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Introduction 
The Inherent divide between audience and Actor is clear from the moment you enter the theatre. But what if the audience and the actor were no longer divided by the fourth wall allowing the actor to talk directly to the audience and the audience to step into the story the actor is performing. But more than that I want ask what happens if the audience are able to change the story that is being performed I want there to be choice and change to promote taking control in your life. My performance seeks to explore the differences and similarities between Game and Immersive theatre to see which has a more progressive effect on audiences. This was done through researching, writing, rehearsing and performing my own Game theatre piece. 
Research
Immersive theatre is the first step in this process. It aims to create a world for an audience to explore with actors making the world come alive with movement and interaction (Biggin, 2017) This gives a deeper connection to the story you are in, creating a more personal connection to characters that you have interacted with or more interesting secrets and intimate moments that perhaps not all audience members get to see. 
Where I think Immersive theatre can fail is that the audience are still just observers. For example, in Punchdrunks “sleep no more,” (2020) the audience are given masks and explore Punchdrunks modern world of Macbeth as ghosts observing Macbeth as he goes on his massacre. Punchdrunk (Biggin, 2017) is a founder of incredible Immersive theatre, but I want to take a step beyond Immersive theatre and really bring in the audience to the story I want to tell. 
In my opinion Game theatre (Ganjeh A, 2022) is the next step in Immersive theatre. Game theatre  is a lesser-known form of Theatre that puts the audience at the forefront of the story and gives them direction and challenge in the world of the production in what some refer to as a spect-actor. Game Theatre is intrinsically tied to the audience and without them there is no story. Which differs from immersive creates a world with a story and presents it too the audience. Game theatre is a collaborative journey where the audience develop the story with the actor. I believe there is a need for this kind of entertainment right now, where the audience is needed and can see the change they are having in the world they are in with choice at the heart of the performance. 
When I was first thinking about starting work on this project I wanted to learn more about Immersive theatre and figure out its strengths and weaknesses to see what elements I could implement into my production. After looking into the book Reframing Immersive Theatre (Frieze, 2016) I was left with many questions of perceived agency vs real choice? This was something I have became quite adamant on highlighting in my performance. A similar idea to Game theatre is “choose your own adventure” (Lyömiö, S, 2017) books and games. These are games where your given a few options at often critical points in the story creating a divergent path of where the story can go. If you Give the player or audience enough of these choices, you can get wildly different endings and experiences depending on the choices they make. While I think this is fun and interesting to explore in a theatrical setting, “The Mystery of Edwin Drood” (Isherwood, 2012 ), is a great example of this, I want to give the audience as much choice as possible, to create theatre as a collective of audience and actors. 
Trying to explore this idea of creating group theatre with live audiences, I became interested with Nordic LARP (Live Action Roleplaying). The word LARP has become a bit of a branching term from my understanding as just roleplaying Liminal Encounter (Kaisa Kangas, 2024). But I think what intrigues me about its process is its exploration of topics. You play a character in a scene but have an awareness as a player of the next scene that is going to happen. This led me to think about Theatre in Education’s (TIE) idea of Metaxis (Mary Wells , 2024)and both roleplaying but being aware of yourself as an individual in a performance. From this I want to play with TIE’s use of imagination and theatre of the mind being both aware as an observer and a person affecting the story.
Other theatre practices i.e. LARP and TIE, have the audience or participants in role and this is something that I want to go against. (Frieze, 2016)says with immersive work “you can either make a new world or reflect the one were in” and I aim to do the later. I want to get real people’s opinions and ideas, bring them into the theatrical space and see how they affect the character in the story they are a part of as themselves.

Writing 
When I was writing I wanted to find a structure for how I was going to approach this challenge. Since Game theatre is a relatively new and experimental form of theatre, I found few resources directly relating to how to make a Game theatre piece however I did find a few Immersive theatre guides which I used as a base and expanded upon. The main problem with these guides however was they did not have a specialization on the key part of Game theatre, the mechanic (Adams, E. And Dormans, J., 2012). A key part of Game theatre is a mechanic used to control the world or story. This is what gives the audience safety and knowledge in what is allowed and how to manipulate the game as a whole. So this was the first thing I wanted to work out.
I spoke with Duncan Hallis (Hallis, 2025) about his work directing and performing in both Game and Immersive theatre and how he thinks is the best way to start creating a piece like this. He recommended looking into video games as a start of inspiration as there are a plethora of interesting story based indie games with and without professional acclaim i.e. Life is Strange series (2015), Red Dead Redemption series (2010) and Outer wilds (2019). All games intrigued me as they were all on different scales and had different mechanics depending on what the game was trying to accomplish. What I connected with most was Outer wilds as it was very similar to an idea I had. A scene would be played on repeat by actors and as the audience watches the scene and interacts with it they learn more about the character’s and what brought them here through each iteration. Outer wilds is stuck in a time loop with their whole world resetting after 10-30 minutes leading the player to uncover character’s and worlds and a story that they piece together entirely themselves through exploration, puzzles and minimal dialogue. This gave me confidence in an idea However I was unhappy with it as I was still exploring ideas. The audience would not have a lot of direction and would just be reacting to the same scene over and over again which I felt was not engaging for what I wanted to create. I later found out that most Game theatre and immersive pieces give the audience a 2nd attempt or run through of the performance which is similar to what this piece was centred around of finding untapped options or pieces of information. 
I had ideas about multiple different mechanics and ways forward but with no plot to attach these mechanics too I could not progress with either. My original stimulus for this production was a question, “if we all play by different rules how does anybody win,” which led me to Game theatre. Now with some research into Game theatre and a new approach to this question It gave me new inspiration. My first plan had audience members be given a certain rule or difference to other audience members that would then lead to some being less suited to do some tasks than other members of the audience. This could then lead to a hierarchy leading to a form of class commenting on intrinsic difficulties to some people in society. But my issue with this idea was I was leaning towards a sandbox (Marcuz C, 2025) type of game where the audience decided where to go and were free to explore as they like. I was struggling to find the narrative in this performance, because if the audience had their own rules I would simply become the facilitator for the show. To many, that might be what Game theatre is, the audience taking control of the world and deciding what happens in it. But for me I wanted a collaborative story telling experience where there Was an equal level of control for me and the audience. 
The key aspect I wanted for audiences to experience is choice, choosing directions for the play as a whole and rewarding or punishing those choices.  So the question I wanted to explore with my production was “Do we have any real choice,” This gave me a lot of direction with my production as I felt it connected with a lot of Game theatre elements that I wanted to use such as; Audience Agency, real choice, how we perceive our Lives and audience interaction. (Wong Finckel E, 2014)
From this question I derived the key themes I targeted in my performance:
-Choice
-Class
-Attention 
Choice became the main theme of my performance seeing what choices the audience make, how they develop and affect the rest of the performance and discussing why and how we make decisions. I developed this idea by looking at decision making and seeing how studies have investigated this process in our daily lives. I found an interesting paper looking at how businesses’ make decisions and how they have developed this idea of “advocacy vs inquiry” (Garvin, D.A. and Roberto, M.A., 2001). When using advocacy to make decisions it leads to unethical tactics of lobbying, persuasion, dismissal and winners and losers when deciding rather than Inquiries a more unbiased approach using techniques such as problem solving, collaboration, critical thinking and constructive criticism. This line of decision making leads to a collective ownership which is what we want to encourage in our performance. 
Class was originally a theme I wanted to be the focal point of the performance but I felt this was better as a sub theme for the show I want my main character to be from a working-class background to perhaps give a rise to power or fall into an expected pattern this immediately gives an audience an expectation or idea of what could happen in the story. Something I was unsure about is how many characters I want in my performance as, If I am trying to make an expansive world where audience are the driving force of the action trying to manage a number of people when they are all potentially wanting to do completely different courses of action, it would be easier to have multiple actors engage with diverging choices in the story. Eventually I decided to add a character to manage the audience as a group but only after I had settled on having one main character so the audience can build a singular connection with, through the performance.
