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Migratory birds find their way with a combination of methods:
they use the sun, the Earth's magnetic field and physical
landmarks such as coastlines and rivers. They also use a star
compass, knowing that dots of light rotate around a center,
depending on the hemisphere, corresponding to north or south.

Many scientists believe that whales can sense the Earth’s magnetic field,
and they use it to guide their journeys as a built-in compass. They also
use echolocation in environments where other senses may not allow.

Sea turtles are known for swimming back thousands
of kilometers to return to the beach where they were
born. They use unique magnetic signatures the

coastlines for their annual migration.

Monarch butterflies migrate up to 3,000km from North /
America to Mexico, using their perception of the sun
and an internal biologic clock as internal compass.

Desert ants have the fascinating skill to navigate
home in a straight line through unfamiliar ground
after meandering hundreds of meters from its nest.
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s Wolves, dogs and pigeons navigate using their
sense of smell (olfaction). They possess an
extremely accurate sense of smell.
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Fiddler crabs use path integration to navigate to and from their burrows.
With this technique, animals track their movements (distance and direction)
to calculate its current position relative to a starting point, also known as
dead reckoning.
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This project grew from a fascination with finding your
way, and perhaps even more with getting lost. Along
the process, | sometimes felt that same disorientation
myself. The project’s scope stretched far beyond the
familiar background of design and wayfinding, and at
times | nearly lost my own sense of direction within its
complexity. But the continuous explorations every time
brought surprising outcomes and that experience
became part of the message | want this thesis to carry:
in a world where routes are increasingly predefined,
where trips across the globe can be fully planned and
mapped before departure, | hope to remind people of
the fulfillment that comes from choosing their own path
and embracing the serendipity along the way.

Finding your way is not only about reaching a
destination, but about how you decide to travel there.

This report documents my master thesis at Mijksenaar,
exploring the driving forces behind how people find
their way, and bringing them together in a framework
of nine typologies. Using the Vision in Product Design
(ViP) method, each step was grounded in the
preliminary research. The framework is illustrated by
using the Louvre Museum. A place of overwhelming
scale, complexity, and cultural weight. With its endless
wings, iconic artworks, and daily flow of millions of
visitors, the Louvre is both a treasure and a maze. It is
a perfect stage to rethink how people find their way
and how to align a museum experience to this.

| hope this report gives you a glimpse of that journey,
and inspires you in the moments ahead when you are
finding your way.

Lotje van den Burg

05

| feel very grateful to conclude my time as an industrial
design engineering student with this project. | enjoyed it
from beginning to end. It allowed me to grow as designer
and to apply my personal interest and skills in a new topic
and new method.

This project would not have been possible without the
people who supported and inspired me along the way.
| feel very grateful for the trust, patience, and
encouragement | received throughout this journey.

First, | would like to thank my supervisory team from TU
Delft, Matthijs van Dijk and Joost Alferink, for supporting
me in the design process and giving me the freedom and
trust to shape my own project. Thank you both that | could
surprise you again and again.

Matthijs, thank you for understanding always with very
little words the broad and complex directions | was
exploring, and for pushing me each time to refine the
nuances and make things fit just a little better. It was a
pleasure to learn about the ViP methodology from you.

Joost, thank you for the inspiring talks, sharing practical
experiences and for thinking along with me about ideas for
the Louvre. | appreciated your patience in following the ViP
steps with a practical mindset, it brought a valuable
balance to the process.

From Mijksenaar, | would like to thank everyone | crossed
paths with in this project: thank you for the conversations
and encouragement. Fenne, thank you for your guidance
and for always suggesting valuable research and
references that broadened my perspective. Stefan, thank
you for our conversations about the overall future vision of
wayfinding; they helped me to connect the future context
to my personal future vision.

Alessandra, thank you for being on this thesis journey at
the same time, for sharing the high and low moments, and
for supporting me through them. John Kérmeling, thank
you for your discussions, which allowed me to approach
things from fresh angles and find my place within them.

Finally, | would like to thank my parents for your support,
opinions, and for always standing by me. Many interests
and passions that you allowed me to explore became
useful in this project.

To each of you, thank you for being part of this journey.
| could not have done it without you.
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This graduation project explores the future of
wayfinding in 2035, using the Louvre Museum as a
design context. Conducted at Mijksenaar, a design
studio specialized in wayfinding, and following the
Vision in Product Design (ViP) methodology.

