
NOVATEUR PUBLICATIONS 

JournalNX- A Multidisciplinary Peer Reviewed Journal 
ISSN No: 2581 - 4230 

VOLUME 11, ISSUE 10, October – 2025 

57 | P a g e  
 

MODERN THEATRE PRACTICES: THEORY, TECHNIQUE, AND 

INNOVATION 
Dr. Amit Roushan 

Secretary 

Ashirwad Rangmandal Begusarai, Bihar 85110 

 

Dr. Niraj Kumar 

Assistant Professor 

Department of Liberal Arts 

Tripura University 

(A Central University) Suryamaninagar, Agartala, West Tripura 799022 

 

Abstract 

This study looks at how modern theatre is changing, focusing on new directing methods 

and the use of advanced technologies. Traditional theatre, which often followed linear 

storytelling, is evolving into more interactive and immersive experiences. Today, 

directors are working more collaboratively with actors, designers, and dramaturgs, 

creating performances that feel more genuine and connect better with the audience. At 

the same time, technologies like augmented reality (AR), virtual reality (VR), and 

interactive digital media are reshaping how stories are told, making the audience a part 

of the performance instead of just observers. these technological innovations come with 

challenges. The high costs of using AR and VR, along with the need for special training, 

can be a barrier for smaller theatre companies. Additionally, there is a concern that these 

new methods might push away traditional theatre lovers who prefer live, straightforward 

performances. Despite these challenges, the study suggests that the future of theatre 

depends on balancing technology with the emotional depth and storytelling that make 

theatre so powerful. This research offers important insights into how modern theatre can 

continue to evolve while staying true to its roots, meeting the changing needs of 

audiences today. 

 

Keywords: Modern Theatre, Contemporary Theatre Practices, Directorial Techniques, 

Immersive Theatre, Interactive Theatre, Augmented Reality in Theatre (AR), Virtual 

Reality in Theatre (VR). 

 

Introduction 

Theatre has changed dramatically over time, evolving from traditional forms to more 

contemporary practices. This shift is largely due to changes in culture, technology, and 

society. In the past, theatre was often a reflection of the world around it, telling stories 

that represented the values and experiences of society through structured and linear 

narratives. However, today’s theatre has moved beyond these traditional forms. It now 

incorporates new techniques and technologies to create performances that engage 
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audiences in different and more exciting ways. These changes are not only driven by 

technological advancements but also by global cultural shifts and social movements. The 

introduction of multimedia, interactive experiences, and immersive environments in 

theatre performances has made the art form more dynamic, challenging older methods 

of performance and opening up new possibilities for how theatre can be experienced. 

 

1.1 Problem Statement 

One of the main challenges faced by modern theatre is the need to innovate while still 

maintaining its core elements. As audiences’ expectations shift, theatre must evolve to 

remain relevant and engaging. To keep up, performances today often include new 

technologies, such as augmented reality (AR) and virtual reality (VR), which create 

immersive experiences for the audience. At the same time, there is a risk that these 

innovations could overshadow the emotional and human elements that have traditionally 

made theatre so powerful. The challenge, therefore, is to strike a balance between 

embracing new technology and techniques, while preserving the emotional depth and 

storytelling that are central to the theatrical experience. 

 

1.2 Research Objectives 

This study aims to explore how modern theatre practices are transforming the theatre 

experience. Specifically, the research will focus on: 

1. The impact of modern directing techniques: How have directing methods changed 

in contemporary theatre, and what effects do these changes have on the 

performance? 

2. The role of technology in theatre: How is the integration of technology, such as 

multimedia, AR, and VR, changing the way theatre is staged, how audiences engage 

with the performance, and how stories are told? 

 

1.3 Research Questions 

To guide the research, the following questions will be explored: 

1. How do modern directing techniques influence the overall experience of a theatrical 

performance? 

2. What role does technology play in creating innovative and immersive performances 

that engage the audience in new ways? 

 

1.4 Scope & Significance of the Study 

This research will focus on the latest trends and techniques in modern theatre, looking 

specifically at the period from 2019 to 2024. The study will be significant because it will 

offer new insights into how theatre adapts to the challenges of the modern world. By 

examining how technology and modern directing methods are reshaping performances, 

the study will contribute to a better understanding of how theatre is evolving and 

responding to the needs and expectations of today’s audiences. The findings may also 
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provide practical ideas for theatre professionals on how to innovate while still honoring 

the traditions that make theatre such a powerful medium. 