Attention is a subject I was not originally drawn to in the show, it was only after research and investigation that a quote from Tom Brennan said “Immersive theatre is the ultimate cure for screens” that I was certain about making it a key theme. Attention is something that in modern life is always wanting to be taken from us and after looking into Davenport and Beck’s  (2001) theory of  The Attention economy, saying how attention becomes a precious resource and where you “spend” your attention is very important. I wanted this to be a key point in the production. As it was balancing a real-world problem framed in a game like way that fits great with my production.
With my themes as a base I start developing my character, “Morgan Wright”. The name is a play on words stemming from the word Moira (Wheelwright and Greene, 1945) (the Greek fates) and the common last name of wright phrasing his name, when people were named after their profession (Merriam-Webster, 1974), a “fate maker”. This gave me many ideas to explore; 
-“are they someone who believes in choice?” 
-“what social standing are they in?” 
-“how much are we leaning into the fate and destiny idea?” 
-“are they stuck in a cycle?”
I wanted this person to feel real I wanted them to be on an equal standing with the audience. I also wanted Morgan to have changed by the end of the story and I think the best way to show that is for him to be in a cycle then break out of it. However, If I am encouraging the audience to make choices and not be passive in their decision making then someone who is trapped and cannot get out would not be advocating for change. I decided Morgan should be in their mid 20s so they have lots of questions about the world, but persistent about finding those answers. I made them work driven and an interesting detail I gave them is that they do not have many passions or hobbies, giving them something to discover in the show after talking to the audience. In many ways I wanted Morgan to be quite average and to feel exactly with how the audience feel; two strangers talking to each other, not a character and an audience member. This I believe would make the audience feel more comfortable and perhaps open up to Morgan and get more interesting personal answers, that could break Morgan out of the cycle. 
This gave me the basis of what I wanted my character to do in the show I wanted them to guide the audience indirectly about who they are as a character. I want them to have secrets that are uncovered similar too “life is strange” (2015) and the quest system of “stardew valley” (2016) in that you can only find out and uncover certain attributes about a character after interacting with them or engaging in specific elements of the show.
Now with an idea of how I wanted to structure the performance and script. I next wanted to find my performance space and how I was going use it in a way that suits Game theatre and introduces a mechanic I was initially going to make it a simple minimalistic set with the mechanic being very verbal, perhaps giving the audience a quest list (Howard J, 2022) of questions to ask Morgan and find out about. However, I Then met Ashley Knibbs, who was looking into the impact of screens and social interaction after the Covid 19 Pandemic (Chen P.J, Pusica Y, Sohaei D, Prassas I, Diamandis E.P, 2021) My production being focussed on social interaction and getting people to talk to each other, this was ideal. I was excited to have someone helping me with technical aspects as reading this from Anton Kurt Krause (2020)
“Involve your game master from the very beginning; after all, if they have to decide what to do, then they need to truly understand the logic of your game, and should understand the world your narration lives in” 
Anton Kurt Krause Stage Director, Media Artist 
It felt essential that I get Ashley involved from this point onwards. We talked about the immersive elements of my production and we both agreed that making a fully immersive set would be a big burden and time consuming in our limited time frame. So we decided to go with an abstract set with immersive elements that engaged our audiences and got them to interact and make choices but was not fully realistic. We originally were going to have a projector on a swivel to project onto audiences that would be divided up into groups of 3 in a thrust stage space see appendix A. I had ideas of Morgan going into the seats and making conversation with audience members and I felt good about the staging at this point. This would physically immerse them in light, when going into the seats, potentially showing change of focus, character or location. Allowing them to principally focus on Morgan as the driving point of the piece in a minimalistic world.
From this point I started writing. I found a useful plan for writing Immersive theatre by Erin Gilly (2020), she laid out her plan to in a simple narrative focussed way with an inciting incident, climax and resolution. I think this is an excellent guide for starting an immersive project but with Game theatre I want  the story to come from the audience. So I came back to my cyclical baseline of Morgan being stuck in a system that he cannot get out of without the audiences help.  
After going back to Ashley to talk through the ideas and plans I wanted to accomplish in the show. We wanted to highlight our theme of choice but keeping the show and audience in one place to keep our set as realistic and detailed as we wanted it, for an immersive performance. This gave me some ideas of the audiences role in the show, if I am wanting the actor and audience to feel like they have the same level of power in the show. If they arrive at the same time then it establishes a place of similar uncertainty in the show without bringing too much detail about who their character is and has potential to be more inquisitive and ask Morgan questions about what they should do. My original plan of looking at Morgan’s small interactions with strangers in a regular place the audience can stay in but Morgan has to consistently leave and come back to and after some development of different settings, I made my prediction on a bus.
When you get on the bus you talk to the bus driver when you get on, you can ask questions and you know where your getting off but that could change, there could be a diversion extending your journey, you could meet someone you want to keep in touch with or you could have the same journey you always do and miss those subtle changes. But more importantly it feels more human, real and Tangible. This is what my show is about.
I then pivoted to focus on Morgan’s life. I put him in a low paying office apprenticeship but he feels stuck doing menial tasks at a boring company and seeing that boring life may make the audience want to intervene. I started to try flesh out locations he could travel to in his life using the bus as a constant recurring point of audience interaction, but I struggled to find interesting scenes and points where Morgan develops outside the bus other than showing what Morgan’s like outside of the interactions. This led me to the decision of keeping it all in one location on the bus. The rapport and connection built between audience and actor building a story and narrative together, highlights Game theatre at its best. This also creates an established point and less movement for the audience so they can stay in their seats, which I am undecided on if is a good idea. Theatre conventions of checking your ticket, finding your seat, and waiting for the house lights to dim are what is expected of conventional theatre. Felix Barrett (2023) suggests going against these rituals creates an expectation of an unconventional show. Using transgressions is a key part of what I perceive as Immersive theatre and I feel this elevated the interaction-based drama. As a foundation I felt secure in this idea and especially as a starting point that I might change later. The biggest reason I did this was reading Erin Gilly’s  guide to writing Immersive theatre, which states “tell the most interesting part of your story” and I believe if the audience interact In any feasible way, it will be interesting.

For a period of time I was questioning my decision to not put the audience in character. When thinking about my staging I did not want to put the audience in role as mentioned earlier but all the literature I found was directing the opposite saying it is the “easiest way for them to buy into the world” (Bowman L, 2012). So this made me stop and rethink because if they are not a character on the bus, they might be less interactive and lack direction of what to do in the show. I brought it back to my stage manager who from our initial meeting had branched more into the abstract potential of the play of dream theory (Givrad S, 2016)and how the mind could wander when on a consistently boring bus journey. Which when broached with my problem we decided to take the set in a much more abstract setting of Morgan’s mind, which is shaped like a bus. This allows us to not have to be explicitly literal with our locations, destinations and theming but also solves my problem of casting the audience. The basic idea is at the start of the show every audience member is asked if they believe in freewill or choice or fate and how they answer is there opinion at that point in the show. Their opinion can change as opinions do especially when reacting to life events so these thoughts and opinions control Morgan’s life. As a rough base for giving the audience a first almost low stakes decision but showing them it is essential for them to be apart of the story. But also importantly does what I want of giving the audience a character and a low-level intention but without losing who the audience is as real living people. 
My first attempt at writing was in the form of a flow chart see appendix B. It felt like the most approachable form of writing for this kind of theatre but felt really restrictive in the form of dialogue layers, descriptive direction escalated to a point of little inspiration. I left gaps for audience input but felt like it became a very clear cut road map rather than a skeleton that the audience and I puts flesh on during performance.
Stemming off this I found that the easiest path is not always the clearest. I went back to my research  and found a quote from video from Owen Kingston.
