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Introduction 
Welcome to the 2010 SEGD Academic Education Workshop. We would like to thank all attendees for participating in 
today’s program. 
 
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 Committee 
Brenda Cowan, Fashion Institute of Technology 
Miranda Hall, Cannon Design 
Kelly Kolar, Kolar Design, SEGD Board Member 
George Lim, University of Colorado College of Architecture and Planning 
Tim McNeil, University of California at Davis 
David Middleton, Kent State University, SEGD Board Member 
Jon Mischke, Jacobs  
Michele Phelan, 96pt. 
Craig Berger, SEGD Director of Education 
 
 
Academic Education Sponsors for 2010 
The Lead Sponsor for SEGD Academic Programs is Matthews Paint.  
 
The SEGD Academic Workbook is sponsored by Jacobs 
 
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, Nordquist;  
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, Dimensional Innovations; Mark VanderKlipp, Corbin Design; Alexandra Wood, The Holmes Wood Consultancy 
 
 
SEGD academic education supporters of the 2010 conference auction include: 
 
Auction Sponsor – AD/S Companies 
 
Platinum Donor – Fd2s 
 
Gold Donors – Matthews Paint; APCO; FMG Design; BPS Document Solutions; Thomas-Swan Sign Company; Fluoresco 
 
Silver Donors – Facilities Solutions Group; BrandID Graphics; Nordquist; Dimensional Innovations  
 
Bronze Donor – Little 
 
In-Kind Sponsors – Chris Calori, Calori & Vanden-Eynden/Design Consultants; Design Goes; Carol Naughton, Carol 
Naughton + Associates; Virginia Gehshan, Cloud Gehshan + Associates; Fluoresco; Eric Fucci, Fucci + Friedman; Gable 
Signs; Kleen Kanteen; Wayne Hunt, Hunt Design; James Trulove, Grayson Publishing; Lance Wyman, Lance Wyman Ltd.; 
Lee Skolnick Architecture + Design; Don Kiel, New York Presbyterian; Paula Scher, Pentagram; Gary Anazalone, 
Precision Signs; Serigrafia; David Gibson, Two Twelve Associates; Victorias Secret; Applied Image (Identity Fabrication); 
Avery Dennison, RGI International  
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Agenda 
 
8:30am  
Registration 
 
9:00am 
Introduction to SEGD and EGD Education 

• Overview  
• Summary of lessons learned since last year 
• Trends in academic education, professional development, and research 
• Host introduction 
• Introduction of attendees 

Introduction: Craig Berger, SEGD 
Speakers: David Middleton, Kent State University; Kelly Kolar, Kolar Design 
 
9:30am   
Young Designers Panel Discussion 

• What academic competencies are required in the professional world 
• How academic programs have met student needs  

Introduction: George Lim, University of Colorado College of Architecture and Planning   
Panel Moderators: Miranda Hall, Cannon Design; Jon Mischke, Jacobs 
Panelists:  Lauren Kelly, University of California at Davis; Maggie Ruder, Drexel University; Kristal Ernst, Kent State 
University 
 
10:30am  
Academic Presentations 

• The Corcoran School and the Development of Competency Models for Exhibition and Environmental Graphic 
Design 

• The Hablamos Juntos Academic Consortium and the Development of Academic Research Programs 
• Kansas University and Academic/Professional Partnerships  
• The Development of Environmental Graphic Design Programs Internationally 

Introduction: Tim McNeil, University of California at Davis 
 
12:15pm  
Lunch 
 
1:00pm  
Student Award Winner Presentations 
Introduction: Brenda Cowan, Fashion Institute of Technology 
 
1:45pm 
Rotating Discussion Groups  
Discussion Leaders: Craig Berger, SEGD; Brenda Cowan, Fashion Institute of Technology; Miranda Hall, Cannon Design; 
George Lim, University of Colorado School of Architecture and Planning; Tim McNeil, University of California at Davis; 
David Middleton, Kent State University; Jon Mischke, Jacobs 
 
3:15pm  
Final summary and next steps 

• SEGD resources for schools 
• Workbook development 
• Final questions 

Speaker: Craig Berger, SEGD 
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SEGD Core Competencies for Graduates of  
Environmental Graphic Design Courses or Programs     2010  
 
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. 
 
EGD Core Competencies Overview 

• 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. 
 
 
 
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, interior design and digital media. 
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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 design ideas from a formal analysis  
• Understanding of how to incorporate design ideas into a formal design process. 
• 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. 

Incorporating research into conceptual analysis 
• Ability to utilize background research on geography, cultural anthropology, demographics, environment, or 

architecture in developing a design concept. 
 
Design Development 
Graphic and architectural communication skills applicable to EGD: Use of typography, color and symbology. 

• Applying graphic analysis to design development including developing a consistent design palette of type, 
color, pattern and materials. 

