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“A voyeuristic journey that weaves a narrative around the form of a house.”  The 

user becomes a/the voyeur by peering inside windows of a house wrapped with allusions 

to an historical happening/crime.  By sequentially peering in each reveal, the voyeur tries 

to catch a glimpse of its moving inhabitant.  These reveals direct the user to the 

experience by a façade light over each reveal.  At the culmination of the narrative – in the 

last reveal – the role of intruder/voyeur is flipped, as these roles become roles of a victim. 

“Welcome Intruder” is an experience, and exhibition installation that consists 

within a dollhouse-like structure made from laser cut parts and some pre-fabricated parts.  

The house consists of three floors with five total rooms.  Key to this experience is the 

reveals and their amount:  2 doors (one front door and one side door) and 5 windows.  

The back of the house is open.  The attic houses the circuitry home:  bread board, arduino 

board, and mp3 shield – all with circuitry.   

 This project uses the motif and period of the 1940’s through the 1960’s American 

obsession with voyeurism and sensationalist crime stories and publications of that period.  

Several films used as precedents reflect this mood of the period:  “Repulsion” directed by 

Roman Polanski, “Rear Window” by Hitchcock, and “Peeping Tom” – a British film 

dealing with voyeurism leading to murder.  American & Western media discovered 

psychology as a portrayed theme:  periodicals, films, and television shows reflected a 

feeling of suspicion due to Communist witch hunts and the introduction of science in 

everyday life.  1  Along with the Kinsey Report and a surge of interest in sexual identity, 

American life involved an interest in crime, shadows, and deviant sexuality during a 

conservative and sexually repressed period.2   “Welcome Intruder” uses this historical 

setting in a narrative within a structure. 



  



 

The audience for this piece can be curiosity seekers in an art exhibit, museum 

setting or an amusement experience.  Any user fascinated with secretive spaces and 

hidden happenings would fully understand this project the way it was designed. 

 The first room possesses a  tunneled perspective that narrows to a 2-way mirror.  

There is a single white LED behind this mirror.  An audio speaker is also in this room. 

 

The second also consists of a tunnel yet narrows to a still image of a newscaster (enlarged 

and off-center).  An audio speaker finishes the room hardware: 

 

First	  Room	  with	  2-‐
way	  mirror.	  

	  



The third room encases a catwalk with red LED lights lining its perimeter.  This narrows 

to a still image of a burlesque dancer.  Additionally is another audio speaker. 

 

 

The fourth and final room in closed to the viewer.  The reveal in the form of shutters 

cannot be opened.  However, there is another audio speaker. 

 An mp3 shield inserted into the arduino board provides the microprocessor that 

runs the project.  Audio speakers, LED lights, and reed sensors are the auxiliary hardware 

for the project.  All of the above was wire wrapped throughout the house and fed to the 

attic.  A breadboard allowed additional ports for the arduino processor.  Power was 

supplied by the laptop using the arduino sketch. 

 Wrapped around the house are laser prints of two 1957 “True Detective Cases” 

magazines that I have in my possession.  These describe a “femme fetale”-type woman 

who teases men.  The images and text on the façade of the house describe this woman as 

one who has met a fateful end.  These prints blend in with the unfinished wood as they 

have an “old paper” background that draws the user in with a sense of foreboding and 

clue that this house has flipped the loaded meaning of a dollhouse as an innocent toy.  I 

Third	  Room	  with	  
catwalk	  and	  lined	  
LED’s.	  



feel this façade worked well in my favor and was happy with its “look and feel” 

prototype.   

 The wood of the house is battered.  This is due to repeated gluing and removal of 

parts – but this look worked well with the motif of the project.   

 The beginning of the user scenario is such:  the voyeur/perpetrator is shown a 

flashing light above the first reveal:  the front door.  Upon opening the door, an earth 

magnet behind the front door pulls away from a reed sensor inset inside the doorframe of 

the front door.  The user then sees his own eye in a two-way mirror.  This view is enabled 

as the light behind the mirror inside the house is equal to the light outside of the house.  

