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wayfinding

• the wayfinding system is a way of 
communicating the navigational 
infrastructure of the environment to the 
user, the means through which a user gets 
from point a to point b



the situation

• A-finding room 345 in the Art and Design 
building by entering the southeast entrance

• E- the Art and Design building

• I-a KU student pursuing an Illustration 
major with a class in room 345

• O-double doors, stairwell, faculty hall, 
people, signs, etc.

• U-to successfully direct students and faculty 
to room 345 through signage

Our group chose to wayfind to room 345 in 
the Art and Design building because it is a 

real world experience that remains 
unresolved to users

we focused on the 
southeast entrance 

because it is the node 
that connects both parts 

of the Art and Design 
building.  Entering 

through these doors 
also provides the most 
direct route to room 

345



Art & Design Building

southeast
entrance & stairwell

room 345

-room 345 is located in the back wing of the building, if someone were to 
enter from the front doors, they would have to access the room through 
the faculty hallway (which is very misleading)

-this purple line shows 

the most direct route 

through the southeast 

entrance

doors for 
rooms 

330-347 doors for 
rooms 

300-322

-third floor is 

divided into two 

halves

-stairwell signs only 

tell the floor 

number

faculty hallway

front doors



-current signage does not even mention room 345

• We had three different people that have never been in the 

building try to find the room. None of the three took the 

most direct route, and most spent much longer than 

necessary. 

• in a survey of 21 students enrolled in room 345 classes, 

only 4 found the room their first trip there

• most students suggested better signage in response to what 

would help them find the room

testing



possible solutions

3

4

< 330-347 

300-322 >

-Maybe divide third level 

into halves, labeling one 

half with a letter 

ex- room 345A (rooms 

located by faculty hall 

could be A)

-Suspended sign hanging 

between staircases

-include room number in 

current third floor stairwell 

sign with room numbers 

and directions

-large sign painted in 

stairwell that bleeds onto 

floor, possibly with map 

and “you are here”



prototyping



solution testing

user testing with prototype (hanging sign)new user testing with preexisting signage

In a comparison of these videos (activate videos by double clicking), 
the user on the left clearly takes a much longer route using the 

preexisting signage.  However, although the user on the right finds her 
way more quickly (and with the new sign), she does not notice the 

banner the first time she passes it.
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solution ideas
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< 330-347 

434-448 >

< 400-433
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< 330-347 

300-322 >

< 400-433

434-448 >

<500-534

535-567 >
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< 200-233

234-248 >

< 135-147

100-134 >-each level 
different 
color?

-colors fade 
into each 

other?

-where to 
place 

numbers 
and how 

big

-whole banner 
be one color?
-plexiglass?

-each level have 
different piece 

of banner?
-colors all 

separate from 
each other

-banner one 
piece, but no 

gradient
-which colors 

to use?



final solution
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   330-347 3
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300-322 

   330-347 

< 200-233

234-248 >

< 135-147

100-134 >

MODIFICATIONS

-In our final solution, the sign is 3D instead of 

the 2D banner that hung in the stairwell.  The 

room and floor numbers would be on the sides 

facing the stairs, and only the floor number 

would be shown on the other two sides.  

-Instead of the entire banner being one piece 

with the same color, we have organized each 

floor with a different color, each with their own 

block (seen in example A) all signs suspended 

between the staircases on two wires

example A example B



project summary

• It took a few explanations to fully grasp what wayfinding was, but soon after I noticed 

myself wayfinding all the time.  I thought it was an interesting project idea and utilized a 

different method to designing. At the end of it all and seeing what solutions other groups 

created, it seemed that most situations were resolved with organized signage.  Color 

seemed to be a key tool to these new signs, and also our own.  Our group did not focus as 

much on where the audience is looking when they walk, which may have been a 

contributor to 2 of our user testers not noticing the prototype.  However, I do think the lack 

of color on the prototype was a large root of the problem.  I learned that second order 

thinking is crucial to have in mind when designing, even if it is not associated with signage.  

