ON THE ART OF WAYFINDING

GRAPHIC DESIGN erupted orfdYMAN, as an artist, was nTadE LESSONS from Wyman’

the scene as becaming an impo @ot@ry after the immense sudes$soob8’ program continue to a
vastly overlooked visual ambasdasdoréording and wayfinding caropstant guide to not only his work, but
the 1968 Mexico Olympic Gamés, the Mexican 68 Olympicsmaipg others. The Mexico 68’ project
was the first time the games werptostgdto this success beganwwilfti®d by Philip Megs in the bopk “a
b?/ a Latin American nation, amotion of his own, in that he was ¢Gsubngesct éraphic Design,’ as "(ne
planning for the games, Mexidogoarcould play a more importaot théeritost succesful in the evolufion of
eme[jgmg third world nation, coafdonetall design program. Afteryisatg ofdentification.” This profect
afford to make the extensive architedturahe resulting design pcogigietely revolutionzed graghic
statement such as the one madenmofatkgd into a multi-dimensionadg¥kggra-and integrated it firmly jand
four years earlier. Graphic dasigof logos, (tﬂ)ogr:aphy, and cdlefiatitd into design of the envion-
contributed to the ambiance ofash@eveloped furthermore so torpamamewell.

Mexican games and helped to mialetedo a multi-lingual audience. Such a

dynamic meaningful visual impaéaahdornever before been achieved.

fewer pesos.
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