Legibility and Accessibility 
• An understanding of how comprehensibility, legibility, usability and accessibility relate to design in the 

environment 
Drawing and/or modeling in three dimensions: Understanding massing, structural integrity, and relationship to a 
human scale. 

• An ability to draw dimensional design concepts in the design development stage. 
• Ability to produce models and utilize them for design development. (Important in placemaking and exhibition 

projects) 
• An ability to produce three dimensional explorative drawings using computer software  

 
Visual Communication 
Documentation Communication Skills 

• Understanding of how different elements in a project make up a family sharing similar physical and functional 
traits. 

• Understanding scale: 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 how drawings and models are part of a larger communication process with the fabricator. 
• Understanding how to describe materials and methodologies and how they are expected to perform. 

 
Presentation 
Team Collaboration and Presentation Skills 

• Being able to create formal presentations as part of a team. 
• Being able to collaborate with other students with complementary skills in architecture, industrial design, 

graphic design, or information design. 
Process Presentation Skills 

• Understanding presentation approaches and methodologies for reviewing an EGD process from concept to 
final implementation. 

 
Implementation 
Process 

• Understanding of the fabrication process including the relationship between the fabricator and designer. 
Specification  

• Understanding the qualities of different materials and fabrication methods. 
• Understanding how to write a description of how and where materials, fabrication methods and technologies 

will be employed. 
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Young Designers Panel 
 
 
This segment will examine the established core competencies and ask questions related to what students really need 
to prepare for a career in Environmental Graphic Design. The panel will consist of professionals who have recently 
entered the field of EGD and have had some prior training in their undergraduate or graduate education. They will share 
their personal experiences of that training and about the transition they experienced in moving from the classroom to 
the workplace.  
 
 
Panel Questions 

• Judging from your personal experience, were there things you wish you had been taught before you entered 
your first job?  

• Conversely, do you feel there were elements you studied in school that may have been better left to your first 
employer?  

• Did you find that your first employer(s) were equipped to instruct you in the things you had not yet encountered, 
or was it more trial by fire where you were left to figure things out on your own?  

• In regards to design process and the sequence of steps from concept through documentation, did you find your 
academic experience reflected the practices in your office? In what areas did you feel your personal design 
process needed to adapt to the professional environment?  

• In terms of technical aspects of EGD (i.e. working in scale, using 2D drawings to describe 3D objects, 
dimensions and drawing protocol, etc.) did you feel adequately prepared, or did you rely on the expertise of 
professionals around you?  

• Was the same true of programming and the more theoretical aspects of EGD?  
• How about software?  
• If you were to make a single recommendation to an EGD student or recent graduate what would it be?  
• What would you recommend to professional offices who work with entry level designers? 
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University Programs 
Hablamos Juntos Academic Consortium 
California Polytechnic State University, Iowa State University, Kent State University and the University of Cincinnati 

Presented by Oscar Fernández, University of Cincinnati and Lisa Fontaine, Iowa State University 

Contributors include Kathryn McCormick, California Polytechnic State University and David Middleton, Kent State 
University 
 
Summary 
Hablamos Juntos’ Signs That Work (STW) is an ongoing partnership with the Society for Environmental and Graphic 
Design (SEGD) aimed at promoting widespread adoption of graphic symbols in health facilities serving diverse users, with 
special focus in low literacy and limited English proficiency (LEP) populations. STW’s main objectives was to grow the 
collection of universal symbols by developing sustainable national capacity for ongoing graphic symbol design and 
evidence-based design through a consortium of design schools.  

Formed in 2008, the academic consortium design program participants were the California Polytechnic State 
University, Iowa State University, Kent State University and the University of Cincinnati. Working together in a focused 
effort, these design schools helped to develop a sustainable national capacity for ongoing graphic symbol design 
research and evaluation. Using curricular prototype development, 22 new medical symbols were developed, followed by 
rigorous evidence-based testing with linguistically diverse public users with special emphasis on Limited English 
Proficiency, (LEP) populations. This extensive work resulted in a new and expanded Universal Health Care Symbol 
(UHCS) set of 50 symbols which were refined by designer Mies Hora. 
 
Signs That Work, Phase 2: Curricular Development 
Working from the results in Phase 1, professional designers, after rounds of user testing on their developed symbol 
candidates, had developed 28 medical symbols which formed the UHCS symbol set. Phase 1 showed that symbols have 
potential as a solution for communication across languages and poor literacy, especially within healthcare environments. 
Although an important early contribution, this symbol collection needed to be expanded to a more comprehensive symbol 
set, and symbol research for health environments needed to be further advanced. 
 
