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Design for Dementia 

How emotional design can aid and guide people with neurodegenerative disease, like 
Alzheimer’s, through their daily routines at care homes and how it affects and facilitates visual 

communication. 

 The thesis researches the effects of emotional design in the area of way-finding and signage 
design for people suffering from Alzheimer’s disease. Emotions play a central role in the human 
ability – on a visceral, behavioural, and reflective level – to understand and learn about the world. It 
is already known that patients who suffer from this disease have a changed perception of the world.  1

The goal with this thesis is to investigate concepts and characteristics that will mark the base for 
designing a guiding system based on Emotional Design.  
 In addition to a detailed evaluation of the literature, three Icelandic health care and 
architecture experts were asked in qualitative talks and interviews. The results of this work confirm 
the assumption that today it is more important than ever to understand the influence of emotions on 
design and vice versa. The master's thesis can be of interest for decision-makers in the field of care-
taking, construction and architecture as well as for design studios in the field of graphic design. 

 Day et al., "The Therapeutic Design of Environments for People With Dementia: A Review of the Empirical research," 408. 1
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1. Introduction 

 In the field of design, environmental graphic designers are challenged to create and provide 
a distinctive, functional and appealing way-finding, especially when it comes to helping make patient 
areas visually enjoyable and soothe. Their work can have a significant impact on how we experience 
the physical world, while often directly affects people’s actions.  That makes it even more important 2

for designers to not only know about the basics of architecture, colour theory and graphic design 
but also understand human psychology. We all experience our environment in different ways at 
different times, but Alzheimer’s affects perception that makes understanding the world difficult.  3

People with dementia have to face visual deficits in particular, including difficulties with depth 
perception, colour discrimination, and contrast sensitivity.  According to the architect Arnhildur 4

Palmadottir , against all expectations, graphic designers are rarely hired to take care of signage. 5

Graphic designers mostly come in late in the process. Sometimes it is even done without involving a 
graphic designer at all.   6

 “Researchers found out that well-designed signage and environmental programs can not 
only fulfil their communication function of informing, directing, and identifying but also serve to 
enhance the aesthetic and psychological qualities of an environment.”  Design guides suggest 7

numerous strategies to enhance orientation, including improvements for way-finding through 
Environmental Graphic Design (EGD).  Even though the terms signage and way-finding are often 8

used interchangeably, however, it is actually essential to keep in mind that typically the primary 
function of a signage program is to help people to navigate themselves through a specific site, 
whereas “[…] effective way-finding solutions often involve more than signage alone.”  The study, in 9

this case, is more likely focusing on both, signage and way-finding systems by including the 
perception of Alzheimer’s, as well as the cornerstones of Emotional Design. To be able to answer 
the research question, it is necessary to not only deal with design principles and the desired target 
group of Alzheimer’s patients in the stages 3-5 (GDS) but more with emotions and existing problems 
within the field when it comes to navigation systems of caring homes.  
 The study, in this case, is more likely focusing on both, signage and way-finding systems by 
using the Emotion- and Emotion Grid Model. Only in combination does the context-related relevance 

 Chris Calori and David Vanden-Eynden, Signage and Wayfinding Design: A Complete Guide to Creating Environmental Graphic Design 2

Systems (New Jersey: John Wiley & Sons, 2015), IX.

 John Schmid, „How Alzheimer’s Affects Perception," Best Alzheimer’s Products, April 13, 2016, https://best-alzheimers-products.com/3

alzheimers-affects-perception.html.

 Day et al., "The Therapeutic Design of Environments for People With Dementia: A Review of the Empirical research," 408. 4

 See Appendix: 8.6 Interviews5

 Lisa Geyersbach (graphic designer), Interview with/Arnhildur Palmadottir, November 9, 2020.6

 Calori and Vanden-Eynden, Signage and Wayfinding Design: A Complete Guide to Creating Environmental Graphic Design, 11.7

 It can be defined as the graphic communication of information through signs and way-finding systems in our built environment. Its 8

function is placemaking, interpretation, problem solving and navigation. EGD communicates through words, symbols, diagrams and 
images. 

 Calori and Vanden-Eynden, Signage and Wayfinding Design: A Complete Guide to Creating Environmental Graphic Design, 5.9
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https://best-alzheimers-products.com/alzheimers-affects-perception.html
https://best-alzheimers-products.com/alzheimers-affects-perception.html


of the topic become visible. The biggest challenge with Alzheimer’s is the deterioration of certain 
parts of the brain which are responsible for processing and interpret information. In 1907 a German 
psychiatrist and neuropathologist, Alois Alzheimer, first described the disease named after him, 
believing it was a relatively rare disease. Today, due to the increase in our life expectancy, it is 
already considered the disease of the century and the leading cause of mental deterioration in old 
age.  
 The symptoms depend on the extent to which the disease has spread in the brain – in 
addition to memory loss; the disease can also include anxiety, depression, sleep disorders, 
restlessness  and “disorientation – confusion regarding place, time, personal identity, or social 10

situation.”  The thesis includes research by Bill Halsall about where weak points in the design for 11

dementia lie and which aspects should be improved and adapted when it comes to housing design 
for people suffering from Alzheimer’s. If you refer to the current state of research, emotions evoked 
by design have a previously underestimated influence on our decisions.  But to be able to influence 12

them, the designer has to become aware of how Alzheimer’s patients perceive and how they will 
remember it later. The question that arises in this thesis is how and which emotions work through a 
design.  
 In order to answer this question, one must first deal with the Basic Emotions. According to 
Norman, there are three levels of emotion: Intuitive design (visceral design), which deals with the 
perception of products; behavioural design based on expectations, which deals with the pleasure 
during use and reflective design, based on mental processes, which deals with self-image and 
memory.  The evaluation depends on the recipient's motives, values and expectations. The 13

emotions triggered when looking at them serve to satisfy the motive and always encourage action - 
whereby not acting is also an action. However, the design should not only encourage purchase or 
action; it should fascinate, attract and captivate – in short, it has to arouse our interest!  14

 When including this knowledge and the current state of research in the considerations on 
emotional design in way-finding and signage design, clear tendencies in the creative 
implementation become visible: emotionality, authenticity and clarity. In this research, aspects of 
emotional design were presented, and an attempt was made to make them transferable to the 
genre of way-finding and signage design for people suffering from Alzheimer’s disease. 

 Maier, Alzheimer: Rat undo Hilfe für Angehörige, 5.10

 Kristen Day, Daisy Carreon, and Cheryl Stump „The Therapeutic Design of Environments for People With Dementia: A Review of the 11

Empirical research,“ The Gerontologist 40, no. 4 (2000): 409.

 L. Lupton, Design is Storytelling (New York: Cooper Hewitt, Smithsonian Design Museum, 2017),57.12

 Roth and Saiz, Emotion gestalten: Methodik und Strategie für Designer, 70. 13

 Roth and Saiz, Emotion gestalten: Methodik und Strategie für Designer, 90. 14
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2. Alzheimer’s Disease 

2.1. Course of disease 

 To read and understand the environment we are living in our brain has to tie stimuli from the 
world outside ourselves into meaningful information. We don’t hear or see things as they seem to 
be, but as our brain is interpreting them  – meaning our sense impressions are futile until they are 15

processed to become perceptions. The brain does this according to a set of hard-wired rules which 
are either based on experience, cultivated, learned or programmed into the brain over millennia of 
biological development. All these factors control our “[…] perception depend on the different parts of 
the brain, and the neural connections within and between […] them.”  This process of deterioration 16

extends extremely slow over decades which makes it, especially in the initial phase of the disease, 
very difficult to diagnose. Also as these symptoms are often associated as being a normal part of 
ageing.  17