“Every creator prefers their own product” 
(Immersive Experience Network, 2026)
This then encouraged me to branch outside of conventional writing techniques and see what works for my performance. The question I wanted to ask the audience to get them into the world of the show stemmed from my key theme of choice and how everyone always has the ability to change so I made my question that the show centres around “do we have any choice”. Which is intimidating as the first thing to think about during a show but in many ways, I think it does an interesting trick similar to Brechtian theatre.  Brecht talks about an Alienation of the audience using the V-Effect(Evans, A., 2021) meaning he wants the audience to distance themselves from the characters in the show. Which in many ways is contradictory to an immersive show where everything is trying to bring you in and make you apart of the world, alienating the audience at the beginning seems contrary to my desired goal. But I think what is important is to keep the audience in a form of play and control as I want all audience members to feel like they can interact and have an effect on the world rather than being a passive observer or “passenger”. This is a challenge in that the audience is put in a dual position of, a character Morgan can talk to and controller of the narrative and flow in the show. The terms “character” and  “controller” are going to be used at points throughout the rest of this work but still engaged with the previous research and ideas of keeping the audience as themselves and giving them the open choice to take and mould the story in the direction of there choice. These two roles seem to conflict each other but I think if the play is constructed so that the audience uses the interactions to manage the narrative of the performance and the flow of the show gives basis for the interactions, then the need for each other will create the balance for character and controller. 
Starting the performance the audience is put in  a “character” based position I introduce them to Morgan and create that initial rapport between me and the audience. Initially I had separated my three acts into “we have no choice” “we have a choice” and “How do we make choices” which I wanted to explore almost as prompts for each scene. These would be outlooks that Morgan has in his life that change as the play goes on and gets subjected by these positive opinions by the audience. However I became worried that the audience might not necessarily be positive. Enveloping worlds (Hunter E.B, and Magelssen S, 2025) suggests that It has become a “contemporary Impulse” to try distrupt something so directly meant to be good. By restricting peoples views in a place where it has actively encouraged to choose your own path it can often lead to a worse off experience for not just the other participants but also the antagonist themselves. So to counter this I decided to keep each scene to a simple narrative structure of problem, exploration and resolution (Holloway, 1979). With the first scene focusing on attention span and the effects of being online Morgan explains that he is Chronically online and how he wants to stop but feels like he is addicted, he talks to the audience about it and at the end of the scene the audience would make a choice about what Morgan should do. The scene  talks to one specific audience member and build a strong rapport with them which gives insight into Morgan and generally opens up the audience to an expectation of how the show runs as a whole, almost like a game tutorial. The voting system that happens at the end of each scene, used sections of the bus to give their vote. At the start of the show the people are asked do they believe in choice? If they say yes to the question they go to the right of the bus, people who said no would be directed towards the left and people who said maybe or did not choose would be at the back. I envisioned the voting process as a question that is both auditory and visually based so they would not be unsure or if they did not want the interaction they can prepare themselves for there answer.
The votes are then counted and the performance splits into three different directions of a good, bad and middle path. This seemed like the simplest way of giving agency to the audience of changing the direction, themes and content of the performance by directly changing the narrative of the script. Each scene starts the same, giving clarity and consistency but then the change encourages and entices the audience of the potential variation in the show and effect on the end result. I wanted each direction of the play to be distinct from the other even though stemming from the same starting point. The good path is progressive in Morgan’s journey make him face his problems of feeling stuck in a cycle and the uncertainty about what to do with his life. The bad path Is less engaging with the audience and shutting down socially. My middle path I wanted to take as a continuation of building rapport and getting to know Morgan. In an early read through of the play it was noted that they were not given enough information to make an informed decision so I want this path to allow the audience to get more out of the relationship with Morgan and give more potential intrigue to making distinct decisions. 
The structure of the show became a great base point of having a scene then vote, which effects the progression of the result of the performance which repeats. However I felt I could not reward the audience or have worthwhile effect for them making decisions as Morgan at this point did not have anything to reward them with. It is noted in creating worlds (Warren, 2017) that audiences should always be rewarded for their efforts in progressing or deterring the story. I wanted to reward my audience this way by giving them a fuller and more interesting story. Morgan needed more substance to fulfil this role that needs to be scripted rather than improvised during performance. 
My process of developing Morgan was focused on why he feels stuck in a cycle and I felt like something needed to push him out the life he is content with. I took aspects of the Addler technique (Adler, 2000) trying to deepen Morgan’s personal life and connections to those around him. I made his parents also as very work focused wanting to follow them in having successful and work focused lives.  This brought me onto the question of if Morgan has siblings. I debated this and looking at what I had written he seemed lonely and looking for comfort which gave me the impression that maybe he has lost connection but had that relationship growing up. This gave me the inspiration that he could have lost a sibling and that was his realization that his life feels stuck. This gave me a great secret to hint at during the show which was only heightened when talking to Ashley about it. They said they were looking into the effects of how the COVID-19 pandemic has affected young people’s ability to socialise. Which in turn led us to the decision that the sister died from COVID. This was excellent at giving me motivation and a form of end goal for the audience of revealing this secret if I feel like they are wanting to get more out of this story, we created Martha Wright. 
Deriving similar meaning from Morgan’s name Martha is the complete opposite to Morgan. Instead of following her parents’ Life she rejects them and fights for difference rather than repetition. She is a creative Artist and a member of the extinction rebellion movement and other progressive ideologies. Morgan and Martha’s relationship is strained as Martha is older and Morgan often fights with her over most things. She died from COVID in 2021 when she was 24, when Morgan was 19 and he has been supressing his grief since then, it is only when he starts trying to talk to people that he starts letting down his guard and the potential for him to deal with his emotions presents itself. While this may seem like a long grieving process, I think it is warranted and allows for a more defensive beginning to the show that grows and develops throughout as Morgan and the audience develop their rapport.
The play follows a consistent pattern of scene then vote, scene then vote, scene then vote. Act 1 focusses on themes of the negative effects of being online with the vote questioning should Morgan Get offline. Act 2 focusses on themes of expressing yourself through clothing with the vote questioning if Morgan should express themselves. Act 3 focusses on themes of people and our connection to them with no vote at the end of it as it becomes the result of your choices.  Specifically with the good path in Act 3 it aims to give reason and a more overarching story to the rest of the performance giving quite specific and sadder undertones to the rest of the script. But I do not want the path to be easy for the audience to get the narratively satisfying ending. The script  specifies the audience needs to ask Morgan if he is “okay” or if something is “upsetting him”. Throughout the whole text hints and clues of his sister’s death are there but it needs to be the audiences decision to help and understand Morgan’s problems, it is a big task for the audience but it is a big reward in the meaning and motivation for the play. 
Finally the performance has two endings a good and a bad. The bad ending is a voice over that is similar to the voice over at the beginning of the show, giving some safety guidelines and hints throughout the show, that talks about life as a limited number of choices and where you put your energy effects your ability to live your life, again playing on the theories of (Davenport and Beck, 2001). The good path is Morgan talking to his dead sister apologising and saying he will live a life that she did not get too. It is a method of dealing with grief of writing the loved one a letter and reading it aloud and I wanted this to be similar in how it is construction. I also want to read it live as I feel like that shows it has potential for the future and this is not necessarily in the present, instead it is in the future showing again how grief is not dealt with quickly. See appendix C for full finished script
Rehearsal 
My Rehearsal process was different to any other kind I have done previously. As to rehearse I need an audience to improvise with and develop a story. While doing this I also asked for informal feedback on the script, style and experience the audience got during these informal readings. These were groups varying in size from 10 to 2 participants at a time.