As always, the process leading to the final solution is the most important part.



team dynamics
Overall, I would say the team worked well together and each member 

contributed their own expertise. George assumed the leader role from the 
beginning and kept everyone on track.  Erin carried out a number of the 

test runs and provided videos accordingly.  I brought the suspended 
banner idea and design to the table and Andrew carried out the final 

solution example photoshopped in.  Everyone worked together 
throughout the process and was helpful in their own ways. 

MEMBERS
Andrew Meier. George Parton. Erin Dvorak



reading summaries

Verplank- Designing Interactions

 With the aid of Verplank’s drawings, he attempts to define interaction design and its process.  The 
interaction designer has three questions to answer: how do you feel, how do you know, and how 
do you do. Furthermore, he suggests a four step process; the designers are motivated by an error 
and decide the ideal goal.  Next, they connect the motivation to the end goal with a metaphor.  

They then define the tasks and tie them all together with a conceptual model.  Finally, they decide 
what type of display is needed, the controls, and arrangement.  He displays his expertise and 

ability to engage an audience with both words and drawings.  This mode of interaction design may 
be proven useful to many designers.  

IDEO- Toolkit

Although this article was a overwhelming 105 pages long, IDEO did a nice job of breaking up the information in 
visually appealing ways.  After browsing this toolkit, it seems as though Tim Brown may have based his speech, 

or used his tools, from this toolkit.  The article focuses on Human Centered Design and the various steps and 
phases one may go through to attain the desirable outcomes.  They present the reader with a buffet of available 
tools to cater to each specific project.  As Tim Brown, the process is based around first, desirability (what is it that 
the audience desires), feasibility (how easily it can be done), and viability (how capable of working successfully).  

IDEO then breaks the toolkit down into three main phases: hear, create, and deliver.  Throughout the hearing 
phase, the team must collect stories and information that will fuel their ideas to make solutions.  The create stage 

takes the voices to use as framework to generate and test prototypes with a switch from concrete to abstract 
thinking.  In the final deliver step, the team refines their solutions based upon costs, capabilities, and 

implementations. 



reading summaries
Kosslyn- Summary of Principles for Design of Visual Displays

 Throughout this summary, Kosslyn provides the key psychological principles that govern a successful 
visual display.  He breaks his ideas down to eight bulleted theories.  Starting with relevance, 

communication is most effective when there is a correct balance between too little information and 
too much information.  The designer should know their audience and communicate to them with via 

relevant concepts and symbols.  Salience was another important aspect; the most important 
information should be the most visually striking.  One should be able to discriminate which 

information matches what, two properties should differ enough in order to be noticed.  Kosslyn refers 
to our natural perceptual organization, or the brain’s natural grouping of information.  In order to 

produce a correct mental representation, signs must rely on orientation, levels of acuity, and possibly 
3D effects.  As humans, we are naturally programmed to judge books by their covers, with this being 
said, a sign’s form should match its meaning.  Similar to salience, he reiterates the need for important 
information to contrast.  Lastly, every audience has capacity limitations, if it takes too much to process 

the facts, they will not be understood. 

Tim Brown Video

Tim Brown focuses his discussion on the need for designers to move from design, to design thinking. He 
starts by referring to his first two design projects, stating that they are obsolete, comparably to Bernell’s 
railway and London to New York traveling solutions.  Instead of focusing on the object at hand, we need 
to concentrate on the design thinking approach.  This has also been referred to as “integrative thinking” 

with the idea of stretching the balance between desirability, feasibility, and viability.  In his opinion, 
design is getting big again, and there is a reemergence of this design thinking.  In order to be useful, 
design must be: human centered, more than ergonomics (by understanding culture and context), and 
learned by making, as prototypes speed the process.  The greatest impact on the design is when it is 
taken out of the designer’s hands, and placed into the hands of everyone; the idea of consumption to 
participation.  He concludes saying with change comes new ideas and choices, as the old ones are 

becoming obsolete.  This new way of solving problems aims to first, start by answering the question.  This 
can be an expansive view of design, we just have to start by asking the right questions.  



NOW YOU DONT 
HAVE TO HESITATE 

NEXT TRIP TO 
ROOM 345