This reflection of the eye suggests the introduction of the user’s role as a voyeur.  The 

opening of the door also triggers the sound of a crash, surprised, heavy breathing of a 

female, and running footsteps on a floor.  This audio suggests the voyeur having 

surprised the habitant of the house when looking through the reveal.  She is frightened 

and proceeds to run into another room. 

 The second reveal are two shuttered, plain windows that utilize the same trigger.  

The shutters open to reveal a narrow view of a TV news anchorman.  The audio triggered 

is a news report of an escaped convict.  An LED flickering behind the image represents a 

television flicker.  The LED is timed to blink to suggest this TV reception.   

 A light on the façade of the second floor right window indicates to the user this is 

the next step, reveal in the narrative.  The same trigger elements are used.  A single, 

battered shutter opens to reveal the catwalk with blinking red LED’s along the sides of 

the catwalk.  The image presented is of a burlesque queen from the 1950’s.  The audio 

presented is a “strip tease” soundtrack.  These elements suggest that the victim is not at 



all frightened anymore.  In fact, she is suggestive, inviting.  The narrative has flipped at 

this point.  Furthermore, the image is suggestive, sexual:  the still contains barely-hidden 

nudity.   

 The last reveal is the room to the left as indicated by another light.  However, 

these shutters are glued and not able to be opened.  Audio is not triggered.  A time lapse 

from the third room to this room suggests waiting….something different has happened in 

the narrative.  A hissing sound is heard:  a hidden predator has now been unleashed and is 

waiting.  What form this predator has taken is unsure:  but with the hissing sound the 

frightened woman from the first reveal is no longer.  The user has now become a victim, 

and a further step to an unknown, perhaps deadly end may take place.  The closed reveal 

leaves this situation open-ended.  

 The inspiration and build for this “Welcome Intruder” used the domains of set 

design, narrative and toys.  Beginning domains included: 

 

 

 

 

 

 

 

 

 

 



 

Gaming narratives merged with installation/set design and theatre/performance.  

“Welcome Intruder” isn’t a game, but I’m interested in the path of a game:  cause and 

effect lead to if/else happenings.  I wanted to use the rules of games to move a story.   

I have always been interested in doing a piece like this project.  My background is 

theater and television and I’ve always been interested in the American past.  A great deal 

of my work deals with experience and the user:  What emotion would a user experience 

when entering a new world/arena?  This project sought to invoke emotions of fear, 

secrecy, and inquisitivity.   

The process and iterations began with planning the size of the house.  Pre-ordered 

parts from an existing dollhouse were ordered and assembled to reduce time.  Lasers cut 

parts on my behalf were shutters, walls, and panels.  I came to appreciate those who were 

skilled in architecture and model building as I wasn’t proficient in those fields.  The 

planned first iterative parts assembled well.  However, due to the interactivity of the 

reveals, the sizes of the doors, shutters and windows were resized, sanded, and re-cut 

frequently.  This house was initially used for the pulse-sensor mid-term project.  A great 

deal of restructuring for the final project took place including:  repapering the façade with 

a new theme, placing dollhouse hinges on doors, and reducing the sizes of the interior 

walls for the final interation.  Motors with rotating images were also planned albeit with 

no implementation. 



  

Build	  of	  “Welcome	  
Intruder”	  using	  hot	  
glue	  from	  ordered	  
parts	  as	  well	  as	  
specially	  cut	  parts	  

Rear	  Views	  of	  Final	  
Assemblage	  w/o	  additions	  
of	  façade,	  etc.	  



 

  

 

   

 

 

 
 

 
 
 
 

  

Front	  View	  of	  Final	  
Assemblage	  

Attic	  circuitry	  using	  
arduino	  &	  breadboard	  



  

Final	  Dollhouse	  render	  for	  
Final	  Project	  (click	  to	  play).	  



 The evaluation of “Welcome Intruder” consists of several trial-and-error periods.  

I had several problems with the hinges for the reveals: the dollhouse hinges didn’t attach 

easily to the casing around the windows and door.  Too much time was spent trying to 

make these openings sturdy.  Hot glue also proved to be messy.  After parts for the 

windows were stolen, a setback occurred with trying to custom fit new parts.  These had 

to be sanded gradually with testing in place by hand.  The laser-cutter queue at school 

was too long for precise cutting.  These fittings caused doors and windows to be 

frequently ripped out and replaced – garnering further “integration” prototype time.  This 

time spent was wasted in my opinion.   