For these reasons, the four design schools became engaged in a highly focused effort to develop new curricular 
methods for ongoing graphic symbol systems design and evaluation, and in doing so, to create new symbols for 22 
referents (destinations) to be added to the UHCS symbol set. For one referent (imaging), approaches for multi-use 
symbols , such as root/determinant design strategies, and specific symbols were proposed. There were many project 
goals for the design schools in Phase 2, each satisfying a different stakeholder. These include: 

For students: Developing fundamental design skills for cross-cultural or universal symbol systems 

For educators: Creating curricular methods that can be effectively replicated by other design educators 

For LEP users: Having a set of symbols that read clearly across different cultural groups 

For SEGD: Advancing Environmental Graphic Design research and education 

For Hablamos Juntos: Providing a symbol set that would be adopted by healthcare institutions 

This symbol design initiative provided an unparalleled educational opportunity to advance not only research and design 
of graphic symbols, but also to improve understanding of how these symbols can assist communication between diverse 
public users and health care providers in the U.S.  Although the multi-university approach was a logistical challenge, the 
opportunity to share pedagogy was invaluable. Educators learned new methods for introducing students to new user-
centered design processes and testing methodologies. Students developed an appreciation for research and working 
within the restrictions of an existing symbol set. Also, the experience increased their cross-cultural awareness and helped 
adopt user empathy. For Hablamos Juntos and SEGD, they achieved their intended outcomes, by supporting and 
disseminating the education consortium’s methods and deliverables. 
 
Symbol systems have tremendous potential for cross-cultural communication, as is evident in airports, Olympic venues, 
and other places with diverse user groups. However, their extreme simplicity also risks the possibility of 
miscommunication. As cross-cultural communication grows and overlaps, symbols must become universal. Yet the 
serious evaluation of symbols through evidence-based methods remains minimal. This lack can be partly attributed to 
misperceptions, time commitments and graphic design’s late acceptance or avoidance of user-centered design methods. 
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Among segments of the professional and academic design communities (unlike industrial design), there persists the 
perception that conducting evidence-based testing will lead to detrimental compromises and inferior designs. Often, user 
testing among graphic designers is viewed as a low priority item. This critical activity is usually not scheduled, much less 
included in a proposal, due to either costs and/or deadline pressures. Another factor is the graphic design profession’s 
late arrival into user-centered design. Industrial design, by comparison, has for over 40 years integrated user-centered 
testing into their working processes. With the arrival of the internet, and the absolute need for good intuitive interaction by 
the user, graphic design could no longer ignore user feedback. These misperceptions and prejudices will continue but over 
time evidence-based testing will gain greater acceptance. Changing these existing misperceptions will require serious 
efforts in raising user-centered awareness within the profession and integrating user-centered design philosophy into 
design curriculums, not merely at the advanced levels (where it can be seen as an afterthought) but at the introductory 
levels. The curricular effort of this university consortium, then, provides a model for those educators looking for new 
methods for teaching evidence-based design. 

Between Signs That Work Phases 1 and 2, one can assume differences and similarities in working conditions and 
available resources for the professional designers and university students. Both had to maintain good time 
management and tasks prioritizing. While professionals had various client projects, students had to contend with 
demanding course loads. The participating design schools around the nation with their diverse student resources, 
presented an opportunity to establish a network of geographically dispersed graphic symbol testing sites. When it came 
to obtaining immediate user feedback the academic environment seems to have had an advantage. Fortunately, 
students from the targeted language groups: Spanish, Asian and Indo-European, were often classroom participants. 
Their cultural perspective and constructive criticism greatly benefited the students during the design process and 
evaluation sessions. 
 
User Testing 
Even though consortium students did not participate in the user testing of their symbol candidates, learning of the 
planned methods added to their classroom commitment. Given the large quantity of students participating among the 
four schools, the design process produced 155 candidate symbols. Clearly, there were more symbol candidates for 
certain referent categories than were needed for the planned ISO standard for symbol testing. The faculty research 
team developed a Delphi Panel procedure to narrow the number of symbols down to five images for each referent, 
which could later be tested with diverse public users. In preparation for this process, it was necessary for faculty to 
exercise their best professional judgment to remove poorly conceptualized or unclear designs and to select the best 
choice, especially if some symbols appeared essentially the same. This narrowed down the symbol count slightly. Delphi 
panelists, comprised of 12 designers and 12 non designers evaluated all candidate symbols to select the top five 
symbols considered the best for conveying referent meaning. The following is one online display example (Alternative 
Medicine). 
 

 

After narrowing down the number of symbol candidates, the larger scale user testing took place on three campus sites: 
Iowa State University (Ames, Iowa), Kent State University (Kent, Ohio) and the University of Cincinnati (Cincinnati, Ohio). 
Over 225 volunteer participants participated representing the language groups of Spanish, Asian, Indo–European and 
English-speaking languages. How the symbols were tested, the data gathered, and subsequent analysis proved 
significant. The UHCS symbol set was refined and expanded to 50 symbols.  
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Photo caption, below: volunteer participants in Mason, Ohio take the symbol comprehension test. 