 Alzheimer's symptoms can vary widely – not everyone is experiencing the same symptoms. 
The disease progresses in each patient. Barry Reisberg, M.D., Clinic Director of the New York 
University School of Medicine's Silberstein Ageing and Dementia Research Center invented 
the Global Deterioration Scale (GDS)  to provide caregivers and family members with an overview 18

about cognitive function for those who have primary degenerative dementia.  Reisberg's system is 19

based on a seven-point scale, dividing Alzheimer's into seven levels: no impairment, very mild 
decline, mild decline, moderate decline, moderately severe decline, severe decline and very severe 
decline.  The listed stages below provide an overview of what happens in the brain and how skills 20

change as the disease progresses.  According to the architect Arnhildur Palmadottir, there are 21

various rules that must be followed by the building regulations that apply to nursing homes. Nursing 
homes nowadays are mostly the result of open architect competitions, where the architect that wins 
the competition gets to design the project. Against all expectations, graphic designers are rarely 
hired to take care of signage right from the start. Palmadottir critics that graphic designers mostly 
“come in late in the process, when the building is finished and someone remembers that they need 
some signage. Sometimes it is even done without involving a graphic designer at all and just done 
in a very simple homemade way.”   22

 Perception is the ability to process sensory stimulation into meaningful information.15

 Schmid, „How Alzheimer’s affects perception.“16

 MR Dr. Karl F.. Maier, Alzheimer: Rat und Hilfe für Angehörige (Leoben: Kneipp Verlag, 2002), 47.17

 See Appendix : 8.2 Disambiguation18

 Such as Alzheimer's disease. 19

 Stage 1-3 are the pre-dementia stages. Stage 4-7 are the dementia stages. In stage 5, an individual can no longer survive without 20

assistance.

 A detailed history of the disease can be found in the Appendix : 8.2 Disambiguation.21

 Lisa Geyersbach (graphic designer), Interview with/Arnhildur Palmadottir, November 9, 2020.22
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Fig. 1: Symptoms and stages of Alzheimer’s disease  23

2.2. Care homes as an environment 

 “While medical research looks on the causes of dementia, design research must deal with 
the effects.”  “A key issue in improving care is to better understand the design of care home 24

environments impacts on the quality of care. Features, layouts and facilities can help to maintain a 
resident’s remaining strengths, improve working conditions and provide a better care culture for 
staff, residents and visitors alike.”  One of the biggest problems caring homes are facing is the 25

wandering of Alzheimer's patients and their loss of orientation, which requires a specifically 
developed guiding system for them to understand their environment.  26

 According to the architect Arnhildur Palmadottir, there are various rules that must be 
followed by the building regulations that apply to nursing homes. Corridors and doorways have to 
be particularly wide, and toilets especially large.  “These regulations often lead to buildings that 27

look more like an institution than a home. I think if the care of elderly would be rethought from the 
perspective of the people the design of the elderly homes could be transformed to the better", she 

 MR Dr. Maier, Alzheimer: Rat undo Hilfe für Angehörige, 54.23

 Timlin and Rysenbry, Design for dementia, 4. 24

 Timlin and Rysenbry, Design for dementia, 13. 25

 Lisa Geyersbach (graphic designer), Conversation with Annetta Ingimundardóttir, May 23, 2020.26

 That people can be assisted.27
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said.  Nursing homes nowadays are mostly the result of open architect competitions, where the 28

architect that wins the competition gets to design the project. Against all expectations, graphic 
designers are rarely hired to take care of signage right from the start. Palmadottir critics that graphic 
designers mostly come in late in the process, when the building is finished and someone 
remembers that they need some signage. Sometimes it is even done without involving a graphic 
designer at all and just done in a very simple “homemade” way.    29

2.3. Importance of Environmental Graphic Design (EGD) 

 Short on theory and formalized methodology but relatively long on practice is the still-
evolving, cross-disciplinary field of Environmental Graphic Design (EGD). Our perception of the 
physical world is as diverse as this relatively new hybrid of the design field. Everybody experiences 
the physical world in different ways at different times – that is why designer need “to understand 
human psychology as well as the basics of architecture, industrial design, colour theory and graphic 
design and typography”  in order to establish an environment that delivers a consistent image and 30

experience appropriate to the goals of the institution or place.   31

 Environmental Graphic Design can help to experience the physical world in appropriate and 
meaningful ways and is “[…] challenged to provide clear, functional and attractive way finding […]”
solutions – especially when it comes to way-finding for care homes as an Environment.  
 "Disorientation – confusion regarding place, time, personal identity, or social situation is 
common among people with dementia.”  As will be mentioned in chapter  3. Perception and 32

Alzheimer's, Alzheimer’s affects perception in a way that makes understanding the physical world 
difficult. Design guides and agencies “suggest numerous strategies to enhance orientation, 
including improvements for way-finding”  through Environmental Graphic Design (EGD) by using 33

specific colour combinations, contrasts and materials.  As their work affects peoples actions and 34

how they experience their environment, designers need to understand the perception of 
Alzheimer’s, to help patients experience their environment in meaningful ways.   35

 Lisa Geyersbach (graphic designer), Interview with/Arnhildur Palmadottir, November 9, 2020.28

 Lisa Geyersbach (graphic designer), Interview with/Arnhildur Palmadottir, November 9, 2020.29

 Calori and Vanden-Eynden, Signage and Wayfinding Design: A Complete Guide to Creating Environmental Graphic Design, X.30

 Calori and Vanden-Eynden, Signage and Wayfinding Design: A Complete Guide to Creating Environmental Graphic Design, VIII.31

 Kristen Day, Daisy Carreon, and Cheryl Stump „The Therapeutic Design of Environments for People With Dementia: A Review of the 32

Empirical research,“ The Gerontologist 40, no. 4 (2000): 409.

 Day et al., "The Therapeutic Design of Environments for People With Dementia: A Review of the Empirical research," 409. 33

 It can be defined as the graphic communication of information through signs and way-finding systems in our built environment. Its 34

function is placemaking, interpretation, problem solving and navigation. EGD communicates through words, symbols, diagrams and 
images. 

 Calori and Vanden-Eynden, Signage and Wayfinding Design: A Complete Guide to Creating Environmental Graphic Design, IX.35
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3. Perception and Alzheimer’s 

3.1. Colour 

3.1.1. Colour association  

 “It is generally agreed that colour associations depend on many personal, cultural and 
subjective factors; however, there are some underlying consistencies that have been noticed“ and 
later on be used in upcoming design solutions.”  In the context of Alzheimer’s blue tones are 36

generally known to have a calming effect. It is often recommended for use in calm areas like 
bedrooms. Greens are associated with growth and life. They can help people feel calm and restful 
by reducing the central nervous system activity. This calming effect can become helpful when it 
comes to one of the side effects – restlessness – of the disease when people start to wander 
around disoriented.  Reds, on the other hand, are suggested for high activity areas where 37

stimulation is required as it increases brain wave activity.  However, the most crucial colour when it 38

comes to designing for Alzheimer’s patients is probably yellow.  Yellow is another stimulating 39

colour that should be considered when it comes to way-finding and signage design as it is the last 
colour on the spectrum that a person loses during the process of ageing. It is important to note that 
designers have to be very sensitive when it comes to the use of any particular colour – too much 
use can be overly stimulating. However, stimulation colours are suitable for Alzheimer’s patients, as 
they can trigger memories and cognitive function.  40

3.1.2. Colour aesthetics 

 Colour aesthetics deals with the question of when colours go particularly well together. The 
answer from the point of view of the aesthetician G.T. Fechner is: if the colour compositions 
correspond to concrete principles. In his book Vorschule der Ästhetik  from 1876, the following 41

principles were mentioned: contrast, reconciliation, clarity, threshold, association, mood and 
aesthetic means. In the following, principles of Way-finding & Signage Design are described in more 
detail. The principle of reconciliation: Colours that are opposite each other on the colour wheel have 
the most significant colour difference - they are complementary. From a physiological point of view, 

 Margaret P. Calkins, "How Colour Throws Light on Design in Dementia Care," Journal of Dementia Care 10, no. 4 (2002): 20-23.36

 The effect of blue, when used in navigation systems, has not yet been proven.37

 Calkins, "How Colour Throws Light on Design in Dementia Care," 20-23.38

 John Schmid, „Visual stimulation for Alzheimer’s and Dementia," Best Alzheimer’s Products, October 22, 2009, https://best-alzheimers-39

products.com/alternative-therapy-for-alzheimers/sensory-stimulation-for-alzheimers/visual-stimulation-alzheimers.

