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Designing Interactive Spaces for Real Human Interactions 

by 

Andrew Muehlhausen 

Master of Fine Arts in Theatre and Dance (Design) 
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Professor Shahrokh Yadegari, Chair 

 

 

I take scary, new technologies and make physical installations that require people 

to interact with each other to have fun and accomplish some goal. My vision is an 

overwhelmingly technological future that maintains humanity as its main feature. I 

arrived at these notions by merging video games with theatre throughout my graduate 

career.  