       

 
This symbol design initiative provided an unparalleled educational opportunity to advance not only research and design 
of graphic symbols, but also to improve understanding of how these symbols can assist communication between 
language diverse public users and health care providers in the U.S. Although the multi-university approach was at times a 
logistical challenge, the opportunity to share pedagogy was invaluable. The educators learned methods for introducing 
students to new user-centered design processes and testing methodologies. Students developed an appreciation for 
research and working within the restrictions of an existing symbol set, increasing their cross-cultural awareness. 
Hablamos Juntos and SEGD achieved their intended outcomes, and will support and disseminate the education 
consortium’s methods and deliverables. 
 
Photo caption, below left: root/determinant prototypes; below right: students critically discuss their symbol studies. 

         

Photo caption, below: student places her symbol candidate within a criteria matrix; below right: student symbol 
candidate for the referent, mental health.  
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University Programs 
Corcoran College of Art 
 
Presented by Gretchen Coss, Gallagher Associates and Lorraine Schmidt, Corcoran College of Art 
 
Corcoran College of Art Master of Arts in Exhibition Design 
In the Master of Arts in Exhibition Design program, students participate in a rigorous series of design, technical, and 
academic courses.  They also pursue design internships in museums throughout Washington, D.C., including 
Smithsonian's National Museum of American History, National Air and Space Museum, and National Portrait Gallery. 
Many participate in Study Abroad programs offered across Europe, Mexico, and India. When they graduate, students 
are well prepared for employment in museums, cultural institutions, exhibition design firms, or interior design and 
architectural firms throughout the country. 
 
Faculty members are drawn from the curatorial and design departments at the Corcoran Gallery of Art, from area 
museums, and from leading exhibition, architectural, and technology firms.  In addition, guest instructors include 
academic and design professionals known nationwide for their contributions to museums and the exhibition design 
field. 
 
Curriculum 
The Master of Arts in Exhibition Design is a two-year, 48-credit program, which can be completed in four semesters of 
full-time traditional study. Part-time study is available for those balancing careers and other demands with coursework. 
 
Courses include: 
Exhibition Design Studios I, II, III 
Lighting for Exhibitions 
Pro-Thesis and Thesis Exhibition Design Studios 
Conservation and Art Handling 
AutoCAD or Revit 
Construction and Detailing 
Materials, Finishes, and Methods 
Digital Graphics 
Art History Studies 
Museum Management and Operations 
Range of Electives 
Workshops on Selected Topics 
 
CYB/Gretchen Class Descriptions... 
 
 
ID7800 PRO-THESIS SEMINAR (Fall) 
 
Thesis Advisor:  Gretchen Coss 
Thesis Advisor:  Cybelle Jones 
 
Thesis Critic:  Catherine Armour 
 
Through a combination of research, writing and pre-design studies, students will formulate a thesis proposal for the 
final semester of study. During this preparatory semester, the student will document their research and experiences 
under the supervision of the instructor. 
 
The thesis proposal will be the result of 14 weeks of independent and original research. Each student will define and 
develop their own Thesis Proposal that will be produced in the form/media of their choice. The principal sources from 
which each student draws will be unique to that student's particular course of study and proposed project. Sources may 
include public and private libraries, private collections, interviews, internet research, public or privately held original or 
duplicated drawings. 
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There will be regular critiques of thesis research and proposals, leading to the final meeting of class in which the final 
Thesis Proposal will be presented for review. 
 
This course is open only to students enrolled in the Master of Arts in Exhibition Design program or by permission of the 
department chair. 
 
ID7800 THESIS | Exhibition Design Studio (Spring) 
 
Thesis Advisor:  Gretchen Coss 
Thesis Advisor:  Cybelle Jones 
 
Thesis Critic:  Catherine Armour 
 
The successful thesis student will have mastered the development of a design project from Conceptual Design, through 
Design Refinement stages of a project proposed by the student during the Pro-Thesis semester.  Documents and 
supporting work will be executed at a professional level, based upon original research and design problem-solving 
completed by the student working independently. 
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University Programs 
University of Kansas 
 
Presented by Gregory Thomas, University of Kansas 
 
Program Summary 
The Department of Design at the University of Kansas has undergone significant changes over the past five years. It is 
critical that we now change our programs to react to the direction of the design profession and the demand on our 
graduates. In reviewing our course offerings, nothing has been more important and timely than the integration of EGD 
into the curriculum. EGD will enable all core areas of study to coalesce into one discipline and allow our Interiors 
program to diversify and differentiate itself from peer institution Kansas State University.  Additionally, the inclusion of 
EGD classes will enable us to maintain the status of a premier design program. One that has initiated numerous “firsts” 
in the region. Finally, the introduction of EGD courses at KU Design would come at a perfect time and under the best 
conditions. 
 
