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Værkampen
Finding the right connection



Introducing our project and challenge 
In this project we continue our collaboration with Scary Weather AS, which we have 
previously worked with in the course MIX202. Scary Weather is a media company that 
specializes in climate communication. Their tagline is «From facts to stories», which 
highlights how they work on transforming meteorological facts and numbers into 
compelling stories with the purpose of creating engagement about the climate. The 
«problem» that Scary Weather wanted us to solve is how to connect the prototype we made 
in MIX202 to a new installation that is being built on Mount Fløyen. This is because they 
want to get the project funded as a total experience and not individual products. Thus, our 
task was to find out how we can be able to merge the two concepts into one holistic 
experience, in a natural and intuitive way, that also is enjoyable for visitors of Fløyen. 

The prototype we made in MIX202 is a concept which is based on an experience at the top 
of Mount Fløyen. With the help of AR-technology, the user is presented with a visualization of 
a time travel with emphasis on how Bergen is changing and influenced by climate change1. 
The new installation is going to be a «weather machine», and is still in an early development 
stage, meaning that much of its functionality and visual appearance is unknown. Creating a 
connection to something which is not yet defined proved to be challenging, but it also meant 
that our framework and possibilities were quite open and flexible.

+ ?=Weather 
machine
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https://static1.squarespace.com/static/599605d5f9a61e19fde4acc0/t/5f1c33a6f6d4d94f952ce69b/1595683766247/Bergen+Climate+Travel+-+english.pdf

1 Eidsheim, K., Hermansen, C. E. B., Kojen, T., Presthus, M. & Enevoldsen, L. (2020). Bergen Climate Travel. [exam report].     

   Available at: 

https://static1.squarespace.com/static/599605d5f9a61e19fde4acc0/t/5f1c33a6f6d4d94f952ce69b/1595683766247/Bergen+Climate+Travel+-+english.pdf


The prototype

Weather and climate is something that affects us on a daily basis, yet there is still so much 

we do not know about our surrounding climate. «Værkampen» is a fun and innovative 

experience based concept, which aims to educate and create engagement about weather 

and climate. The concept plays on a combination of an application and a physical 

installation known as «The Weather Machine». Via the application, users, who can be 

anyone visiting Mount Fløyen, can explore various activities and take on challenges related 

to weather and climate. By doing these activities, the user collects points which can be 

registered at The Weather Machine. Registering points at the Weather Machine will lead to a 

contribution to Værkampen’s current climate commitment, as well as reward the user with 

coupons. 



By assigning The Weather Machine an essential function and key role in the concept, it 

creates a natural connection between the application and installation. The different 

activities and places to redeem coupons are also located in close range of The Weather 

Machine, making it easy for users to register points and get rewards. Additionally, 

Værkampen builds upon the playfulness and exploration from the MIX202 prototype, by 

giving users a gamified experience which adds an extra dimension of exploration and 

learning while hiking. Although the main link between the two prototypes is the «Reis i 

tid»-challenge, which is essentially a simplified version of the prototype we made in MIX202. 

The climate theme and key takeaways about climate communication is also transferred to 

Værkampen; emphasis on consequences, contribution and practical learning. 
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Disclaimer
The climate commitment and coupons displayed in the prototype are hypothetical 

and we would like to emphasize that we as of now do not have any arrangements 

with the suggested companies and organizations. 

hereYou can watch a walkthrough-video of the prototype 

hereYou can test the prototype in Figma 

https://youtu.be/igmuer5inn0
https://www.figma.com/proto/xfVq23ENcP2yKnGzh9cI6D/V%C3%A6rkampen?node-id=554%3A155&scaling=scale-down&page-id=554%3A0


Design choices
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Throughout the process we have had a specific focus on a few design principles. The first 
principle we would like to highlight is Jakob Nielsen’s usability heuristic «User control and 
freedom»; the user should be able to move freely and explore the app as he/she wishes2. 
This builds upon Værkampen’s general exploratory theme.



The second principle we want to emphasize is Don Norman’s principle of «consistency»; 
elements that are similar should have the same function3. We have used similar designs on 
all buttons and icons. We also added shadow on every button to clarify that it is clickable. 



The last principle we focused on was Don Norman’s principle of «visibility»; making 
elements visible will guide the user to possible action3. This was especially important for 
this prototype because the user has to explore the map to find activities. Having strong 
contrast in colors and clear visibility also plays a significant role since the application is 
designed for an outdoor environment where there are several external factors, such as 
different lighting conditions.

In the prototype we made in MIX202 we selected a visual profile based on a heuristic 
evaluation. We also received positive feedback from Scary Weather on the visual choices 
we made. Thus, we decided to use the same visual profile in this prototype, with a couple of 
new additions: iconography and the heading font. 

