be visualized. In developing competencies the SEGD academic education committee integrated the two 
themes of design process and design intent. The competencies listed below are not meant to be utilized all in one course 
program, but as part of a larger design curriculum.  Universities can utilize specific elements of the EGD competencies if 
treated as part of a larger universe of competencies. 
 

Core EGD Competencies  
 Knowledge of the history, methodologies and best practices unique to EGD 

 Ability to develop an analysis based on narrative, planning or strategic methodologies that can inform a design 
concept 

 Ability to develop an integrated design palette using color, typography, architectural structure and symbology 

 An understanding of how comprehensibility, legibility, usability and accessibility relate to design in the 
environment 

 Ability to develop design ideas through three dimensional exploration and convert those ideas to formal design 
intent communication 

 Ability to document the design process utilizing formal design intent methodologies of object hierarchy, design 
palette, scale dimensional drawings, details, plans, schedules and specifications. 

 Ability to collaborate with fabrication experts and project stakeholders through documentation, verbal 
communication and written specification. 

 
 
EGD Competencies 

 

Competency 1: General Knowledge 
 Knowledge of environmental graphic design 
 • Understanding of the different areas of environmental 
graphic design and the design firms that work in the field 
 • Knowledge of the history and methodologies in specific areas 
of environmental graphic design 
 • Knowledge of current high-level work in the field 
 • Understanding of how EGD relates to other design disciplines 
including graphic design, information design, architecture, and 
interior design, landscape architecture, urban design and 
planning. 

• Understanding of how EGD relates to other disciplines 
beyond design including cultural anthropology, cognitive 
psychology, the library sciences, and usability. 
• Understand how EGD relates to the field of experience design 
including integration with other design disciplines, human 
factors research, master planning, and the nature or of 
Experience Design projects. 
• Understanding of universal design principles, especially as 
they apply to EGD problems as well as accessibility.  
• Knowledge of interactive learning methods, multiple 
intelligences, and developmental stages of children and special 
learners.  
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 Competency 2: Analysis and the Development 
of Design Concepts 
 Verbal and written communication skills related to concept 
development 
 • Ability to articulate a design concept through formal writing 
and verbal presentation 
 • Ability to use terminology related to environmental graphic 
design project planning and implementation  
• Ability to develop appropriate and effective user testing 
methods 
• Ability to develop design ideas from a formal analysis 
 • Ability to employ both analysis and synthesis at appropriate 
stages of an EGD project 
 • Ability to research design motifs and solutions and 
incorporate the ideas into an analysis 
 • Ability to develop diagrams and written documents that 
communicate a design strategy 
 Ability to incorporate research into conceptual analysis 
 • Ability to utilize background research on geography, cultural 
anthropology, demographics, environment, user-centered 
design or architecture to develop a design concept 
• Ability to visualize design concepts 3-dimensionally through a 
variety of modeling tools from hand drawing to physical models 
to modeling software. 
 

 
Competency 3: Design Development 
 Use of typography, color, grids and information systems 
• Ability to apply graphic analysis to design development 
including application of a consistent design palette of type, 
color, pattern, and materials 
 Legibility and accessibility 
• Can incorporate federal, state and local code issues in the 
design process 
 • An understanding of how comprehensibility, legibility, 
usability, and accessibility relate to users and the developed 
design in the environment 
• Ability to drawing and/or modeling in three dimensions 
 • Understanding of massing, structural integrity, and 
relationship to human scale 
 • Understanding of cognitive learning and communication 
principles 
• Ability to draw dimensional design concepts in the design 
development stage 
 • Ability to produce models and utilize them for design 
development 
 • Ability to produce and critically analyze three-dimensional 
explorative drawings using computer software 

  
 

 Competency 4: Visual Communication 
 Documentation and communication skills 
• Understanding of systems design, where multiple 
components of the system have both shared and unique 
characteristics according to their functional needs.  
 • Understanding of visual semantics and syntax. 
• Understanding of scale and how to document and model at 
different scales 
 • Understanding how documentation works throughout the 
design process, including plans, elevations, dimensional 
models, diagrammatic maps, and schedules 
 • Understanding of how different design drawings and details 
fit together to provide a clear picture of designer intent 
 • Understanding of how drawings and models are part of a 
larger communication process with the fabricator 
 • Understanding of how to describe materials and 
methodologies and how they are expected to perform 
• Understanding the various dynamic media available and its 
proper and appropriate integration into the designed 
environment 
 