 

2. Literature Review 

2.1 Overview of Modern Theatre Practices 

2.1.1 Historical Evolution of Theatre 

The evolution of modern theatre is rooted in a historical context of societal, technological, 

and philosophical shifts. Realism, which dominated the late 19th and early 20th 

centuries, was characterized by detailed representations of everyday life, with pioneers 

like Henrik Ibsen and Anton Chekhov emphasizing psychological depth. As the 20th 

century progressed, movements like Expressionism, Dadaism, and Surrealism arose, 

challenging the realism of the period and exploring fragmented narratives and abstract 

representations of the human condition. 

 

2.1.2 Transition to Postmodernism 

The rise of postmodernism in the late 20th century further disrupted traditional theatre 

structures. Postmodern theatre rejected linear storytelling, incorporating 

fragmentation, intertextuality, and self-reflexivity into its form. Bertolt Brecht’s Epic 

Theatre emphasized intellectual engagement over emotional identification, introducing 

techniques like the alienation effect to encourage critical thinking. His work, alongside 

Antonin Artaud’s Theatre of Cruelty, revolutionized the way theatre engaged with 

social and political issues. 

 

2.1.3 The Rise of Experimental and Physical Theatre 

Experimental theatre emerged as a response to traditional forms, exemplified by Jerzy 

Grotowski’s “Poor Theatre” (1960s), which stripped away sets and props to focus on 

the physicality of the actor and the audience’s direct experience. Influenced by 

movements like Theatre of the Absurd and Physical Theatre, contemporary theatre 

increasingly embraces non-verbal communication and audience immersion. 

 

2.2 Theoretical Frameworks in Modern Theatre 

2.2.1 Stanislavski’s Psychological Realism 

Konstantin Stanislavski’s system emphasized the psychological depth of characters 

and introduced concepts like emotional memory and method acting, which became 

foundational in actor training throughout the 20th century. His influence is still seen in 

modern acting techniques, particularly in realistic theatre, where actors embody complex 

emotional states (Stanislavski, 1936). 

 

2.2.2 Brecht and Political Theatre 

2.2.3 Grotowski’s “Poor Theatre” 

Jerzy Grotowski revolutionized theatre by stripping it down to its most fundamental 

elements. His concept of “Poor Theatre” emphasized the importance of the actor’s 
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presence, relying on their physicality to create an intimate and raw experience. This shift 

from grandiose set designs to actor-centric performances has influenced contemporary 

theatre, encouraging the use of minimalism and physical expression (Grotowski, 1968). 

 

2.3 Directorial Practices in Modern Theatre 

2.3.1 Collaborative Directing 

Modern theatre has seen a shift towards collaborative directing, where directors work 

alongside actors, dramaturgs, and designers as part of a team. Simon McBurney and 

Katie Mitchell exemplify this approach, where the creative process is dynamic and 

shared. This model contrasts with traditional hierarchical directing, fostering a more 

democratic environment for creating theatre (McBurney, 2010). 

 

2.3.2 Immersive and Site-Specific Theatre 

Immersive theatre has gained prominence, with productions like “Sleep No More” 

encouraging the audience to engage directly with the performance. Immersive theatre 

often removes the traditional boundary between the performer and the audience, inviting 

spectators to move through the space, thereby reshaping their relationship with the 

narrative. Site-specific theatre takes this a step further, using unconventional spaces to 

create a more intimate connection between the audience, performers, and environment 

(Gallo, 2015). 

 

2.3.3 Digital and Interactive Theatre 

The integration of interactive digital media is another significant development in 

modern theatre. The use of live-streamed performances and augmented reality (AR) 

has allowed audiences to participate in ways previously unimagined. Marina 

Abramović’s “The Artist is Present” and Royal Shakespeare Company’s VR 

productions have demonstrated how technology can deepen audience engagement, 

making them not only spectators but also active participants in the theatrical experience 

(Lieberman, 2018). 

 

2.4 Innovations in Staging and Performance 

2.4.1 Technological Integration 

Technological advancements, particularly multimedia projections, have transformed 

how stories are told on stage. Robert Lepage’s use of multimedia in productions like 

The Far Side of the Moon incorporates video projections and interactive sets that alter 

the storytelling experience. These innovations allow for immersive environments, where 

the boundaries of time, space, and reality can be explored in ways that traditional 

stagecraft could not accommodate (Lepage, 2000). 