There was a lot of small notes on character performance. Audiences said they felt like they did not know when to interject and when I wanted there to be a pause. Ashley wanted to ask about removing swears directly in the script as she wanted to target it towards a young audience of teenagers and did not want to deter or promote explicit language. I did not have a specific problem with this but felt it is a part of a younger person’s vocabulary and I did not want to sensor Morgan for a slightly wider appeal. We came to an agreement to keep swears quieter for those in a close proximity as loudly swearing in a public place is unconventional so keeping a level of immersion is nice. We also have little control over what audience members said and could encourage them to keep certain topics and language to a minimum but I want and need the space to feel relaxing and open to build this connection with character and audience, because if that did not happen then the show Would have lost its ability to progress. 
It was noted that the 1 to 1 connection with audience members, while interesting, does leave the rest of the audience back in the theatre watching the show. As a result, it was recommended I script in other audience members being brought into the scene. I thought this was an excellent idea and immediately started making additions to the script. This allowed me to get other people’s opinions And engage with their interests, beliefs, and ideals which achieves the goals I set out from a creative perspective and when rehearsed has had good response. 
When engaging with a shyer audience, it was suggested that they would be less comfortable interacting and felt quite slow in moving the story when I was engaging with them but would like to be a part of the experience. It was noted in a rehearsal that there was a great sense of voyeurism in the show and the ability to freely listen into conversations and engage with people almost through Morgan. Speaking to Ashley about these concerns it was suggested that if audience members do not want to engage with actors then we put them at the back of the bus leaving the front as more of a performance space for interactions and engagement. 
Alongside these additions It was noted that having only two options for the ending seemed confusing as having three options throughout the rest of the show and getting two endings seemed to not align. I originally did this so that by the end of the show the audience has made a decision by being indecisive but for consistency and audience expectation I added a neutral ending.  The ending focused on the audience’s choices or lack of decisive decision making. This encouraged audiences to be more like Morgan and talk to people. To find those interactions with people In real life that can be positive towards them and push the boundaries of comfort levels and have potential to make new friends. In some ways I see this as encouraging a form of Exposure therapy (Abramowitz, 2019) that is contained in the theatrical space and Encouraged to be more open minded in the real world. I wanted Martha to read this ending as Morgan only starts stretching his comfort zone because of Martha and I think the symbolism of both Morgan and the audience starting from the same persons words is a great way to end the show.
Another interesting thought for developing character that was recommended by another practitioner was the use of semiotics in clothing and showing change and development of Morgan through costume. As a key point in Act 2 it was suggested that costume should change and develop with the choices made by the audience throughout the show. Theatre as a sign system (2015) talks about the semiotics of costume in relation to emotion on stage. For example as Morgan starts to express himself or gets more comfortable doing this his wardrobe could potentially get brighter and more comfortable. But if the audience chooses the bad path then Morgan’s clothes remain neutral perhaps gaining headphones or big puffer jacket to close off those around him and be potentially harder to talk too. 
After a few different rehearsals a consistent theme came up of, “I did not engage with the story.”. This was expected, as I wanted the audience to reach for the story and need to actively engage with Morgan in his life to get that satisfying narrative. But after consistently hearing similar feedback we decided we should try and add additional elements to encourage more engagement with the story. I was happy with the structure of the script and did not want to overhaul it to accommodate a more uniform storyline. But when looking at unconventional immersive performances I was given connotations of a show I looked into by Swim Pony (2009) called The End (2017) and Dark Field (2012). Swim pony specialises in making experiences and they made a phone-based and alternate reality experience that would help audiences deal with their perception of death over text, letters and voice call. Dark field performs events in shipping containers with recorded audio videos that the audience experience when they are inside these boxes. This idea of an auditory based theatre production really intrigued me and gave me inspiration for adding my memory ideas. Our set is representing Morgan’s mind and the many thoughts and emotional journey he goes on that could make him remember his sister, the root of his grief, both good memories and bad. The memories I recorded are 30s-1min and can be triggered at any point during the journey. These memories deepen and highlight the relationship between Morgan and Martha building the stakes and reward for if the audience finds out if the sister is dead and the source of Morgan’s grief. I wanted to have these memories be triggered by a different ‘mechanic’ in the space. In the early stages of working out the structure of the show I had an idea of using this type of mechanic where certain words said by the audience would trigger scenes. The difference with this idea is that the scenes would be recorded rather than being performed live and triggered by props when audience interacts with them.
The problem with that was that at that point I did not know how these videos were going to play in the space. So I talked to Ashley and asked her opinions on what their ideas were for set and performance space. Ashley said they wanted to do two main sets one in an Immersive room (a room with three high quality screens) and one in a live bus. I loved both these ideas but felt more attached to the Immersive room as we could fully create the space and adapt it to our needs. But if we are comparing the difference between Immersive and Game theatre then having a space that is more realistic than abstract then getting audience feedback on the preferred space with same content. We described the Immersive room space as aiming to be an Abstract set with immersive elements while the bus aims to be a realistic set with abstract elements. Basically we want the theming in the Immersive room to be less photorealistic and give the audience an idea of the themes and meaning of the show rather than the live bus that will be extremely realistic but have less theming and control we have on the set. This will be very clear in the way the memories are shown in both spaces as in the Immersive room we can record the scenes stage them and give direct knowledge of where they take place whose in them and what characters look like. It also allows for Direct change in the world of the bus as me and Ashley discussed depending on what path the audience takes the bus can have certain effects change the topology of the bus Effects like adding condensation to the windows for a negative path and opening the windows and making the space brighter for a more positive path. It also gives more clarity too the questions were asking during voting as we can put them on the Immersive room screens and play them auditory.  While in the live bus all memories will have to be played auditory, allowing for more confusion in whose talking, what is happening and why it is happening? I am fine with both these outcomes as I think the Immersive room gives more to Game theatre as a form of performance but is not lost on the more immersive bus set, which highlights the difference in my project. 
Initially I was Going to give Ashley the job of dealing with voting, crowd control, lighting changes and technical management. But with the added mechanic of the memories it is too much for one Stage Manager to do by themselves. So I wanted a character that could help with collecting votes, crowd control and triggering memories. So I added the character of the bus driver. This character was interesting to work on as I needed them to be a mediator between audience and actor who has more power than Morgan. I wanted them to be seen as this overarching power in the show and can see the strings of fate being played out before them. Again playing off the themes of Greek myth I see this character as an interpretation of Klotho (Dixon-Kennedy, 1998)the character who cuts the strands of fate and makes sure fate keeps moving correctly. I want to represent the idea of the strands of fate through metallic chains similar to belt chains but on the ends of few of them I want pocket watches to give connotations of time passing or standing still and they are trying to keep time moving in the right direction. The reason why I want the driver to be In control of the memories is because I want the items the memories are attached too to be scattered around the bus and as soon as an audience member touches one of the items the memory will play and the only way for someone to be watching the whole bus at the same time, is to be part of the world in the stage space. This character has a similar purpose to Theatre of the Oppressed (Boal, 2008) Joker character. Doing a similar role of being an intermediary point for audience to go and engage with the actor and inspire them to take elements into their life. The difference with M6 show being targeting less major but still prevalent themes 
When rehearsing with our bus driver we felt like the voting system was too tedious. Requiring the audience to move seats between every scene felt unnecessary and marginalising for those with mobility issues. So our new voting system gives each audience member a ticket that would have one side reading “Yes/No” on the front and “maybe” on the back. At the start of the show  the bus driver asks if they believe in choice they then receive the ticket with there answer folded right side up. When voting happens the driver takes the ticket and asks the question and gives the ticket back with, there ticket folded with their answer faced up. It is recommended for immersive shows to engage in different forms of sensory experience (Machon J, 2016) allowing audience members to interact with props and get tangible objects they can take away from the show giving a prolonged effect of the message and immersion of the show.
[image: ]Performance and reflection 
All information is gathered from a questionnaire given to audience members see appendix D
Both performances went well, however we were unable to get all assets we wanted from our creative rehearsal stage due to access to both the Immersive room and live bus was limited we were not able to do proper play testing with all assets and had to strip back assets like the condensation and windows opening. Our failure to fully playtest the memories in there hiding places led to a severe lack of them being played and gave the audience the effect that the videos were scheduled to play at that particular time rather than randomly when audience interacted with them which happened rarely in the Immersive room.