  
Competency 5: Presentation 
 Team collaboration and presentation skills 
 • Ability to create formal presentations as part of a team 
 • Ability to collaborate with other students with 
complementary skills in architecture, industrial design, graphic 
design, information design, cultural anthropology, 
psychologists, and fabricators. 
• Understanding of presentation approaches and 
methodologies for reviewing an EGD process from concept to 
final implementation 
  
 

 Competency 6: Implementation Process 
 Understanding of the fabrication process including the 
relationship between the fabricator and designer 
• Understanding the various dynamic media available and its’ 
proper and appropriate integration into the designed 
environment 
• Understanding the qualities of different materials and 
fabrication methods 
 • Ability to describe how and where materials, fabrication 
methods, and technologies will be employed 
• Ability to re-evaluate the designed implementation after time 
duration and making necessary revisions/adjustments 
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SEGD Academic Competencies Matrix 
Core EGD  Experience Design Wayfinding Design Exhibition Design  
Goals: 
• Knowledge of the history, 
methodologies, and best 
practices 
• Ability to develop an analysis 
based on narrative, planning, or 
strategic methodologies that 
can inform a design concept 
• Ability to develop an 
integrated design palette 
• Understanding of how 
comprehensibility, legibility, 
usability, and accessibility relate 
to design in the environment 
• Ability to develop design ideas 
through three dimensional 
exploration 
• Ability to document the design 
process 
• Ability to collaborate with 
fabrication experts and project 
stakeholders 

Goals: 
• Ability to develop a user 
experience narrative based 
on 
human behavior, cultural/ 
technological trends, and 
industry best practices 
• Ability to develop a design 
vision based on user 
experience 
• Ability to create an 
integrated 
multi-disciplinary design 
approach 

Goals: 
• Ability to develop a strategic 
approach to wayfinding design 
that incorporates site analysis, 
navigational strategy, and sign 
design 
• Ability to develop a user 
centered approach that focuses 
on the legibility and orientation 
needs of all travelers 

Goals: 
• Ability to develop a narrative 
experience based on human 
behavior, cultural/technological 
trends, and industry best 
practices 
• Ability to develop a design 
vision based on the narrative 
experience 
• Ability to create an integrated 
multi-disciplinary design 
approach which supports the 
innovative development of 
design tools 
 

Competencies: 
• General knowledge 
• Analysis and development of 
design concepts 
• Design development 
• Visual communication 
• Presentation 
• Implementation process  
 
 
 
 
 

Competencies: 
• EGD core competencies 
• Understanding of relevant 
cultural anthropology, human 
factors, and trends research 
• Ability to develop a design 
vision based on user 
experience 
• Ability to create a 
touchpoint 
diagram and a hot spot 
analysis 
• Understanding of how user 
comprehensibility, legibility, 
usability, and accessibility are 
linked to the user narrative 
• Ability to develop an 
integrated design approach 
combining architecture, 
graphics, and media 
• Ability to articulate a design 
approach visually and through 
drawing and modeling 
• Ability to collaborate with a 
multi-disciplinary team 

Competencies: 
• EGD core competencies 
• Understanding of the strategic 
principles of wayfinding and 
user orientation 
• Ability to analyze space and 
identify navigational challenges 
• Understanding of the factors 
that affect legibility including 
speed, distance, type and size 
• Ability to develop a navigation 
plan that includes signs as well 
as non-sign navigation aids 
• Knowledge of ADA regulations 
as they apply to signage and 
wayfinding 
• Understanding of decision 
making hierarchy and how it 
affects information layout 
• Ability to integrate digital and 
multi-media communication 
technologies 
• Understanding of symbol 
systems as navigational aids 
• Understanding of the needs of 
multi-lingual user groups 
• Understanding of cognitive 
maps and their role in the user’s 
interpretation and navigation of 
a space 
• Understanding of navigational 
aids that go beyond signage 
including lighting, auditory, and 
tactile elements 