Faculty 
Professor Gregory Thomas with support from Tucker Trotter, President/Dimensional Innovations; and Phil Hofstra, 
Principal/Populous. Special critiques by Craig Berger, Education/SEGD. The class also had additional input from our 
“client” Bill Dickerson, Associate Athletic Director/KU Athletics. 
 
Key Competency Goals for the Student 
To facilitate student understanding of the limitations of other design disciplines, while at the same time encouraging 
the seeking out of collaborative opportunities. Other objectives include learning the responsibilities of working in teams, 
incorporating the existing KU brand identity, developing wayfinding vernacular and extending it into the built 
environment, documentation, and learning basic skill sets required in wayfinding/environmental graphics. 
 
Competencies 
• Work within a designing process, including data collection and analysis (pre-design), schematic design, design 
development, testing, and evaluation. 
• Develop sign information content systems, including kinds of information, hierarchy of content, and navigation. 
• Develop graphic-typographic systems for optimum communication, including specifying appropriate typefaces, 
type treatment, graphics, shape, form, color, and layout. 
• Learn about basic sign materials and codes. 
• Expand design thinking from the two-dimensional into the three-dimensional realm. 
• Experiment with ideation techniques, such as thought mapping, word lists, and sketching. 
• Interview users and determine needs. 
• Use dimensions and measurable scales. 
• Improve writing and presentation skills. 
• Experience a project in a team environment. 
 
Project 
The project was to develop an analysis and design solution for pedestrian access to the KU football stadium. 
There are problems with pedestrian traffic flow at the southwest corner of the stadium and routing the 
fans to the stairs between the stadium and Anderson building to gain downstairs entrance. This could impact 
at least 15,000 people per game. The class would evaluate development of a kiosk/signage device at the top of the 
stairs (there is no ID to indicate that route) and some possible signage behind the scoreboard that would better direct 
people to the southwest entrance. This was an informal review, but one that stood out immediately as a potential 
problem. KU Athletics would  be involved at the launch of the class, for a mid-term evaluation/critique and for a final 
presentation by the students. KU Athletics Department would also assist in providing research material, stadium 
drawings and access to the stadium. The formal presentation would consist of deliverables in the form of drawings and 
models/prototypes. 
 
The first seven weeks were a combination of lectures on similar EGD projects, as well as a study and analysis on their 
own project: the KU football stadium. Our contact at the Athletics Department provided the students with press passes 
which allowed them access to the stadium during peak periods of attendance to gain additional material for their 
evaluation. 
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In addition to the primary assignment of developing a wayfinding system to mitigate attendance congestion in one part 
of the stadium (the real need would have been to study the entire stadium and its collective problems but time did 
not permit), the students were able to develop a placemaking concept. This could be a thematic device or large-scale 
concept that would enhance their discovery and development. 
 
A mid-term presentation to members of the Athletic Department resulted in an extremely favorable approval and 
encouragement to go beyond the project brief and bring further resolution to some of the placemaking concepts. This 
was an important point in galvanizing the relationships within the teams. After this presentation, each of the three 
teams became stronger, developed a clearer picture of their role as individual designers and for the team collectively. 
For the remaining 6 weeks, each team was in the process of developing concepts and prototypes for both the wayfi-
nding and placemaking applications. The initial project had morphed from a traditional wayfinding challenge to specific 
place branding. With additional input over the remaining weeks from Tucker Trotter of Dimensional Innovations and a 
visit by Craig Berger of SEGD, the students continued to revise their concepts and work towards the final presentation. 
 
On December 15, 2009 the students made their final presentation to a group selected by the Athletic Department. 
Included were senior members of KU Athletics, the University Architect, senior members of KU DCM (Design/ 
Construction/Maintenance, responsible for all design and building within the University), and Tucker Trotter of 
Dimensional Innovations. The response was very positive with comments by KU Athletics stating some 
of the concepts were in fact things they had discussed as possible projects in the future. 
 
Teams 
Teams were composed of three groups with at least two representatives of each discipline (architecture, graphics, ID, 
interiors, photomedia). The first task was to self-brand the groups to create a bonding experience that would carry 
through the process/projects. Students were informed at the beginning they would be evaluating their teammates at 
the end of the project. Two teams performed exceptionally due to several strong project leaders and clear task 
assignments. One team struggled the entire term due to lack of leadership, poor group communications and relying too 
heavily on one or two members of the team. End of term evaluations merely substantiated what the faculty member 
had noted throughout the course. 
 
Synopsis 
The students did a great job for the first class in this new concentration. As predicted, there is a strong demand for EGD 
in our curriculum and after the project, several students expressed the desire to continue in this area as an alternative 
to their chosen major. Since the project, several students have obtained internship positions in Kansas City design 
firms with an emphasis in EGD.  
 