Roboto Medium

Roboto Light

Primary colors Secondary colors

Button design

Icon design

Typography

Sansita One

Button Button Button Button

https://www.nngroup.com/articles/ten-usability-heuristics/2 Nielsen, J. (2020). 10 usability Heuristics for User Interface Design. Available at: 

3 Norman, D. A (2013). The design of everyday things. United States of America: Basic Books. 

https://www.nngroup.com/articles/ten-usability-heuristics/


Our design process is rooted in a Design Thinking approach: together with people you 
create for people4. In addition to our main objective; to create a connection between The 
Weather Machine and the MIX202-prototype, we also defined a sub objective. We believe 
that this sub objective is essential for the climate theme and overall experience of the 
solution: to create an experience that communicates climate information in an engaging 
and captivating way, with an aim to strengthen people’s connection to the surrounding 
climate. Now we will present the key components from our process of developing the 
prototype.

We started the project by gathering information in order to better understand the project 
and its context. Using varied research methods, such as literature reviews, interviews and 
observation, gave us different perspectives and ensured that our solutions were based on 
informed assumptions. Our research also provided us with a better understanding of the 
project's intentions, challenges and possibilities: 

Developing the prototype

Research and fieldwork

Challenges: Possibilities:

4 Cross, N. (2011). Design Thinking. India: Bloomsbury Publishing Plc.  
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 To obtain fundin

 Other activities offered at Fløye

 Limited space around The 

Weather Machin

 Science can be difficult to 

present in an engaging way

 The active environment at Fløye

 Fløyen has cultural significanc

 The concept has scalabilit

 A practical way to learn about climat

 Fløyen’s major focus on sustainabilit

 Climate change is one of our time’s 

greatest challenge and we can be part 

of spreading awareness 

To create engagement for climate by allowing people to experience various climate 
phenomena in new and exciting ways.

The stakeholders’ vision for The Weather Machine:



To be able to align and process all of our research data we used the Sprint method. We 

organized the Sprint space in an online Miro-board, and did a walkthrough of the exercises 

beforehand to ensure that everything would go smoothly. During the Sprint, Zoom was our 

means of video communication. 



Based on our aligned knowledge we defined the long term goal:




Exploring the information with a Design Sprint
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 Establishing the issues and challenges 

that might stop our project from 

becoming a success


We did a number of different alignment 

exercises such as:

All of these exercises enabled us to explore the data and set a clear path moving forward. 

Although, an interesting observation is that even though our task was to create a 

connection between the MIX202-prototype and The Weather Machine, our focus tended to 

be on The Weather Machine. Especially in the early stages of the sprint, when we were 

creating long term goals and HMW’s. This is likely because we have minimal information 

about The Weather Machine and our minds were trying to fill the gaps. As the solution 

became more concrete and defined, our focus naturally shifted. 

«In two years time, the weather machine and application is so popular 
that other companies want their own versions»

This gives the team a target to aim for, as well as it can increase motivation and clarify the 

purpose during our creative process. 


Screenshot showing one of the clustering and 
voting exercises in Miro. 

 Writing down How Might We questions 

while listening to an audio recording of 

main findings from our research

 Clustering and categorizing our notes



An idea starts to emerge 


Moving forward, we did a Sprint solution 

workshop where we performed a variation 

of creative exercises both individually and 

together, with applied time pressure. This 

way each of us gets to convey our 

individual ideas, and from there we are able 

to merge our thoughts and ideas into a 

combined solution. After an intense round 

of discussions, voting and sketching, we 

ended up with a storyboard for our first 

version of the prototype. 


Screenshot showing the storyboard for the first version of the prototype, in Miro. 

6



The first version of the prototype is a simple low-fidelity prototype. It consists of only one 

user path, and both the interaction and visual design is quite limited. At this stage, our main 

purpose was to test the concept and find out whether people like it or not. For this reason 

we decided it was convenient to keep it simple. Additionally, a simple, «unfinished» design 

can lead to people adding their own imagination when testing, which provided us with 

valuable insight. 

From idea to prototype
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hereYou can watch a walkthrough-video of the first version of the prototype 

Regarding the project’s main objective; to create a 

connection between The Weather Machine and the 

MIX202-prototype, this version of the prototype 

only shows a minor connection between them. In 

this version of the prototype, the user is presented 

with a selection of weather activities that can be 

done at The Weather Machine. One of these 

activities, «Lær om vind», is intended to be the 

MIX202-prototype. Although this activity is not 

functional in this version. The idea is that by doing 

an activity you contribute to a common goal. For 

instance one of the common goals is «sloss mot 

vinden», and by doing the associated activities, you 

contribute to this goal. The goal is reached when a 

certain amount of people have contributed.




