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This booklet was created in partial fulfillment of the course 
requirements for Dsn S 546, section 5, at Iowa State University’s 
College of Design in the Spring of 2019. The Committee 
on Justice in the 21st Century sponsored students in this 
interdisciplinary option studio to develop design concept 
proposals for a judicial learning center to be housed at a 
future date in the Judicial Branch Building in Des Moines, 
Iowa. This studio class consisted of six interdisciplinary 
design teams from the disciplines of architecture, graphic 
design, industrial design and interior design. Each team 
collaborated to create a unique design concept proposal.

This report refers to the work of Team 2 - The Key
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Problem Analysis

With the problem statement in mind, our team conducted 
research and problem analysis to define the specific parameters, 
needs and goals for the judicial learning center. To study judicial 
learning center precedent, the  Colorado Judicial Learning 
Center was visited. A visit to the Colorado Learning Center, 
developed insight into the language of content, the target age 
for content comprehension, what topics could be covered, how 
to address key judicial topics, and technological challenges to 
be consider. After visiting Colorado, the future space at the Iowa 
Judicial Branch Building in Des Moines was toured. With Chief 
Justice Cady’s judicial address in mind, we began studying a 
ranged of interactive museum’s effectively utilizing technology. 
During the design phase for the judicial learning center, keen 
attention what paid to  ensure the space was universally 
designed, while utilizing all the research previously conducted.

Problem Statement

The following mission statement has guided 
the overall approach to this project:

“The Learning Center will engage and inspire Iowans about 
the role the judicial branch plays in the lives of Iowans 
and the services the judicial branch provides in all 99 
counties. The educational, interactive, exhibits will give 
Iowans insight into the rule of law and the ways in which 
it protects and preserves our freedom and rights.”

Inspired by this mission statement, The Key 
developed the following prompts and responses 
to guide their design development:

How might we design an experience that emphasizes the 
impact of the judicial system through highlighting the 
processes of the landmark cases? Also, how can we raise 
questions about the process by relating them to current 
issues? Through the development of these questions, the 
group determined it cogent to focus on overarching topics 
of impact, service, and Iowa’s judicial branch attributes.

PROBLEM IDENTIFICATION
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After consultations with law and education experts, it was 
determined the target age for content comprehension 
should be set at a fourth grade level, while activities and 
engagement will strive to accommodate people from a 
range of ages. It is anticipated the audience will range from 
young elementary-aged students to older members of the 
community. The topic of the judicial branch and law is often 
misunderstood by the general public, seen as intimidating 
and hard to access. To address this, the language used for 
the learning center must be able to bridge these concerns 
and deliver important content to a broad audience.

The goal for the learning center is to create a space where 
citizens across the country can come to learn about the 
impact of Iowa’s Judicial System and experience the process 
of services provided throughout the 99 counties. In order 
the broadest range of ages, the exhibits’ and displays within 
this design proposal were developed for a fourth-grade 
comprehension level, with content curated to interest all ages.

SOLUTION STATEMENT
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Concept-narrative

To guide the design development for this proposal, the space 
was divided into three sections: Educate, Experience, and 
Engage. The Educate portion of this design proposal focuses 
on teaching users about the history of Iowa’s Judicial System, 
how a law develops, and the content of landmark cases. 
After obtaining a comprehensive overview of the Judicial 
System, visitors begins to experience the system ‘hands-
on.’ The Experience portion is designed as expansive exhibit, 
containing a series of steps to progress through— as if one 
was moving through an actual court case. The final area of the 
space a visitor would visit, Engage, is where  individuals are 
asked to respond to what they have learned. Throughout the 
exhibit, efforts are made to utilize language accessible and 
inclusive — while keeping the fourth grade comprehension 
level at the forefront— to allow for a broad range of audience.

Solution Characteristics

Educate
About the system 
About the development of laws 
About the language and landmark cases

Experience
Being a judge 
Developing an opinion 
Applying concepts that were learned previously

Engage 
Think critically about the experience 
Learn the symbols surrounding the supreme court 
Ask questions about the system 
Give back to the space and take a bit of the experience home



10     IOWA STATE UNIVERSITY COLLEGE OF DESIGN   |   Judicial Learning Center Design Proposal   |   Spring 2019



CENTER OF RIGHTS EDUCATION
design proposal
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FLOOR PLAN

The floor plan intends to 
unify the space as much as 

possible by utilizing organic 
forms to shape the space.
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FLOW OF SPACE

The colors and the wall shapes 
were planned to help guide the 
visitor through the space, as well as 
creating a counterclockwise flow.