Innovation 
The inclusion of EGD studies in the Design Department at KU has been a catalyst for innovation as we look at the 
program. There had been prior interdisciplinary classes within various areas of study, but this project was the first to 
encompass all design disciplines within the department and most important students from the Architecture Program. 
Students from Architecture enabled design students to begin to think in 3-D, something that had not been emphasized 
in a project oriented class until now. In addition, the Architecture students brought a degree of professionalism, project 
management and presentation skills that were lacking on the design side. On the positive side, architecture students 
were exposed to disciplined typography, product design and still/videography skills. Had we not been able to assemble 
such a diversity of disciplines we would not have been able to arrive at the finished products. As mentioned, the 
merging of the Department of Design with the School of Architecture provided the perfect opportunity to launch our 
EGD emphasis. The range of graphics, ID, interiors, photomedia and architecture is now mandatory for any additional 
sequential EGD class. The Department will continue to keep open enrollment for all architecture/design concentrations 
due to the observation after two terms that a more wholistic make-up of students enriches the learning experience and 
outcomes. 
 
Next steps  
The success of this class has been a catalyst for the development of a sequence in EGD studies. This term (Spring 
2010) we have launched an Information Graphics course with Exhibition and Branded Environments to follow in the fall. 
We have a meeting pending with the Athletics Department to discuss a sequence of projects that are funded and would 
provide a long-range source of revenue for the department. Athletics was chosen from the beginning as a potential 
“client” for the diversity of venues they operate and their financial status. With a long history and championship titles, 
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Athletics is a solvent resource from which to draw. Most important, it comprises potential design needs in all the areas 
of EGD we would hope to be engaged in including wayfinding/signs, exhibition, placemaking, and information design. 
 
Examples 
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Academic Programs 
Kyoto University, Graduate School of Engineering. 
 
Presented by Zhang Huirong, Kyoto University 
 
Faculty 
Zhang Huirong 
 
Summary 
Education is very important and it plays an important role in the national and social development on both teaching the 
students’ specialized knowledge and building the good character of the students. Based on my teaching experience, I 
think that the idea is very important in Environmental Graphic Design. We should not only teach students how to design 
but we should also teach students how to design for the public benefit.    

Nowadays, Earthlings, armed with ever-improving technological advances, continue to squander natural resources with 
little regard for the laws of nature and it could lead to disasters like climate changes caused by warming.  As a 
consequence, I think that the best way to design is to follow the rules of nature.  

In ancient China, people believed that the most successful art work is made by nature. They think that the universe 
runs according to the laws of nature in an orderly manner. The earth follows the changes of heaven; therefore it has 
four distinct seasons. By respecting heaven and the earth, mankind enjoys a harmonious life of gratitude and blessings. 
According to Chinese thought, astronomy, geography, medicine, and even building designs all follow this understanding. 
Good design style may be called “design by a natural way”. They designed the garden with manmade mountain, river, 
trees and flowers in a nature style. Most of them are very beautiful and successful.  

In fact, the nature design style is amity, and it will make the person feel at ease and be relaxed. On the contrary, in 
some modern cities, too much manmade material, colorful lights and loud noise could make people feel not at ease, 
and it will enforce the likely offender feeling.   

“Design by a natural way” also means that when we are designing, we should learn a lot from nature. For example, 
straws are very difficult to be broken when they are subjected to heavy wind load because the center of straw is empty, 
and this kind of members and structures are good at shear resistance.   

Teaching methods  
As a consequence, in teaching, we would ask the students to evaluate some Environmental Graphic Design cases, and 
then we could conclude their evaluations. For example, In May 2008, there was a big earthquake that happened in the 
west-south of China, and many buildings were broken down, but the Sichuan Panda Museum was well erected. We will 
ask them to investigate this case by searching the literature and then ask them for reasons it was earthquake resistant. 
Some students would find that one of the reasons is that the cycle walls of the building were very strong and the center 
of the building is empty, or it could be good at shear resistance. It is just like the straws, and then we will encourage 
them to find the similar examples in nature for design. 
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Student Projects 
Aleph 
 
University of Venice 
 
Students 
Sara Poli, Silvia Cervellin, Matteo Ferraro, Margherita Rubini 
 
Instructor 
Leonardo Sonnoli 
 
Summary 
Aleph was designed as the main project for the 2008 Type Design course taught by Leonardo Sonnoli in the Graduate 
Visual and Multimedia Design Program at IUAV, the University of Venice. The objective of the course was to design a 
site-specific typographic installation that conveyed the mood of a piece of literature. 
 