 John Schmid, „Visual stimulation for Alzheimer’s and Dementia," Best Alzheimer’s Products, October 22, 2009, https://best-alzheimers-40

products.com/alternative-therapy-for-alzheimers/sensory-stimulation-for-alzheimers/visual-stimulation-alzheimers.

 Translated in engl. „Pre-School of Aesthetics“41
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these colour pairs complement each other when viewed to a neutral chromatic result - they support 
each other.   42

 The conclusion is that colours that are opposite each other in the colour wheel have a 
perceptually neutralizing tendency - regardless of whether they are mixed up additively (white as 
reconciliation) or subtractively (black as reconciliation). They are soothing to the eye and are 
commercially available to soften colours.  43

Fig. 2:  Colour wheel  44

 Erich Kühte and Axel Venn, Marketing mit Farben. (Köln: Du Mont Buchverlag, 1996), 74.42

 Kühte and Venn, Marketing mit Farben, 76. 43

 Without author. ”Komplemenntär." Komplementärfarbe. https://cutt.ly/Xhme9zC.44
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3.2.Contrast 

3.2.1. The principle of contrast 
 “People with dementia face particular visual deficits, including difficulties with colour 
discrimination, depth perception, and sensitivity to contrast.”  Contrasts in design for Alzheimer’s 45

should be used to highlight essential objects and add clarity to the environment.   46

 “Researchers found out that well designed signage and environmental programs can not 
only fulfil their communication function of informing, directing, and identifying but also serve to 
enhance the aesthetic and psychological qualities of an environment.”  To build and design way-47

finding in a three-dimensional, environmental form, it can take place either through harmony  or 48

imposition. “Using the imposition approach, signage can create or impose a unique, singular identity 
on a site – an identity that’s completely independent of the site’s visual characteristics.”  It is 49

meaning that the strategy of imposition is commonly more comfortable to apply for already existing 
sites with diverse visual elements. 

3.2.2. Highlight important visual elements  
 When it comes to design for Alzheimer’s, it is crucial to keep an eye on occurring changes 
that affect vision and colour perception when it comes to the normal ageing process. As a result of 
the thickening and yellowing of the lens, people may experience a change in how colours are 
perceived. This can cause consequences on how saturation or vividness of colours (chroma) can be 
distinguished – reds at this point can, for example, start to look like pinks. Patients may also witness 
a reduced ability to differentiate blue colours.  50

3.2.3. The principle of mood and association 
 However, aesthetic, i.e. colour tones that certain target groups perceive as beautiful cannot 
be found through guidelines. As already briefly described by Fechner, it is one of the most important 
complexes for design patterns for colours today. As we will see in the next chapter of the colour 
worlds, a distinction is made between worlds of feeling, themed worlds and worlds of experience.  51

 Day et al., "The Therapeutic Design of Environments for People With Dementia: A Review of the Empirical research," 408. 45

 Making doors less evident for people with Alzheimer‘s can be achieved by using the same colour for frames and doors as the wall. 46

Otherwise, contrasting paint colour to highlight the door could be used as well. 

 Calori and Vanden-Eynden, Signage and Wayfinding Design: A Complete Guide to Creating Environmental Graphic Design, 11.47

 Studying and strengthening the visual characteristics of a site's visual language to create an integrated, consistent identity. That, for 48

examples, works best when way-finding is being designed for new development or significant renovation, especially as all the design 
professionals can be involved and coordinated in the process. 

 Calori and Vanden-Eynden, Signage and Wayfinding Design: A Complete Guide to Creating Environmental Graphic Design, 13.49

 C. Cunningham, R. Pollock, and B. McGuire, "Light and Lighting Design for People with Dementia," Australasian Journal on Ageing 13, 50

no. 4 (December 2012): 289-269.

 Kühte and Venn, Marketing mit Farben, 80. 51
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3.3. Colour worlds 

 Colour worlds provide aesthetic references to the principles of mood and association. That 
includes worlds of feeling (Gefühlswelten), themed worlds (Themenwelten) and worlds of 
experience (Erlebniswelten).  

3.3.1. Emotional worlds  
 In order to be able to turn to the area of the emotional worlds, one should be aware in 
advance which features are involved in the development of feelings. In order for a feeling to come 
about, a Gefühlshorizont  must first be present as a substrate. Emotional worlds are about a single 52

colour or colour composition. In addition to noticing a visual colour, according to Lersch, a so-
called endothymer Gehalt  becomes effective.  Feelings are always about a momentary mood or 53 54

the strength of touch - meaning the ability to experience. Here can be seen how the development of 
feelings results in the following structure:  

 Fig. 3:  Development of feelings  55

   

3.3.2. Themed worlds 
 Colour palettes are created to reproduce a specific theme and provide conceptual 
associations. 

3.3.3. Worlds of experience  
 Worlds of experience differ from emotions in their motivational character. Since experiences 
always have a driving force in the form of active participation, they are not only perceived as 
pleasant, but above all, as fascinating. The interaction between dynamic and static makes here the 
unique character of experiences.  56

 Emotional Intelligence 52

 Concerning the layer of the psyche, which includes the unconscious, effects and the feelings.53

 Kühte and Venn, Marketing mit Farben, 92. 54

 Own graphic55

 Kühte and Venn, Marketing mit Farben, 94. 56
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3.4. Light  

 When it comes to providing a safe living environment for people suffering from the disease, 
lightning has a significant effect on how they perceive. It does not mean that more light is 
necessarily better – too much and bright light can not only cause discomfort, but it can also cause 
glare and wash out differences in level or orientation – it makes steps disappear, or walls become 
an extension of the floor.  “In general, natural light is better than artificial. Indirect is better than 57

direct.”  So proper lighting is key and should be considered and integrated into the design process 58

of way-finding systems. A possible way of including light into way-finding systems can be seen in 
the following examples, by using it to bring focus on the showcased signage.    

Fig. 4: Room number              Fig. 5: Diverse signs          Fig. 6: Toilet sign  59 60 61

 The question that arises is, if it is better to use warm or cold light when it comes to way-
finding systems. As we will discuss later on, people suffering from the disease prefer familiar places 
rather than sensing an institutional feel. Not only does the function of the room determine the 
choice between warm and cold light, but also the emotions of the people. Using warm white light 
around 2700K with its soothing yellowish glow is usually used at home through halogen or energy-
saving lamps. Therefore perfect to create a cosy, feel-good atmosphere.  Though, on the other 62

hand, very hard for the eyes to adjust to it, more so when it comes to reading and processing 
information. On this account, it might be better to use lighting with a similar colour temperature to 
that of daylight (3000 - 4000K) or cold white light (more than 5000K) when it comes to signage and 
way-finding solutions. Research has proven that this kind of lightning is more functional; it makes 
people happier and more active as it creates a clear and open atmosphere. Using cold light in 

 John Schmid, „Alzheimer’s Safety," Best Alzheimer’s Products, April 20, 2013, https://best-alzheimers-products.com/alzheimers-57

safety.html.

