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“We reveal the unseen,  
trigger emotions and  
provoke deeper thought.”

At Gagarin we connect curious 
audiences and experts in science, 
culture, government and/or business 
to create experiences that make stories 
come alive. We reveal the unseen, 
trigger emotions and provoke deeper 
thought. By doing so, we help our 
clients raise awareness about important 
issues, increase viewership and 
visitation rates and stimulate dialogue.

www.gagarin.is/about

At Gagarin we create highly interactive 
media solutions that allow people to 
experience stories vividly, understand 
interesting content and share their 
discoveries with others. Our clients 
include museums, non-profit 
organizations, municipalities, and 
corporations that utilize our work in 
showrooms and visitor centers, at events 
and online. 

We have over 20 years experience 
working with a multitude of digital 
media, interfaces, devices and 
technologies. Our diverse team 
of producers, planners, designers, 
programmers, and audio-visual 
experts has created environments and 
experiences that have a strong and 
lasting impact on communities and our 
clients’ organizations.

Our team is constantly developing 
innovative ways to engage the audience.  
We can also draw from our repertoire 
of existing products and technology 
solutions and tailor them to the specific 
needs of our clients.

We work closely with our customers 
from the initial analysis stage and 
all the way through the concept 
design, specification, project planning, 
development and deployment phases, 
culminating with on-going service 
provided by Gagarin experts. We strive 
to understand our customers’ needs 
and deliver total solutions that are cost 
effective and scalable.

About Us

About us  ∙
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Canadian Museum for 
Human Rights 

The Project
The Canadian Museum for Human 
Rights (CMHR) is set in a spectacular 
new building in Winnipeg, Manitoba. 
It aims to be a centre of learning 
that is ‘dedicated to the evolution, 
celebration and future of human 
rights.’ The building holds eleven 
thought-provoking galleries that are 
implemented using an approach to 
inclusive design that aims to set new 
Canadian and world standards for 
universal accessibility.

1.

Gagarin had the honour of designing 
three interactive installations that 
contribute to the museum’s aim of 
creating an engaging experience with 
human rights that will inspire lasting 
and meaningful change in visitors.

Gagarin worked in close collaboration 
with the exhibit designer Ralph 
Appelbaum Associates (RAA).

Living Tree
In a gallery called Protecting Rights in 
Canada, visitors are faced with a large 
poetic video projection of a “Living 
Tree”. The Living Tree evokes the flexible 
nature of Canada’s laws - it sheds light 
on the unique character of the Canadian 
Constitution and the traditions that 
have influenced it. 
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2.

3.

1. Antoine Predock is the creative architect of the 
building. Photo: Aaron Cohen/CMHR-MCDP

2. The Living Tree is a video projection on a large 
wall-space in The Canadian Challenge gallery.  
Photo: CMHR

3. The metaphor is representative of the evolving 
nature of Canadian law. 

The video transitions by continuously 
blending words and paragraphs from 
documents, declarations and courts. It 
starts at the ground that is composed 
from international covenants on human 
rights. From there it forms the trunk to 
being the Canadian Constitution. Soon 
after, the branches that shoot outwards 
are listings of legal bodies and finally 
the foliage reveals acts that have directly 
affected the rights of Canadians.  

It is an artistic and poetic piece that not 
only aims to provoke wonder and quiet 
contemplation, but also to leave visitors 
with the knowledge that by addressing 
current and future social needs and 
realities, the Canadian law can grow 
and change. The Living tree is built on a 

“In the case of Gagarin’s work 
with the Canadian Museum 
for Human Rights (CMHR), 
consideration to the sensitive 
nature of the subject matter 
was paramount at every 
phase of the projects - from 
concept design through 
production. 

Gagarin’s creative and 
technical efforts were both 
of critical importance in 
realizing engaging exhibits for 
our visitors. In the end, the 
CMHR is extremely proud of 
the creative and meaningful 
installations realized with 
Gagarin.”

Corey Timpson 
Director, Exhibitions and Digital Media

Canadian Museum for Human Rights

scalable software solution which allows 
immediate changes of text and flow of 
the animation.

We all can play a part in the legal 
system.
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1.

Collective Actions 
The Collective Actions exhibit features 
diverse and compelling stories of 
ground-level activism in a wide variety 
of human rights fields. The interactive 
exhibit consists of a series of 8 human 
rights topics displayed on 4x2 human 
sized monitors that resemble a diptych.  
Each diptych presents two discrete 
human rights issues for exploration.