The project investigates how people may orient,
navigate, and experience places in a world where
technology increasingly provides the way for us.

Wayfinding today is often framed as a problem to
be solved with clarity and efficiency. Digital tools,
signage systems, and pre-planned routes ensure
that the shortest path is always within reach. Yet
this convenience also reduces the role of our
intrinsic wayfinding skills, and with it, opportunities
for exploration, discovery, and agency. This project
starts from the belief that finding one’s way should
not only be about reaching a destination, but about
how we experience movement, space, and place
along the way.

The process combined literature research, expert
interviews, and future context exploration to
identify 150 context factors that will shape
wayfinding in 2035. These were clustered into
eleven patterns and organized into a 3x3 future
framework, structured along two dimensions:
sense-making of space (intrinsic, social, systemic)
and authenticity of place (physical, cognitive,
emotional) This framework describes nine
typologies of wayfinding behavior and spatial
guidance, each highlighting a differet mode of
orientation in 2035. From this, a vision was
developed for the Louvre: rather than directions to
find your way, visitors should choose how to
navigate, orient and experience the museum, and
view the collection through an intentional lens.
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Main outcomes

The outcome of the project is the framework as
route for the future way. The proposed wayfinding
experiences in the Louvre Museum, are used as
example of applying the framework in a context.

RESEARCH
Literature study and expert interviews identified
150 future context factors for wayfinding.

FRAMEWORK FOR FUFTURE WAYFINDING (2035)
Eleven patterns were clustered and organized into
a 3x3 framework for envisioning the future of
wayfinding, where spatial guidance helps people to
make sense of space and find authenticity in place
in 2035.

DESIGN VISION

Nine visionary design statements were formulated,
providing tools for translating the framework into
design practice. Each vision statement was
clarified with an analogy.

APPLICATION IN THE LOUVRE

For the Louvre, nine speculative design
interventions were developed, that illustrate how
the typologies could be manifested in a complex
museum context.

PATHWAYS CONCEPT

A holistic design concept that integrates all nine
strategies into one adaptive wayfinding system.
Pathways highlights how different parallel
experiences can be brought together in one
museum, supported by emerging personalization
technologies.

For Mijksenaar, the work provides:
» A strategic tool for spatial guidance.
« A vision-driven method for aligning contexts
with human experience.
» A proof-of-concept (Pathways) that
demonstrates the potential of personalized and
meaningful navigation in public space.

Experiential layers of Pathways

Each of the nine typologies is reinterpreted in the
Pathways concept as an experiential layer of
movement:

SYSTEM HABITS IN MOVEMENT
Optimized routes for efficiency and flow.

COGNITIVE OUTSOURCING
Decision support through curated, simplified
options.

CONFIRMATION THROUGH SYSTEM SUPPORT
Emotionally responsive pathways that reassure,
encourage and surprise you.

SHARED VISITS
Tools for companions to stay connected without
controlling one another.

SHARED STORIES
Live data visualizations of where crowds gather,
shaping decisions to join or avoid.

PLACES OF BELONGING
Highlighting familiar zones and focusing on the
destination rather than on the route to reach it.

INTUITION
Opportunities to train natural orientation skills.

REFLECTION
Quiet spaces that allow stillness and thought.

FRICTIONAL EXPERIENCE
Routes that demand attention, effort, and
engagement while wandering and exploring.

Conclusion

In conclusion, this thesis aims to inspire both
designers and non-designers to reconsider the role
of wayfinding in our lives. In a world where the way
is increasingly found for us, we can still choose to
find our way differently and embrace the richness
of movement, discovery, and getting lost.
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Visitors need the freedom to choose how they
navigate.

INCLUSIVITY
Different visitors require guidance tailored to
diverse rhythms, abilities, and preferences.

SERENDIPITY

Not every route should be optimized; users
value moments of wandering, friction, and
unexpected discovery.

BALANCE
Visitors want guidance that helps them orient,
but without overshadowing the artworks.
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09

emotional in place

Pathways reimagines
navigation for the Louvre of
2035. Visitors choose how
they want to find their way.
Supported by emerging
technologies with parallel
experiences, Pathways
balances clarity with
discovery, turning movement
into a personal journey
within a collective space.
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INTRODUCTION

This introduction chapter marks the baseline of
the project. It contains practical information to
support both understanding the thesis and
navigating how to read it, as an instruction to not
get lost in this journey through future wayfinding.