 Schmid, „Alzheimer’s Safety.“58

 Ambassador Signage & Lighting Vietnam. „Wayfinding and Signage I Soloar Lightning I LED Lightning.“ https://cutt.ly/yhmrf4C. 59

 Archiexpo. „Methacrylate fastening system.“ https://cutt.ly/mhmrlGQ. 60

 Ilustre Ideia Design. „Wayfinding.“http://www.ilustreideia.com.br.61

 Without author, "Warmes versus kaltes Licht: Der Einfluss von Farbtemperatur auf ihr Interieur," Kreon, 2020, https://blog.kreon.com/de/62

warmes-versus-kaltes-licht-der-einfluss-von-farbtemperatur-auf-ihr-interieur.
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signage and way-finding systems could make it easier to highlight elements in surroundings which 
warm light is used to create a contrasting atmosphere.   63

 Without author, "Warmes versus kaltes Licht: Der Einfluss von Farbtemperatur auf ihr Interieur.“ 63
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4. Design principles 
 When it comes to housing design or planning the broader environments of people with 
Alzheimer’s designer can follow six integrated design principles by Bill Halsall – familiarity, 
distinctive environments, legibility, accessibility, comfort and stimulating environments, and safety.  64

Design for Dementia Volume1 - A Guide, complements and “describes outputs from a series of 
research projects which have been carried out by the Halsall Lloyd Partnership and Liverpool John 
Moores University.”  Halsall and his team have been researching where weak points in the design 65

for dementia lie and which aspects should be improved and adapted.  66

  

Fig. 7: Design Principles   67

Since not all principles apply to signage and way-finding systems, this chapter focused on the 
following principles: 

4.1. Familiarity  
 “People living with dementia relate to their environment through familiar places, objects, or 
landmarks."  When it comes to design an environment that spreads familiarity designers should 68

keep in mind that all senses – hearing, touch, sight, smell and taste – are stimulating memory and 
can, of course, differ depending on nationality and own experiences.  69

 Bill Halsall, „Design principles,“ Design for Dementia 1, (2015): 6:1.64

 Halsall, „Design principles," 1:1. 65

 In there, he often mentioned signage and way-finding systems.66

 Halsall, Bill. Design principles. 2015. https://cutt.ly/WhmrGd2. 67

 Halsall, „Design principles," 6:1. 68

 Halsall, „Design principles," 6:1. 69
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4.2. Legibility 
 To help and navigate people with dementia through their surroundings, they need assistance 
in finding the way they want to go, as we already discussed in the previous chapter about EGD.  70

Anyhow, destinations and entrances have to be visibility easily, as well as clear and legible in design 
and layout. Designers should integrate their designs by not only using layout and colour – materials 
and lightning are as much as necessary as the previous two. Professionals can also consider simple 
and straightforward movement patterns to provide orientation.  71

4.3. Accessibility  
 "The design of all environments must respond to the needs of a full range of users including 
those living with dementia.”  When it comes to signage and way-finding-systems, the material has 72

to be carefully selected. The designer has to be aware that dark and reflective surfaces can confuse 
in the way people with dementia perceive.  73

4.4. Distinctive Environments 
 To lend people with dementia a hand to move candidly and without any help,, the 
environment must create a feeling of a place through distinctiveness of design, which creates 
internal environments that relate to their memory and keep them calm and reassuring.  That can be 74

achieved through personalization [feels like home] and an appropriate sense of identity.   75

 Today, after emotions had a subliminal value in the design for a long time, the emotional 
component is finally moving more and more into the foreground.  Furthermore, as it is essential for 76

Alzheimer’s patients to feel a sense of home and security, it becomes more and more important for 
a designer to get an understanding of how specific emotion can be created through design.  

 Halsall, „Design principles," 6:2. 70

 Halsall, „Design principles," 6:2. 71

 Halsall, „Design principles," 6:4. 72

 Halsall, „Design principles," 6:4. 73

 According to Halsall, it can help to attain a distinctive environment by avoiding an institutional feel. An example of how to achieve and 74

integrate into a way-finding system can be seen in Appendix: 8.4 Artefact analysis. 

 Halsall, „Design principles," 6:1. 75

 Mareike Roth and Oliver Saiz, Emotion gestalten: Methodik und Strategie für Designer  (Basel: Birkhäuser Verlag, 2014), 5.76
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5. Levels of emotion 
 According to the current state of research, emotions have a long underestimated influence 
on our decisions and thus play a critical role in everyday life.  They help us to classify situations as 77

good or bad, harmless or dangerous - meaning positive feelings are just as important as negative.   78

They allow us to judge and evaluate – in short, this evaluation of emotions allows us to survive.  In 79

order to better understand how this process works, it is useful to study the theory of the levels of 
emotion proposed by Ortony and Revelle, professors of psychology at Northwestern University, 
Illinois. According to them, there are three levels of emotion processing: the visceral level, the 
behavioural level and the reflective level.  80

 

Fig. 8: Three levels of processing: Visceral, Behavioural and Reflective.  81

Three levels of processing: Visceral, Behavioural and Reflective 
"The visceral level is fast: it makes rapid judgements of what is good or bad, safe or dangerous, and 
sends appropriate signals to the muscles (the motor system) and alerts the rest of the brain. This is 
the start of affective processing. These are biologically determined and can be inhibited or 
enhanced through control signal from above. The behavioural level the site of most human 
behaviour. Its actions can be enhanced or inhibited by the reflective layer and, in turn, it can 
enhance or inhibit the visceral layer. The highest layer is that of reflective thought. Note that it does 
not have direct access either to sensory input or to the control of behavioural. Instead, it watches 
over, reflects upon, and tries to bias the behavioural level."  82

 Research of M. Roth, O. Saiz and P. Desmet77

 D. Norman, Emotional Design. Why we love (or hate) everyday things (New York: Basic Books, 2004), 18.78

 Norman, Emotional Design. Why we love (or hate) everyday things, 20.79

 Norman, Emotional Design. Why we love (or hate) everyday things, 21.80

 Norman, Emotional Design. Why we love (or hate) everyday things, 22.81

 Norman, Emotional Design. Why we love (or hate) everyday things, 22.82
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5.1. Visceral level  
 The first level, the visceral level, contains all those brain processes that subconsciously 
influence our behaviour. Appearances and first impressions of a designed product are formed by its 
initial effect, its appearance and touch in the human organism.  At the level of the so-called 83

preconsciousness, the physical properties such as looking, feeling and sounding dominate the 
process of emotion formation.  In order to make an excellent first impression, it requires the skills of 84

a visual or graphic designer. It is not only essential to consider the shape and texture of a product – 
it not only has to look good; it also has to feel good.  85

5.2. Behavioural level  
 The second level, the behaviour level, contains individual behavioural processes. This is 
about the use and the resulting experience (function, performance, user-friendliness) in dealing with 
the product. This behaviour takes place subconsciously.   86

 In contrast to the first level, the appearance of the product plays a subordinate role; it is all 
about use, i.e. performance. So that a product can convince with its performance, the target group 
and the related needs are elementary. Because emotions trigger if we decide whether to purchase a 
product or not, the level of emotions is significantly stronger than that of rationality. It is the 
designer's job to combine these two opposites - emotionality and rationality - with one another. Only 
in this way can the designer succeed in persuading the target group to consider it rationally 
necessary to purchase this or that product. To achieve this, it is necessary, through an emphatic 
approach, to create goods and services that evoke and satisfy actual needs. The secret of 
established design in this matter is to create a conceptual model.  87

Fig. 9: Conceptual Models  88

 Norman, Emotional Design. Why we love (or hate) everyday things, 37.83

 Norman, Emotional Design. Why we love (or hate) everyday things, 67.84

 Norman, Emotional Design. Why we love (or hate) everyday things, 69.85

 Norman, Emotional Design. Why we love (or hate) everyday things, 37.86

 Norman, Emotional Design. Why we love (or hate) everyday things, 75.87

 Norman, Emotional Design. Why we love (or hate) everyday things, 76.88
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The designers model, the system image, and the users model 
 For some “to use a product successfully, they must have the same mental model (the users 
model) as that of the designer (the designers model). But the designer only talks to the user via the 
product itself, so the entire communication must take place through the “system image” the 
information conveyed by the physical product itself.”   89

 As described in the model shown above, it is essential to know the target group, their wishes 
and needs very well. The idea of the designer (designer model) should always match those of the 
target group (users model) as much as possible so that a product becomes relevant for its target 
group. If the designer understands the needs of the target group, then the product use is not just a 
critical test of whether the persona and the ideas of the designer match, all that matters for the user 
is whether and how well the product works.  How a well working navigation system for Alzheimer‘s 90

patients can be achieved will be explained in more detail in chapter 6.3 about design elements.  