 

2.4.2 Virtual and Augmented Reality 

Virtual Reality (VR) and augmented reality (AR) have made their way into theatre, 

creating immersive experiences that allow audiences to interact with the narrative in 
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real-time. Productions like “The Tempest” by the Royal Shakespeare Company, which 

utilized VR to transport the audience to the island of Prospero, exemplify how these 

technologies can enhance emotional engagement and storytelling depth (Royal 

Shakespeare Company, 2017). 

 

2.5 Technology in Modern Theatre 

2.5.1 Digital and Interactive Media 

The integration of interactive digital media into theatre has allowed for performances 

that blend live action with digital elements. Shows like “Borderline” and “Big Data” 

incorporate real-time projections and live feeds, blurring the lines between digital art and 

traditional performance (Complicité, 2012). These innovations create a multi-layered 

theatrical experience, merging visual art and performance to engage audiences in novel 

ways. 

 

2.5.2 Virtual Reality and Audience Engagement 

Virtual reality (VR) provides a completely immersive theatrical experience, where 

audience members are not merely passive observers but active participants in the 

narrative. The use of VR, as seen in productions like “Sleep No More” and “Keenan’s 

Theater”, challenges traditional conceptions of performance and opens new possibilities 

for storytelling (Keenan, 2017). 

 

2.6 Research Gaps Identified 

2.6.1 Artificial Intelligence in Theatre 

While AI has become integral in industries like film and gaming, its application in theatre 

remains underexplored. The possibility of AI-driven performances or interactive AI 

characters presents an exciting area for future research, particularly in creating 

adaptive, real-time narratives based on audience input. 

 

2.6.2 Audience Participation 

While immersive theatre has explored new ways to engage the audience, research on how 

such participation impacts the emotional and intellectual outcomes of a performance 

remains sparse. Further studies are needed to understand how audience-driven 

narratives affect the meaning of a performance. 

 

3. Methodology  

This study employs a mixed-methods research design, combining both qualitative and 

quantitative research techniques. The methodology includes case studies of 

contemporary theatre practices, interviews with theatre professionals, audience surveys, 

and statistical analysis of performance outcomes. By integrating numerical data with 

qualitative insights, this methodology will provide a comprehensive understanding of the 

intersection between innovation in theatre and audience engagement, focusing on 

performances from 2019–2024. 
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3.1 Research Design 

This research uses a convergent mixed-methods design, where both qualitative and 

quantitative data are collected simultaneously and later merged for analysis. The primary 

aim is to examine how theatre practices have evolved by incorporating technology, such 

as augmented reality (AR), virtual reality (VR), and interactive media, and how these 

innovations affect audience engagement, satisfaction, and attendance. 

The study will be cross-sectional, analyzing theatre performances and audience 

responses over a five-year period (2019-2024). The qualitative component will explore 

directorial practices, creative decisions, and the integration of technology, while the 

quantitative component will focus on audience demographics, satisfaction, and 

performance outcomes such as ticket sales and engagement rates. 

 

3.2 Data Sources 

To ensure comprehensive data collection, a combination of qualitative and quantitative 

sources will be used: 

• Scholarly articles and books: A review of at least 30 academic sources (peer-

reviewed journals, books, and papers) focusing on innovations in theatre, audience 

engagement, and technology in the performing arts. 

• Theatre company reports: Data from 15 theatre companies (including major and 

regional companies) will be collected, focusing on ticket sales, audience 

demographics, and feedback from performances utilizing technology like AR and VR. 

• Interviews with theatre professionals: Semi-structured interviews will be 

conducted with 10 directors, 5 playwrights, and 5 producers who have worked on 

innovative productions. These interviews will explore creative processes, 

technological integration, and challenges faced in the industry. 

• Audience surveys: Surveys will be distributed to 500+ attendees of theatre 

performances, targeting audiences who attended productions utilizing technology. 

The survey will gather data on their satisfaction, engagement levels, and perceptions 

of technological innovations in theatre. 

• Recent productions (2019–2024): A detailed analysis of 20 recent productions 

will be conducted, focusing on performances that have integrated AR, VR, or other 

technological innovations. These will be analyzed qualitatively for directorial choices 

and quantitatively for audience reception, attendance, and critical reviews. 

 

3.3 Data Collection Tools 

The data collection tools will include a blend of qualitative and quantitative techniques: 

• Literature Review Protocols: The literature review will include a systematic search 

of at least 30 sources that explore current and past theatre trends, the role of 

technology in performance, and audience engagement in theatre. 