Competencies: 
• EGD core competencies 
• Understanding of relevant 
cultural anthropology, human 
factors, and trends research 
• Ability to develop a narrative 
experience based on human 
behavior, cultural/technological 
trends, and industry best 
practices 
• Ability to diagrammatically 
articulate how research 
translates into design 
recommendations 
• Understanding of how 
comprehensibility and 
accessibility are linked to 
narrative experience 
• Knowledge of interactive 
learning methods for mixed 
ability user groups 
• Understanding of venue specific 
strategic approaches (i.e. 
educational institutions vs. 
corporate environments) 
• Ability to develop an integrated 
multidisciplinary design approach 
• Ability to integrate digital and 
multi-media communication 
technologies 
• Ability to articulate a design 
approach visually and through 
drawing and modeling 
• Ability to collaborate with a 
multi-disciplinary team 
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 VeloCity 

University of Washington  

 
Student: Erin Williams 
Instructors: Kristine Matthews (thesis chair), Karen Cheng; University of Washington 
 
VeloCity is a systematic approach to route planning and navigation of Seattle’s bicycling network, designed as an MFA thesis 
at the University of Washington.  
 
In response to financial, environmental, and health concerns, many cities are encouraging residents to use bicycles for daily 
transportation. Current efforts to promote this change are centered around construction of new facilities and one-time 
promotional events, but VeloCity focuses on the regular distribution of information to potential riders. The Bicycling Guide 
Map supports riders as they plan their trips; path markings and signs help them to recognize the routes they have seen on 
the map; and information stations (or Bike Stops) allow users to change plans while out and about or re-orient themselves if 
they have become lost.  
 
Wayfinding systems are commonly designed for pedestrians and automobiles, but less frequently and comprehensively 
address alternate forms of transportation. As well as visually assisting riders with directions, VeloCity incorporates 
considerations of speed, riding position, viewing angle, and visibility. 
 
The visual language also provides an opportunity to encourage potential users who may already cycle recreationally but do 
not yet commute by bike. VeloCity investigates how the design of effective wayfinding and distributable materials could 
both improve conditions for existing cyclists, and boost government efforts by increasing the visibility, clarity, and 
enjoyment of facilities. It focuses on the urban trails of Seattle, Washington as a case study for examining the ways design 
can help new commuters navigate existing or developing networks of bicycle facilities. This case study may be used to 
extract broader themes which may be applied to advance the design and communication of transportation facilities for this 
growing transportation option. 
 
In an anonymous survey, Seattle residents said that the revised Seattle Bicycling Guide Map “takes the burden of 
interpretation away from the reader,” and the overall look was described as “user-friendly,” “fresher and less drab,” and 
said to “communicate that biking is fun and accessible.” In response to public enthusiasm for the project, the Seattle 
Department of Transportation elected to collaborate with Erin to redesign their bike map for 2010.  
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Urban Tales 

Massey University, College of Creative Arts, Wellington, New Zealand 
 
Student: Katie Bevin 
Instructor: Nick Kapica, Massey University 
 
Summary 
Urban Tales brings the stories of outdoor urban spaces into the built environment. A time-based piece of environmental 
typography combines form with shadow to create a temporal narrative. The words become visible when shadows meet the 
shapes on the ground, constructing a phrase out across 10 hours. The lines of the phrase can be viewed from 8am to 6pm, 
with each word appearing for approximately an hour. The forms ultimately spell out the phrase by Dr. Seuss: “From here to 
there and there to here.” 
 
The concept works like an Analemmatic sundial. Within the existing environment of Waitangi Park, Wellington, New 
Zealand, 8 linear poles sit at regular intervals. The poles act as a gnomon. As the shadow from the pole moves throughout 
the day – it completes a letter at each increment of 45 degrees. As each shadow hits a letter, a word is formed. Throughout 
the day, words appear one after the other, with the sun's movement, constructing a phrase out. The key was not to 
overcomplicate the piece, to ensure that each aspect of the design was appropriate and worked seamlessly with the overall 
concept. The parameters were answered through the creation of a system of angles and modular forms. A modular, 
geometric typeface has been created based on the dimensions of the poles.  The widths of the shadows that are cast are 
equivalent to that of the typeface. In situ, the typeface is cropped – one side of the letter subtracted as this will fill with the 
shadow cast. The complete typeface is only formed when the shadow connects to the letter– without it, it’s an incomplete 
typeface. The compatibility of the chosen materials and colors with the existing environment was an important 
consideration. The design needed to fuse with the landscape unobtrusively. Tones of shadow colors were selected- an 
assortment of blacks, charcoals and grays. It creates continuity between the shadow cast and the forms – making the 
legibility of the words more obvious when connected to a shadow. The piece is reliant on sunshine for the words to be 
visible. A continual experience is created through the addition of site-specific, colloquial tales of past and present Waitangi 
Park within the larger letterforms. The stories work independently on a cloudy day, creating a new experience for the user. 
Urban Tales is not an addition but a fusion into the landscape. Environment and design work together simultaneously to 
create a message. 
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Dis(solve) : Natural Signs, The Japhet Creek Project 
University of Houston’s Gerald D Hines College of Architecture and the University of 
Houston School of Art Graphic Communications Program 
 
