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The Long Now: 
Strategic Design Workshops for Non-Designers

“How to create a digital process of Design Roadmapping 
in which the passenger is central for Vanderlande and that 

could be transmitted to different domains?”

Methods and forms 
that help to negotio-
te interest. 

Strategic Workshop
Design

3 Design Layers

The design of the strategic 
workshops that are  necessary to 

build the design roadmap.

Workshop The Kick-Off Workshop 1
Creative Trend 
rearch

Workshop 2
Empathizing 
with Future Users

Workshop 3
Future Visioning

3 hours

Intermediate 
Review Session

Workshop 4
Brainstorming

Workshop 5
Linking Activities

The Long Now
Review Session

Include the three 
mapping session of 

Design Roadmapping 

The Long Now Process 
Design

 All design choices regarding 
the process and outline of the 

workshops

Using standardized 
forms to create the 
same meaning, and 
show differences 

Knowledge Design

the domain specific input and the 
user research to create a customer 

focus, delivered by a design 
researcher
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Seamless Experiences

Mobility as a Service

Touch Free Traveling

Baggage as a Service

Giving the journey out
of hands
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Being in Control

Sustainable Modalities Corporate eco-systems

Meaningful Travel Time

Personalized Experiences

Data Privacy of the 
individual

Track and tracability
of Everything

We care about the 
environment

The creation of New 
Modalities

The return of the Train

Vehicles become greener
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Shared Mobillity5
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Data-sharing as Collabora-
tion in ecosystems

Collaborative Effort 
through eco-systems

Decentralized Travel
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Mobility Hubs4
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The entertainment 
Airport 

Traveling adds to life 
values

The experience Journey
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Focus on Local

Multilocal Production

Growing Corporate 
Social Responsibility
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On-demand Delivery

A personalized 
Travel

Traveling on-demand
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Bring ownership in the 
research by engage-

ment and familiar 
materials

Process Design

Content Design

Discover boundaries 
and drivers for future 

thinking by understan-
ding the company

Include the three 
mapping session of 

Design Roadmapping 

Create purpose and  
sence of importance 
for the workshops by 

setting goals

Create engagement  
through active 

learnign and interacti-
ve content

Select the right tools 
for communication 
and collaboration 

like Miro & MSTeams

Workshop Design

Tools or activities to 
support creative 

dialogue between 
participants (e.g. with 

visual output)

Create a structure of 
performing converging 
and diverging activities

Make the user research 
social by creating 

empathy for end-users 
(e.g. through visuals 

and humanizing data) 

Make user research 
actionable by 

providing inspiration 
and actiive learning

Create involvement 
from all levels of the 
hierarchy by active 

involvement

Make use of the exisitng 
materials and lexicon to 
cross semantic  know-

ledge boundaries

Bring ownership in the 
research by engage-

ment and familiar 
materials
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Guidelines for this layer

Guidelines for this layer

Guidelines for this layer

Outcomes

5  Roadmapping Workshops and 1 
Kick-off, Multiple management review 
sessions

Outcomes

Outcomes

A digital set of design roadmap-
ping workshops on Miro. Which 
can be used for different domains

Design research and user in-
sights presented in the workshop 

to embed the end-user focus