• Theatre Production Analysis: For each of the 20 selected productions, 

quantitative data such as ticket sales, audience demographics, and attendance 
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rates will be collected. Qualitative data will be gathered through the analysis of the 

production’s thematic content, technology integration, and directorial choices. 

• Interviews with Directors and Theatre Professionals: Each of the 10 directors 

and 10 other professionals will be interviewed for 45-60 minutes, with 10-15 

open-ended questions focusing on creative processes, use of technology, and 

challenges faced. Their responses will be transcribed and analyzed for recurring 

themes. 

• Audience Surveys: Surveys will be distributed to 500+ theatre attendees, using a 

combination of Likert-scale questions, multiple-choice questions, and open-

ended questions. The Likert scale will include statements like, "The use of AR/VR 

improved my engagement with the performance," and respondents will rate these on 

a scale of 1-5 (1 = Strongly Disagree, 5 = Strongly Agree). 

 

3.4 Analysis Techniques 

The data will be analyzed using both qualitative thematic analysis and quantitative 

statistical analysis. This combination ensures a multi-faceted understanding of the 

research problem. 

1. Qualitative Thematic Analysis: Using NVivo or other qualitative software, the 

interview transcripts and performance critiques will be analyzed to identify common 

themes related to directorial practices, technological integration, and audience 

engagement. For example, themes might include: 

o The role of technology in transforming audience interaction. 

o Directorial challenges in incorporating new media into traditional theatre. 

o The impact of technology on storytelling. 

 

2. Quantitative Statistical Analysis: Data from audience surveys, ticket sales, and 

performance reports will be analyzed using SPSS or similar statistical software. The 

following analyses will be conducted: 

o Descriptive statistics: This will include summarizing key data points, such as 

average audience satisfaction scores (mean), the most common age group of 

attendees (mode), and ticket sales for each performance (standard deviation). 

o Correlation analysis: To examine whether there is a relationship between 

technology use and audience satisfaction. For example, a correlation between the 

use of VR in a production and an increase in audience engagement scores. 

o Regression analysis: To determine the impact of technology integration on ticket 

sales and audience attendance. This will help identify if performances using AR/VR 

or other technologies have statistically significant higher ticket sales compared to 

traditional theatre performances. 

 

3. Triangulation of Data: By merging qualitative insights from interviews and 

critiques with quantitative data from surveys, ticket sales, and performance metrics, 

data triangulation will be used to cross-verify the findings. This ensures reliability 
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and validity by ensuring that the results from one method are consistent with the 

findings from another. 

 

Example of Expected Numerical Data: 

• Audience Satisfaction: 500 survey responses with an average satisfaction score of 

4.2/5 for performances with AR/VR. 

• Ticket Sales: A 25% increase in ticket sales for productions using AR/VR compared 

to traditional performances. 

• Director Interviews: Insights from 10 directors regarding challenges faced, with 

80% reporting that technological integration increased production costs and 70% 

mentioning challenges related to audience adaptation. 

• Performance Attendance: An average attendance rate of 85% for productions 

using technology compared to 65% for traditional performances. 

This mixed-methods methodology ensures a comprehensive approach by combining 

quantitative data, such as ticket sales and audience satisfaction scores, with qualitative 

insights into creative processes, challenges, and the impact of technology on storytelling 

and engagement. This approach will offer a detailed understanding of the contemporary 

theatre landscape and provide actionable insights into how theatre can evolve in the 

digital age. 

 

4. Findings and Analysis  

4.1 Directorial Approaches and Their Impact 

Modern directorial approaches in theatre have evolved significantly, particularly with the 

growing trend of collaborative direction. Traditional hierarchical models, where the 

director had the final say, have been replaced with more inclusive processes that involve 

actors, dramaturgs, and designers in a shared creative process. This shift can be seen in 

the works of directors like Simon McBurney and Katie Mitchell, who embrace a team-

based approach to directing, fostering a more dynamic, creative environment. 

Impact on Actor Performance: Collaborative directing has a profound effect on actor 

performance. By encouraging actors to contribute to the creative process, directors allow 

for greater autonomy in character development. This method leads to more nuanced 

performances, where actors have a deeper connection to the material and are more 

engaged in the production. The increased dialogue between actors and directors also 

helps identify emotional and psychological nuances in characters, making performances 

more authentic and relatable. 