5.3. Reflective level  
 The last level, the level of reflection, is mainly about the products message, its culture and 
meaning. In contrast to the visceral and behavioural level, we are aware of this level. The “beauty” 
of a product is revealed through the conscious reflection of the thoughts and experiences that are 
triggered in us. Our bond with this product is therefore influenced by knowledge, experience and 
our culture.  91

 Norman, Emotional Design. Why we love (or hate) everyday things, 76.89

 Norman, Emotional Design. Why we love (or hate) everyday things, 78.90

 Norman, Emotional Design. Why we love (or hate) everyday things, 81-87.91
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6. Emotional design (ED) 

 The field of emotional design is mostly unexplored but seems to become more critical than 
ever to understand the influence of emotions on design and vice versa. “According to Klaus Scherer, 
emotion psychologist at the University of Geneva, we are definitely in an age of emotion.”  The 92

question arises as to which emotions work through the design and how emotions can be used more 
specifically in the design process. 
 Design is always a unique process that requires case-specific training, discussion and 
design. In order to be able to answer the research question, it is necessary to deal with the 
development of Environmental Graphic Design, the desired target group,  as well as with the basic 93

emotions of people who have dementia. Only in combination does a context-related relevance of 
the topic become visible. 

6.1. Design and emotion  

 The question that arises is how and which emotions work through a design. In order to be 
able to answer this question, one must first deal with the basic emotions – only then is a contextual 
relevance of the emotions possible. Desmet came up with a similar one: namely, whether the 
emotions we experience towards products are the same as those we feel during critical events in 
our daily life.  According to his research, not only can every product exude the basic emotions - 94

including joy, surprise, fear and sadness - every emotion that we associate with a product is subject 
to a differentiated product perception: 

1. The product X passively radiates the emotion 
2. The product X actively radiates the emotion 

 Both variants sound very similar, but function fundamentally differently. While in passive 
product perception, a product can, for example: appear anxious and cautious, the second type of 
perception is supposed to trigger fear. The basis for all further considerations is the emotional 
relationship between the recipient and the product. According to Norman, as we have already seen 
in the previous chapter, there are three levels of emotion: Intuitive design (visceral design), which 
deals with the perception of products; behavioural design based on expectations, which deals with 
the pleasure during use and reflective design, based on mental processes, which deals with self-
image and memory.   95

 Roth and Author Saiz, Emotion gestalten: Methodik und Strategie für Designer, 13. 92

 See Appendix: 8.2 Disambiguation, Stage 3-5 (GDS) and 8.5 Persona Model93

 Desmet, Pieter "Designing Emotions." (PhD diss., Technische Universiteit Delft, 2002).94

 Roth and Author Saiz, Emotion gestalten: Methodik und Strategie für Designer, 70. 95
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 As can be seen in the following emotion-model 
[Fig. 10: Emotion model: recipient and product ], the 96

sensory perception, in particular, is subject to the 
filter of expectations and is always selective and 
subjective. The product (P) never stands on its own 
and has different environments (social, cultural, etc.). 
Due to the perceived stimuli, emotions (E) arise in the 
recipient in the next step. This process of perceived 
stimuli is called excitation.   97

 The evaluation depends on the recipient's motives, values and expectations. The emotions 
triggered when looking at them serve to satisfy the motive and always encourage action - whereby 
not acting is also an action.  98

 When examining the subject of emotions in design, however, it becomes clear that a 
completely uniform formal recording is not possible neither in design disciplines nor in biological or 
neurological areas.  The analysis tool Emotions Grid for classifying and transferring values and 99

emotions offers an approximation of this recording. The Design Elements, on the other hand, - a 
source of inspiration for the creation of emotions - show the design spectrum for every basic 
emotion. However, the explanations of these two systems are neither complete nor generally 
applicable; they merely represent points of reference and tendencies. They offer a pioneering 
compass. Both tools summarize the essence of the results from the interdisciplinary transfer and 
help to classify the required emotions, sub-emotions and values for creative implementation.  100

 Roth and Author Saiz, Emotion gestalten: Methodik und Strategie für Designer, 71. 96

 Roth and Author Saiz, Emotion gestalten: Methodik und Strategie für Designer, 71. 97

 More at 6.3 Design elements98

 Roth and Author Saiz, Emotion gestalten: Methodik und Strategie für Designer, 76. 99

 Roth and Author Saiz, Emotion gestalten: Methodik und Strategie für Designer, 77. 100

18

Senses

Recipient Product

Motifs
Expectations

Values

Concept

1. Perception

2. Arousal

3. Action

PE



6.2. Emotion grid model  

 Design is always a new individual process, which requires case-specific training, discussion 
and design.  The model described here is used to better deal with emotions. Values, sub- and 101

basic emotions were mapped here. That means that zones can be defined and communicated in the 
next step with the design parameters of shape, colour and material.  
 Since emotions are always contextual, they are never arbitrary. So the first hurdle in the 
design process is the question in which direction the emotions are steered. The Emotion-Grid-Model 
is divided into two basic areas: (1) Pleasure, marked in white, and (2) Displeasure, marked in grey. 
The ten basic emotions (magenta/grey) are distributed with their surrounding sub-emotions 
(magenta/grey contour) in both camps. The emotions are supplemented by values (cyan 
counterattacks), which are exclusively positive.  102

 The definition of these zones occurs exclusively on the definition of the target group, the 
brand and the product division. The values of a brand and its visual language are an essential part 
of the identification with the end consumer.   103

 

          Fig. 11: Emotion Grid Model  104

 Roth and Author Saiz, Emotion gestalten: Methodik und Strategie für Designer, 77. 101

 Roth and Author Saiz, Emotion gestalten: Methodik und Strategie für Designer, 78. 102

 I want to emphasize that the values and sub emotions prescribed here do not claim to be complete but only serve to localize the 103

emotions better.

 Roth and Author Saiz, Emotion gestalten: Methodik und Strategie für Designer, 79. 104
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As can be seen in the model, the construct consists of three different axes: 

•  the fascination axis (basic emotions are interest and surprise) 
•  drive axis (the basic emotions are desire, anger and fear) 
•  the harmony axis with the basic emotion trust 

 Joy, as a basic emotion, is given a special status due to its position in the centre. It cannot be 
assigned to a specific direction of the main modules and can include all aspects - the same applies 
to calm and restless forms, as will become apparent in the further course. The cyan value areas in 
between (content area, activity area, sensuality area) are each to be viewed as a hybrid of the 
neighbouring emotion axes. Overall, is the result of a map on which the emotional fields for the 
respective design can be identified.  

 In connection with the entire semantic environment, an 
area is defined that already outlines the conceptual 
character - the personality of the product or visual 
language [Fig. 12: Emotion Grid Model ]. This procedure 105

is used for the more precise definition of goals between 
the designer and the client, by making design projects 
tangible – the more precise that Image and the 
framework conditions of a design project are defined, the 
more purposeful it is the subsequent output. A positive 
side effect of this is a credible presentation of the brand; 

the visual language appears authentic and thus has a positive influence on the target group.   106

 The central values, together with the different attribute accumulations, form the 
corresponding focal points for the design process. They are the decisive indicator for the primary 
zone, secondary zone and, if necessary, further gradations. It is important not to neglect the basic 
elements of shape, colour and materials. The two components of shape and colour have been 
summarized in the following figures: 

 Roth and Author Saiz, Emotion gestalten: Methodik und Strategie für Designer, 82. 105

 Roth and Author Saiz, Emotion gestalten: Methodik und Strategie für Designer, 81. 106
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Fig. 13: Emotion Grid Model                                                   Fig. 14: Emotion Grid Model  107 108

 During the research, it turned out that the three design components have, of course, 
differences in cultural validity.  However, after considering this, the impression should not arise that 109

only this shape, this colour or this material can trigger these specific emotions. The basic shapes, 
colours and materials serve more as a flexible guidance system.  110

 Roth and Author Saiz, Emotion gestalten: Methodik und Strategie für Designer, 86. 107

 Roth and Author Saiz, Emotion gestalten: Methodik und Strategie für Designer, 87. 108

 The shape has the slightest deviation in its emotional expressiveness. For example, a sphere or a symmetrical structure is associated 109

with trust in China and Russia. 