The following chapters dive deeper into the
domain of wayfinding, the future context and the
implications for future proof wayfinding
experiences in this context.
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In the series, This Way Brouwn (1960-1964),
Stanley Brouwn asked passers-by to draw a route
from A to B through Amsterdam (figure 1). The
drawings on page 15-16 show external
representations of the city layout and routes from
point to point. As cities grow denser (United
Nations, 2018), systems become smarter (Harari,
2017), and public spaces more layered with
information and stimuli (Powell et al., 2023), the
act of finding one’s way is no longer just about
reading a map or following a sign. Digital
technology is now shaping all stages of the travel
experience (Nortal, 2025) and there are also big
shifts in the development of the individual and of
society. The continuing increase in aging
population requires different needs for the public
space (EPSAS, 2024). Fortunately, over the last
years, more and more wayfinding design is
prioritizing user needs, preferences and feedback
to improve usability and satisfaction (Mullen et al.,
2016).

Wayfinding

Wayfinding involves all strategies that people use
to find their way in familiar or new settings, based
on their perceptual and cognitive abilities and
habits (Arthur & Passini, 1992). People have
different and diverse strategies to navigate, in
which habits and expectation play a significant role
(Summerfield & Egner, 2009) (Riccio et al., 2013)
(Salovich et al., 2017). Some people rely more on
route-based strategies, others rely on survey-
based strategies for building a spatial overview,
and they often use a combination of strategies
(Maguire et al., 20086).
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In information design, wayfinding is more than just
signage. There are many forms of information
(Mijksenaar, 2020), like subtle cues from light and
architectural shapes, vocal instructions, human
staff directions, your own constructed mental
maps of past experiences (Lynch, 1964), media
and the flow of other passengers. This means
there are infinite ways how people find their way
and how they experience this. With the rise of
digital technologies, especially GPS-based
applications and algorithmic routes, wayfinding has
increasingly become a technologically mediated
activity. This shift has transformed not only how
people find their way, but also how they engage
with physical space and personal agency in
navigation. This research explores how the
wayfinding behavior might evolve over the next ten
years, and envisions the role of the wayfinding field
for this future.

Mijksenaar

This project is done in collaboration with
Mijksenaar, a leading information and wayfinding
design agency, founded in 1986 by Paul
Mijksenaar. Three years later, in 1989, the
collaboration with Schiphol started for the
wayfinding of the airport (figure 3). Besides
airports, Mijksenaar designs wayfinding solutions
for many different locations, from campuses to
museums and from cities to stations (figure 3). For
each project, they start with a detailed analysis,
then developing a wayfinding strategy for a better
readable and navigable location (Zijlstra, 2015).
The solutions are on the intersection of information
and spatial design, like interventions in
architecture, interior, lighting, placing of landmarks,
digital tools, maps and signage. (Mijksenaar, 2023)

The company has a multi-disciplinary team with a
user centered focus, with backgrounds in
architecture, digital, industrial design, psychology,
user experience and graphic design. Their vision is
that by aligning orientation, navigation and
experience, they are connecting people with
spaces and places. (Mijksenaar, 2023)

Orientation

At Mijksenaar, they define orientation as analyzing
and using spatial characteristics. Think of rhythm,
landmarks, or light conditions of a place. These
help people to intuitively read’ and understand
their surroundings, before needing explicit and
written information. (Mijksenaar, 2023)

Navigation

Navigation is addressed by defining the need for
information, through mapping the different
journeys of people and developing the total
information hierarchy. (Mijksenaar, 2023)

Experience

Next to pure functionality, Mijksenaar also provides
a layer of ‘identity’ through wayfinding, as visual
storytelling helps to establish sense of place and
recognitions to create memorable spaces and
experiences. (Mijksenaar, 2023)

AN ASEN

Figure 3: Schiphol wayfinding since 1989
(Mijksenaar, 2013)
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Project goal

The research question is: How do people find their
way in 2035? and the goal of this thesis is to
explore how wayfinding should evolve in response
to future societal changes. Current wayfinding
design often focuses on solving practical issues of
confusion or unclarity, this project however takes a
broader approach. It investigates what wayfinding
should be in order to meet the needs of people in
2035. This is especially relevant in an increasingly
complex and technologically mediated world.

