
 
 

Wayfinding: Ninja Challenge  
 

Author :  Laura C. Kimball, assistant professor, Department of Design, Radford  
University 

 
 
Keywords: Wayfinding Ninja Challenge, Ninja Challenge, Ninja, Wayfinding, map-

making, instructions, following, interpretation, plans, directions, 
communication, team work, collaboration, duck 

 
 
Category: CIT: Collaboration and Interdisciplinary Teaching, CO: Communication, 

CDP: Creativity and Design Process, IID: Introduction to Interior Design 
Process  

 
 
Type:   In-class Exercise 
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Abstract:  Through drafting, we are creating plans to communicate and document 

details and instructions for the built environment. When constructed, the 
building can be navigated with a walk-though that may include 
wayfinding signage, room numbers, color coding, common adjacencies or 
other means to direct the user to their intended destination. A drawn 
floor plan is a type of map. This plan is used to identify pathways, egress, 
entry and destination areas, and other details. As with any plan or map 
the information must be clear, direct, and an effective way to 
communicate intent. The ninja challenge uses similar skills to create a 
plan and/ or map of campus to find a hidden object. While playful, this 
activity also emphasizes the need for following instruction, being clear 
and concise in instruction, and interpreting instruction which are valuable 
foundational design skills. 

 



 
Learning Objectives: This in-class exercise will:  

1. Allow you to work though and construct an original plan  
2. Apply team work and collaboration skills  
3. Employ creativity  
4. Test your ability to follow instructions  
5. Utilize visual and written communications  
6. Require you to interpret and implement a plan  
7. Practice seeking and finding  
8. Hone your ninja skills: stealth, speed, quick-thinking, observation, 

agility 
 

 
Criteria:  As a team, create a plan/ map to find a hidden object as well as 

additional activity stops which need to be documented 
 
 
Process: Understanding of Wayfinding  

Planning Articulating plan  
Execution Interpretation and implementation of a plan 

 
Presentation  
Method: Plan/ Map on paper or other material as per team. Photos/ videos posted 

on class facebook page, previously created 
 
 
Evaluation:  Grading Rubric:  15 Points total 

 Team: Plan/ Map creation  
 Team: Documentation  
 Individual: Attitude 

 
RUBRIC 3 points 2 points 1 point 

Team:  
Plan/ Map 
creation 

 

Understandable Kinda Understandable Hard to read 

Executable Had some kinks Difficult to follow 

Creative and Doable 
Activity Stops Brave attempt Unattainable Activity 

Stops 
Team: 

Documentation 
 

Posted photos/ videos 
(minimum 6) At least 4 3 or less documented, or 

NOT posted 



Individual: 
Attitude 

Owned this activity, had 
fun, participated and 
engaged in the group 

Joined in, contributed, 
followed the group’s lead  

Meh, did it, minimally 
participated 

 

Credits:  n/a 
 
References: Lidwell, William, Kritina Jolden and Jill Butler. Universal Principles of 

Design. (Rockport Publishers, Beverly, MA, 2010) p. 260. 
 
 
Documentation: documents attached 
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Week 2, Day 3: WAYFINDING 

 
Wayfinding is the process of establishing one's position then navigating a route to a destination. 
 

The basic process of wayfinding involves four stages: (see attached resource page for further explanation)  
 

1. Orientation is the attempt to determine one's location, in relation to objects that may be nearby and 
the desired destination. 

2. Route decision is the selection of a course of direction to the destination. 
3. Route monitoring is checking to make sure that the selected route is heading towards the destination. 
4. Destination recognition is when the destination is recognized 

 
Lidwell, William, Kritina Jolden and Jill Butler. Universal Principles of Design. (Rockport Publishers, Beverly, MA, 2010) p. 260. 

 
 

NINJA CHALLENGE:  
 
Purpose: Through drafting, we are creating plans to communicate and document details 
and instructions for the built environment.  When constructed, the building can be 
navigated with a walk-though that may include wayfinding signage, room numbers, color 
coding, common adjacencies or other means to direct the user to their intended 
destination. A drawn floor plan is a type of map. This plan is used to identify pathways, 
egress, entry and destination areas, and other details. As with any plan or map the 
information must be clear, direct, and an effective way to communicate intent. The ninja 
challenge will use similar skills to create a plan and/ or map of campus to find a hidden 
object.   
     
This in-class exercise will: 

 allow you to work though and construct an original plan 
 apply team work and collaboration skills 
 employ creativity 
 test your ability to follow instructions 
 utilize visual and written communications 
 require you to interpret and implement a plan 
 practice seeking and finding 
 hone your NINJA skills: stealth, speed, quick-thinking, observation, agility  

 
Instructions:   
Divide into teams, 3-4 students per team  
Part 1: Team Objective: Hide and Plan  

 45 minutes to complete this task 
 Hide the object (Ninja toy or Duck) on the main campus, in a publicly 

accessible location 
 Create 4 stops on the map and an activity to do at each stop 
 Create a written and/ or pictorial Plan/ Map to find the Duck 

Teams return by    TIME    and give instructor their map/ plan 
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Plans are redistributed so each team has a another teams’ plan 
Part 2: (keep same teams) Team Objective – Follow the plan and Find the object 

 45 minutes to complete this task, Teams return by    TIME    even if the object is not found   
 Team must be together at all times  
 Follow the plan, make the stops and do the activity at the stop 
 Take a picture or video of your team doing the activity stop 
 Once your team has found the object: 1. Take a photo of the object in its hidden location 

and 2. Take a whole team selfie with the object 
 Whole team to return to the classroom with the object, and the plan/ map 
 First team back with the object after completing all their activity stops wins the Ninja challenge!  

Teams back, in order to receive credit team member names and photos/ videos of activity stops and 
found object posted on class Facebook group 
 
Grading Rubric:  15 Points total 
 

RUBRIC 3 points 2 points 1 point 

Team:  
Plan/ Map 
creation 

 

Understandable Kinda Understandable Hard to read 

Executable Had some kinks Difficult to follow 

Creative and Doable 
Activity Stops 

Brave attempt 
Unattainable Activity 

Stops 

Team: 
Documentation 

 

Posted photos/ videos 
(minimum 6) 

At least 4 
3 or less documented, or 

NOT posted 

Individual: 
Attitude 

Owned this activity, had 
fun, participated and 
engaged in the group 

Joined in, contributed, 
followed the group’s lead  

Meh, did it, minimally 
participated 
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Wayfinding Resource:  
 
Lidwell, William, Kritina Holden and Jill Butler. Universal Principles of Design. (Rockport Publishers, Beverly, MA, 2010) p. 260. 
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Week 2, Day 3: WAYFINDING 
 

NINJA CHALLENGE  
 
Student examples:  
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