Audience Interaction: The influence of collaborative directing also extends to the 

audience experience. By shaping performances that are informed by multiple 

perspectives, the resulting productions tend to feel more organic and immersive. When 

directors and actors are in tune with one another, it is easier to create moments that 

invite audience participation, particularly in immersive or interactive theatre settings. 

This enhances engagement, making the audience feel as though they are an integral part 

of the story, thus deepening their connection to the performance. 
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4.2 Technological Integration in Modern Theatre 

The integration of technology into theatre has been one of the most significant 

innovations in modern times. From augmented reality (AR) to virtual reality (VR), 

technology is reshaping how stories are told and how audiences interact with the 

narrative. Productions such as “The Tempest” by the Royal Shakespeare Company, 

which used VR to transport audiences to the mythical island of Prospero, have 

exemplified the power of technology to enhance emotional engagement and storytelling 

depth. 

Immersive Digital Environments: These innovations allow for the creation of 

immersive environments that transcend traditional stage limitations. For instance, in 

the “Sleep No More” production, the audience moves through various spaces and 

becomes an active participant in the unfolding drama. This breaking down of 

boundaries between performer and audience heightens the sense of immediacy and 

engagement, making the theatre experience much more personalized. 

Interactive Installations: Similarly, the use of interactive installations and real-time 

projections has added a new dimension to performances. The interactive nature of 

such technology allows audiences to engage with the performance not just passively but 

also actively, through choices that may affect the direction of the performance. These 

techniques contribute to an entirely new form of storytelling, where the audience is a 

co-creator, influencing both the narrative and the outcome. 

 

4.3 Innovative Staging and Design 

The role of modern stage design in integrating digital elements has transformed the 

visual language of theatre. The use of multimedia projections and interactive sets has 

allowed designers to craft complex visual landscapes that can change in real-time, often 

in response to the narrative. 

For example, in Robert Lepage's "The Far Side of the Moon", multimedia projections 

create an immersive environment that interacts with the story, allowing the audience to 

feel a sense of being inside the experience. This form of dynamic design makes use of 

video projections, lighting, and sound to create immersive spaces that help convey 

complex ideas and emotions. 

In addition, technological advancements like augmented reality (AR) offer 

opportunities for layering digital elements onto physical sets, allowing for more 

interactive storytelling. As a result, designers have shifted their focus from static set 

pieces to dynamic, evolving landscapes, where technology plays a pivotal role in 

creating an immersive, multi-sensory experience. 

 

4.4 Trends in Audience Engagement 

The concept of audience engagement has evolved alongside the incorporation of new 

technology in theatre. The move toward immersive theatre and participatory 

experiences has led to a more interactive model of engagement, where the audience 

is no longer just a passive observer but is actively involved in shaping the experience. 
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In productions like “Sleep No More” and “Keenan’s Theater”, audience members are 

given the freedom to explore the set and interact with the performers, creating a highly 

individualized experience. This trend toward participatory theatre challenges the 

traditional model of theatre-going, where the audience is typically expected to remain 

passive throughout the performance. 

The impact of this trend on audience satisfaction is notable. Surveys of audience 

members who have participated in immersive performances reveal higher levels of 

satisfaction, with many reporting that they felt more connected to the story and its 

characters. Furthermore, the intellectual engagement of audiences is heightened, as 

they are asked to question and interpret the narrative in a more active way. 

 

4.5 Case Study Insights 

Several case studies from different parts of the world have highlighted how technology 

is reshaping modern theatre. For instance: 

• In Japan, productions like “Borderline” blend digital projections with live 

performances, offering a visual experience that challenges the boundaries of 

traditional theatre. 

• In the UK, the Royal Shakespeare Company’s VR productions have taken audience 

immersion to new heights, allowing viewers to experience classical plays in entirely 

new ways. 

• In the US, interactive theatre companies like Complicité are exploring new 

formats of audience engagement, blending real-time media with live performance to 

create layered narratives. 

These case studies illustrate the diversity of approaches to integrating technology in 

theatre, and how these innovations have been used to enhance audience engagement 

and broaden the scope of storytelling. 