Visitors use point-gestures in order to 
access the content and as the videos 

are displayed on large full 55’ screens, 
the face-to-face encounter between the 
narrator and visitor creates an intimate 
and firsthand sensation.

The hand gestures are recorded using a 
Kinect camera, which also enables an 
‘attract’ feature that aims to encourage 
visitor engagement with the exhibit. 

Whenever the exhibit is unattended, 
the images on the screens are blurred 

out. However, as a visitor approaches 
the exhibit, the images incrementally 
unblurs until the visitor reaches the ‘hot 
spot’ whereupon the image will be clear 
and onscreen instructions will appear. 

This “attract” feature sparks interest in 
the exhibit and suddenly the visitor is 
aware that their presence can in fact 
affect the installation.
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1. The Collective Actions exhibit features diverse 
and compelling stories of ground-level activism in a 
wide variety of human rights fields. Photo: CMHR

2-4. The Defenders Exhibit highlights the 
remarkable achievements of a selection of 
Canadian personalities who are fighting actively 
against human rights abuses. Photo: CMHR

Human Rights Defenders

The Defenders Exhibit highlights 
the remarkable achievements of a 
selection of Canadian personalities 
who are fighting actively against human 
rights abuses. Visitors are taken on a 
journey to learn about each Defender’s 
childhood, the events that shaped their, 
beliefs and continue to drive them to be 
active in fields as diverse as child labour, 
women’s rights and environmental 
justice.

The stories can be accessed through 
touchscreens, which allow visitors to 
easily and intuitively interact with the 
multimedia content. One can learn 
about Marina Nemat’s incredible escape 
from torture in post-revolutionary 
Iran, listen to anti-racism songs by 
Buffy Sainte-Marie which let her being 

blacklisted from radio, or watch Craig 
Kielburger travel to India at the age of 
12 to protest against child slavery and 
upstage the Canadian Prime Minister at 
the time.

The exhibit aims to inspire visitors to 
seek further information or take action 
related to those issues that they feel are 
important to them.

www.gagarin.is/work

2. 3.

4.
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Inclusion and Universal Access

The Canadian Museum for Human 
Rights (CMHR) had the ambitious 
goal of implementing an approach 
to inclusion design that would set 
new Canadian and world standards 
for universal accessibility. Rapid 
technological innovations have 
equipped museums with an array of 
digital tools to cater for a special-needs 
and an ageing audience so that no group 
within society would be excluded from 
the activities of the museum.

A common scenario for people with 
disabilities is that they are required to 
use a parallel system, whereby much of 
the content and design is stripped down 
and information is accessed in a linear 
manner through menus (websites are a 
good example of this). Rather, Gagarin 
delivered installations that provided 

“Universal design is 
the design of products and 
environments to be usable 
by all people, to the greatest 
extent possible, without the 
need for adaptation 
or specialized design.”

NC State University, 
The Center for Universal Design 

visitors with a near-equitable experience 
regardless of language or physical 
limitations (vision, hearing or motion). 
Visitors with visual and/or motion 
impairment had the option of using 
universal keypads that allow the user 
to navigate, listen to and select content. 
For the hearing impaired, all video and 
audio content have closed captioning 
(CC) features.

The technical complexities of both 
our Collective Actions and Defenders 
exhibits were considerable. As an 
example, every video in our Defenders 
exhibit needed to be accompanied by 
the following files: caption, subtitles, 
bluescreen videos sign language and 
described audio - both in English 
and French. A visually impaired 
person would for example, have the 
Text-To-Speech (TTS) engine read 
out a description of a video from 
one soundcard, and then receive 
the Described Audio from another 
soundcard whilst the video is playing. 

With inclusive design approach, 
museums become better equipped 
to serve its entire visitors and their 
needs. Universal design helps disabled 
visitors to receive an equally rich and 
rewarding experience so that they can 
also participate in dialogue as part of a 
museum experience visit.

1. Gagarin delivered installations that provide 
visitors with a near-equitable experience regardless 
of language or physical limitations (vision, hearing 
or motion). Photo: CMHR

2. Selection of images from the process.  
Photos: CMHR & Gagarin.

1.
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Oil and Gas

The Project
Oil and Gas is a permanent exhibition 
launched in March 2014 at the 
Norwegian Museum of Science and 
Technology, Oslo. The discovery of vast 
oil reserves made a significant impact 
on Norway’s history. This exhibition 
highlights the consequences that it had 
on its economy, environment, society 
and the sciences. Gagarin designed and 
developed four interactive installations 

1.

for the Stockholm-based architecture 
firm CoDesign, that designed the overall 
exhibition.