 Roth and Author Saiz, Emotion gestalten: Methodik und Strategie für Designer, 85. 110
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6.3. Design elements 

 In my opinion, the design elements of joy, trust and interest play an important role. Design 
should not only encourage purchase or action; it should fascinate, attract and captivate. In short, it 
has to arouse our interest!  However, how does it come that we perceive some emotional states as 111

pleasant and some as unpleasant? John Sabini and Maury Silver are trying to find, amongst other 
things, an answer to that question in their paper “Ekman’s basic emotion: Why not love and 
jealousy?” It only seems logical that we prefer to experience positive emotions and feelings and to 
try to avoid negative ones.  As already mentioned in the previous model about emotion, emotions 112

can add “energy to desires so that desires can find expression in behaviour.” How these targeted 
emotions can be evoked is now described in the following chapter. 

Fig. 15: Emotion and desire  113

6.3.1. Interest 
 As already described in the last section, design in general should not only stimulate 
purchase or action; it should fascinate, attract and captivate. In order to do justice to these reactions, 
special attention should be paid to the transfer of typical design features. From the point of view of 
design, interest is an extroverted emotion whose design parameters express lively activity. Typical 
for this area of emotions are clear and friendly colours such as red, orange, yellow, blue, some of 
which cause a signal effect.   114

 Dynamic, rhythmic and tapering forms are particularly interesting for the human eye. These 
include: free forms, like the cone and the triangle - moving arrangements and random formations 
also increase the reception of interest in humans. If interest is mixed with trust, amorphous, almost 
sensual shapes can also arise that are reminiscent of nature and attract attention. Composites and 
new types of materials are typical materials for this emotion.  115

 Roth and Author Saiz, Emotion gestalten: Methodik und Strategie für Designer, 90. 111

 John Sabini and Maury Silver "Ekman’s basic emotion: Why love and not jealousy," Cognition & Emotion 34, no. 8 (2020): 703,  112

http://ivizlab.sfu.ca/arya/Papers/Others/Emotions/Ekman%20-%20Why%20Not%20Love%20and%20Jealousy.pdf.

 Own graphic113

 Roth and Author Saiz, Emotion gestalten: Methodik und Strategie für Designer, 90. 114

 Roth and Author Saiz, Emotion gestalten: Methodik und Strategie für Designer, 90. 115
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6.3.2. Joy 
 Joy is prescribed in the centre of the Emotion Grid – its position in the grid not only reveals 
something about its significance; it also makes it clear that no particular basic shape can be 
determined. Typical for this area of emotions is not only light, warm and optimistic tones such as 
yellow, orange and red, but also clear colours associated with relaxation such as blue are among the 
main accents.  
 Besides, it can be said that the forms mostly have a positive, up-and-coming orientation and 
are therefore based on an optimistic tendency. The design of this emotion often has its roots or 
tendencies in the adjacent basic emotions of trust, desire and interest.  In particular, the shapes 116

circle in a circle, emerging lines and shapes curved upwards are associated with this emotion. An 
even arrangement of these elements reinforces this impression. 

6.3.3. Trust 
 The design element of trust is the emotion that evokes the strongest bond between user 
and product. In order to generate trust, however, reliable functioning is essential. As the focus of this 
thesis is on the creative means of the emotional effect, those factors that arouse trust due to the 
formal expression are mentioned here.  If we take a closer look at the attributes in the grid, it 117

becomes clear that trust in design is warm and sincere, but also cold and factual. The colour 
spectrum, therefore, includes natural colours such as green, blue and red. Depending on the 
alignment, white or clear grey can be added. The formal archetypes include soft, down-to-earth, 
right-angled bodies such as a ball, a cone or a ring. The quick and easy capture of clear forms is just 
as necessary here as a symmetrical structure.  118

 Roth and Author Saiz, Emotion gestalten: Methodik und Strategie für Designer, 100. 116

 Roth and Author Saiz, Emotion gestalten: Methodik und Strategie für Designer, 104. 117

 Roth and Author Saiz, Emotion gestalten: Methodik und Strategie für Designer, 104. 118
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7. Conclusion 

 In this thesis, the questions of if and how emotions can be used more specifically in the 
design of way-finding and signage systems for people suffering from Alzheimer‘s were investigated. 
The study was focusing on how Emotional Design can be involved during the design process and if 
it could have an impact on Alzheimer’s patients. If you refer to the current state of research, 
emotions evoked by design have a previously underestimated influence on our decisions.  119

However, to be able to influence them, the designer has to become aware of how Alzheimer’s 
patients perceive. With the help of this research work, not only an overview of the young design 
direction of Emotional Design could be created, but also its relevance to the genre of way-finding 
and signage design concerning Alzheimer‘s disease. Today, due to the increase in our life 
expectancy, it is already considered the disease of the century and the leading cause of mental 
deterioration in old age. People with Alzheimer’s disease face particular visual deficits, including 
difficulties with sensitivity to contrast, colour discrimination and depth perception.  One would 120

assume it is even more critical to hire and include a graphic designer when it comes to creating 
way-finding systems at care facilities. Whereby in reality graphic designers are either involved much 
too late or not at all in the process. However, Environmental Graphic Design can help to experience 
the physical world in appropriate and meaningful ways. Graphic designers are challenged to provide 
clear, functional and attractive way-finding solutions. Especially when it comes to way-finding for 
care homes as an Environment – as confusion and disorientation regarding place and time are 
common among people with dementia. 
 According to the research in this thesis, environmental graphic designers have a great 
responsibility and impact on how we experience the physical world and often directly affects 
people’s actions, which makes it even more important to not only know about the basics of 
psychology, colour theory and graphic design but also understand Alzheimer’s perception when it 
comes to designing for people suffering from the disease. The present master's thesis on “Design 
for Dementia - How emotional design can aid and guide people with neurodegenerative disease, 
like Alzheimer's, through their daily routines at care homes and how it affects and facilitates visual 
communication” aimed to improve the complexity and relevance understanding of the Emotional 
Design and to make it transferable to the area of way-finding design. It is necessary to not only deal 
with design principles and the desired target group of Alzheimer’s patients in the stages 3-5 (GDS) 
but more with emotions and existing problems within the field of navigation systems at care 
facilities. If one refers to the present work, one can see that, in theory, a combination of ED and EGD 
seems entirely possible and feasible. When designing for Dementia, we, as designers, have to 
remember that emotions are the last ability that dies with us, even if we have Alzheimer’s and 
cannot express them. To design a calm and save environment helps to form and create positive 

 L. Lupton, Design is Storytelling (New York: Cooper Hewitt, Smithsonian Design Museum, 2017), 57.119

 Day et al., "The Therapeutic Design of Environments for People With Dementia: A Review of the Empirical research," 408. 120
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emotion and therefore, the process of remembering.  However, due to the current circumstances 121

caused by COVID-19, the research has unfortunately not yet been used and tested in design 
practice. Neither being that developed as planned, due to Covid-restriction and limited time 
capacities of health care specialists. Nevertheless, the research work provides a reasonable and 
reliable basis for subsequent design drafts and aroused great interest in the Droplaugarstaðir and 
Grund hjúkrunarheimili nursing homes located in Reykjavik. As one of the biggest problems caring 
homes are facing is the wandering of Alzheimer’s patients and their loss of orientation, a specifically 
developed guiding system is required at most care facilities.  Even if the necessity of these 122

guidance systems specifically designed for dementia patients is beyond question, there is no such 
research done at this point. The master's thesis was a first attempt to make this topic tangible and 
interesting for the design industry. As well as to investigate concepts and characteristics that will 
mark the base for designing a guiding system based on Emotional Design. In summary, it can be 
said that the research results and the keen interest shown by caring homes in future cooperation 
only suggest that more attention should be paid when it comes to design for dementia to enhance 
orientation. The thesis not only marks the foundation for possible future collaborations with care 
homes in the Reykjavik area but also for future design and research work in the field of emotional 
(way-finding) design for dementia. 

 Calm and save environments help Alzheimer’s patient to cope better with there disease, whereby positive emotions have a positive 121

effect on how we remember things, especially when it comes to way-finding. When way-finding is connected with positive emotion, it can 
help the patient to memorize better and more compared to a neutral space/visual language. 

