
Gorillas, beer bottles, Lego and a 
museum guide that makes stuff up. 

Pete Bennett
www.peteinfo.com



background

#1 gorilla game lab

#2 interactive beer bottles

#3 instructiblocks

#4 post-truth guide

tangible / play : 

ambiguity:



Bristol Interaction Group - www.biglab.co.uk 
University of Bristol, Computer Science Department
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GauntLev: A Wearable for Manipulating Levitated Objects
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SensaBubble: A Chrono-Sensory Mid-Air Display of Sight and Smell
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Pervasive Media Studio - www.watershed.co.uk/studio
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gorilla game lab 
… how can you design games for gorillas?

#1



Gorilla Game Lab gorilla game lab



Gorilla Game Lab gorilla game lab

Melbourne ZooAtlanta Zoo



gorilla game lab



Gorilla Game Lab gorilla game lab



IoT & Gorilla-centred design

IoT data gathering



gorilla game lab



gorilla game lab



toot and play 
… how did exploring resonance lead to 

interactive beer bottles?

#2



Stuart Nolan… 
technology for magic  

+ ideomotor response

toot and play



Stuart Nolan… 
technology for magic  

+ ideomotor response

toot and play



ResoGami with Coco Satoresogami with Coco Sato



Stuart Nolan… 
technology for magic  

+ ideomotor response

toot and play





instructiblocks 
… can ambiguity lead to creativity?

#3



instructiBlocks: ambiguous instructions



instructiBlocks: ambiguous instructions



instructiBlocks: ambiguous instructions



instructiBlocks: ambiguous instructions



post-truth guide 
… designing an ambiguous museum guide

#4



Post-Truth Guide 
post-truth museum guide



Post-Truth Guide 
post-truth museum guide



Post-Truth Guide 
post-truth museum guide



post-truth museum guide



post-truth museum guide



background

#1 gorilla game lab

#2 interactive beer bottles

#3 instructiblocks

#4 post-truth guide

tangible / play : 

ambiguity:



demo your designs!

#4



new brief:  
Communiqué pt2

#4



brainstorm new ideas 

group of 4-5

#4



1.Defer judgement
2.Encourage wild ideas
3.Build on the ideas of others
4.Stay focused on the topic
5.One conversation at a time
6.Be visual
7.Go for quantity

IDEO’s seven rules of brainstorming



categorise ideas

#4



exploring design space

#4





the	question	–	“how	to	drink	tea”



one	possible	answer	to	the	question



…or	not	an	answer	to	the	question



examples	of	ideas



grouping	similar	ideas



add	a	parameter



two	parameters



spotting	a	blank	area



spotting	a	more	niche	one



build	your	vocabulary



Design	Space	Techniques

…or	what	to	do	with	all	this?



juxtaposition



juxtaposition



go	for	a	walk,	have	a	look	around



redefine	(expand)	original	question



redefine	(reduce)	original	question



consider	focus



map	out	terrible	ideas



make	up	your	own	methods



https://en.wikipedia.org/wiki/Lateral_thinking





Initial Ideas – Blue, White, Green, Blue
Choosing between alternatives – Blue, White,(Green), Yellow, Black, Red, Blue
Identifying Solutions – Blue, White, Black, Green, Blue
Quick Feedback – Blue, Black, Green, Blue
Strategic Planning – Blue, Yellow, Black, White, Blue, Green, Blue
Process Improvement – Blue, White, White (Other peoples views), Yellow, Black, Green, Red, Blue
Solving Problems – Blue, White, Green, Red, Yellow, Black, Green, Blue
Performance Review – Blue, Red, White, Yellow, Black, Green Red, Blue



• Use an old idea.
• State the problem in words as clearly as possible.
• Only one element of each kind.
• What would your closest friend do?
• What to increase? What to reduce?
• Are there sections? Consider transitions.
• Try faking it!
• Honour thy error as a hidden intention.
• Ask your body.
• Work at a different speed.

Brian Eno & Peter Schmidt - Oblique Strategies



“These cards evolved from separate observations of the principles 
underlying what we were doing. Sometimes they were recognised 
in retrospect (intellect catching up with intuition), sometimes they were 
identified as they were happening, sometimes they were formulated.”

Brian Eno & Peter Schmidt - Oblique Strategies



Design Thinking 

Design thinking is the cognitive process from 
which design concepts (e.g. ideas for products) 

emerge. Design thinking is related to, but 
different from problem-solving, decision-

making, creativity, sketching and prototyping.

https://en.wikipedia.org/wiki/Design_thinking



Design Thinking 

During design thinking, the designer's attention 
oscillates between their understanding of a 

problematic context and their ideas for a 
solution. New solution ideas lead to a deeper 

understanding of the problematic context, 
which in turn triggers more solution ideas.

https://en.wikipedia.org/wiki/Design_thinking



lunch

#4



JUXTAPOSE 
take two ideas and combine 

them in a new way

#4



juxtaposition



NEW RULE 

create a new design method 
for another group to follow

#4



SWAP 

try out another group’s  
new design method

#4



auto design bot

#4





























CONTINUE 

…to work on your own 
design. Think about how you 

are thinking!

#4