BRANDING & SIGNAGE
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Architectural elements from the Capitol building play an 
integral role in the architecture of the Branch Building. The 
branding for the Center of Rights Education also takes this 
connection into consideration. The design of its logo takes 
inspiration from the shapes found in the moulding of the 
balconies above the Judicial Branch rotunda . Colors for 
the identity were derived from the mural, titled Columbia, 
located by the learning center’s entrance. This mural, rife with 
symbolism, tells the story of the judicial branch in Iowa. A 
unique aspect of this design proposal is the opportunity to 
highlight and pay homage to this iconic piece in the building.

BRANDING

Images for the inspiring 
elements from the building.



16     IOWA STATE UNIVERSITY COLLEGE OF DESIGN   |   Judicial Learning Center Design Proposal   |   Spring 2019

Center of
Rights Education

PRIMARY LOGO
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COLORS & TYPEFACES

Open Sans Regular 
Open Sans Regular Italic 
Open Sans SemiBold 
Open Sans SemiBold Italic 
Open Sans Bold 
Open Sans Extra Bold

Museo Slab 100 
Museo Slab 300 

Museo Slab 500 

Museo Slab 700 

Museo Slab 900

Typefaces were chosen to complement each other with 
the contrast between the sans serif and the slab serif. The 
slab serif has similar properties to a regular serif typeface, 
however, it looks friendlier and more approachable. 
The colors were based on the mural Columbia.



MATERIALS

Samples of marmoleum 
ordered from forbo.com 

Careful consideration and design intent was given for all of 
the materials within the Center of Rights Education. Flooring 
throughout the space is an acoustical marmoleum material 
to help with noise reduction. The main color is a tan named 
barbados. This is a very similar color to that of the atrium 
flooring, which helps connect the learning space to the 
rest of the building. To emphasize specific exhibits, accent 
flooring —inspired by colors from the identity system: 
blue, golden sunset, and a red called bleeckerstreet — 
create division and organization throughout the space. 

Our design will incorporate an exposed ceiling, which will show 
off the heating, ventilation, and air conditioning (HVAC) system 
to give the space an open environment, connecting conceptually 
with the transparency of the courts. A black ceiling treatment 
will be used to avoid distracting elements, such as air ducts. The 
varnished wood slatted ceiling contrasts against the black ceiling 
to reference a connection between the district and appellate 
courts, which compose one of the games within that area. 

Wood will be used in the exhibits to help reflect the other 
tones in the building. is to be stained a dark walnut. This warm 
material pairs well with the beige walls and accent colors of 
our logo. Brushed brass finishes throughout compliment the 
warm walnut and pairs well with the golden sunset material — 
which was inspired by other golden elements from the building. 
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SIGNAGE

Signage and wayfinding will integrate seamlessly into the 
existing architecture and overall ambience of the space. Our 
design will utilize glass as the main material for our signage, 
which will allow light to pass through, creating a floating illusion.

As visitors enter the Judicial Branch Building and walk into the 
rotunda they will be welcomed by the first piece of signage in 
the space signaling the start of the exhibition. After the go under 
the first sign the are welcome by two screen on each side of 
the short hallway that has interactive screens that talk about 
building the space and the mural located at the end of the hall. 

Small system to take the visitor 
from the entrance rotunda 
into the exhibition space.

Center of
Rights Education

Entrance

Exit
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DISPLAY CASES
As a way to introduce the space before the visitor enters 
it, the designers change the display cases into interactive 
screens. The screens will be motion activated and will start 
a narration with motion graphics. On the left: the story 
of how the center was built. On the right: an explanation 
of the many symbols hidden in the mural Colmubia. 

For the mural animation, a light above the image will be 
synchronize with the narration and highlight the different 
areas of the image that are being talked about. 
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EXHIBITIONS
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WHEN IN IOWA

Interface in use. 
When a person selects one of the 

images it  becomes  bigger showing 
the information related to it.
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When In Iowa is a fun, interactive take on the idea of a timeline. 
Instead of presenting information in a dull, linear fashion, 
our design lets multiple visitors interact with the content 
they are interested in by touching the image that stands out 
the most to them. This content will be supplementary to the 
rest of exhibits, instead of being required for the center. 

When a visitor first sees When In Iowa, they will be greeted 
by a large touchscreen display that rests in its own nook near 
the beginning of the space. The screen is mounted in the 
center of the wall and rests inside an ingress in the space.

The goal of When in Iowa show how places, events, and artifacts 
impact one another through time by allowing the visitors to 
discover information on their own through interconnected dates.
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DO YOU KNOW

Do You Know is an analog exhibit where visitors can learn 
interesting facts about the judicial system, that will support and 
enhance the rest of their experience in the learning center. 