The year 2035

This year was chosen carefully, as 2035 is far
enough to step outside today’s way of seeing the
world, but near enough to remain connected to
current trends and developments in technology,
urban development and human behavior. This way,
we can envision an evidence-based plausible
future. (Hekkert & Van Dijk, 2011)

Value for Mijksenaar

This project extends Mijksenaar’s ambition into the
speculative and strategic domain: How can
wayfinding evolve beyond signage, toward
becoming an adaptive, responsive, and socially
meaningful layer of future public space?

In doing so, this thesis does not attempt to design
a single tool or product. It aims to contribute a
vision with an exploration of how people might
orient themselves, move through space, and stay
connected to others in the year 2035.

Through the multi-disciplinary approach of the
research, it highlights the consequences of
wayfinding behavior that are deeply connected to
other experiential and societal processes. This
emphasizes the shift of wayfinding from only
functional to more experiential.

Scientific relevance

Importantly, each step of the process can be
interpreted both as a source of research insight
and as an act of creative synthesis. When this
project is continued or revisited in the future, the
context analysis can serve as a foundation for new
interpretations, while the vision and concept
should be seen as one possible outcome rather
than a fixed solution. It is a way to illustrate the
framework.
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Instead of responding to existing wayfinding
issues, this thesis project explores how future
behavior shapes the opportunities for wayfinding:
how people orient themselves, move through
space and stay connected in public environments.

Vision in Product Desigh methodology

To guide this process, the Vision in Product Design
(ViP) method (Hekkert & van Dijk, 2011) is used.
ViP is a future-oriented design approach that is
reframing the current design space to generate a
long-term value, grounded in the needs of future
behavior in the domain. The ViP method follows a
structured exploration through the levels of
product, interaction and the context level (figure
4). It combines insights from different research
backgrounds to construct a credible future context
and design response. (Hekkert & Van Dijk, 2011)

The method was relevant to research a deeper
layer of wayfinding, and image wayfinding as a
social and experiential practice.

Steps of ViP method
Each step of ViP that was applied in the project:

@ deconstruction starts by understanding the
current relationship of product, interaction and
context and what factors shaped it the way it is.

0 domain definition sets the scope of the project
by defining a relevant time frame and focus area.

9 gathering context factors as states, principles,
developments and trends from different disciplines.

e clustering & structuring the context analyzes
relations between individual factors and translates
them into future patterns and a design framework.

e vision statement describes the intended
experiential effect of how as designer you relate to
the future behavior in the framework.

e desired interaction describes in what way the
vision should be realized on the interaction level.

@ product qualities emerge from the analogy as
qualitative characteristics that should guide the
design solution.

0 concept development is the generation of
ideas and further concept design based on all
previous steps of the methodology.

@ connecting now-future translates the current
concept to the future context by a transition path.

deconstruction designing
preparation
S T @ domain/time
i “e
< o @ context factors
& )
é%’ 3, © context structure
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statement
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= =5 @ human-product interaction
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Figure 4: Visual representation of Vision in Product Design process
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DOMAIN

This chapter analyses the current wayfinding
domain. Through deconstructing the wayfinding
in Schiphol airport, a deeper understanding is
created on how the current wayfinding system is
shaped. The domain, however, was not narrowed
down to airports, but a specific context analysis
was needed for an in-depth interpretation.

All insights are combined into a model that

visualizes the wayfinding domain for this thesis.

The domain is defined as:

How people use information to understand and
orient in the public space for navigation and
experience, in 2035.
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Figure 5: Schiphol parking garage wayfinding
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product level

The ‘product’ is the wayfinding system at Schiphol
It consists of the signage, service, architecture and
interior, policies and area surrounding the airport. It
is hard to give a complete overview, nevertheless,
this section is an attempt to highlight some of the
characteristics of the product.

An initial characteristic is the yellow signs. The
color is warm yellow that is dominant and catches
the attention. It is part of a color coding for
different sorts of destinations. Yellow is for
everything related to arrivals and departures, grey
indicates facilities, green marks emergency routes,
and blue is used for shops, cafés and restaurants.

Schiphol operates day and night, so lighting is
important. Most signs are self-illuminated to
improve visibility. There is also a growing amount
of digital signs, where the content can be adapted
to current circumstances.