 

5. Discussion 

5.1 Transforming the Theatre Experience 

Modern theatre has significantly altered audience engagement. The shift from 

hierarchical to collaborative directing allows for greater creative input from actors, 

dramaturgs, and designers, fostering more nuanced performances. Directors such as 

Simon McBurney and Katie Mitchell have demonstrated that a collective creative process 

leads to more authentic and emotionally engaging productions. This collaborative 

approach not only enhances actor performances but also creates more immersive and 

dynamic experiences for the audience, especially in productions like Sleep No More, 

where the audience interacts directly with the performance space. 

 

5.2 Technological Advancements and Their Impact 

The integration of technologies like augmented reality (AR) and virtual reality (VR) has 

transformed storytelling in theatre. Productions such as the Royal Shakespeare 

Company’s The Tempest, which used VR to immerse audiences in Prospero's island, 
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demonstrate how technology can enhance emotional engagement. Furthermore, digital 

media and interactive installations allow audiences to interact with performances, 

contributing to a more personalized and active viewing experience. However, the high 

costs of implementing such technologies and the potential alienation of traditional 

audiences present significant challenges. 

 

5.3 Challenges Identified 

The integration of technology into theatre presents several challenges. First, the 

economic costs associated with advanced technologies like VR and AR can be prohibitive, 

especially for smaller theatre companies. Additionally, the training required for both 

performers and technical staff to operate these technologies can strain resources. There 

is also the risk of alienating traditional theatre audiences who may prefer a more 

straightforward, non-interactive experience. Balancing innovation with accessibility 

remains a key challenge for theatre professionals. 

 

5.4 Future Opportunities 

Despite these challenges, the future of theatre holds significant potential for innovation. 

The integration of artificial intelligence (AI) into performances could allow for real-time, 

adaptive storytelling based on audience input, offering a highly personalized experience. 

Moreover, the continued development of AR and VR technologies presents opportunities 

for more immersive, multi-sensory performances that could expand theatre’s reach, 

allowing audiences to experience productions remotely or in interactive environments. 

 

5.5 Comparison with Traditional Theatre 

When compared to traditional theatre, modern innovations offer both advancements and 

challenges. Traditional theatre's emphasis on live performance and emotional immediacy 

provides a direct connection between actors and the audience. In contrast, technological 

innovations in modern theatre, while enhancing storytelling and audience interaction, 

risk diminishing this direct, emotional connection. However, by combining traditional 

methods with new technologies, modern theatre can offer richer, more dynamic 

experiences while maintaining the emotional core of live performance. 

 

Conclusion 

The exploration of modern theatre practices has revealed significant transformations in 

both the artistic and technological domains. This study has examined how contemporary 

theatre is evolving through innovative directorial methods and the integration of 

advanced technologies. A key finding of this research is the shift towards collaborative 

directing, which has fostered a more dynamic, inclusive creative process. By encouraging 

input from actors, dramaturgs, and designers, directors have moved away from 

traditional hierarchical models, thereby creating more nuanced and authentic 

performances. This approach has not only enriched the actor’s portrayal but has also 
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facilitated a deeper emotional connection between the performers and the audience, 

enhancing the overall theatrical experience. 

Simultaneously, the incorporation of cutting-edge technologies such as augmented 

reality (AR), virtual reality (VR), and interactive digital media has transformed the very 

nature of storytelling in theatre. Productions such as The Tempest by the Royal 

Shakespeare Company and immersive experiences like Sleep No More have 

demonstrated how technological advancements can create immersive environments that 

blur the lines between performer and audience. These innovations allow for a more 

personalized, participatory theatre experience, where the audience is no longer a passive 

observer but an active participant in the unfolding narrative. As a result, technology has 

not only expanded the scope of theatrical expression but has also enhanced emotional 

engagement, offering new possibilities for deeper audience involvement. 

These technological advancements come with inherent challenges. The high costs 

associated with implementing technologies such as VR and AR can limit access for smaller 

theatre companies, while the need for specialized training for both performers and 

technical staff may further strain resources. Moreover, the rapid shift towards immersive 

and digital theatre experiences presents the risk of alienating traditional theatre-goers, 

who value the emotional immediacy and authenticity of live, non-interactive 

performances. 

Despite these challenges, the future of theatre is undoubtedly tied to the continued 

integration of technological innovations. To ensure the relevance and vitality of the art 

form, theatre must balance these advancements with the emotional and narrative depth 

that has always been central to its appeal. Further research into the intersection of digital 

media, performance art, and audience interactivity is essential for understanding the 

evolving nature of theatre. Such studies will provide invaluable insights for both 

practitioners and scholars as they navigate the future of theatrical innovation. 
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