Do You Know will be on the wall across from ‘When In Iowa’. 
The exhibit will have an arrangement of doors that open to 
reveal more information. These doors are mounted at various 
heights in the space to accomodate for various heights and 
ages. Each door is designed to swing open 180 degrees. The 
information on the inside will be related to the graphic on 
the displays door, with audio accompanying the graphic.

The goal of Do You Know is to provide 
fun facts about Iowa’s history.
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DISCOVER A CASE

Discover a Case is an area where visitors can interact with 
actual books used in the judicial process as well as book-
shaped exhibits that give a general overview over some 
important Iowa cases, which will be in later exhibits.

Discover A Case will form a reading nook so that visitors feel 
comfortable taking a break. We also want to give visitors 
a space to freely read the books presented to them if they 
want more in depth information about the judicial system.

The goal of Discover A Case is to provide visitors with the 
necessary materials for the process of court cases and also 
allow visitors access to real public case documents. This 
information will be valuable for the following exhibits  and is 
intentionally placed near the beginning of these exhibits.
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The Core Game is the largest exhibit in our design. Everything 
that the visitor will experience before this will help them 
understand the topics and themes presented here. We 
wanted our visitors to understand what the judicial system 
is and how it operates, so we came up with an exhibit where 
a visitor can learn the stories of landmark cases in Iowa, 
and how they have influenced the Iowa we live in today. 

The beginning portion of the Core Game is an area 
where visitors will select the type of case they want to 
experience. Here they will get their Case Folder Card which 
will  lead them through the rest of the Core Game.

The card dispenser is a small rectangular booth that holds 
a touchscreen display in its center. At the bottom of the 
touchscreen is a slot that dispenses small plastic card. Each 
card is designed to look like an actual case folder with the 
specific case story visible on the outside of the card.

CORE GAME

Where visitors start experiencing Core 
Game by picking up a case and moving 

forward throughout the exhibit.
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With the District Courts display, visitors will start a journey 
through the process of a court case based on their 
selection at the card dispenser. This area will contain 
case narratives that relate to the District Courts. 

Upon entering the District Court area, a visitor will see five 
large booths that connect to one another through shared 
graphics. Each booth has a touchscreen display where the 
visitor will interact with the story. To engage with this display, 
visitors will approach one of the five booths and insert 
their ‘Case Folder Card’ into a slot beneath the display. From 
there, the visitor will follow the on screen prompts which 
will lead them through the case’s narrative. Each booth is 
composed of a screen, a tall graphic, and a slanted table. 

We want the Core Game to present this process in a hands on 
narrative structure to reach as many learning styles as possible. 

CORE GAME - DISTRICT COURT
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After the District Court area, visitors will have the option to visit 
the Core Game - Appeals Court area. With the Appeals Court display, 
visitors will either start or continue their journey through the 
process of a court case they selected at the card dispenser. This 
area will contain case narratives that relate to the Appeals Court. 

Upon entering the Appeals Court area, a visitor will see five large booths 
that mirror the previously seen District Court area but with graphics 
related to the Appeals Court. Each booth will have a touchscreen display 
where the visitor will interact with the story, like the District Court 
area. This process will be the same as the District Court area. Each 
booth is composed of a screen, a tall graphic, and a slanted table.

To help continue the Core Game, we want visitors to also 
understand the importance of the Appeals Court system.

CORE GAME - APPEALS COURT
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Division of Power is a sorting game where statements 
animate from the top of the screen moving toward the 
bottom of the screen. It is the task of the visitor to sort 
the statements into the appropriate branch. As visitors 
gather more points, the speed that the sentences ‘fall’ 
increases, and point-value increases as time progresses.

Up to three visitors will be able to play Division of Power at any 
given time. When a visitor goes to play the game, they will 
approach one of the three large touchscreen displays that 
hang from the center of the wall across from the ‘Discover A 
Case’ exhibit. To help attract visitors to the game, each display 
will have a demo of the game running when not in use.

Division of Power will be used to help solidify the 
information that they have learned up to this point 
while also stressing the importance of the three 
branches of government and why they are divided.

DIVISION OF POWER
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WORD FINDER

The Word Finder is an analog exhibit where visitors can 
learn about the judicial terms officials use on a day-
to-day basis. Language is important to developing 
cases, so it is helpful for visitors to know more 
about judicial terms and why they are used.