 Lisa Geyersbach (graphic designer), Conversation with Annetta Ingimundardóttir, May 23, 2020.122
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8. Appendix  

8.1. Methods  

8.1.1. Artefact analysis 
	 The artefact analysis is a systematic investigation of the material, aesthetic and interactive 

properties of objects, which allows their physical, social and cultural context to be revealed. It 
“examines what objects report about people, their culture, their time and spatial conditions.  It is 123

essential to understand the statements of the criteria mentioned based on material, aesthetic and 
interactive properties. Since the object is the focus of observation, one should not only carry out a 
material test - characteristics such as material, durability and wear pattern - but above all an 
aesthetic or interactive analysis that includes the properties of use and the behaviour towards the 
artefact. It should be noted that not all aspects have to be processed at the same time. The choice 
of the individual aspects can vary depending on the area. After gathering all needed information, 
documentation by means of sketches, photographs or video recordings, they have to be included in 
all types of analysis, regardless of which one the designer choose. This design method not only 
helps to understand physical and digital objects, but it is also beneficial for comparing predecessor 
and competing products. 

This method is: behavioural, attitudinal, qualitative, adapted, exploratory and observational. 

8.1.2. Persona model  
 For a user-centred design, it is necessary to understand the intended target group fully. 
“Personas combine archetypal descriptions of the behavioural patterns of certain users in 
representative profiles to concretize the design focus, test scenarios and communicate design 
solution properly.”  In order for a design to be effective, information from field research must be 124

distilled about real users. The use of persona models promotes not only empathy, which is essential 
for Emotional Design, but also communication. The collection of behaviours to understandable 
profiles ensures a meaningful differentiation of the design goals. In this work, the collected 
knowledge about the Alzheimer’s patients (3-5 GDS) served as a reference point for the creation of 
the persona models. Since the models should remain manageable, three models were created for 
the design process later on. These contain the name, a photo - archive pictures of unknown people 
prevent a connection to a known person.  - and an outline of the essential aspects of their life 125

story. Personas are not only a useful working tool for design teams, they also offer a convincing 
human reference when conveying research results and scenarios to customers.  126

 Martin and Hanington, Design Methoden: 100 Recherchemethoden und Analysetechniken für erfolgreiche Gestaltung, 14.123

 Martin and Hanington, Design Methoden: 100 Recherchemethoden und Analysetechniken für erfolgreiche Gestaltung, 132.124

 Martin and Hanington, Design Methoden: 100 Recherchemethoden und Analysetechniken für erfolgreiche Gestaltung, 132.125

 Martin and Hanington, Design Methoden: 100 Recherchemethoden und Analysetechniken für erfolgreiche Gestaltung, 132.126
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This method is: behavior-related, attitude-related, innovative, generative and is used in the design 
process.  127

8.1.3. Interview 
	 Interviews are a fundamental research method for direct contact with participants and for 

collecting first-hand experiences, opinions and perceptions. In order to develop a guidance system 
tailored to people with dementia, it was important to obtain internal specialists knowledge of 
designers, health care specialists and doctors. 

This method is: attitude-related, qualitative, traditional, generative, evaluative and self-assessing. 
128

8.2. Disambiguation 

8.3. Neurodegenerative disease 
 “Dementia is an umbrella term used to describe the symptoms that occur when the brain is 
affected by several conditions, most commonly Alzheimer’s. Symptoms of Dementia include loss of 
memory, mood changes, restlessness and communication problems.”  In progressed stages, a 129

decline in the ability to write, read and talk will accrue. The thesis focusses on the vision changes 
from dementia cause, such as blurring, colour and depth perception of early and mid-stages of the 
disease, by recognizing that dementia progress slowly and changes over time.  

8.3.1. Level one: No cognitive decline 
 “No subjective complaints of memory deficit. No memory deficit evident on clinical 
interview.”  130

8.3.2. Level two: Very mild cognitive decline (Age Associated Memory Impairment) 
 Possibly common, age-related changes or earliest signs of Alzheimer's disease: This person 
may feel like he or she has memory lapses, forgets familiar words or misplaces everyday objects. 
Nevertheless, dementia symptoms cannot be detected during a medical exam or by friends, family 
or co-workers. 

8.3.3. Level three: Mild cognitive decline (Mild Cognitive Impairment) 
(Early stage Alzheimer's can be diagnosed in some, but not all, with these symptoms) 

 Martin and Hanington, Design Methoden: 100 Recherchemethoden und Analysetechniken für erfolgreiche Gestaltung, 132.127

 Martin and Hanington, Design Methoden: 100 Recherchemethoden und Analysetechniken für erfolgreiche Gestaltung, 102.128

 Gregor Timlin and Nic Rysenbry, Design for Dementia: Improving dinning and bedroom environments in care homes (London: Helen 129

Hamlyn Centre and Royal College of Art,2010), 13. https://bit.ly/3m5ErwR.

 B. Reisberg and others, "The Global Deterioration Scale for assessment of primary degenerative dementia," American Journal of 130

Psychiatry, 1982: 1136-1139, https://www.fhca.org/members/qi/clinadmin/global.pdf.
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 Friends, family or co-workers notice the first difficulties. During an in-depth consultation with 
a doctor, doctors may discover problems with memory or concentration. Typical difficulties of the 
third level include: 

• Recognisable problems with choosing the right word or name 
• Difficulty remembering names of people recently introduced to you 
• Noticeably greater difficulty performing tasks in a social or work environment 
• Forgetting about content that has just been read 
• Loss or misplacement of valuable items 
• Increasing difficulties in planning or organization 

8.3.4. Level four: Moderate cognitive decline (Mild Dementia) 
(Moderately decreased cognitive abilities; mild or early stage Alzheimer's disease) 

 At this point, apparent symptoms in several areas should be evident in careful consultation 
with a doctor. People with stage four of Alzheimer’s: 

• Forget about recent events 

• Have an impaired ability to perform challenging arithmetic tasks in the head, e.g. count 
backwards from 100 in steps of 7 

• Have a greater difficulty completing complex tasks such as planning a meal for guests, 
paying bills and or managing finances 

• Forgetfulness about one's past 

• Bad mood or withdrawal, especially in socially or mentally challenging situations 

8.3.5. Level five: Moderately severe cognitive decline (Moderate Dementia) 
 There are noticeable gaps in memory and thinking. Some people start to need help with 
everyday activities. At this stage, people with Alzheimer's: 

- Are not being able to remember your address or phone number, or the school or college you 
graduated from 

- Are getting confused about where you are or what day it is today 
- Have difficulties with less demanding mental arithmetic, such as Counting backwards from 40 in 

steps of 4 or from 20 in steps of 2 
- Need help choosing clothes that are appropriate for the time of year or occasion 
- Still remembering important details about yourself and family 
- Do not yet need assistance with eating or using the toile 

8.3.6. Level six: Severe cognitive decline (Moderately Severe Dementia) 
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 Memory continues to deteriorate, personality changes can occur, and people need extensive 
help with daily activities. At this stage, some people may: 

• Have difficulty being aware of recent events and their surroundings 
• Remembering your name but having trouble remembering your past 
• Distinguishing familiar from unfamiliar faces, but having difficulty remembering the name of 

the partner or carer 
• Need help getting dressed and may make mistakes without supervision such as putting 

pyjamas over day clothes or shoes on the wrong foot 
• Noticing significant changes in sleep behaviour (sleeping during the day and restlessness at 

night) 
• Need help with the various steps of going to the toilet  
• Have increasingly frequent problems controlling your bladder or bowel 
• Experienced significant changes in character and behaviour, including suspicion and 

delusions (such as believing the caregiver is a cheater) or compulsive, repetitive behaviours 
such as wringing hands or tearing cloth 

• The tendency to wander around and get lost 

8.3.7. Level seven: Very severe cognitive decline (Severe Dementia) 
 In the final stages of the disease, a person loses the ability to communicate with others, to 
have a conversation, and ultimately to control movements. Words or sentences can still be used. At 
this stage, people may: 

- need extensive help with day-to-day care (including eating or going to the bathroom) 
- Losing the ability to smile, sit unsupported, and keep their head upright  
- become rigid muscles 
- impaired swallowing  131

 Reisberg et al., "The Global Deterioration Scale for assessment of primary degenerative dementia," 1136-1139.131
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8.4. Artefact analysis  

8.4.1. Integrated way-finding systems 

Fig.16: Door design 
132

  
 “Staff members reported that orientation among 
residents was supported by design modifications that 
included room numbers and use of distinguishing colours 
for resident rooms and doors.“  That example shows how, 133

and that designer can and should integrate architectural 
elements into way-finding when it comes to design for 
dementia — and not only focusing on signage alone.  