“I noticed that the windows had memories/the past through them, maybe some more clarity on them?”						
Audience member Immersive room
After debriefing at the first performance in the Immersive room we decided we needed to be more obvious in the placement of the memories and have a more solid ‘mechanic’. As the smaller space of the bus would make sight lines for the items the memories were attached to less obvious. So we introduced the idea of the lost and found where if anyone found anything on the bus they could return it to the bus driver and then the memory would play which worked much better.
“When it came to the memories it gave the real feeling of finding someone’s treasure and I feel it worked well as the story opened up so did the people. It felt more people had connection to the story.”
Liam Lonergan, Bus driver 
Something else that was noted was that the clarity of mechanics was unclear as the choices did not seem to directly connect to the effects of the story. I think the lack of additional effects like the condensation etc. Would have helped this issue but we had not taken the time to get audience perspectives on how the show flows with full voting and memories and the immersion of the show. 
“I suppose I’m the type of person who would have liked to know the rules of the game before the performance began. The driver asked us questions, but the consequences of our answers were not made explicitly clear. Nor was the impact of the audience discovering trinkets and delivering them to the bus driver. I can make some assumptions, but I’m still not sure what was going on. I feel that the dialogue catalysed a fair amount of thought about life and social media and I would prefer the other elements of the show to be more explicit”
Audience member, Immersive room
My main aim was to try find the differences between Immersive and Game theatre and I think a key part about Game theatre is that it is exceedingly difficult to keep full immersion while creating and developing mechanics that fit and have visible change in the simulated world. The lost and found is a great idea and we should have implemented in the Immersive room earlier but I was reluctant to take elements from both areas, rather than enforce one direct line of development. 
The Immersive room production also went very quickly with the performance time being just over 30mins when I estimated it would be closer to 45mins-1 hour. I think this was due to a number of problems. One of which was the lack of played memories and the other being the speed that the Driver took votes. I think I could have developed this character and given more direction to the actor in terms of audience interaction and development as I gave them a large task of playing this powerful character that is just a bus driver, backstage roles to keep the show moving and needing to stay in character while engaging with the audience proactively but not have too much energy so that it loses sincerity and immersion for the audience. 
There was some contentious points about interaction saying that some loved the interaction aspects of the show. But it is impossible to engage with every audience member that comes but some said that having the back of the bus as not intractable as bad and felt they lost out on the experience while others enjoyed the safety and gave that sense of “voyeurism” while also being immersed. Since this was a continuous choice for me, I felt this was not an issue but I again failed to put myself in the audience’s perspective and how they were supposed to know that this was how the show was going to be performed. Early on for one of the memory prop ideas I had a idea for a pamphlet that would be a guide for the show and give clues to where prop memories are hidden and the locations for voting but when our bus driver was introduced it felt more personal to have them explain to the audience but I did not give enough thought to the bus driver dialogue and how that would be communicated. 
“This was much closer quarters (confined) which I appreciated. It also felt less scripted than other performances I participated in. I appreciated what felt like private conversations I was overhearing, rather than having the entire audience observing the ‘spect’,”
It was noted that the way the bus was structured as forcing you to look forward and focus on only that, when the show was all around you, gave me a lot more interest into the bus performance space. As for me and many others I saw it as a novelty rather than an intriguing point for the show. To my surprise many people who saw both shows preferred the live bus. I do not know if it was confidence of the second show with a large group or the amount of people in close quarters with each other but it felt more reactive, I was more adventurous and so was the audience which made for a better show.
“[image: ]I preferred the real bus to the led screen version, I felt more immersed and connected. It was a unique setting, and although at times it felt cramped and I couldn’t see the actor, I could hear everything and understood the conversations. I think the real bus also allowed for more interaction from the actor as he moved around the bus, and also with the props.”
Audience member, real bus and Immersive room 
Something I realised quite early on was that it was difficult to get the good ending as I wanted the audience to ask Morgan about his life and engage with their own questions. What re-enforced my idea that this would work in during the performance was that in my final rehearsal I had a very intense and passionate conversation with two different audience members that created a perfect set of events for the good ending, this gave me a big boost in that the character I have made and the show it fits in will work. But when I got a completely different audience on performance day and both performances got the exact same sequence of scenes it made me concerned that I did not give enough time to the possibilities the show could go in. Partially this could have been solved by the questions being less decisive for such expansive topics that may have left the audience confused and instead had simpler questions that perhaps got more expansive as the show goes on. 
what I found more interesting though was that people had so many comments on why they enjoyed and what they thought could happen next. I want to develop this show further and rewrite sections to have more diverging story lines as people have told me what they think the other sections could be about i.e:. 
-Morgan getting indoctrinated into a radicalised group
-Morgan being seen as a gender fluid character open to groups outside his comfort zone in the show
-Morgan committing suicide
The shows themes have always been up to what the audience want them to be but my rewards for there willingness should have had more variation rather than consistently engaging with a more negative topic which does not fit the scene that has been built. 



Conclusion 
To conclude, my performance shows that there is a want to develop this form of theatre. From the start of my writing process I was certain that the mechanic is essential to making a fulfilling piece of Game theatre. Playing with the audiences dual role of character and controller was an ambitious task but I believe was rewarded by having such effects on audiences with there creativity drawing at the possible endings and other paths in the show. Which is a part of both Immersive and Game theatre but highlighted with Game theatre as the audience feels they have been apart of the show and crafted it together.
During my Rehearsal process it was discussed that audiences enjoy Immersive theatre as a spectacle and is often seen as more like a dance and a set of events rather than Game theatre which directly changes as the show is performed. What I like most about theatre is that it is live. Real people reacting on the night in the moment is what I love about watching theatre. This idea spotlights Game theatre as it celebrates this change. As the character is not on a pre-planned emotional track But is taking the audiences story and seeing how their character reacts. With companies like dark field having exclusively recorded Immersive events it loses that personal connection that I believe is the reason why this form of theatre thrives and people want more. 100% of people enjoyed the performance. Even those who saw the same scenes repeated, every interaction changed the show and gave new flavours to the performance because of the human interaction of the show. 
I believe that if Theatre is going to survive this modern age of limitless content (Davenport and Beck’s, 2001) then theatre needs to abstract and offer new forms of entertainment with personal connections that built rapport. All theatre is an experience but Game theatre is a personal one that  you control and that should be celebrated and not just seen as a subsection of Immersive theatre.















Reference list 
Abramowitz, J.S. (2019). EXPOSURE THERAPY FOR ANXIETY : principles and practice. Guilford Publications.
Adams, E. and Dormans, J., (2012). Game mechanics: advanced game design. New Riders 
Adler, S. (2000). The art of acting. New York: Applause Books ; Tonbridge, Kent, U.K.
Aston, E. and Savona, G. (2015). Theatre as sign system: a semiotics of text and performance. Routledge.
Barrett , F. (2023). Felix Barrett: Behind the Mask with Punchdrunk. [online] FoST. 13 Apr. Available at: https://futureofstorytelling.org/case-study/felix-barrett-behind-the-mask-with-punchdrunk/ [Accessed 16 Dec. 2025].
Biggin, R. (2017). IMMERSIVE THEATRE AND AUDIENCE EXPERIENCE : Space, Game and Story in the Work of Punchdrunk. S.L.: Springer International Pu. 
Boal, A. (2008). Theatre of the oppressed. London Pluto Press.
Bowman L, S. (2012). Immersive Gameplay – Interview with Sarah Lynne Bowman. [online] The Guy in the Black Hat. Available at: https://guyintheblackhat.com/2012/07/05/immersive-gameplay-interview-with-sarah-lynne-bowman/. 