Presenting Instructor: Cheryl Beckett, University of Houston School of Art Graphic Communications; Patrick Peters, 
University of Houston Gerald D Hines College of Architecture 
 
Site 
Japhet Creek, a sliver of green space surrounded by heavy industry, 
was a dumping ground. Tires, trash, plastic bottles, and rubble 
flowed through the creek and into the bayou. Local neighborhood 
environmentalists worked to save the creek and surrounding land. 
Japhet Creek was subsequently designated Houston’s first Green 
Fingers Project, an initiative to create corridors of connectivity to 
improve both water quality and the relation of community to the 
environment relative to the bayou system. 
 
Concept 
The goal of the Dis(solve) project was to call attention to the park 
and promote environmental awareness. The final result is a series of 
park amenities for Japhet Creek Park that inform, provoke, and 
educate the park visitor. Each piece serves a functional purpose 
through structure and typographic message. They also serve as 
environmental metaphors about ideas and issues that shape our 
thoughts about nature, water, industry, protection and people. The 
intention of the semi-permanent installations was to leave zero 
environmental impact. Several of the pieces will biodegrade as an 
educational commentary on the things we make as humans and 
their ability to return back to nature. Other structures use re-
purposed materials and will remain on site until disassembled. 
These pieces most closely serve the functional requirements of the 
client: a toolshed was created out of a re-purposed shipping 
container, and recycled Corten steel was transformed into a 
gateway sign and main identifier for the park. To serve their 
educational mission, each piece has information portrayed through 
typographic and iconic content using narrative history, poetry, facts, 
or quotes. To unify the nine structures into a cohesive whole, a 
series of icons were developed that reinforced the relationship 
between nature and industry. 
 
Process 
The project was an interdisciplinary collaborative between 32 senior 
level University of Houston students in graphic design and 
architecture. The CELP grant provided each of the four student 
teams with a budget of $1800. The final scope included a series of 
nine park amenities that were designed, fabricated, and installed by 
the students for a promotional event on March 27, 2010. Some of 
the challenges included: concept and proposal development, formal 
presentations to receive city approval, the design of structures and 
messages, the procurement of small and large scale material 
donations, fabrication, and installation in nine weeks. 
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Public Interfaces: Advanced Digital Design Studios  
University of Cincinnati DAAP 

Instructor: Justin Molloy, University of Cincinnati 
 
Summary 
Over the last three years, I have engaged Junior and Senior level Digital Design students at the University of Cincinnati 
College of DAAP in studio projects that examine design problems involving interfaces and media in public spaces. Our 
projects are situated in the realm of conceptual realism. Projects are based and rooted in reality, with real world scenarios. 
The intent of these studios is to investigate situations where information and experiences can be made more accessible. 
Students investigate the tactics and techniques that allow for the effective transfer of information (content) between a 
Broadcaster (dynamic or static) entity and a particular end user.  The process and conditions of time through the vehicles of 
“the future” and the potential for emerging technology’s use in diverse applications of space are some of the variables that 
inform and shape their project solutions. The following project case studies involve the design of a holistic strategy solution 
that touches on elements of interface, display, mobile and environment design considerations. While EGD is not an integral 
component of the Digital Design Program, the various components of EGD translate to physical space via the same 
mechanisms that operate in virtual space including navigation, usability, identity and experience. 
 
EVnet 
Taylor Beeghley, Ashley Ma  
Students were tasked with designing the framework for an 
Electric Vehicle charging station network for a mid-western 
city in the year 2015. The project involved the creation of a 
framework utilizing nascent technology (electric vehicles) 
with advancements in mobile (wireless) consumer 
experiences to create a seamless branded and lifestyle 
oriented ecosystem. 