In spite of the derailment in regards to our main objective, this version is, however, in line 

with our sub objective; to communicate climate information in an engaging and captivating 

way. As the «Løp mot vinden»-activity offers a fun and competitive learning experience. The 

derailment also contributed to our understanding of and overall perspective on the solution 

we were developing. 

Image showing the selection 
of activities in the first version.

https://youtu.be/g8tnoOlUdTo


The main goal for our first round of user testing was to find out whether the concept 

provides an enjoyable experience for people visiting Fløyen and if it can amplify their 

attachment to the surrounding climate. We also wanted to know the participants’ thoughts 

on the combination of an app and a physical installation, keeping our project’s main goal of 

creating a holistic experience in mind. The user tests were conducted remotely, consisting 

of a two-part interview and testing via screen sharing. 


Testing the first version

Participants in the first user tests:
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In regards to the prototype’s connection to The Weather Machine, these aspects were orally 

explained during the tests. Because we had little information we decided to let the 

participants imagine what they thought The Weather Machine would look like and do. In this 

way we were able to get an impression of what people expect from The Weather Machine. 

Regarding our main objective, findings from the user tests indicate that the connection 

between the app and The Weather Machine is unclear. The participants were, however, 

positive about the combination of an app and a physical installation.

Significant findings from the first round of user testing:

8 years oldAge:

From:

Visits Fløyen:

Bergen

Regularly Occasionally

Bergen

12 years old

Regularly

Bergen

19 years old

Regularly

Bergen

40 years old

Rarely

Germany

25 years old

Ocassionally

Bærum

67 years old

Regularly

Bergen

64 years old



After getting insightful feedback and learning what people thought about the concept, we 
continued our process with an Iteration Sprint. To be able to see patterns and make 
connections we processed and synthesized all of the feedback, and clustered them based on 
positive/negative. Similar to our first round of Sprint, we established the top issues in order to 
find essential areas for improvement in the new version of the prototype. Based on the top 
issues we proceeded to make a storyboard out of adding and removing features from the first 
version.

Processing and exploring new insight

Top issues:
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The participants were positive to the 
idea of contributing to a common goal, 
but the purpose of the goal is not clear.  

The prototype’s ability to 
create engagement for 
weather and nature seems 
promising, as long as it 
includes more information 
and facts. 

The concept may attract people to Fløyen, provided it 
manages to peak people's interests and renew its 
content.

Some participants were concerned about 
whether The Weather Machine’s surroundings 
would be spacious enough for several to 
participate in activities at the same time.

The application is interesting to use based on a 
need for fun activities, competition and the feeling 
of accomplishment. However, one also needs to 
take into account the demotivating effects of 
competition and secure a user’s right to privacy. 

Creating a better connection 
to The Weather Machine

The purpose of the «common 
goal» needs clarification

Making sure the activities 
are exciting enough

There is a need for more information 
and elements of learning

Making sure the concept is inclusive in 
regards to the large and varied user group



In this version, the idea is that the different activities are spread out in different locations, 

rather than all of them being at The Weather Machine. This solves the issues regarding if 

there was enough space. When users do activities they receive points that can be registered 

at The Weather Machine, which is what connects the app to The Weather Machine. This 

feature is based on the participants’ positive attitudes towards gamification and our sub 

objective. We also implemented a simplified version of the MIX202-prototype as one of the 

activities. In order to connect it to the point-system and the rest of the concept we added a 

quiz in this activity. Additionally, we simplified the «common goal» aspect by redefining it to 

be a daily goal which transfers to a long term goal when it is reached. This is because the 

participants were positive to the idea of contributing to a greater goal. 



To clarify the connection between the app and The Weather Machine, we decided to add an 

introduction page, explaining the concept of the prototype. We also implemented some 

pages which explains what might happen at The Weather Machine. Even though the 

weather machine’s functionality is still unknown, we did this as an attempt to get feedback 

on these aspects of the concept.

Implementing improvements to a second version
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hereYou can watch a walkthrough-video of the second version of the prototype 

The second version of the prototype is of higher fidelity, with more advanced interactivity 

and visual design. 

Images showing some of the improvements we did for the second version of the prototype.

https://youtu.be/5kP-V6zO36A


In regards to the project’s main objective, findings from the user tests prove that the 

connection between The Weather Machine and application is still unclear. The feedback we 

got shows that the introduction did not clarify much and the link between the «common 

goal» and the rest of the app is vague. In spite of this, the participants like the idea of a 

combination of an app and physical installation. It was thought of as unique. 



Prior to the tests, we thought people might find it too much of a hassle to physically have to 

go to The Weather Machine in order to register their points. However, all of the participants 

expressed positive attitudes towards this. One of them even compared it to being on a 

treasure hunt. 

Testing the second version



Participants in the second user tests:

Significant findings from the second round of user testing:
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The main goal for our second round of user testing was to find out if the connection 

between The Weather Machine and application is understandable as well as likeable. 

