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Master of industrial design engineering 
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Ragnhild Ask Torvik
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MULTIPLE PROGRAMMES/CONTENT OVERVIEW

There were several changes to the programme
before and during the festival, combined with
multiple programme sources, this created
some confusion. 

However, as there were few parallel events, par-
ticipants did not “miss out” much. What efforts 
could be made to keep participants well in-
formed and prepared? And, what tools could
help prioritizing events to attend?
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EX H I B I T I O N  H A L L

It was a little hard to grasp the concept of the
exhibition hall. Was it a exhibition? A second
stage area? A lounge? Sponsor stands? The
use varied greatly during the festival week,
sometimes too crowded for everyone to join, 
other times almost empty.

E N T R A N C E / LO B BY  A R E A

The entrance area both outside and inside worked 
fine in all practical manners. However, both areas
seemed generic and disconnected from the festival
topic, and there is a lot of room for improvement.

What gave away that this was a major science festi-
val with some of the world's most famous scientists?

F O O D/ R E F R ES H M E N TS

Food was definitely not the highlight of the
festival. With only a small cafeteria inside and 
a couple of food tents outside, there were few
options and lot of waiting.

Participants were informed in advance to bring
their own lunch, but not all received the mes-
sage. Free coffee/tea and buns was a small
bonus, but not exactly “brain food” or in line
with the overall quality of the festival.

C O N F E R E N C E  H A L L / M A I N  V E N U E

The main stage area was excellent and way 
above expectation. There was no way of telling
you were inside a sports arena in a small city.

Light, sound, branding, flawless execution and,
of course, brilliant speakers produced a capti-
vating atmosphere. The wide layout made it
easy to find a seat and gave a decent view from
almost all seats.

(There are no places to sit and few food alternatives 
— that’s not too cool)

(It’s embarrassing that there is no food included. Imagine spending thousands of NOK on tickets, travel and hotels,,,,,,,,,,,,,,,,,,,,,,,,,,,,,lllllllllllllsslslsslslllllllssssslssssssssssssslllllllllllllllllllllllllllllllllllllllsllsslsslllllllllllllllllsssssssssssssssssssssssssssss
and all you get at the venue is shabby coffee in a cheap cup)ffff

— Middle School Teacher, Trondheim (thirities)
on the sparse facilities

(It was smooth! It would be surprising if there was no security check)

— Participant, Trondheim (thirities)
on the check in and security check

— PhD candidate, USA (thirities)
on getting an overview of the programme

— Engineer, Kristiansand (fourties)
on meeting deGrasse Tyson, Duke, and Stone

— Electrical Engineer, USA (fifties)
on the essential parts of a good concert experience

— Rob Young in Morgenbladet
while reviewing Starmus
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— Teacher, Trondheim (fourties)
while waiting in line at food trucks outside of the arena
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Methods and magic
How user centred design and sci-fi movies 

shaped an advanced digital tool



User insight

Digital designUser insight
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Designing the right thing Designing it right

• Understand the user, 
context and needs

• Qualitative interviews and 
observation

• Analyse and systematise 
insight

• Solution/problem description

• Concept development
• Rapid prototyping and 

testing

• Prototyping, testing, build
• Evaluation and feedback

SolutionChallenge
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Offshore wind parks

Kongsberg Digital (KDI)



Before
Software from several vendors and many spreadsheets

After
One integrated system with consistent design
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Ida Eriksdatter Brobakke 



Leon Johannessen
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KDI

KDI
OutSmart
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Critical

Frequent

People in safety zone

New alarm

Change layers in map

Fire
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Contact info vessel

PTW

Production data

Production data
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Critical

Frequent

High visual salience

Always visible

Quickly available

28
people in windfarm
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Information acquisition

Maximum information load

Researcher   Analyst   Pilot   Fire-fighter

Self-paced                  Task paced                 Tight

Information Rich Displays - The different roles of an operator



Information acquisition

Maximum information load

Researcher   Analyst   Pilot   Fire-fighter

Self-paced                  Task paced                 Tight

Information Rich Displays - The different roles of an operator

Situation map

Permits

Events

Assets

Maintenance



L0 - Main GUI
Main objective of product

L 1 Operation functionality

L2 Operational configuration

L3 Advanced configuration
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people in windfarm

"This is the most important view. 
I feel I have a total overview"
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1. Listen
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2. Prioritize
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3. Visualize
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. Explore
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