The information is designed to be clear, intuitive,
predictable, and unambiguous. Gates are indicated
by a capital followed with a digit. Sentences and
names of destinations are written with a capital as
first letter to also increase legibility. Pictograms are
supporting people who have trouble reading Dutch
or English, and they are also useful for people with
a low literacy level or dyslexia. (Berkers, Linders &
Bosma, 2013)

For the wayfinding in Schiphol applies the rule
‘form follows function’, as design consideration are
based on legibility, comprehension, clarity and
attentional capture. The yellow signs demonstrate
this, as the yellow color with black text is chosen
for the high contrast and readability (Berkers,
Linders & Bosma, 2013). The visual design with
arrows and pictograms expresses simplicity.
Wayfinding in Schiphol follows 4 principles (Dutch
Profiles, 2012).

1. continuity: repeat info till you get there.

2. conspicuity: signs need to stand out.

3. consistency: use always in the same way.

4. clarity: the message should be clear.

9. | Arrivals 1-2

Aankomst

ey )

Check-in 1-16

Figure 6: Schiphol signage

interaction level

Wayfinding at Schiphol is designed to offer a
seamless interaction between user and
environment, aiming to reduce stress and cognitive
load in a high pressure setting of finding your way
through the airport. Beyond the physical act of
moving through space, orientation and experience
also involve cognitive interaction. They are shaped
by factors as human perception, memory,
attention, and decision-making.

Although the signage system looks simple, it
supports complex human behavior through well
considered placement, timing, and clarity. Signs
are placed perpendicular to the walking direction,
aligning with natural gaze behavior, while
distractions like advertisements are kept parallel to
stay out of immediate focus (Berkers, Linders &
Bosma, 2013). This supports the traveler's need for
intuitive orientation in a context where time
pressure and emotional tension are high.

Norman’s basic principles for good interaction
(design, consistency, immediate feedback and
simplicity), help to give people a sense of control.
Through predictability, people know what to
expect and they can anticipate information before
they actually need it. (Norman, 2013)

In general, the wayfinding at Schiphol is purely
functional. For example dictating routes and
indicating walking time to destinations. This subtly
shapes passengers’ behavior and decision-making.
For people under stress, it is also about trust and
delegation of your cognitive processes, so that
users are able to focus on their final destination.

/N m Baggage hall [f_Exit
rcates BDEFGH

¥ Gates C21-26

& Transfer T2-9

Figure 7: Schiphol wayfinding

context level

The worldview of the 90s, in the early stage of
Mijksenaar’s work for Schiphol, was very different,
especially in aviation. Environmental concerns were
not yet as prominent as today. Flying was originally
a privilege for the elite, a status symbol driven by
the ‘aesthetics of progress’, a cultural appeal
associated with technological advancement and
modernization. Flying represented not just
transportation but also a forward momentum. With
a globalist mindset and the economic means to
travel, the whole world was within reach. Airports
were gates to other cultures and flying implied
being receptive to another world.

As long as the world population, globalization and
aviation industry grew, airports complexity did as
well. In twenty years, the number of passengers at
Schiphol grew with 57%, from 42.5 million 2004 to
66.8 million in 2024. (Schiphol, 2024)

The Schiphol wayfinding stays needed in different
forms, because its artificial created environment is
complex and complicated (Snowden & Boone,
2007) and in a natural way, the complexity is hard
to navigate through. Still, Schiphol’s wayfinding is
continuously evolving and adapting to changes in
society and technology. It is thoughtfully designed,
but it raises the question: who decides how we
navigate? And is it inclusive for all?

When the first airports were designed, most of the
passengers were rich men. Decreasing inequalities,
globalization and budget flights opened air travel
to more people.
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Cognitive mapping

Cognitive mapping refers to the internal, mental
representation people form of their surrounding
environment. Kevin Lynch (1964) describes the
concept in his book The Image of the City, as a
way to understand how individuals navigate and
make sense of urban spaces. According to Lynch,
people create mental maps composed of five key
elements: paths, edges, districts, nodes,

and landmarks. These elements help structure
people’s spatial understanding and enable
orientation, navigation, and memory of place.

Cognitive maps are subjective and incomplete,
shaped by personal experience, attention, and
emotion. Lynch emphasized the importance

of legibility, so how easily a space can be
understood and organized mentally, as a core
quality of well-designed environments. A highly
legible space supports strong cognitive mapping,
helping individuals structure the space in their
mind and feel confident and oriented.