The interactive installations play an 
important storytelling role within the 
exhibition’s five central themes (Global, 
Technology, Work, Search and Find and 
the Environment). Each installation was 
designed with a playful and intuitive 

interaction to engage the visitor in 
exploring the topic at hand. Visitors can 
learn about the formation of oil and 
gas millions of years ago or examine 
various future predictions on Norway, 
the environment or the world’s energy 
supply based on various scenarios.
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2. 3.

1. Oil and gas exhibition. 

2-3. “Oil oven” - Illustrates how organic matter 
trapped in the earth’s crust transformed into oil.

4.

Oil Oven
Visitors learn how oil formed millions 
of years ago if they have selected the 
correct organism to ‘cook’. The right 
choice will prompt them to turn a knob, 
much like a real oven, back to a time 200 
million years ago to watch an animation 
that speeds through earth history to the 
present. It illustrates how organic matter 
trapped in the earth’s crust transformed 
into oil. The sound of a bell announces 
that the oil is ready to be processed and 
harnessed for human consumption.

Price Tags
Visitors can learn how changes in oil 
prices can affect the cost of consumer 
products. Visitors can turn a wheel that 
controls the supply of oil and hence 
the price. As supply rises or falls, the 
price of the consumer goods on display 
changes.

4. “Price tags” - Visitors can learn how changes in 
oil prices can affect the cost of consumer products.
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2.

3.

1-2. “Monoculars” - The visitor can look into five 
pipes to see a film on the future of the oil industry.

3. “Silhouettes” - The Silhouettes are situated on five 
large screens throughout the exhibition space, where 
five people connected to the oild industry each tell 
their unique story.

Pipe Monoculars

Visitors are invited to take a glimpse
into the future by looking through
monoculars. An effortless touch from
a visitor’s hand triggers the installation
and the intrigue begins. 

Silhouettes
Using large screens in a doorway,
visitors can come face to face with a
person working in the oil industry.
Each screen is activated when a visitor
triggers a sensor and they can begin to 
listen to someone’s story.

www.gagarin.is/work

1.

“Gagarin delivered high 
quality exhibits with good 
design and software. They 
were very dedicated during 
the installation of the 
exhibits, and delivered well 
documented exhibits in time 
for the opening. We were 
happy about the results and 
with working with them.”

Jon Haavie
The Norwegian Museum of Science and Technology
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The Project
Gagarin had the privilege of working 
with Procontra, ExxonMobil and 
Vitenfabrikken on the design and 
development of the ScreamOmeter 
installation. The objective of the game 
is to communicate to the visitors that 
“Energy lives here” and that “Energy 
lives in you”.

In this ‘edutainment’ installation people 
are given the chance to try to break a 
wine glass by screaming in the same 
pitch of the glass.

We worked in collaboration with great 
subcontractors including Finnbogi 
Pétursson, Erik Parr and our new 
partners in Italy at Boxy.

After being a central installation at 
ExxonMobil pavillion at the ONS 
2014 in Stavanger, the ScreamOmeter 
installation will be donated by 
ExxonMobil to Vitenfabrikken (The 
Science Factory) to be enjoyed by 
visitors in years to come.

www.gagarin.is/work

1.

3.2.

1. “ScreamOmeter” Photo: Fredrik Ringe

2. In this installation people are given the chance to 
try to break a wine glass by screaming in the same 
tone of the glass.

3. “ScreamOmeter” Photo: Fredrik Ringe

ScreamOmeter
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Eldheimar 

The Project
In May 2014, an exhibition in the 
Westman Islands about one of Iceland’s 
biggest natural disasters, the Heimaey 
eruption in 1973, was launched in 
a new building on the slopes of the 
Eldfell volcano. The eruptive fissure that 
opened, was only 150 meters from the 
closest houses but eventually Lava and 
ash destroyed almost 400 homes and 
businesses, a third of all buildings on 
Heimaey. 

1.

Visitors can learn about the extreme 
forces of nature that not only reshaped 
the island but also the lives of its 
inhabitants. You can learn about the 
remarkable story of how over 5000 
inhabitants fled to the mainland of 
Iceland in the night, or how some stayed 
to fight the lava flow and finally about 
those inhabitants who returned to 
Heimaey to reconstruct their homes.

Gagarin produced four interactive 
installations that explain different 
aspects of this historic event.

We worked in close collaboration with 
the exhibition designer, Axel Hallkell 
Jóhannesson, to tie our interactive 
narration tight into the overall 
exhibiton.