Upon approaching this area, visitors will see letterforms 
extruding from the shape of the Judicial Building. Each 
letterform is a different color and shape to convey the 
outline of the Judicial Building. These words are in between 
the end of the District Court space and the Supreme Court 
space to help tie the two areas together. There are also 
posters near the words to give context to why the words 
are important and where they come from, this poster can 
potentially be updated to highlight different words.
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Knowledge is Justice is a trivia game where visitors will be able to test their 
knowledge of the cases from previous exhibits in a semi competitive 
way. Visitors can compete against themselves in a “race against the clock 
mode” or challenge other visitors in a one vs. one race for the most points. 
Visitors will keep track of their progress with a leaderboard like system. 

Knowledge is Justice features three screens centered on the wall. The center 
display is a large screen where the points and leaderboard will be displayed. 
The two screens on either side of it are the displays for each individual players 
game interaction. These smaller displays have a short countertop  located 
at waist-height in front of each of them. Each table/counter contains four 
colored buttons on the surface, which correlate to the trivia answers.

The goal of Knowledge Is Justice is to be more reflective than the 
other exhibits. Here, visitors will be testing their own accumulated 
knowledge instead of learning new information. We hope this 
game will encourage memory retention through repetition.

KNOWLEDGE IS JUSTICE
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A visitor will conclude their experience of the Core Game 
at the Supreme Court area if their case narrative leads them 
there. For those whose narrative ended in the Appeals 
Court area or the District Court area, this exhibit will act as 
a photo opportunity where visitors can roleplay as judges. 

The Supreme Court area is a mock replica of the actual Supreme 
Court benches in the Judicial Building. This area has two 

“benches” that face one another, with a bar separating the 
two. Each bench is a half circle with a touchscreen display 
in the center of the space, where the Core Game is played.

This final area of the Core Game will be a reflective area of the 
entire experience. We found that one of the most popular 
exhibits at the Judicial Learning Center in Colorado was their 
photo opportunity. Visitors, especially younger ones, enjoy the 

SUPREME COURT

feeling of being a justice for a day, so we included a space where 
they can do exactly that. At this point in the experience, visitors 
should have a good understanding of the roles the District, 
Appellate, and Supreme Courts play in the judicial system.

To continue the feeling of being a justice in the  Supreme 
Court area, mock robes are provided so that visitors can 
immerse themselves in the role of being a justice.

Upon entering the ‘Core Game - Supreme Court’ space, visitors 
will see a row of black justice robes hanging from the wall. Along 
with these robes, symbols related to the Judicial system will 
be displayed with supplementary information beside them.
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To continue with the theme of judges and being a judge, we also 
want visitors to see examples of Iowa’s judges. Here, visitors will 
meet the members who help the judicial branch to work well. 
These judges will consist of District judges, appellate members, 
Court judges, Supreme Court judges, and clerks to name a few.

Videos will be displayed on long displays where these members 
will talk about what they do, their job, what they like about it, 
and what they had to study to get to their position. Each display 
will have information displayed in both English and Spanish, 
accompanied by audio in both respective languages to engage 
as many visitors as possible. To trigger these displays, proximity 
sensors will sense when a visitor is standing in front of a display. 

We want to connect visitors to their judges and to show the 
judges not just as role models, but also as a relatable person.

MEET THE MEMBERS

Judge Portraits by Artist 
Michele Rushworth 
from portraits.com
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THANK-YOU AREA

To finish the visit, visitors will have the ability to vote on their 
favorite exhibition and have access to the different social media 
accounts and website linked to the Center of Rights Education. 

The website is the proposed outreach tool for the space.

As a way to provide visitors and students of Iowa School 
Districts with more information we propose the creation 
of a website. This website would go deeper into what it 
means to be part of the Judicial Branch and how the work 
that is done impacts Iowa communities. This would also 
be a good opportunity to take visitors deeper into the 
different exhibits by providing more background information 
on what they did and how it relates to their lives.





44     

Over the past couple of months, we have come together as a 
team to create a memorable experience that we hope you enjoy. 

As an integral part of this class and the development of this 
proposal, the Dsn S 546 class took a field trip to the Colorado 
Judicial Learning Center in Denver, Colorado. This trip was taken 
at the beginning of the semester to experience their learning 
center as a respected precedent, and interview its creators. As 
a first step of the process, this opportunity was invaluable and 
we wish to thank those we met with in Colorado for their time 
and consideration. We especially thank: Polly Brock, Justice 
Marquez, Justice Davidson, Drew Alderson, and Chris Hudson.

For this wonderful learning opportunity, we would like to thank 
Iowa Chief Justice Mark Cady, Molly Kottmeyer, Jim Evans, and 
the Iowa Supreme Court Justices; as well as Iowa State University 
President Wendy Wintersteen, College of Design Dean Luis 
Rico-Gutierrez, and Senior Associate Dean Cameron Campbell.