.
At home

Accessibility and inclusivity

Inclusivity should not be mistaken for accessibility.
Accessibility focuses on removing barriers so that
people with disabilities can use services and
environments. Inclusivity, on the other hand is
about designing for everyone, taking diversity into
account in the process. As airports become larger
and more complex, all travelers can benefit from
providing information in multiple formats and
through multiple pathways. (Mijksenaar, 2020)

Passenger journey

The journey starts at home. There is a very big part
of the journey that happens before the passenger
arrives at the airport (figure 8). Also after arriving
at the airport there are different phases and layers
of the wayfinding experience (figure 9). Wayfinding
designers use passenger journeys as a tool to
identify touch points, user needs and wayfinding
considerations (Mijksenaar, 2020). The journey
below shows the ‘Departing Journey’, as an
example of a passenger journey. In the same way,
you can also visualize the ‘Arriving Journey’ and
‘Connecting Journey’.

Sign systems

All different sign types (directional, identification,
informational, maps, regulatory and dynamic signs)
are part of one connected sign system. Similar to a
design system in UX design, but exclusively for
signage. A handbook specifies the design
principles and guidelines for each sign type
(Mijksenaar, 2020).
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Figure 8: Passenger journey before arrival on airport (Mijksenaar, 2020)

Terminal E

> Departures
A t fm

Entering terminal Departures hall

nnnnnnnnnnnn

nnnnnnn

Security

Figure 9: Passenger journey after arrival on airport (Mijksenaar, 2020)
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Spatial zoning

In a complex environment like Schiphol, multiple
parties communicate different messages through
various media. To prevent elements from
competing for space, effect, and attention, it is
important they are organized in spatial zoning.
(figure 10) (Mijksenaar, 2020)

Figure 10: Various zones used in spatial zoning
(Mijksenaar, 2020)
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There are many guidelines available for each zone:

The flow zone (F) are the corridors where people
move, and they should be kept free of visual and
physical obstructions.

The wayfinding zone (W) is directly above flow in
the natural field of vision to maximize visibility. It
contains overhead wayfinding elements, and no

other media is allowed in this zone.

The buffer zone (B) is a separation between
wayfinding and media zones. This zone is
important to provide a visual resting point and
maintains the visual harmony.

The overhead media zone (O) is a flexible space
high above wayfinding when the ceiling is high
enough.

A central zone (C) can be defined when there are
flows on both the left and right side. In this zone,
information and instructions, rules & regulations
have priority over other media.

Lateral zone (L) can be defined on wide flow areas.

A Parallel Media Zone (P) with branded media,
commercial media and art plays content on the
side walls of a flow area, parallel to the flow.
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Based on the deeper understanding of wayfinding
derived from the deconstruction, the domain
model on the right attempts to map its key
processes and interpretative lenses. (figure 11)

Wayfinding model

The domain model of wayfinding behavior consists
of two interconnected rings around central sphere.
One ring represents internal human factors (people
ring), the other external influences (external factors
ring). The yellow sphere symbolizes wayfinding
behavior itself, influenced by both rings. The space
between the rings reveals four interpretive lenses
through which wayfinding can be understood.

The people ring

The people ring in the domain model represents
the internal human factors that shape how
individuals find their way, both when exploring or
more goal oriented. On one side of the ring

lies human perception and cognition: the mental
processes involved in reading signs, interpreting
cues, making decisions, and filtering information
based on relevance or urgency.

On the opposite side is spatial awareness, the
embodied sense of orientation that draws on
memory, movement, and intuitive understanding of
space. Together, these two aspects of the ring
reflect how internal capacities interact to produce
unigue navigation strategies.

The external factors ring

The external factors ring represents the artificial
and natural environmental conditions that shape
how people find their way. On one side of the ring
lies the public space itself, the physical and social
environment through which people move. This
includes architecture, landscape, spatial layout,
and the presence of other people, which can all
support or hinder navigation.

On the other side of the ring is the provided
information: signs, symbols, auditory cues, digital
tools, and other guidance systems. These two
sides are always connected and shape the world
that we try to make sense of.

The spaces in between the rings

The perception/attention lens highlights how we
visually and cognitively orient ourselves with the
(designed) information. This lens sees wayfinding
as orientation: it determines what we notice, what
pulls our focus, and how we make sense of space.

