
	  

 

The house of dreaming 

 
WALK THROUGH  
 
Each participant is given a hat, cape and little object that corresponds to their hat. They are told that 
they are either the king/queen – symbol of order, wisdom and courage; rabbit – symbol of adventure, 
discovery and renewal; or wizard – symbol of power, mystery and wonder. They remove their shoes 
outside, and are ushered to a waiting bench. They are given instructions that the house has fallen 
asleep so they need to be careful; that everything can be touched or moved inside the house; and that 
they should put their little objects on the glowing white disks for things to happen.  
 
The house’s porch light comes on. The participants enter and sit at one of three small dressers, each 
with an old telephone. There is also a small glowing disc – when participants put their object down 
on it the phone rings and the face of a woman appears in each mirror. She tells of how a man and 
woman found this spot and built a house here; that the man was an adventurer, and that the woman 
did not like to leave the house. More than anything they wanted to have children… The story 
continues, but has a slightly different slant depending on which symbol the participant has.  
 
At the end of each video, the participants are asked to ring the bell at the next door. A woman 
appears and ushers them into a bedroom. She continues telling the same story, and shows the 
participants a sample of a mysterious flower the man had found. When it is time to move on, the 
participants are ushered through a secret passageway, low enough that they have to crawl (the 
alternative is through a hidden door).  
 
They emerge into a little museum with an assortment of objects in drawers and on display. The room 
almost feels alive, with lights flickering and sounds and movements emanating around them. There 
are also three glowing discs; when the participants place their objects on them, different things 
happen… Eventually projections of children appear on the walls and usher the participants into the 
next room, which is decked out for Christmas. Again, there are three glowing discs  – as participants 
place their objects on the discs, different elements in the room spring into life and they find 
themselves at a lively party. A woman is heard to give a speech, explaining that she is leaving to find 
a child, and we hear people celebrate. A magician pokes his head out from under the table and 
motions for everyone to crawl underneath and through to the next room – dimly lit with stars on the 
walls. He tells them the story about the woman of the house: she went to find her husband and her 
newly adopted child from Africa but no one ever returned to the house, though we don’t know why. 
The house has been lying, waiting for so long that it has fallen asleep. And we know that it is 
dreaming because we can see its dreams, and we are its dreams.  
 
The lights restore and the magician shows the participants the next doorway, which leads to a tiny 
cubic kitchen. A light shines through the pantry door, highlighting where to go next. As participants 
push through, each room appears to be the same, except they become older and older and turn 
sideways and around and upside down. Eventually, participants find themselves in a soft, pentagonal 
chamber. A disembodied voice invites them to lie down, and tells them the house has kept dreaming 
of its occupants, and that eventually nature has taken over. We hear sounds of seasons changing, 
wind, fire, and rain. The voice invites us to see what has happened to the house… The participants 
walk into a magnificent, once-opulent dining room that has long fallen into disrepair, but is very 
beautiful all the same. It is very dark, but light is emanating from the colour-changing flowers that 
dominate the walls. They open and close and change colour in response to the participants.  
 
Participants eventually walk through into a room that appears almost identical to the first bedroom. 
The phone rings, and the voice of the woman asks to speak to each person, one at a time. She tells 
them different stories, largely metaphorical and allegorical, about the passage of time, and the desire 
for a home. The children are asked to deposit their objects in the drawer by the bed.  
 
When participants exit the bedroom they find themselves back in front of the house. They are 
ushered through to retrieve their shoes, and are free to look into the peepholes in the hedge, before 
removing their cloaks and hats. 