              
RETHINK IKEA 
Matt Denzer, Maria Szubski 
By using IKEA as a study, students researched and designed 
interventions intended to enhance the shopping experience. 
Innovative usage of emerging technologies included RFID, 
QR Codes, and localized wireless networks.  

          
RETHINK THE TSA 
JD Battles, Stefanie Krajnyak, Wes Ebelhar + D. Verdin 
A project investigating the design problems that have been 
the result of (de)evolutionary shifts in Airport Security over 
the last decade. Students investigated the inefficiencies and 
inadequacies of how the security process is communicated 
to a wide public audience. Internal attempts to graphically 
clarify processes end up obscuring even the most basic 
elements fundamental to effective communication.  

  

  

 
RETHINK TRAFFIC 
Cristen Hayes Rob Buchheit + Chris Philips + Ben Warmuth.  
This project looks at the day to day protocols of vehicle 
bound commuters who are faced in many instances with a 
limited set of existing technologies (Dynamic Road Signs) 
that often coexist yet remain disintegrated with emerging 
technologies(In Car Traffic Notification Systems and GPS). 
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Concordia University, Department of Design and Computation Arts 
 
Presenting Instructors: Nathalie Dumont and Christopher Moore, Concordia University 
 
Program Summary 
The Department of Design and Computation Arts encompasses the areas of visual communication, the built environment, 
and interaction design, within the overarching principle of sustainability. Its programs address design in a holistic, 
experimental, and collaborative way and aim to find the links and relationships between these areas, with a balance 
between theoretical and studio-based learning.  
 
Design 
The Design Major emphasizes the study of material culture, and the investigation of both built and virtual environments, 
embedded in a solid foundation of design history and theory. Students begin developing expertise across the Department’s 
three streams and then specialize according to their interests and abilities. The curriculum integrates both theoretical and 
practical production, balancing creative experimentation with the need to address the demands and conditions of everyday 
life. Other important components of the program are volunteer collaborations with various community outreach initiatives 
in Montreal, providing both design and instructional support. 
 
Computation Arts 
The Computation Arts program challenges students to re-imagine objects, narratives and environments through the use of 
emerging digital technologies. The core curriculum incorporates conceptual and technical aspects of dynamic imagery, 
sound, and virtual dimensions. Teaching emphasizes non-traditional applications of digital technologies, while also 
developing awareness of the cultural and political implications of new technologies in networked and information societies. 
Computation Arts provides students with a rich foundation in creative work at the intersection of design, art, and 
technology, guiding students in developing media that addresses aesthetic, conceptual and technical concerns. 
 
The Graduate Certificate in Digital Technologies in Design Art Practice  
The Graduate Certificate program provides students with the conceptual and technical resources to advance their 
knowledge in relation to new digital technologies used in design practice. The one-year certificate program focuses on the 
design process and its economic, social, political and cultural impact. As the central part of the program, participants 
undertake individual research projects that critically integrate both creative practice and theoretical investigation. The 
Graduate Certificate serves as a bridge program between undergraduate training and graduate work at the Master’s level. 
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Sign Research: Symbols that Overcome Literacy & Cultural Barriers  
University of Cincinnati 
 
Researchers: Mike Zender, Maren Carpenter Fearing, & Rachel Stuckey 
Presenting Instructor: Oscar Fernandez, University of Cincinnati 
 
Summary 
Signs exist to communicate. Signs every day bear images and icons based on the assumption that symbols are effective at 
conveying information. Unfortunately that assumption is often untrue. A recent study found that an icon warning about tire 
inflation pressure, mandated by law, was not understood by 60% of drivers: 46% could not even recognize it as a tire.  
 