Breemen, A. (2017). Performance Philosophy: audience participation and responsibility. Performance Philosophy, 2(2), p.299. doi: https://doi.org/10.21476/pp.2017.2267. 
Chen, P.J., Pusica, Y., Sohaei, D., Prassas, I. and Diamandis, E.P., (2021). An overview of mental health during the COVID-19 pandemic. Diagnosis, 8(4), pp.403-412. 
Dark Field (2012). DARKFIELD. [online] DARKFIELD. Available at: https://www.darkfield.org/. 
Davenport, T.H. and Beck, J.C. (2001). The Attention Economy: Understanding the New Currency of Business. Boston: Harvard Business School Press.
Dixon-Kennedy, M. (1998). Encyclopedia of Greco-Roman Mythology. Bloomsbury Publishing USA.
Evans, A., (2021). Five ‘Exits’ from Brecht: Towards New Brechtian Subjectivities in Film. How can Brechtian v-effekts be developed or adapted in the light of contemporary understandings of subjectivity? (Doctoral dissertation, University of the Arts London). 
Frieze, J. (2016). Reframing Immersive Theatre: The Politics and Pragmatics of Participatory Performance. London: Palgrave Macmillan.
Ganjeh, A. (2022) “The effect of Audience Participation on performance text in Game-Theatre,” Honarhaye Ziba- Honarhaye Mosighi va Namayeshi. doi: 10.22059/JFADRAM.2021.323972.615569.
Garvin, D.A. and Roberto, M.A., (2001). What you don’t know about making decisions. What Makes a Decisive Leadership Team, 24. 
Gilley, E. (2020). Immersive Theatre Writing Tips. [online] Medium. Available at: https://medium.com/@eringilley/immersive-theatre-writing-tips-daee9b9c35de. 
Givrad, S. (2016) ‘Dream Theory and Science: A Review’, Psychoanalytic Inquiry, 36(3), pp. 199–213. doi: 10.1080/07351690.2016.1145967. 
Hallis, D. (2025). Duncan Hallis. [online] Duncan Hallis. Available at: https://duncanhallis.com/. 
Holloway, J. (1979). Narrative and structure : exploratory essays. Cambridge ; New York: Cambridge University Press.
Howard, J., (2022). Quests: Design, theory, and history in games and narratives. AK Peters/CRC Press. 
Immersive Experience Network (2026). Writing for Immersive Theatre - Owen Kingston - Writing for Immersive Experiences. [online] Youtu.be. Available at: https://youtu.be/d0ptCizUpiM?si=1VB1g1EE9UQFFkvt [Accessed 29 Mar. 2026].
Isherwood, C. (2012). Raising the Dickens in All of Us. The New York Times . [online] 14 Nov. Available at: https://www.nytimes.com/2012/11/14/theater/reviews/the-mystery-of-edwin-drood-revived-by-roundabout-theater.html [Accessed 29 Oct. 2025].
Kaisa Kangas (2024). LIMINAL ENCOUNTERS Evolving Discourse in Nordic and Nordic inspired Larp. [online] the Solmukohta 2024 Larp conference.: Ropecon Ry. Available at: https://drive.google.com/file/d/19nqnUhB122RIkO00zpy2ktLkFRX-E1t4/view?pli=1 [Accessed 5 Nov. 2025]. 
Krause, A.K. (2020). How to Develop Games in (a) Theatre? [online] www.europeantheatre.eu. Available at: https://www.europeantheatre.eu/publication/how-to-develop-games-in-a-theatre-anton-kurt-krause. 
Life is Strange (2015). PC [Game]. Dontnod Entertainment, Deck Nine. 
Lyömiö, S., (2017). Level and story design in choose your own adventure games. 
Machon, J., (2016). Watching, attending, sense-making: Spectatorship in immersive theatres. Journal of Contemporary Drama in English. 
Marcuz, C., (2025). Player Behaviour in a Creative Sandbox Game: A Comparative Study of Player Behaviour Regarding Computer, Phone, and Game Proficiency in Creative Sandbox Games. 
Mary Wells , P. (2024). Process drama: Authentic Embodied Learning about the planet, Its people, and Issues That Matter. [PDF] Available at: https://hdl.handle.net/10523/37523  Accessed 13 Nov. 2025].
Merriam-Webster, inc (1974). Webster’s New Collegiate Dictionary.
Outer Wilds (2019). PC [Game].  Annapurna Interactive. 
Red Dead Redemption (2010). PC [Game] Rockstar Games.
Swim Pony (2017). The End. [online] Swimpony.org. Available at: https://swimpony.org/current-projects/the-end-2/ [Accessed 25 Jan. 2026].
Swim Pony (2009). (Swim Pony). [online] Swimpony.org. Available at: https://swimpony.org/ [Accessed 25 Jan. 2026].
Stardew Valley. (2016) PC [Game] ConcernedApe.
Warren, J. (2017). Creating worlds - how to make immersive theatre. Nick Hern Books.
Wheelwright, P. and Greene, W.C. (1945). Moira: Fate, Good, and Evil in Greek Thought. The Philosophical Review, 54(3), p.282. doi:https://doi.org/10.2307/2181786. 
Wong Finckel, E. (2014). Navigating Shared Space: Audience Agency and Passivity in Environmental and Immersive Theater. [PDF] pp.42–44. Available at: https://www.thing.net/~rdom/ucsd/cave/Navigating%20Shared%20Space.pdf [Accessed 5 Nov. 2025].  










Appendices
[image: ]Appendix A-First stage plan
[image: ]Appendix B- First Flow chart plan 













Appendix C – Script
Before we Stop
Key
(...)=Potential audience reply this is an actor decision to if they carry on with written text which is a guideline for what the characters thinking but should be an audience led conversation.
~ =Improvised reply to audience interaction, the improvisation should take the audience reply and try to ebb into the next section of writing fluidly. The writing can be changed to fit with the audiences reply to seem natural but should keep the core elements of the writing
X Y Z, A B C=Stories are split depending on audience choices and interactions
Unlocking different endings and emotions in scenes ~Alternate lines for scenes are placed the other side of the page to facilitate
More options for the audience, determined by the actor which line they say
-----= Anything in yellow is a potential idea or solution *=Jumps to somewhere a few lines later in the script
Characters
Morgan-A young adult who travels on the bus everyday to work, to home, to town. He feels stuck with his life
Bus Driver-a character who takes the audience on a journey to answer questions about how Morgan sees the world, he can interact with the audience but should always try to be charming and relaxed even though he has alot of power in the world of the performance.
Intro
The space has chairs laid out in rows for both actors and audience to sit in. The space gives connotation’s of public transport. These scenes take place over different days.Driver: Do you believe in choice (...) or free will (...) a yes or no will be fine (...) (If yes
Give them a ticket with “yes” written on it, if not give ticket of “no” if unsure give
A ticket saying “Maybe?”)
Audience gets settled
Voice over: Hello and welcome to the B4 service to (static) to best enjoy your time
With us please feel free to move and explore the seats, floor and walkway fully, To
Ensure you’ve left no personal belongings behind. If you have any problems during
Your journey with us please direct all questions to our driver at the front of the bus.
Be respectful and helpful to all passengers when travelling and please enjoy your
Journey. With. Us.
Morgan enters
Morgan: can I get a get a ticket thanks?
Driver: do you think you have a choice
Morgan: yh?...I don’t know?
Act 1
Morning, a radios playing in the background
Morgan sits on his phone close to the entrance .
(A long pause)
He seems agitated, eventually puts it down on the seat next him aggressively
Which makes him drop it on the floor. As he scrambles for it, he sees the whole
Bus looking at him. He picks it up and locks eyes with the closest person to him.