∙  Recent work
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Wheel of Time
An interactive table provides a day-by-
day visualisation of the eruption as it 
unfolds. Visitors can interact with the 
display by turning the rim of the table 
and by scrolling forwards or backwards 
through time. Images and key facts 
appear to highlight the key events on a 
particular day.

“Xxxxxxxxx”

Explore the Ruins
The Heimaey exhibition is centered 
around a house, Gerdisbraut 10, that 
was excavated some 35 years after the 
catastrophic event. Visitors have the 
choice of three interactive cameras that 
enables them to explore all the nooks 
and crannies of this house. They can 
search for various artifacts hidden in the 
debris that reveal an intimate glimpse of 
the life in the house before the eruption. 1-2. “Explore the Ruins” - Visitors have the choice 

of three cameras that enable them to explore all the 
nooks and crannies of this house.

2-4. “Wheel of Time” - Visitors can interact with 
the display by turning the rim of the table and by 
scrolling forwards or backwards through time.

3.2.

4.
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Excavation
The property outlines of several 
houses that were lost under the ash are 
projected onto a large sandbox. With the 
aid of small shovels, visitors are invited 
to dig into the sand. This action alludes 
to a search for lost memories. As visitors 
dig deeper, an illustration of the house 
will emerge. If they continue this will be 
followed by a photo from the original 
house owner.

Puzzle
Visitors face the challenge of re-
assembling a photo taken at the time 
of the eruption on Heimaey. When 
the puzzle is successfully completed, a 
photo from recent times from the same 
location is displayed on a screen above. 
There are six images to play with. By 
comparing views of places before and 
after and by reassembling the images 
the installation addresses the great effort 
put into restoring the town after the 
eruption had stopped.

www.gagarin.is/work

1-2. “Excavation” - With the aid of small shovels, 
visitors are invited to dig into the sand whereby this 
action alludes to a search for lost memories. 

3-4. “Puzzle” - Visitors face the challenge of re-
assembling a photo taken at the time of the eruption 
on Heimaey. 

1. 2.

3. 4.
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The content for the table was provided 
by archaeologists Sólrún Inga 
Traustadóttir and Eva Kristín Dal, and 
architect Hjörleifur Stefánsson.

www.gagarin.is/work

The Settlement Exhibition

The Project
The Settlement Exhibition, Reykjavík 
871 +/-2 in Iceland opened in 2006 and 
was built around archaeological remains 
which were excavated in the centre of 
Reykjavik in 2001. The remains turned 
out to be the oldest relics of human 
habitation in Iceland, with some of the 
fragments dating back to 871 AD. 

Further excavations between 2008 and 
2012 revealed new findings, so today we 

have a great overview of the formation 
and settlement of Reykjavik.  

Gagarin was requested to design and 
produce a new interactive table to 
disseminate the research from the latest 
findings. We designed a multi-user 
table that enables visitors to learn about 
the area, individual buildings and the 
various artefacts that were discovered in 
the excavations. 
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French Sailors
The Project
For more than three hundred years 
French fishermen sailed to Iceland in 
search for cod. During this period the 
french had a significant influence on 
Icelanders introducing new techniques 
in fishing and building four hospitals 
in Iceland giving the habitants 
unprecedented access to health care. It 
has been estimated that four thousand 
French sailors perished off the coast of 
Iceland between 1825 and the start of 
the First World War.

In June 2014 a new exhibition 
celebrating the French sailors was 
opened in the “French Hospital” in 
Fáskrúðsfjörður. Gagarin produced 
two interactive tables presenting the 
French-Icelandic history and a “living 
memorial” remembering the sailors who 
lost their lives in Icelandic waters.

The Memorial Wall
The installation honors the memory 
of the French fishermen who lost 
their lives in the perilous waters of the 
Icelandic sea. It shows the names of the 
French fishermen that died at sea which 
then drift away under the perpetual 
motion of an abstract body of water.

The memorial wall is conceptual rather 
than physical. It manifests itself into 
a fluid form which is somber, silently 
infinite and solemn like a gravestone.

The names of the fishermen, displayed 
in golden letters, appear and disappear 

like memories from a faraway past. 
Their very essence is at the mercy of the 
rolling waves. The element is untamable 
and absolute, merciless and benevolent 
all at once.

The projection moves at a slow tempo 
to induce a contemplative stance. A 
moment of reflection where, at first, the  
the eye senses a wave shifting, but then 
progresses to the memorial names and 
gently drifts in the lowest part of the 
visualization.