The navigating lens is about the actual traversal of
space and it sees wayfinding as movement.
Through spatial awareness and interpretation of
information, we can decide routes, adjust paths
and reach destinations.

The unconscious lens reflects how much of
wayfinding happens beneath our awareness of
unconsciously understanding the public space.
This lens sees wayfinding as habit: through
experience and trained responses.

The experience lens is about how people
emotionally or culturally relate to space. A personal
and affective experience of perceiving the public
space. This lens sees wayfinding as meaning-
making, so more than pure functional.

Cross-cutting themes

In addition to the two rings, and four interpretive
lenses, the deconstruction also revealed three
overarching dynamics in wayfinding. These themes
stretch across the system, influencing both internal
and external factors as well as how they are
interpreted through the different lenses.

Efficiency and friction form a central tension in
wayfinding. Many systems are designed for
smoothness, clarity, and speed, especially in high-
stress environments like airports. Yet friction, such
as moments of doubt or detours, can enrich the
experience through discovery. This theme
questions whether every form of wayfinding should
be streamlined, or whether value can be found in
friction and ambiguity.

Governance addresses the question of who
designs the systems we navigate, and for whom.
Wayfinding is never neutral: it reflects institutional
priorities, power structures, and design decisions
about accessibility, inclusivity, and control.

Philosophical principles overlap with wayfinding
principle and can give interesting insights about
how we look at wayfinding. Is wayfinding an act of
autonomy and fundamental for humans? What is
the relation between the body and cognition? And
how are we as humans part of the system?

DOMAIN: HOW PEOPLE USE

INFORMATION TO UNDERSTAND AND
ORIENT IN THE PUBLIC SPACE FOR
NAVIGATION AND EXPERIENCE, IN 2035.
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Figure 11: Domain model
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FUTURE CONTEXT

This chapter builds the future context for the
previously described domain. It explores what will
influence how people will find their way.

A total of 150 context factors about wayfinding
behavior were gathered through a literature
review across eleven related disciplines. The
validity and completeness were evaluated
through a workshop with Mijksenaar’s wayfinding
experts.

The context factors were combined into eleven
future patterns that describe movements within
the domain. These patterns determined the two
dimensions that structure the design framework:
sense-making of space and authenticity of place.
Together, they form a matrix of nine behavior
typologies that describe how people will find their
way in 2035.
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Approach of gathering context factors
Designing for a future wayfinding context begins
by identifying relevant context factors. These are
value-free bits and pieces of the world that show
observable developments or shifts that may
influence how people navigate public spaces in
2035. These factors do not carry design intention
or judgment, but rather describe changes in the
world that are already unfolding (Hekkert & Van
Dijk, 2011).

Collecting context factors is done by the designer,
through literature research. It is important to try to
collect a set of factors that is as complete as
possible for describing the future context.
Therefore, a broad range of domains is consulted,
as the future behavior of how people find their way
cannot be caught in one single discipline. It
involves societal transformations, environmental
effects, cognitive abilities and technological
possibilities. The disciplines that were accessed for
this project are biology, culture, demography,
economy, ecology, spatial geography, politics,
philosophy, psychology, sociology and technology.

The complete overview of the collected factors
can be found in appendix A.

In order to check for bias, a context factors
workshop was organized with wayfinding experts
of Mijksenaar (figure 12) to compare and add their
input of influencing factors (not supported through
sources) with my preliminary list of context factors.
The complete overview of input on context factors
can be found in appendix B.

Four types of context factors

Context factors can be classified as principles,
states, developments and trends. Since we are
predicting the future, we both need factors that
will shape and change the future, but also stable
factors of things that remain constant in the future.
(Hekkert & Van Dijk, 2011)

Principles are fundamental truths or evolutionary
patterns. Very stable and resistant to disruption.

e.g. “People are better at navigating in
environments that were topologically similar to
where they grew up. This navigation ability is linked
to the entropy of (city) street networks. (Coutrot et
al., 2022)"

- spatial geographical principle

States are temporal configurations and norms that
are still relevant within the project’s timeframe.

e.g. “People are using social media to find places
of interest (Van Canneyt et al.,, 2012)”
- cultural state

Developments are structural or policy driven shifts
that evolve gradually.

e.g. “Users might experience a decline in task-
based cognitive abilities, such as decision-making
and problem-solving, as they increasingly depend
on Al for decision-making. (Machamara et al.,
2024)”

