
  

Hi, I’m Gustav — a designer.
My goal is to delight people 
through meaningful digital 
and physical products that 
are a joy to experience and 
bring pride to their makers.



I like talking about my work,
let’s dive into five projects.



1. Horizon
Naturalness in Car–Driver Interaction

This project was the motivation for my 
Master’s degree in Interaction Design.  
I knew I wanted to work on a “car project” 
with the human at the center instead of 
the car itself.

Over the course of a semester, in a team 
of eight talented international designers, 
we developed Horizon from a brief about 
naturalness in car–driver interaction to a 
full-scale prototype about redefining the 
meaning of the car.



Horizon is designed to keep your eyes 
on the road while you interact with 
music, maps or climate control.  
Interactions are consistent and haptic, 
and the system fades out of the way. 





https://horiz.one/video

https://horiz.one/video
https://horiz.one/video
https://horiz.one/video


Empathy Gathering

950km road trip to understand modern cars first hand

discussing redesigns of the steering wheel for system controlsprototyping center cluster controls

exploring gear shift evolutions
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making a prototype with arduino verifying physical placement in situ

assembling the rotary dial with button



making the interface interactive in framer

interation of dock and map preliminary center console screen interface 47th version of the dial

user interface mockup in cluster screen



full-scale prototype during a showcase: HUD, cluster screen, center sonsole, and physical slider



project credits  — umnah aslam, mojca fortunat, madeleine kiær, xiyu li, ruiyi liu, gustav moorhouse, jan ostrówka, weijian xu



Digital Energy Transformation with Enersis

3. UI for Carbon Neutrality



interviewing stakeholders in switzerland coordinating a co-creation workshop

presenting our findings to the client



live feedback with the design team during lockdown

dashboard interface for an example city user testing at the client’s office

implementing a table editor for municipal energy data



shooting an interview for a product video

still life from working at the office

still life from working remotely with a crappy laptop



interactive map for municipal administrators with details about a city’s energy grid



Sculptural Bed Accessory for Thuma

4. Underbed Storage



this recycled felt bin lives under your bed, always ready for quick access



early prototypes were made from wood

first version was too heavy and damaged the floor

testing different profiles for the surrounding handle



we cnc machined a test pattern

the angles make it easier to slide on carpet

validating material strength

the cast steel mold to produce the bins



optimised to slide well, even on chunky rugs

designed to keep an extra layer nearby



blends into any space

lid protects contents from dust



project credits: gustav moorhouse and slate werner for thuma



Modular Wardrobe for Thuma

5. Dresser



project credits: quentin de coster, gustav moorhouse and slate werner for thuma



model-making of wall panels

using paper to simulate japanese shōji doors



prototyping a (now-rejected) hanging unit testing accessibility for wheelchair users



testing the stacking height

using foamcore to build prototypes

validating the single-drawer unit sizes



the top finishes off the assembly

drawer modules are stacked to the desired arrangement

lots of space for your favourite pieces



previous page and this page: marketing photos by thuma



An Alternative to Pharmaceuticals

5. The Sound of Silence

Mute



This university project for a US-based  
direct-to-consumer pharmaceutical company 
focused on an ethos to “take less”.

We proposed a new meaning for the company. 
Instead of over-the-counter drugs to treat 
symptoms, we designed a family of products 
that targeted the root of the problem: stress.



Mute works like noise-cancelling 
headphones, except it’s mounted 
on your window. It ensures your 
room stays quiet at night.



turning high-density foam on a lathe

the acrylic top was first cnc-machined, then hand-polished

components drying after spray-painting



how?what?

enhance 
quality of life

minimal 
packaging

disrupt a 
sedentary 
market

a better 
experience

engaging 
through 
humour

benefit 
people —
Help helps

warm, fuzzy 
feeling inside

make 
problems 
simpler

moral 
opportunity
+challenge

over the 
counter 
pharma

debt to 
society: “we 
owe you this”

empathic 
human 

responsibility



I’m currently finishing my MSc in 
Interaction Design at Politecnico 
di Milano, writing my thesis on 
naturalness in car–driver interactions.

It’s very nice here in Italy, but I’m 
looking for the next chapter.

      moor.house/cv

      gustav@moor.house

Thanks for reading!

fin.

https://moor.house/cv
mailto:gustav%40moor.house?subject=I%20saw%20your%20portfolio

