
Contents

subTexte ................................................................................. 9

Acknowledgements ...................................................................... 11

Introduction

Live Performance and Video Games: Introduction

to an Interdisciplinary Field of Research

Réjane Dreifuss, Simon Hagemann and Izabella Pluta....................................... 15

Potential and Critique of a Gamified Theatre

‘It’s (Not) Only a Game’… some Game-Changing Potentials of Game-Based Theatre

Josephine Machon with Munotida Chinyanga and Persis-Jadé Maravala .................... 39

Video Games, Flow, and Immersive Theatre:

Participatory Arts in the Ultraliberal Era

Olivia Levet ............................................................................... 61

Ludic Neuro-Performances: An Approach Towards Playful Experiments

Margarete Jahrmann ..................................................................... 73

New (Game) Technologies for the Theatre

Directing Avatars in Live Performances –

An Autonomy Simulacrum of Virtual Actors

Georges Gagneré ......................................................................... 87

https://doi.org/10.14361/9783839471739-toc https://www.inlibra.com/de/agb - Open Access - 

https://doi.org/10.14361/9783839471739-toc
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/


Unreal Engine in the Theater: New Challenges for the Lighting Designer

Victor Inisan ............................................................................ 105

Combining Layers of Reality. Video Game Elements in Live Performance

Christophe Burgess ...................................................................... 117

Working at the Interface of Games and Performance

Gaming in Performance. Between Research and Artistry

Matt Adams, Blast Theory, interviewed by Helen W. Kennedy............................... 131

Machina eX: Working Collectively at the Interface

of Theatre and Video Games. In Conversation

with Clara Ehrenwerth and Anton Krause

Réjane Dreifuss and Simon Hagemann .................................................... 147

What Even Is Video Game Performance?

A conversation between Marleena Huuhka and Harold Hejazi ..............................159

(Digital) Play as Performance

Play, Performance, Agency: Prompt Injections and Playful Misuses of AI

Miguel Angel Sicart ....................................................................... 171

Operations & Encounters: Playing Out Performativity

Mary Flanagan .......................................................................... 183

From Home to Stage: How Speedrunners Negotiate

Performance, Relation to the Audience, and Spectacle

in Live-Streaming Speedrun Marathons

Sacha Bernard and Fanny Barnabé .......................................................195

Understanding Video Games through a Performative Gaze

The Dramaturgy of Videogames: A Dialogue

Mike Sell and Michael M. Chemers.........................................................219

https://doi.org/10.14361/9783839471739-toc https://www.inlibra.com/de/agb - Open Access - 

https://doi.org/10.14361/9783839471739-toc
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/


On Time Compression and Déjà vu: Remastering,

Remaking, Modding, and Performing Final Fantasy

Darshana Jayemanne and Cameron Kunzelman .......................................... 237

Video Games as Material Performances

Michael Nitsche ......................................................................... 255

https://doi.org/10.14361/9783839471739-toc https://www.inlibra.com/de/agb - Open Access - 

https://doi.org/10.14361/9783839471739-toc
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/


https://doi.org/10.14361/9783839471739-toc https://www.inlibra.com/de/agb - Open Access - 

https://doi.org/10.14361/9783839471739-toc
https://www.inlibra.com/de/agb
https://creativecommons.org/licenses/by-nc-nd/4.0/