 The mp3 shield was installed with success. However, the four speakers purchased 

failed to work when connected.  I feel the magnets in my tool kit and their close 

proximity to the speakers caused this failure.  No audio emitted from the speakers despite 

research into their correct connection.   

 The reed sensors proved the biggest stumbling block to this project.  After the 

instructor’s assistance with debouncing the readings, the sensors proved to be functioning 

at the first.  Once in position and soldered to wires, they proved unreliable.  Seven reed 

sensors proved their fragility after they were fractured easily through handling and 

installation.  Perhaps IR sensors or proximity sensors should have been explored.  

However, due to cost and budget, the reed sensors were inexpensive and thus were used. 

 I feel the narrative was strong and was satisfied with this accomplishment, as 

narrative is a hard concept to deliver – especially with a past motif that not all users could 

understand.  Also to fit a “loaded” narrative into four episodes proved to be a challenge:  



how to make a fast story with only four happenings delivering emotion was an obstacle to 

be overcome.   

 On an emotional, artistic level, I had high hopes for this house due to my previous 

interest in my desired domains.  Circuitry and code is a new tool I’m utilizing.  I was 

frustrated for six weeks yet hoped for a successful end.  During this process, I did learn 

about audio through mp3 playback, further coding in Arduino, and reed sensor 

introduction.  The practice with coding was valued and greatly appreciated.  Once the 

reed sensors were in place, they proved to have unreliable or no readings at all.  I’m still 

unsure as to whether there was a small problem with a quick solution with wiring these 

sensors. At this time, I pulled the plug two days before the due date of this project.  I ran 

out of time and rendered a user scenario in Maya CG software.   This was disheartening 

and a bit embarrassing to present a non-functioning project.  Again, however, I was 

grateful to have learned much from the project including exhibition design and supposed-

user experiential emotions.  In summary, less time could have spent with “integration” 

i.e. hinges and more with sensor experimentation. 

 Criteria used to evaluate this project was emotional delivery, experiential feeling 

with usability, functional meaning (opening of shutters, secrets behind doors). 

 Since this project did not function as originally planned (albeit with one room 

half-working without sound), feedback on the project was limited.  One critic described 

the idea of space as a necessity:  How does a user feel once inside the space?  This 

probably could have been delivered further with additional sound and lights – but the 

spatial feeling was hard to express without complete functionality.  The render I hoped 

would deliver this sense.  Another point of feedback was the advice of seeing “Sleep No 



More.”  This comment I receive frequently and thus wasn’t new or helpful. I feel my 

feedback was not useful but was understandable.  I was glad they understood the 

narrative (I think). 

 Future plans for “Welcome Intruder” will most likely not involve any model 

construction for a thesis or the use of an art installation medium.  I definitely will 

continue to explore physical computing as I find it fascinating and challenging, but I feel 

the direction of a commercial product/marketable idea would be ideal as my next studio 

move.  For my first two semesters I’ve created art installations.  The next area/domain 

would be fabrication from digital media.  Again, this is merely due to a want for 

additional practice in another medium.  Also, my aesthetic tends easily to history, the 

past: how to bring current technology to an old idea.  So far this practice enjoys a 

difference from other student work. However, venturing into a “modern” motif, 

presenting ideas for the future, is a move I’d like to explore.  Though the historical 

aesthetic hasn’t failed, the implementation has been done too often and is not bringing me 

marketable/new ideas. 

 If “Welcome Intruder” would have a future iteration, a physical set would again 

be used.  However, the idea of a paneled wall with varying doors of different styles and 

sizes would be implemented on this panel.  I like the idea of doors hiding meanings and 

experiences. These doors would form a different and further narrative somehow. 



 

 

 “Welcome Intruder” provided a lesson and education foray for artistic practice.  

Despite is abrupt end and non-functionality, its education steers me in a fresh direction as 

well as a different thought process. 
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