Clearly, designers need to understand not only whether a symbol works or not, but why. This paper describes a research 
study at the University of Cincinnati to evaluate symbol comprehension to understand why symbols work or fail. The 
symbols tested were from the Universal Healthcare Symbol System (UHCS), developed by both professional and student 
designers under guidance of Hablamos Juntos and SEGD. Two identical mixed methods comprehension studies were 
conducted: one at a hospital in Shirati, Tanzania, and the other in Cincinnati, USA. At each study site subjects were divided 
into two groups: those with average medical literacy, and those with advanced medical literacy. The purpose was to 
measure the effects of healthcare literacy, and cultural convention, on symbol comprehension. While about half of the 54 
UCHS symbols performed reasonably, the other half failed. We were able to identify why symbols failed by comparing 
literacy and culture with changes in comprehension. In addition to learning about the UHCS symbols, we discovered two 
things: that linguistic analysis of qualitative data from failed symbols provided the best guidance for corrective redesign, 
and that evaluative design research needs validated measures and methods. These two discoveries guided a revised 
process for the design of symbols now being re-tested and deployed on hospital signage in Tanzania. Our findings can be 
used not only to guide revisions in the symbol design process, but also to establish new curricular methods to help ensure a 
future with more effective and meaningful symbols for sign applications in health care environments. 
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Tsinghua University Beijing, China 
 
Presenting Instructor: Kelly Kolar, Kolar Design 
 
Summary 
The P&G Beijing Technical Center brought together research, product development and engineering technology with 
consumer marketing and testing in a state of the art facility. The architectural design of the campus provided a 
unique opportunity to create an environment representative of the company,core purpose, vision and values. The campus 
serves as an important symbol to P&G customers, consumers, and the community in China and the world.Three billion 
times a day, P&G brands touch the lives of people around the world. Procter and Gamble legacy of creating superior 
products and establishment of a brand culture focused on “Touching Lives, Improving Life” has led to one of the most 
widely respected corporations in the world.Always strengthening the relationship and connections with our community, 
P&G collaborated with Tsinghua University to further the theme of innovation through a mulit-disciplinary design 
competition.  
 
P&G and Tsinghua share philosophies of expanding horizons, honoring heritage and challenging students to create 
inspirational expressions of art reflective of the both the local culture and a global community.Two spaces within the 
building were shared with the students and faculty over the course of two semesters. The first is the atrium sculpture in the 
heart of the building and the second is an open contemporary Chinese garden environment for the employees to enjoy.In 
the first phase, current students and recent alumni from Tsinghua University were invited to submit visionary design 
proposals for one or both of the competitions. Three top winners in each track have been selected, and one winner from 
each track is selected for further development in phase two. Throughout the competition the students presented many 
perspectives, such as space and art, technology and humanity, as well as the traditional and the contemporary.Today, the 
success of the collaboration is evident as each student team created inspiring artwork and landscape design that has now 
been carefully crafted as a part of the architecture.  
 
Approximately 50,000RMB in prize monies were awarded to the top students with submittals with the Gold prize being 
commissioned for the building. All in all, about 300 students participated. Many with multiple disciplinary teams. 
The final awards were honored at a exhibition at the University, a presentation of the gifts, Jury comments, 
and a publication of the finalists. Following the design competition, the two final students worked with the P&G design 
team to complete and execute the design for the headquarters, which was dedicated Fall 2010. This innovative model that 
was a public university and private partnership that provided opportunities for both the academic community and the 
students to reach new milestones. Many Universities would benefit from having a relationship with their local Corporations 
for ongoing funding and experimental teaching methodology. 
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Y.A.H. (You Are Here) Increase your knowledge of EGD, while having fun! 
 
Project Developer: Gary Anzalone, PrecisionSigns.com 
 
Summary 
the Y.A.H. board game exposes players to the many facets of the industry 
and practices of EGD. Y.A.H. addresses EGD while providing a fun 
educational experience.  Games are a great way to introduce people to a 
field they are unfamiliar with by providing both specific questions and 
the context behind the questions.  Players are asked specific questions to 
demonstrate their knowledge in the field of EGD.  An element of chance 
is introduced to the game when players are confronted with common 
industry occurrences.  It’s up to fate (or luck of the card drawn), whether 
you advance, or are forced to move back.  
 
As the players move their pieces across the board the objectives of the 
game are for players to overcome challenges and gain new insights in the 
world of EGD.  The first player to reach either one of the two ending 
points wins. Topics range from design to manufacturing covering the 
areas of wayfinding, branding, sustainable practices, code compliance, 
Dynamic Environments and more. In order to keep the game current we 
are always looking to increase the range of topics covered.  To 
accomplish this, we ask our industry experts to contribute to the game by 
submitting questions. Contributors will be credited. 