Morgan: I want to get offline. I just think everyone’s a fucking idiot on here, they either
Want to talk entirely about themselves and the tiniest problems of their life or
Something they have no right having an opinion about. 
(...)
What was the last thing youPosted.
(...)
~I want to stop, but what else am I gonna do... A guy in his twenties without at least
Three ways of communication to the rest of the world is an outcast. And I need it, for
Work; and friends... I don’t know, I’m fine. 
Pause
~Are you like sociable?... Like online?
(...)
~Its weird isn’t it, anyone could just talk to you and they could be in a different
Country or believe in something you don’t know exists, or someone you’d never talk
To in real life...but they don’t they just keep scrolling
Pause
~Where you headed? (...) Sorry that’s too personal I might be a serial killer. I’m not
I’m just I can leave you alone if you want?
(...)
~I get it people want personal time and time doom scrolling and this is a good place
For it...I’ve had lots of personal time... On here. (...) And doom scrolling.
(...)
~What’s your preferred app of doom (...) scrolling like what do you spend your time
On, what do you, watch.
(...)
~Pretty classic then?*
(...)
~I’m a Instagram reeler, tik toker, facebooker, YouTube shorter, twitterer or Xer if you
Care that much and I mean the only difference is the name, most of them are the
Same videos reposted by a different person, talking about the same problems with a
Different face or no face with just subway surfers in the background... Sorry I just
Ranted at you.
(...)
~*I just I do hate it and that’s not wrong, (...) everyone else does (...) Like...
Searches for next closest audience member
~Hi, you got tik tok right?(...)
~do you enjoy it?
(...)
~if you could have that time back would you
~So what do you do otherwise?
~(back to original audience member) see no one likes being online but everyone is
Addicted, I guess.
(...)
Pause
~I get that its good? I just... there’s... if I could... Am I making sense?
(...)
~I don’t think everyone’s “bad” I just don’t see the good ones, I guess. And it’s not like
They feed you the good news I don’t think I remember the last time I heard good
News. Do you? (...) Have any good news?
(...)
~like not cat gets saved from tree but bigger something of substance it’s all just not
Enough.
~(just a really nice bit of good news) thank you
What’s your name?
(...)
See you again (insert name here)
He gets off the bus
Music gets slightly louder
Voice over: Hello and welcome to the B1 service to (static) best enjoy your time with
Us please feel free to move and explore the seats, floor and walkway fully. To ensure
You’ve left no personal belongings behind. If you have any problems during your
Journey with us please direct all questions to our driver at the front of the bus. Be
Respectful and helpful to all passengers when travelling and please enjoy your
Journey. With. Us.
(The audience then decides what Morgan should do) X=option No Y=option yes Z=option maybe?
Should Morgan Get offline?
(Extended pause)
Act 2 
Midday, a radio plays in the background Morgan enters 
Morgan: (head down on his phone) Single mate (Gets ticketed) 
Morgan: Hi mate, same as usual (Gets ticketed) 
Driver: Where you headed Morgan: I don’t know (Gets ticketed)

Morgan: (Pause) I like your top (...) where’d you get it? (...)
~I like stuff like that, I’d never wear It though, I’m a neutral colours guy (...) this you all the time (...) or you trying something new? (...)
~I couldn’t wear anything like bright and colourful I just don’t think it looks good. Guys either wear jeans with a plain t-shirt, sometimes with a joke or some TV show they like on it. Or... trackies there’s no in-between
(...) 
~Everyone’s different, I get it but a pastel yellow on anyone is just a mess. I’m not some big fashion guy and I’m not an outgoing person but if I got on here in a brightpink...anything, I’d look ridiculous everyone would look at me and think I’m an idiot.
Like what’s the stupidest thing you have in your wardrobe.
(...)
~you got to have something (...) look just whisper it to so no one can hear us 
(...)
~well all my clothes are, normal, either being plain or have a stupid joke on it:
(...)
Each coloured letter is a different ending for a scene return to this point if
Reading play as a script:
X
~Why do you wear stuff like that? (...) Is it like a brand or did someone get it for you?
(...)
~I just, I immediately think that your somebody, when You’re really someone else (...)
I just think it’s easier to have a plain shirt on than make someone think your
Something your not, or something more than that.
(...)
Pause
~Half the people on here prove my point, for the amount of designs and stuff,
Everyone just wears what’s popular or what everyone else wears and it’s all the same
And I don’t get it, are we all just supposed to be the same?
(...)
~it’d be better no one would fight, Everyone would get along do everything everyone
Wants to do, families would spend more time together, politicians would agree, more,
And everyone wants that right?
(...)
~Imagine if you had like a twin, and you did everything together and they just got you
Cause you have the same brain and you always agree with each other, your always
Supported and supporting them, wouldn’t that be great?
(...)
(Pause)~Do you hate anyone, have you ever hated anyone?
(...)
~What if they understand, what if you agreed immediately, the first time you disagree
About anything. Would you still hate them.
(...)
Audience Openness
 ~I think you can hate someone without
Disagreeing with them, I think you can
Hate someone for just existing or not...
This is my stop thanks for the chat
Morgan leaves
Music gets slightly louder

Voice over: Hello and welcome to the B1 service to (static) best enjoy your time with
Us please feel free to move and explore the seats, floor and walkway fully. To ensure
You’ve left no personal belongings behind. If you have any problems during your
Journey with us please direct all questions to our driver at the front of the bus. Be
Respectful and helpful to all passengers when travelling and please enjoy your
Journey. With. Us.

(The audience then decides what Morgan should do) A B C
A=option No B=option yes C=option maybe?
Should Morgan express himself?
(Extended pause) Next scene:
Y
~my sister got me, the smudge cat meme? With him sitting at the table? And there’s
The one women shouting at him and the other one holding her back? No? She always
Said I look stupid when I’m trying to give my opinion... Like the cat from the meme
(...)
You got siblings?
(...)
Do you wish you did?
(...)
Nice what are their names?
(...)
How old are they?
(...)
~Nice.
(...)
~Do they look like you?
(...)
~Is it a bit like her brown hair, or his with the curls? (These can be substituted for
Real features of people on the bus)
(...)
~You got a picture?
(...)
~If it’s like convenient, I’d die if
Anyone looked through my phone.
~What do you mean her hair, it’s clearly more his
(...)
~What do you do with them do you like go out and do things?
(...)~Are you like best friends or are you complete opposites?
(...)
(Pause)
Do you like them?
(...)
~Do you love them?
~Do you hate them ?
~Sorry, this is my stop, thank you
(Morgan leaves)
Music gets slightly louder
Voice over: Hello and welcome to the B1 service to (static) best enjoy your time with
Us please feel free to move and explore the seats, floor and walkway fully. To ensure
You’ve left no personal belongings behind. If you have any problems during your
Journey with us please direct all questions to our driver at the front of the bus. Be
Respectful and helpful to all passengers when travelling and please enjoy your
Journey. With. Us.
(The audience then decides what Morgan should do) A B C
A=option No B=option yes C=option maybe?
Should Morgan express himself?
(Extended pause) Next scene:
Z
(...)
~I do have a stupid hat, it’s like black and orange, got it at a wolves game, looks like
An old like jester thing. With tassels and stripes.
(...)~Don’t even know where it is, you big on sports, (...) I’m not really, I just like Wolves, I
Guess
(...)
~What do you do in your spare time? What’s your hobbies?
(...)
~I’d try that, I think, I’m just either here or at work and most things you’ve got to be
Somewhere to do the thing you want to do and they’re often really expensive or time
Consuming or hard to get into and I just can’t...
(...)
~I can’t commit I feel like when I do, anything it takes a part of me. And I guess I
Don’t have any parts spare right now...
(...)
~I’m just busy, with family, and work you get it.
(...)
~Do you like have lots of friends who do (insert hobby here)?
(...)