The exhibition was produced for 
Minjasafn Reykjavíkur in collaboration 
with the exhibition designer Árni Páll 
Jóhannsson.

www.gagarin.is/work

∙  Recent work

1. “The Memorial Wall” - The installation honors 
the memory of the French fishermen who lost their 
lives in the perilous waters of the Icelandic sea. 
Photo: Jónína Óskarsdóttir

2. The installation manifests itself into a fluid form 
which is somber, silently infinite and solemn like a 
gravestone.

1.

2.
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1. The European Design Awards 2014 winners on 
stage. Photo: Dieter Jacobi

2. From the Wild Reindeer Exhibition in 
Hardangervidda (Norway).

biological and social aspects related to 
the existence of the reindeer. Eventually 
visitors learn about the various threats 
that are being imposed on their habitat - 
mostly by humans. 

Gagarin worked in close collaboration 
with the exhibition curator, 
Torbjørn Nielssen from Spekter AS; 
industrial designers Michael Blikdal 
and Gunnthora Gudmundsdottir, 
Dataservice Rjukan which provided the 
IT hardware, and the project leader,  
Per Lykke.

www.gagarin.is/news

Silver Prize for the Wild 
Reindeer Exhibiton 

Gagarin was awarded the Silver Prize 
at the European Design Awards 2014 
for the Wild Reindeer Exhibition in 
Hardangervidda (Norway) in the 
category of digital design. The Awards 
celebrates each year the very best in 
graphic design, illustration and digital 
design in Europe. The ceremony took 
place in Cologne, Germany on the 24th 
of May.

Gagarin designed and developed 
13 interactive installations for the 
exhibition which cover almost 
everything one can learn about the 
reindeer. Visitors get to explore, via 
tangible solutions, the various historical, 

European Design Awards 2014

Awards   ∙

1.

2.
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Reimagine Worlds through Objects

The scope of interaction design is 
different from that of human computer 
interaction in that it does not merely 
solve a problem or optimise a specific 
task: it reimagines behaviour. Therefore, 
one of the practices that interaction 
design involves is the reimagining of 
worlds by designing fictional ones. This 
includes imagining a different world 
where people have different needs and 
how they would respond to those needs.

In order to be able to design for a 
fictional world a designer needs 
knowledge in social dynamics and 
psychology as well as in the ethical and 
moral issues that come with shaping 
behavior. This is because inducing 
different behaviors can affect moral 
principles. A designer has to foresee and 
respond to the political implications 
of imagining a different future because 
all futures are political. This includes 
worlds where we work on our touch 
screen bathroom mirror or live in 
organic houses that are genetically 
engineered to respond to environmental 
problems. This is what innovative 

companies do; they imagine a different 
way for people to interact, communicate 
or live.

Design fiction as a technique was 
presented by Gagarin this year when 
we convened with the prime ministers 
and delegations of the Nordic states, 
the Baltics and the United Kingdom 
at the Northern Future Forum 2014 
in Helsinki. At the forum, Gagarin 
gave insights on how a design fiction 
approach can serve as a powerful tool 
for reflecting on the present. 

We demonstrated how design fiction 
can serve a narrative function in 
exhibitions to help focus discussions 
on particular issues or values. Design 
fiction helps to stimulate discussion 
because it introduces the audience to 
new or unthought of scenarios. As 
exhibitions become more participatory 
there is a need to challenge the thinking 
of visitors to show them new or 

different aspects of an issue. This can 
be achieved by using design fiction 
techniques to create fictional worlds 
that are distinctly different from our 
own. Not a Utopia or a Dystopia but a 
Heterotopia, a place where things are 
different.

To create these fictional worlds and 
to make them more plausible to an 
audience, we can combine prototypes 
with storytelling (diegetic prototypes). 
The representation of these objects 
prompts us to question the world we 
inhabit, spurs us to examine those 
issues that concern us in greater detail 
and to discuss our thoughts with others. 
It is the implications of a different world 
that does the work of design fiction.

www.gagarin.is/blog

1. Photo: Nasa (www.asterweb.jpl.nasa.gov/gallery/
images/macquarie.jpg)

1.
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Reimagine Worlds through Objects Examples of Solutions

Interactive maps
Interactive maps provide context and 
spatial awareness to help situate stories 
in real or imaginary worlds. They can 
also encourage new insights by allowing 
audiences to filter and visualize complex 
geographical data, or zoom in and out 
to gain a new perspective.