 

 

Wayfinding vs. Lostgetting: 
Strategies to keep the discovery experience for exhibitions, not restrooms  
 
Project Developer: Amanda Ramos, Gensler 
 
Summary 
Gensler’s consulting practice and brand design practice partnered on a research initiative to study a prominent national 
museum’s approach to wayfinding. Specifically, our research sought to discover whether it is an effective practice to 
implement the same wayfinding strategy for guiding patrons through exhibits and collections, and for alerting them to the 
location of restrooms, food courts, and other amenities. The museum we studied does follow the same wayfinding strategy 
for both objectives, and our research concluded that this is not an effective practice. To create a more streamlined and 
educational experience for patrons, the museum should implement different wayfinding strategies for these two very 
different objectives.  
 
Gensler now seeks to partner with an academic institution and develop a class that would further explore this topic. At this 
point in our research, we understand that wayfinding strategies must be differentiated depending on their purpose. We 
now seek to explore the best ways to achieve this type of differentiation within public buildings. The class would not focus 
specifically on museums—we would expand the scope of study to include retail centers, airports, sports venues, and other 
public buildings. The key idea at the center of this class would be to discover how much information to disclose (wayfinding) 
versus how much information to leave up to the visitor’s own discovery (lostgetting) when it comes to exploring the 
content of a building versus locating the amenities.  
 
Students would survey an existing system of signage and communication throughout a public building, then explore ways to 
present a visual history and analysis of what has been put in place and why. Following the study, students would develop 
design strategies aimed at enhancing the visitor experience. This class would present an opportunity for students to analyze 
the complexities of space, messaging, signage and graphics, and experience design. 
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Integration of EGD Thinking in Disaster Relief Study 
University of Colorado College of Architecture and Planning 
 
Instructor: George Lim 
 
Summary 
The class is made up of students who are mostly architecture and design studies majors. Being that it is a lecture course 
that is offered to the whole campus it also attracts students from other departments and colleges of the university, like 
anthropology, sculpture and theater. This is a sixteen week course where the students are introduced to Environmental 
Graphic Design (EGD) thinking through lectures, guest speakers and assigned projects. They are shown the basics of EGD in 
the first half of the semester and are asked to apply their learning to projects in the second half of the semester. They are 
asked to apply what they have been learning in a series of four projects and three exercises. They are also challenged to 
look humanity, social issues, world issues, emotions, and feelings into creating experiences that can evoke positive or 
negative reactions. 
 
EGD Thinking Applied to Disaster Relief Study. 
For their last project, the class was challenged to apply their EGD education to a more global topic. They were asked to 
bring to class options of what they would like to work on. The only criteria was that the topic had to fall into the following 
parameters: it must be a subject that is a current affair; it can be about the economy; politics; religion; or social issues. The 
class was asked to debate their choices to come to a consensus on what topic they would like to address as their last 
project. This class chose to handle the topic of Natural Disaster Relief. How can EGD thinking help design or develop plans 
or options of how to make natural disaster areas better experiences during the recovery period. The class first got together 
and made a list of things that are typical issues that occur in all natural disasters like floods, hurricanes, or earthquakes. 
Food, shelter, hygiene, safety, and care for the children were all common things that came up in all the disaster area 
research. The class was challenged to look deeper into the situation to better understand the issues that the situation is 
causing the people who are affected in the area. The class was then challenged to come up with ideas, concepts and 
designs that can help not only create a better plan for disaster relief but to create a better experience at a disaster relief 
site. The class was divided into four teams. Each team was given one common problem to solve and one problem that is 
specific to that team. 
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 The New England Institute of Art 
 
Program Developer: Michael Goldberg, New England Institute of Art; Craig Berger, SEGD 
 
Summary  
The New England Institute of Art has been working over the last three years to build up an academic program in 
environmental graphic design with three key goals: 
• Develop EGD core competencies based on the guides set by SEGD 
• Simulate real world collaborations with clients, fabricators and other designers 
• Utilize experience design and integrative approaches including research of new design approaches as well as the 
integration of web, graphics and digital media. 
 
Last year the school began developing its first course program, a prerequisite class utilizing wayfinding, and introduction to 
EGD, and information design.  This semester the school will be developing its first full introduction to EGD class, based on 
based practices at other universities and including wayfinding research. With approval of the university next semester the 
program will began developing the other classes in the structure to complete a 5 course 50 week program starting at the 
end of the third year. 
 