Age:

From:

Visits Fløyen:

8 years old

Bergen

Regularly Rarely

Drammen

13 years old

Never

Stavanger

22 years old

Occasionally

Bergen

42 years old

Rarely

Stavanger

28 years old

Occasionally

Drammen

51 years old

The reward-system can motivate people to use the 
app, but the feature’s significance for the overall 
experience is varied. Most participants state that 
they would use the app without rewards and perceive 
it as a bonus, while some find it essential.

Use of AR in the app is 
captivating and exciting, and 
it allows for a more active 
role in one’s own learning. 




As before, we synthesized and clustered feedback from the user tests in order to get an 
overview. We then discussed and established what needed to be improved and 
implemented for the final version. In order to clarify the connection between the app and 
The Weather Machine we made the introduction shorter and more straightforward. We also 
added illustrations to capture the user’s attention. Additionally, we simplified the «common 
goal» by limiting it into only one goal that users contribute to when they are registering 
points. We also decided to call it «klimasatsing» (climate commitment) and added a more 
precise example. We did this to make the purpose of the goal more understandable and 
better connected to the rest of the app. 



In light of these adjustments we believe that the connection between the application and 
The Weather Machine will be more clear to users. Additionally, we believe that this concept 
will create an innovative and holistic experience, which adds an extra dimension of 
exploration and learning for visitors of Fløyen. In other words we believe that both 
objectives have been accomplished and that our solution will be of value to Scary Weather. 


Exploring new insight and adding improvements for 
the final version
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The competition aspect was 
thought to be motivating and 
most participants would like to 
share their result and compete 
with people they know. It creates 
a social element; for instance in 
the «løp mot vinden»-challenge 
one participant wanted to 
compete with their child and 
tease them by running faster.

Activity based weather 
challenges were 
thought of as fun and 
stimulated people’s 
need for exploring in 
nature surroundings. 
The practical learning 
could for instance 
provide a «reality 
check» on how fast the 
wind actually blows. 

Participants who 
stated that they 
know less about 
climate thought the 
app could affect 
their relationship to 
the matter, whilst 
the more educated 
wished for more 
content and 
information. 

Our interpretation is that because the application requires effort from the users, it also 
enables them with a greater feeling of accomplishment from performing and knowing that 
one is contributing to a cause. One of the participants commented that because of the 
climate commitment it is «more than just an app», as well as stating that it would make the 
trip to Fløyen more fun.



Lessons learned  
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This semester has contributed to valuable learnings and experiences. Thanks to COVID-19, 

we have gained a lot of experience doing things remotely. We also improved our skills in 

organizing a Design Sprint. We now have a better understanding of the process and feel 

confident enough to facilitate sprints later in working life. 



After working together as a team for two semesters now, we feel that team communication 

is something that we have significantly improved. The great working environment has 

ensured that we have evolved both as individuals and as a team. Additionally, the 

comfortable working space has led to good discussions which creates a great foundation 

for the development of successful solutions .



By working with the same company twice, we have also experienced a greater connection 

to the client. As we were working so closely, collaborating and communicating during the 

sprints, we almost felt like we were colleagues. Working with a client was a very positive 

experience. The decider, from the company, allowed us to be creative and was therefore a 

great asset throughout the process. He gave his evaluation with constructive feedback 

which provided value for our final opinions and decision making. 



Regarding the task we had to solve for the company, it challenged us in a different way than 

former projects in our degree. We had to look at the situation with a more holistic point of 

view because it was more than just an app, it was a whole experience on Fløyen.  




Naturally, our next move would be to conduct user 

tests on the final version to ensure that we are on the 

right track. We would also love to test the entire 

concept, including prototypes for both the app and The 

Weather Machine. Additionally, we have created a list 

of suggested improvements that we believe will be 

beneficial to implement when developing this 

prototype into a functional product:

Further development


14

Improve and specify the feature that lets users connect with friends. To 

be able to share and compare results with friends will be essential for the 

competition aspect as well as the shared learning experience. 

Improve and specify the feature that lets users connect with friends. To be 

able to share and compare results with friends will be essential for the 

competition aspect as well as the shared learning experience. 

Add more activities and a system that regularly changes them. More activities 

were requested during user testing. This is likely to ensure continuous use 

because of the motivation to return and challenge themselves. 

More visualization of textual information with animations or AR. This can make 

the experience more immersive and fun. 

Implement a level system that keeps track of your personal progress and how 

much you have contributed to the climate commitment. It will serve as a 

motivational factor and can provide users with a feeling of accomplishment.

Establish and expand partnerships; make deals with Fløibanen AS, Bergen 

Kommune and other businesses in regards to rewards and the climate 

commitment.

+
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