The student team based its work on the short story The Aleph by Argentine writer and poet Jorge Luis Borges. In Borges' 
story, the Aleph is a point in space that contains all other points. Anyone who gazes into it can see everything in the 
universe from every angle simultaneously, without distortion, overlapping, or confusion. 
 
The focus of the installation was a short sentence at the end of the story, when the main character discovers the Aleph 
and begins to describe it: “Vi a un tiempo cada letra de cada pàgina.” (English: “All at the same time I saw each letter 
on each page.”). It seemed the perfect fit for an installation about typography.  
 
The week-long installation was set in the inner yard of Museo Fortuny, housed in a Venetian-Gothic Palace that is the 
former home, studio, and showroom of Spanish designer and artist Mariano Fortuny. Its unique, dream-like atmosphere 
is similar to those described in Borges’ work. In the story, the Aleph appears in a hidden space at the foot of a 
staircase, similar to a spot in the inner yard of the museum.   
 
The students played with the laws of perspective to create an “Aleph situation.” Based on cone-of-vision studies of the 
courtyard space, they determined the exact point at which their typographic statement would become visible—and 
legible—to visitors. They cut individual letters out of white cardboard, gluing them to wooden sticks of varying heights 
and submerging them in plaster bases. They chose Centaur (Bruce Rogers) for its readability and calligraphic qualities, 
modifying its ascender and descender heights slightly to make it more compact. The letters were spaced in three lines 
at four different depths, each level with its own x-height so that the letters were perceived as all the same size.  
 
As visitors entered the courtyard, they saw a profusion of white letters of different sizes, placed apparently randomly, on 
a dark background. This represented the chaos of the universe. As they approached a predetermined point in the 
space, the sentence could be read correctly. This is the Aleph, the point where everything can be seen in order. 
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Student Projects 
Rugerero Sunflower Oil Project 
 
Drexel University’s Westphal College of Media Arts and Design, ex;it Foundation 
 
Professional Participants and Students 
Alan Jacobson, Jody Graff, Kevin Dietrich, Nicole Doenges, Tristine Harding, Kathleen Madamba, Yesenia Perez-Cruz, 
Maggie Ruder, Anne Trencher 
 
Instructor 
Jody Graff 
 
Summary 
Since helping to establish the Rugerero Survivors Village Sunflower Oil Cooperative in 2008, near the western Rwandan 
village of Gisenyi, the ex;it Foundation and its founder, Alan Jacobson, continue to support the cooperative in promoting 
the sales of its locally produced cooking oil. The foundation has worked with 50 Rwandan genocide survivors to create 
this rare opportunity for income-producing activities, with the goal of improving living conditions in the village, including 
health and education.  
 
With funding from Sappi Fine Paper North America, the foundation and villagers collaborated with Graphic Design 
students from Drexel University’s Antoinette Westphal College of Media Arts and Design to provide brand identity and 
marketing materials for the cooperative.  An equally important objective was to allow graphic design students to fully 
engage in a philanthropic endeavor and use their design skills for a humanitarian effort. A group of seven Drexel 
students worked on the project for nine months. The initial stages of the project focused on helping the students 
understand the Rwandan culture and the context of the village. ex;it founder Jacobson provided an overview of the 
village, its experiences with the mass killings of Rwandans in 1994, and his connection with the community. The 
students also researched the region and culture and spent time discussing the delicate nature of the project and the 
context in which their work was to be done. 
 
The key outcome of the students’ work was a logo consisting of concentric circles that represent the unity and solidarity 
of the village community. The shape references sunflowers, the sun, and optimism for the future. The color palette 
reflects the Rwandan flag, sunflowers, earth, sun, and sky. Used in repetition, the mark is evocative of the textile 
patterns seen in Rwanda, and also signifies the growth of the collective.  The villagers’ pride in their cooperative has 
risen considerably as they feel part of a more professional organization, one that they have created. The collaboration 
taught them about the power of visual communication and the strategies behind the various marketing tools.  
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Student Projects 
The Context of Consumption 
 
University of Rochester School of Design 
 
Student 
Sarah M. Kirchoff  
 
Instructor 
Deborah Beardslee (associate professor/School of Design, thesis advisor) 
 
Consultants 
Alex Bitterman (associate professor/School of Design, associate thesis designer), Therese Mulligan (professor/School 
of Photographic Arts and Sciences, associate thesis advisor) 
 
Garbage cans are often the center of pollution on an individual level. By implementing unexpected display approaches 
in particular public contexts, this set of three installations sought to heighten viewer awareness of this often-overlooked 
functional object and draw attention to issues of both individual and society-wide consumption and pollution.  
 