Aesthetic Analysis 
 "Research has shown that short-term memory, which is the first to be impaired in Alzheimer’s 
patients, can still function due to specific use of a lively colour coding of their surroundings. That 
means that functional objects such as a door to the toilet can be remembered better in a specific 
colour so that disorientation and ‚wandering off’ can be reduced or even prevented.”  The use of 134

different colour coding as well as personalized room signs/name tags not only stimulates the brain 
but also contributes to the orientation of Alzheimer‘s patients. Four out of five of Hallal's design 
principles familiarity (1), distinctive environment (2), accessibility (3) and comfort (4), have been used 
in this example to enhance orientation of Alzheimer’s patients.   135

Material analysis 

 If we look at the material choice, even though we have not been focusing on materials much 
in the research it can be said, that reflective materials should be avoided as they can lead to 
additional confusion in impaired perspective and orientation.  It can also cause glare and washes 136

out differences in level or orientation.  

 Without author. ”Door design.” https://www.creativeartco.com. 132

 Day et al., "The Therapeutic Design of Environments for People With Dementia: A Review of the Empirical research," 409-410. 133

 P. A. Cernin and B. K. Keller and J.A. Stoner, "Color Vision in Alzheimer's Patients: Can We Improve Object Recognition with Color 134

Cues?," Aging, Neuropsychology, and Cognition 10, no. 4 (2003): 255-267, DOI: 10.1076/anec.10.4.255.28971.

 (1) through a personalised name/door tag, (2) through a home-like, non-institutional feel, (3) through integrating doors into the way-135

finding and (4) through avoiding dark or reflective surfaces

 Prof. Dr. C. Audenhove, "Nachtelijke onrust bij personen met dementie " (lecture, KU Leuven, January 20, 2014), https://136

www.alzheimerliga.be/sites/default/files/2018-10/20140220-alstniklaas.pdf
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8.5.Personal model 
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8.6. Interviews  

8.6.1. Interview with architect Arnhildur Palmadottir [09.11.2020] 

What projects have you been working on? 
 Recently, after I started my own office, I have mainly been working on competitive proposals 
for nursing homes. This is now the only way to get to design an elderly home in Iceland. This means 
that through the competition brief, you have to follow strict guidelines from the state and the 
municipalities that run the homes. A standard policy has been set for almost everything. For 
example, the rooms need to be of a specific size, and their furnishings and layout have, in fact, 
become standardized. So in those competitions, there is little scope to find a new and different 
concept for nursing homes unless you do not want to win the competition at all. 

How do such projects come about? 
 As mentioned above, all new nursing homes are now the result of an open architect 
competition where the architect that wins the competition gets to design the project, and the brief is 
very standardized. Of course, many of these requirements are good and made to make it easier for 
household staff to do their jobs, but there is little scope to come up with something new and 
futuristic and maybe to propose a different kind of community which is what I think is most 
important. 

What are the special features? 
 Various rules must be followed from the building regulations that apply to nursing homes, 
corridors must be particularly wide, and the reason for this is the size of nursing beds and 
wheelchairs and for the staff to be able to manoeuvre easily. Doorways need to be particularly wide 
and toilet especially large so that people can be assisted. These regulations often lead to buildings 
that look more like an institution than a home. I think if they care of the elderly would be rethought 
from the perspective of the people, the design of the elderly homes could be transformed to the 
better. 

Which idiosyncrasies do you think need an overhaul? 
 I think we have to eliminate the institution appearance and make the homes look more like 
homes and part of the community. Also, there needs to be more thought put into the whole design, 
furniture’s and material use so they can be more stimulating and even promote exercise, activity and 
communication.  

How does the collaboration with interior and graphic designers for the signage work? 
 Usually, the architects who won the competition also work on interior design. Both interior 
and exterior design is integrated into the architect's education. Graphic designers are rarely hired to 
take care of signage right from the start. This is not good, and I think this should be part of the 
competition entry, especially when it's an official building funded by the government. However, as 
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the competitions are usually not paid for, it can be difficult to ask a professional to participate, 
because it is much work that might never get paid. The graphic designer sometimes comes in late in 
the process when the building is finished, and someone remembers that they need some signage. 
Sometimes this is even done without involving a graphic designer and just done in a very simple 
"homemade" way. 

What does the perfect old people's home look like for you? 
 We need to connect homes better with society and not leave older people closed off where 
they do not get many visitors, and there is not a lot happening. I think the architecture competitions 
need to more of a concept competition fixed layout of the homes. Then we could introduce 
concepts like the one you are working and integrate it properly in the design of the building and the 
interior. This could change how we think about elderly homes. I have gathered some examples of 
this, maybe you know them? 

This is a village in the Netherlands: 
https://www.detail-online.com/article/dementia-village-de-hogeweyk-in-weesp-16433/  

Here is an elderly home where students can live for free if they take part in some of the daily 
activities and help out. 
https://www.humanitasdeventer.nl/english/73-english/194-the-living-students-of-humanitas 
https://medium.com/meaning-conference/humanitas-not-just-a-ground-breaking-healthcare-model-
but-a-whole-new-approach-to-community-21a8dea0d0b1 

Here is also a really nice student project about elderly homes, a very long and detailed analysis but 
some of it very interesting and the graphic is nice. 
https://issuu.com/projective/docs/gianna_bottema_housing_and_care_cooperatives_in_th 

In your opinion, what should be observed on the signs? (Content, materials, form, placement 
etc.)? 
 I do not have a particular opinion on how signage in elderly homes should look, and it would 
need to be linked to the concept or ideology that is being worked. This is related to the projects I 
mentioned above. If this is no longer an institution, then the signage would need to be thought of in 
a completely different way. One of my master's teacher designed a very interesting nursing home 
for senior Catholic priests where he emphasized on getting the residents to interact, talk and 
communicate and also to use the body and the brain. For example, they were all assigned a small 
garden where they could grow flowers or vegetables. This made them start talking, helping each 
other, and those who did not want to participate in the gardening lent their gardens to others. Also, 
he designed the furniture so they could easily be moved (put wheels on some of them) so when 
they had their Friday red wine in the common area, they could easily help with rearranging the 
furniture. He also designed the lighting pictures nicely and simply for easy use. I had some problems 
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finding a good link to the project where the concept is described in a good way, but here is 
something:  

https://scielo.conicyt.cl/scielo.php?
script=sci_arttext&pid=S0717-69962016000200004&lng=en&nrm=iso&tlng=en 
https://www.archdaily.com/30276/casa-sacerdotal-diocesana-de-plasencia-andres-jaque-arquitectos 

Which design principles do you work with? 
 As I have not won a competition - yet, my projects are just ideas. But my emphasis in the 
proposals I have made for the nursing homes has been to think of them as homes, trying to 
stimulate the minds of the residents through natural elements like daylight, plants and time, for 
example locating specific rooms in accordance to the daylight travelling around and into the 
building. Also opening for vegetation and nature to merge into the building itself so that everyone 
can easily go for a walk outside without necessarily having to leave the building. Nevertheless, I 
think it is very important to think about two things; one is the integration of the community into the 
homes of the elderly, similar to the examples above. The other one is to design the elderly homes as 
a complex entity where everything is connected, the furniture, the signage and the overall concept 
instead of designing a nice building around a traditional old fashioned institution as this is done now. 
However, you can not do that if the architect is supposed to come up with a proposal for free as part 
of a design competition, it takes far more time and thinking to do that and collaboration with many 
others. But this is also in general what is wrong with many other projects I guess. Designers need to 
get respected as experts, storytellers and ideologist that can make the future more interesting and 
hopefully better. 
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