~Maybe they’d do it with you, (points at audience member) they look (insert hobby
Quirk here) and lonely. (...) Introduce yourself what’s the worse that can happen.
(...)
~Okay just say hi my name is (gestures for audience member name), I like your top
What are you interested in, do you like (insert hobby here). Worst that happens they
Say No.
~I think that went great?
(...)
~You think you’ll actually meet up with them? (...) Because I do ignore texts. (...)
Pause
~Even if I shouldn’t...
(...)
~Well, if you want, and you see me, you can always talk to me? I’m Morgan. (...) This is my stop. Good meeting you (insert passenger name here. (...)
(Morgan leaves) Music gets slightly louder
Voice over: Hello and welcome to the B1 service to (static) best enjoy your time with us please feel free to move and explore the seats, floor and walkway fully. To ensure you’ve left no personal belongings behind. If you have any problems during your journey with us please direct all questions to our driver at the front of the bus. Be respectful and helpful to all passengers when travelling and please enjoy your journey. With. Us.
(The audience then decides what Morgan should do) A B C A=option No B=option yes C=option maybe? Should Morgan express himself? (Extended pause) Next scene:
Act 3 
Evening, a radio plays in the background.
Background noise fills the stage as chatter is heard from all directions as Morgan gets
On. A
Morgan: (taps on with his card) BMorgan: (to bus driver) Hi Alex how’s it going seems busy tonight
Driver: could be doing better. (Points at ticket)
Morgan: (picks up ticket) see you mate
C
Driver: Are you getting on
Morgan: urrr yeah, sorry, a single thanks.
(Gets ticketed)
Pause
Morgan moves through imaginary figures as the chatter gets louder and louder
The further he moves into the bus. Morgan stands (if there are seats available
He’ll ignore them)
Morgan: Sorry to be in your space, busier than usual
(...)
~ There’s always at least 5 new people on here, adding onto the usual’s (gestures
Too himself)
(...)
~you travel much?
(...)
~I travel too much, in a way? I want to like travel, travel you know. Like more than an
Hour or two on a bus. Go to like Spain? Or somewhere Hotter than here. But no-where
Touristy, when anywhere is rammed with people it gets way too, ummmm, claus, tra,
Phobic is that it?
(...)
A
~Sorry you’re the same way aren’t you, I can go?
(...)
~I’m a mess, I’m really not good at talking. In my head I’m ok I can think about what
I’m saying, but when there’s other people I just stutter. Is that normal?(...)
~Maybe everyone else is the problem, if I’m fine on my own and everyone else is
Making it hard for me, then maybe they just don’t wanna talk to me?
(...)
~I’m not saying every word that comes out my mouth is, gold but ... I don’t know,
Talking, it can help, sometimes and shutting ups easy, right?
(...)
~If I can let someone vent at me for 10 minutes about their work or their partner and
Share the load? Doesn’t do me any harm I’m not doing anything important. And
What’s the harm I’m not gonna see any of the people they’re on about I don’t know
They’re names and... am I crazy?
(...)
~I should just stop let people do whatever they want on their own terms, what can I
Do? (...) (Looking around) Sorry I’ll shut up now.
(...)
(Extended pause)
Morgan leaves quietly
(The audience then decides what Morgan should do) A B C
A=option No B=option yes C=option maybe?
Should Morgan keep talking to people?

B
~Where’s the best place you’ve been on holiday?
(...)
~Me and my family we went down Skegness, it was great we were 10-20mins away
From the sea, me and my sister went like everyday and we got the best chippy it was,
Great. (...) Do you do like beach holidays, You big into surfing or anything?
(...)~I’m not really,I’ll have a swim, maybe, in summer, when it’s warm. I don’t understand
These Arctic swimmers that go in like lakes and the ocean in winter, they’re crazy (he
Smiles). (...) Suppose it’s their choice. People making stupid choices sums up
Everyone in one way or another. (...) What do ya’ think was the stupidest choice you
Made?
(...)
~What was the last big choice you made?
(...)
~I don’t know when I last made a big choice. Like a life changing choice,
Many
Life changing choice do you get?
(...)
~ I think the real question is how many big
Choices get made for you?
Extended pause
(...)
Extended pause
~I don’t wanna trauma dump on you...
(...)
~I get it, What are you gonna do
When your back?
(...)*
~My sister died a few months ago... Last June.
Pause
Has anyone close too you died?
(...)
~I’m glad, in some ways it feels like they haven’t...
Like howWe weren’t close. But it still happened.
(...)
What are your plans for when your back?
(...)
~YOU don’t have to answer that! (...) I have no right trying to get people to open up.
(...)
~I just talk and sometimes my mouth moves before my brain thinks.
(...)
Pause
~What were they like?
(...)
~I don’t know what, she, was like? Just they were the opposite of me. Outgoing,
Positive, loved people. And I didn’t want any of it... Sorry, I’m... What you gonna do
When your back.
(...)
*~I think I’m gonna get a chippy, look forward to next summer.
(...)
(Music plays)
(The audience then decides what Morgan should do) A B C
A=option No B=option yes C=option maybe?
Should Morgan keep talking to people?
Bus Driver: (To Morgan) do you want to keep talking to people?
Morgan: ...yeah, I do

C:
~ I hate travelling, I hate the bus, It smells, I’m on way too long and I get too in my
Head about things. (...)
~One time I was staring at some guys beard trying to work out if it’s a goatee or
Moustache and then he sees me and I start talking to him because I was starting at
Him. And then I think he thought I was flirting with him which I wasn’t, people always
Think that. Does it seem like that?
(...)
~I’m just trying to be nice, I like talking to people, can’t get bored of people right?
(...)
~Maybe it’s just Me. I see the good in people, is that so wrong?(...) I think everyone’s
Got something interesting like everyone’s living a life and I just want to, show, them? I
Don’t know, that they’re important and have a choice or maybe we don’t... Do you
Believe in Destiny? (...) Like things are made to happen and for a reason?
(...)
~ I don’t think I can. Just hope that it’s all okay and it works out? It’s not how the
World works, or it’s not how it should work. Do you think you’ve got a purpose?
(...)
~I haven’t got a clue what mine is, I’m just a guy, who feels like they don’t know what
To do with his life same as everyone else, I guess. Cog in a machine. Whirling away.
Helping the people above me.
(...)
~Sorry this my stop I’ll let you go back to whatever you were doing, hope the rest of
Your journey goes well.
(...)
~(To driver) thanks...
(Morgan leaves)
(The audience then decides what Morgan should do) A B C
A=option No B=option yes C=option maybe?
Should Morgan keep talking to people?



Final scene
Bad ending: Morgan is seen in darkness illuminated by a computer or phone screen as a video plays
Voice over: A choice is defined by taking an action. A person has a certain number of choices they can make in a day, you can only take in so much information, have a certain amount of actions, You can only do so much. If you spend your choices on your phone, doing work, being flooded with information, being overwhelmed and unable to keep moving. Your actions create more choices for all they effect, choice is a commodity, actions are a resource. So where will you spend yours?
Good ending: A beach, Morgan’s looking off into the sea
Morgan: I could have done more for you, I think? I could have been there but instead I was doing nothing, and I just want to live. Live a life, a life you didn’t get. So I’m gonna do everything I can. I’m gonna go somewhere have a destination and when I get there ... I hope you’ll see it too.

The Other Ending: Morgan is seen in darkness illuminated by a computer or phone screen as a video plays 
Sisters voice: if you ever see someone sitting alone. Or lost in thought. Ask them what they’re thinking. Ask them about they’re day? Maybe not to everyone but some people sometimes, on occasion? Maybe you only do it once but maybe that one person will change your life maybe meeting that person... is Destiny!

Appendix D- Questionnaire-https://docs.google.com/spreadsheets/d/12Rnbf8Oci0jIe555Xdy2rjnkpFn3seA686g21b8x5MU/edit?usp=drivesdk 
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