Is Game Theatre the Future of Immersive Entertainment?
I want to investigate through the differences between Immersive and Game theatre and why they’re so interesting both right now and at its first wave of popularity. From this I want to try to make my own immersive play/experience in either a simple text form or get the show up on its feet and start performing it with other actors ready for a preliminary performance to show proof of concept. 
Something I want to experiment with is audience choice and agency in performance. As in conventional performances audiences are distant and have a direct barrier from the actors. So what would happen when audiences can affect the performance and they can make and see change in the world they’re put in. Does this lead to a more emotionally attached audience or are the audiences stuck scared of the choice and change they can make?
Game theatre is a relatively new and experimental form of theatre most similar to immersive but has distinct differences in that audience become “spectators” (Ganjeh, A., Abbasi, M.) being able to affect and change some of the events of the story. Pioneered by celebrated theatre company Punchdrunk immersive theatre was a large and overused buzzword at the height of its popularity in the late 2000s. However, Punchdrunk is still pushing the boundaries of their practise bringing their work full circle with their latest work “lander 23”. Taking inspiration from sci-fi video games and media such as Alien they want to give the audience an experience of being chased on an alien planet. Which directly connects to game theatre as their inspiration and as Felix Barret said in an interview “I really believe it’s the future of our practice” (Wood, A) Giving me confidence that this is a great subject to research and develop. 
[bookmark: _GoBack]After looking into “Reframing Immersive Theatre” I was left with many questions of perceived agency vs real choice? is exposing one to one performances good or bad? how do you create immersion? I felt I needed to talk to a professional about both sides of acting and directing in the world of immersive theatre. I’ve previously done experiences of immersive performances with walk the plank and am going to email several companies such as Dream Think Speak, Blast Theory, Shunt and Punchdrunk hoping to at least get some actors and artist perspectives on there experience from working on immersive work. I also want to reach out to (Ganjeh, A., Abbasi, M.) and their direct experience and opinions on game theory. By gaining these second hand sources I hope it will give me direction on how I’m constructing my own work and how I can become both a better performer and artist by learning how immersive theatres so potent and how game theatre goes beyond it.
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