The first EGD introduction class will be beginning on May 8, 2011. The class will include developing a dynamic wayfinding 
program for Boston Logan International Airport and include a research component of an existing program. The course will 
be developed in coordination with SEGD and supported with financial assistance from Massport. The program will consist of 
the following areas: 
• Research of environmental graphic design programs including dynamic wayfinding. 
• Research existing airport facility including development of a model of the facility. 
• Mission Statement and destination/information hierarchy 
• Concept development  
• Concept model and research development 
• Final model development 
• Final dimensioned drawings and basic technology specification 
 
The New England Institute of Art will be utilizing only fourth year students who have completed the necessary 
competencies before being allowed to proceed with the program. These students are already expected to have taken core 
graphic design courses including typography, color theory, packaging design, and web design.  In addition the introduction 
course already taught will be converted to a pre-EGD program focus on symbology and information design. The program 
itself will focus on basic EGD core competencies with an additional focus on 3d model development , research and 
integrative arts. The final program will have students graduate with key EGD skills as well as the ability to integrate, web, 
graphic design and experience design into EGD projects. 
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 Next Steps: Academic Events, Resources and Support 

 
Events 
4

th
 SEGD Academic Workshop in 2012 in New York 

The 2012 Academic Workshop is being held in New York City in June, 2012.  To register for the workshop please go to the 
SEGD Conference Web Site. If you would like to present an academic education or research program, please contact 
craig@segd.org for an application. Applications are open to all academic faculty, students and professionals working in 
academic programs.  
 
SEGD Student Membership, Discounts, and Design Awards 
The Student Design Awards are part of the SEGD Design Awards Program.  SEGD provides student winners with travel 
expenses for the SEGD conference. SEGD also provides students discounts for membership and educational programs. 
Please email jennette@segd.org for more information. 
 
Academic Teleconferences and Workshops 
The SEGD Academic Committee will be hosting events throughout the year. Programs will be announced on the web site 
and through email.  
 
Resources 
The following resources are all available on the Academic Education section of the SEGD Web Site at 
www.segd.org/#/learning/schools.html  
 
Workbook 
Digital versions of this years and previous year workbooks including complete profiles of workbook presentations. 
 
Competencies  
SEGD has developed an ongoing program for the development of competency guidelines for academic programs that is 
available in this workbook summary. The competencies are developed by the SEGD Academic Committee and updated 
yearly. If you would like to suggest updates, please email craig@segd.org.  
 
Academic Bibliography 
SEGD offers an academic bibliography of recommended books that schools have successfully integrated into their 
curriculum. The full SEGD bibliography is available in the members section of the SEGD web site or upon request. 
 
SEGD Academic Database 
This database of academic program includes electives, multi-course programs and graduate programs. If you would like to 
add your academic course, concentration, minor, or major, please email craig@segd.org . 
 
Kent State Summer Program 
Curriculum guides and sample program books from SEGD’s leading summer workshop program started in 2004. 
 
Program and Academic Support 
Publications 
Schools that have or are in the process of developing environmental graphic design programs can request educational 
resources from SEGD including magazines, education presentations, white papers and newsletters. Email craig@segd.org 
for more information. 
 
Grant and Resource Support 
If you would like to inquire about SEGD grants and resource support, please email craig@segd.org for an application. Grants 
come in two forms: 

 Pilot program grants for new academic programs 

 Ongoing support grants for schools that are expanding existing environmental graphic design programs 
 

mailto:craig@segd.org
mailto:ann@segd.org
mailto:craig@segd.org
mailto:craig@segd.org
mailto:craig@segd.org
mailto:craig@segd.org
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Support SEGD Academic Programs 
 
Academic programs are supported with financial assistance from SEGD members. You can contribute to these programs in 
the following ways: 
 
The Auction and Raffle 
SEGD raises most of the money it uses for grant and resource support through an auction and raffle at the annual 
conference trade show. You can contribute by purchasing an auction item, contributing an auction item or buying raffle 
tickets on the day of the auction. 
 
Sponsor 
Sponsors of academic educational programs receive recognition at school programs and events throughout the year.  
 
Membership  
Every SEGD membership invoice has an option to add $100 to membership dues which will be applied to academic 
education. 
 
Volunteer 
Schools are always looking for professionals to deliver a lecture or be a guest critic. Contact SEGD for information on school 
initiatives in your local area and around the country. 
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