Interactive tables
Single/multitouch tables are large, 
interactive touch screens that 
audiences engage with directly either 
independently or in collaboration 
with other viewers. We can combine 
audio, animation and interactive 
objects to draw viewers into stories 
and allow them to engage with them in  
compelling ways.

Motion tracking
Sensors that follow a viewer’s movement 
through physical space are a powerful 
tool for engaging the audience directly 
in the experience. Viewers can test 
ideas for themselves, experience a new 
way of seeing, or directly participate in 
changing the outcomes of a story.

Tangible interfaces
Tangible interface refers to when the 
interface between the data
and the visitor is something physical. 
By using something tangible we 
make the interface more immediately 
understandable and we give visitors a 
more memorable experience. 

Interactive multimedia
From touch input devices and sensors 
to interactive video and audio, we 
employ a wide range of supplementary 
devices and techniques that can be 
used off-the-shelf or customized based 
on requirements and in service of 
storytelling.

Timelines
Timelines help audiences to understand 
the relationships between events and 
to recognize trends. Viewers can step 
back and see the big picture, or interact 
directly with the timeline to dig in 
deeper and explore specific details of an 
event or topic. 
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At Gagarin, we utilize an iterative 
design process that takes us from the 
original ‘light bulb idea’ all the way to a 
final product.

We continually test the value of our 
ideas by using an operative image  
(a sketch / prototype / model) as a 
tool for the team and the customer, to 
enhance the idea and ensure a high 
quality outcome.

This requires our thinking to expand  
into a wider search space… to think

How we do it - The Journey
“We utilize an iterative 
design process that takes us 
from the original ‘light bulb 
idea’ all the way to a final 
product”

“out of the box” in order for us to attain 
new, dynamic and ground breaking 
visions.

Constantly venturing into “unthought-
of territory” but at the same time 

keeping the process on a distinct path of 
progress makes Gagarin’s team unique 
in the field. 

www.gagarin.is/about

∙  How we do it
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1. Preparation 2. Concept and planning 3. Pre-production
In the preparation phase, we analyze 
the needs and the expectations of our 
clients and simultaneously study the 
general needs of the end users i.e. the 
guests of the museum. Furthermore we 
become acquainted with the topics and 
the stories that are to be told as part of 
the exhibition.

Here we gain an in-depth insight into 
the topic involved with our client. 
Also we familiarize ourselves with the 
scenario / exhibition space. In this 
phase we start on the actual concept 
design work. We define the interaction, 
the content and the applicable 
technology. Having done this we are 
ready to make a project plan including 
time and cost plans.

In the pre-production phase, we work 
on further advancing our concept and 
implementations. Where applicable we 
create prototypes and we test them with 
the target groups. The storytelling part of 
the work is finalized with a manuscript 
and in some cases a storyboard. The 
budget is revised and approved and we 
begin the development phase of the 
project.

4. Development
Next comes the deployment and 
delivery phase. Here we deliver our 
solutions to our customer. We complete 
the final testing on location and we 
go through an approval session with 
our client. We also train the staff upon 
request. 

Details of support are defined with 
the clients at the final stage of the 
development phase. Support is provided 
both remotely and on location.

5. Deployment 6. Support
The development phase consists of close 
collaboration between all stakeholders. 
The final versions of the user interfaces 
are designed and here we will finalize 
all the interactive parts of our solutions. 
All the necessary content is developed 
and the technology is completed with 
intuitive programming and a suitable 
hardware setup. This phase ends with 
thorough tests.

The Process
Over the past 20 years, we at Gagarin 
have put great effort into creating a 
rigorous inhouse process. This process 
enables us to develop and deliver 
solutions on time and within budget. 

Depending on the needs of our clients, 
we can undertake the entire process or 
only carry out part of a project. 

Our goal is to constantly improve the 

quality of our work and the nature of 
creative culture. We passionately believe 
in continually striving to do better, and 
effective processing is the key to our 
success.

The process  ∙



Inquiries & Opportunities 
Please drop us a line to find out more 
about how we can help you create 
engaging interactive media experiences 
for your audiences. 

“Sometimes reality is too 
complex. Stories give it 
form.”
  Jean Luc Godard

Our Headquarters 
Our headquarters are located near the 
Reykjavik harbour area at Fiskislóð 31, 
accessed by the third doorway away 
from the sea.

Gagarin Ltd. 
Fiskislóð 31
101 Reykjavík
Iceland

Tel: +354 510 9300
www.gagarin.is
gagarin@gagarin.is