The three installations were created in conjunction with Sarah Kirchoff’s 2008 MFA thesis titled, “The Influence of 
Context on Message-Making and Audience Reception in Graphic Design.” Kirchoff’s premise is that the reception of a 
graphic design solution is greatly affected by its viewing environment, that is, the space around it and how it is 
approached and accessed. Designers have a hand in controlling contextual factors that contribute to a given graphic 
design solution, as well as the form that it takes, and how it is presented to an audience. By utilizing incongruent 
methods of display (methods that rebel against the chosen context), a designer can bring more attention to his or her 
solution and strengthen viewer response.   
 
For her one-day installations on Earth Day 2008, Kirchoff chose three existing garbage cans at the Rochester Institute 
of Technology’s Student Alumni Union. Each installation interacted with the site/context/environment in meaningful 
and unexpected ways, drawing viewer attention and thus reinforcing the potential for understanding three different 
environmental statistics from the U.S. Environmental Protection Agency.  The contexts of the installations were integral 
to their success. All three sites shared the common, linked feature of the trash can, but they also maintained individual 
site-specific components that contributed to the uniqueness of each specific solution. The trash cans were deliberately 
chosen to be visible and public with paths for ample pedestrian foot traffic and consumable items available nearby. 
Three types of environments were chosen: indoor (Solution One), transitional (Solution Two), and outdoor (Solution 
Three). Incongruent or unexpected formal approaches were also vital to the success of the installations: three 
dimensionality, texture, and random arrangement (Solution One); suspension, implied movement, and transparency 
(Solution Two); and the use of outlines/abstraction, temporary media, and implied growth. 
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Discussion Groups 
 
1. How important is critical thinking to teaching design?  
Discussion Leader: Brenda Cowan, Fashion Institute of Technology  

• How should conceptualization and strategy be structured in the curriculum? 
• How should narrative and interpretation be integrated into educational programs? 
• What is the right balance between analysis and design development? 

 
2. What research projects work best in an academic environment? 
Discussion Leader: Craig Berger, SEGD 

• Are academic seed grants available? 
• What are academic consortiums? 
• What are student roles in research projects? 

 
3. Is technical preparation important for an education in environmental graphic design? 
Discussion Leader: George Lim, University of Colorado, College of Architecture and Planning 

• Is it the responsibility of the schools or the employers to prepare young designers technically to work in the 
profession? 

• Can a student get both a strong conceptual education and be  technically prepared in school? 
• How important is it for a student to know about fabrication processes and materials to work in the EGD 

profession? 
 
4. How do different design disciplines like EGD and Exhibition Design fit within a single academic program?  
Discussion Leader: Tim McNeil, University of California at Davis 

• What are the connections/crossovers to other  design disciplines and academic areas? 
• Is EGD a subset of visual communications, industrial design, architecture or an emphasis/discipline in its own 

right? 
• Do EGD and Exhibition Design have a place in a multidisciplinary or general liberal arts design program? 

 
5. What are issues to consider when a professor sets up an academic program around a client project? 
Discussion Leader: David Middleton, Kent State University 

• How do we manage both student Intellectual Property rights, as well as private brand information when doing 
sponsored projects with professional sites? 

• What can schools do well as a professional service? 
• What projects are appropriate for students? 

 
6. How can a student prepare for an EGD career? 
Discussion Leader: Jon Mischke, Jacobs 

• What can a student do on their own? 
• How early should students think about design? 

 
7. What level of experience is needed for students preparing for EGD? 
Discussion Leader:  Miranda Hall, Cannon Design 

• What level of dimensional documentation competencies is needed by graphic designers? 
• What level of graphic design competencies are needed for architects, landscape architects, and industrial 

designers? 
• What level of communication, interpretation and planning competencies are needed for designers? 
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Next Steps 
 
Academic Events, Resources and Support 
 
Events 
SEGD Academic Workshop 2011 in Montreal 
The 2011 Academic Workshop is being held in Montreal, Canada on June 2, 2011.  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 
email  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 and their 
faculty advisors 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 
The SEGD Academic Committee will be hosting a series of teleconference calls throughout the year to focus on topics 
discussed in the workshop and issues important to the SEGD academic community.  Calls will be announced on the 
web site and through email.  
 
Resources 
 
Workbook 
A workbook will be released after the workshop. If you would like to add any discussion group comments or overall 
comments please email craig@segd.org.  
 
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 Futures Blog 
The SEGD Futures Blog has a design education section where the most recent work by universities around the world 
are profiled.  The SEGD Futures Blog is at http://blog.segd.org/category/design-education/ . If you would like to add a 
news update to the SEGD Futures Blog, please email pat@segd.org.  
 
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 usually come in two forms: 

• Pilot program grants for experimentation in new EGD programs at Universities.  
• Ongoing support grants for schools that already have existing programs and would like financial and advisory 

support in attaining speakers, adjunct faculty, publications or faculty travel. 
 
SEGD Academic Database 
SEGD is expanding its online database of academic programs in July 2010. If you would like to add your academic 
course, concentration, minor, or major, please email 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. 