- psychological development

Trends are emergent behaviors, attitudes, or
signals that reflect evolving social or cultural
dynamics.

e.g. “The book Data Feminism emphasizes the
importance of considering that power is not
distributed equally in the world. Data science is not
neutral and needs more fair approaches that
challenge existing hierarchies. (D’Ilgnazio & Klein,
2020)"

- sociological trend

Figure 12: Context factor workshop with Mijksenaar colleagues.
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150 context factors

The context factors were identified through a
combination of literature research, an interview
with artist John Kérmeling, ongoing discussions
during coaching sessions and a workshop with
Mijksenaar experts to evaluate completeness.

The process was layered and iterative: new ideas
and perspectives in conversations or articles led to
deeper dives into literature, while initial research
shaped already a diverse range of influencing
factors. Rather than following a strictly linear path,
insights emerged gradually and through doing.

In particular, the dialogue with John Kérmeling
offered a valuable outsider perspective that
challenged the idea that current developments in
people, society and technology are good.

Eventually, 150 different context factors were
collected through the background of 11 fields. The
context factors are distributed across the different
fields and types of factors, as can be seen in the
context factor distribution table (figure 13).
Because of the different lenses as described in the
previous chapter (figure 11), relatively more
context factors were gathered in the fields of
psychology and technology. On the other hand,
economical and ecological factors are represented
less. This doesn’t mean they are less important,
but it underscores the emphasis of the research.
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Context factor workshop Mijksenaar

In the workshop with wayfinding experts of
Mijksenaar, everyone was asked to write down
factors they think would have an effect on
wayfinding in 10 years. In group they were asked
to cluster the post-its into future patterns.
(appendix B)

Group 1

Tech dependency and convenience affect people.
Concerns and resistance to Al and power of big
tech. Analogue movement.

Society is affected by polarization and more
differences require different needs.

Group 2

Al and digital world lead to dependency of human
on technology. Society is aging and will be
increasingly isolated. Wayfinding will face new
infrastructures and be shaped by personalization,
multi-sensory experiences and beyond visual.

Group 3

More digital, less human. Tech, policy, Al, powerful
individuals control movement. No serendipity.
Information in own bubble. Getting lost and
intuition become a choice. Climate change
influences priorities for navigation behavior. Means
of navigation and orientation affected by migration
and growing differences poor and rich.
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Figure 13: Amount and distribution of context factors across research fields and factor types
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Emerging patterns

The individual context factors must be combined
to be meaningful for shaping a future. Therefore,
the factors are clustered into emerging patterns

that describe how people interact in the future

acknowledging the world’s resilience & tolerating discomfort

growing complexity

recognition of differences through
nature and nurture

The harsh modern world requires the human
capacity to adapt, endure, and grow through

context (Hekkert & van Dijk, 2011). From the

factors, eleven patterns were derived (figure 14),

the numbers in the white circles indicate the
corresponding context factors (appendix A)

paradox of authentic
human dwelling

The philosopher Heidegger (Cresswell, 2012),

described the concept of dwelling, where
humans authentically engage with their

surroundings. The physical human connection

with place is changing, which means that

sensory and intuitive ways of being are fading.
This offers a path to restore deeper, conscious

engagement with the world.

45 6 140 138 78 85 49 7 68

149 65 143 43 108 137 134
139 107 2 93 71

longing for the human dimension

In a fast, digital, and efficiency-driven world,
where life becomes more controlled by data

and technology, many people start to miss real
connection, recognition, and a natural rhythm.

They long for the human dimension.

28 8 147 109 120 40 22 3

106 115 87 95 91 98 123 150

Figure 14: Emerging patterns in the future context
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Differences in behavior and cognitive
strategies are attributed to both biological and
environmental factors. You are shaped by
genetics and patterns in which you grow up.

61 20 19 81 77 4 75 5 63

governance: invisible management
of behavior

Technological systems, privatized spaces and
controlled information increasingly shape
human behavior. Invisibly, individuals lose
autonomy. While the need for responsible and
accountable governance through global
challenges, the actual mechanism of power
becomes more hidden and fragmented.

86 96 55 41 54 142 90 24 136
26 128 130 70 126 129 122 57
146 51 135

efficiency harnesses complexity

Efficiency shapes how complexity is managed.
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