
WAYFINDING/
ENVIRONMENTAL
GRAPHIC DESIGN
Wayfinding encompasses the informa-
tion-gathering and decision-making
processes people use to orient them-
selves and move through space; simply
put, how people get from one location to 
another.

More recently (2013) being called “Ex-
periential Graphic Design”, is a design
profession embracing many design disci-
plines including graphic design,
architecture, industrial design and land-
scape architecture. Practitioners in this 
field are concerned with the visual as-
pects of wayfinding, communicating 
identity and brands, information design, 
and shaping a sense of place.
http://segd.org/



Environmental signage is simultaneously 
there and not there—not really a “part 
of” the architecture, yet indispensable to 
its functions, its lived use. The signs that 
lead visitors to the Mona Lisa are like the 
frame around the painting: they direct 
attention to the object and yet are con-
sidered extrinsic to it. 

Graphic design—signage in particular—is 
largely a framing activity. Graphic design 
occupies the space between a product, 
building, or text, and its user. Graphic 
design is the margins of a book, the but-
tons of a boom box, the friendliness of a 
computer interface, or the paper wrapper 
on a tin can
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Signs, arrows, instructions, “you are 
here” maps, advertisements, and other 
kinds of information set up the condi-
tions in which experience takes place. 
And this process of wayfinding—the  
term used by environmental graphic 
designers—is increasingly more visual 
than verbal.
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Experiential Graphic Design traditionally 
was limited to signage and wayfinding, 
placemaking systems. So when a design-
er would describe his/her role, it would 
be easily misconstrued as landscape de-
sign.

Environmental became
• interior design
• multimedia installations
• public art
• user interfaces
• branded environments
• signage design and planning
• wayfinding
• interior architecture
• exhibition design
• placemaking
• art installation







YOUR PROJECT: MARYWOOD 

There are two parts to this project. The FIRST 
is to analyze Marywood’s outdoor wayfinding. 
Look at the signage, maps, banners, quantity, 
location and placement. Do they work? For pe-
destrians? For cars? Is it branded? Look at the 
consistency. How would you update it? Write 
up a summary of your opinion of what works 
and what doesn’t work and address each of 
those questions.

Based on your findings develop a new system 
and look for the signage. Develop 3-5 different 
sign styles/sizes to accommodate the unique 
landscape of the campus. Think about icons, 
color systems and materials.

Draw and design this in Illustrator.  
NO PHOTOSHOP. I WILL NOT ACCEPT ANY 
PHOTOSHOP FILES FOR THIS PART OF THE 
PROJECT.

The SECOND PART of this project is to design 
a sign specifically for the Learning Commons 
based on your new system.  You’ll design a 
sign for the front and the back. You MUST 
draw it in Illustrator. We will then make a 3D 
model of it and print out the front model us-
ing the 3D printer.You can paint the model if 
you want.

Mock it the placement of it in the Learning 
Commons landscape. This part can be done 
in Photoshop.

Due: Tentative November 20th  (this is flex-
ible as 3D printing can take around 3 hours 
per piece)   

More examples: https://www.pinterest.com/
pin/190347521727404952/      
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