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Data were collected through structured observations, semi-structured interviews with 12
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findings from published VR theatre studies. Findings demonstrate that VR integration en-
hances spatial and narrative immersion, requiring actors to modify physical gestures, timing,
and stage interactions. Audience engagement scores were significantly higher in VR perfor-
mances than in traditional productions. Thematic analysis highlighted three core areas of
adaptation: embodied presence, interactivity, and dramaturgical innovation. These findings
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Virtual Reality provide both practical guidance for theatre practitioners and theoretical contributions to
performance studies, demonstrating the potential for technology-mediated live theatre as a
new field of academic inquiry.

INTRODUCTION investigation into actor adaptation, audience reception,

Background and Context

Theatre has historically evolved alongside technological
innovation. From gas lighting in the 19th century to
modern projection design, each technological shift
has

engagement, and stagecraft techniques. The emergence

transformed performance aesthetics, audience
of wvirtual reality (VR) represents the latest frontier,
offering immersive environments that redefine spatial
perception, narrative construction, and actor-audience
interaction. VR-enabled

inhabit the performance world, shifting traditional notions

theatre allows audiences to

of liveness and presence, and introducing interactive
dynamics previously inaccessible in conventional stages.

The Under Presents (Tender Claws, 2020) exemplifies
this transformation, combining live actor performances
with interactive VR environments. Audience members,
equipped with VR headsets, navigate spatially dynamic
narratives, interacting with performers and other
participants, creating a hybridized theatrical experience
(Wikipedia, 2024). Other productions, such as immersive
360° theatre performances and Goodnight, Sleep Tight
(ZU UK, 2021), extend similar innovations, demonstrating
a range of technological and dramaturgical strategies to

enhance presence and engagement.

Problem Statement

Although VR theatre has generated growing interest,
systematic research remains scarce. Most existing studies
are anecdotal or theoretical, with limited empirical

and production strategies. There is a lack of cross-cultural
and mixed-method analysis, which prevents scholars and
practitioners from fully understanding the implications
of VR integration in contemporaty stagecraft.

Objectives
This study aims to address these gaps by investigating:

* How actors modify performance techniques in VR-
enhanced theatre.

* Audience engagement and reception in digitally
augmented performances.

* Broader dramaturgical and production impacts of VR
integration.

Research Questions

* How do VR technologies influence actor adaptation
and training?

* What are the patterns of audience engagement and
satisfaction?

* How does VR integration reshape dramaturgical and
production strategies?

Scope and Delimitations

The research focuses on contemporary VR-enhanced
live theatre productions in urban Asian and European
contexts, specifically The Under Presents, immersive
360° productions, Goodnight, Sleep Tight, and Frogman.
Purely digital or pre-recorded performances are excluded,
focusing on live immersive experiences.
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Significance of the Study

This research contributes to performance studies by
developing a conceptual framework for VR integration
in theatre. Practically, it guides directors, actors, and
production teams in leveraging immersive technology
for engagement, narrative complexity, and dramaturgical
innovation. Additionally, it bridges the gap between
theatre practice and emerging technology, expanding
scholarly understanding of contemporary performance.

LITERATURE REVIEW

Performance studies and VR theatre research converge
on the understanding that live performance is a
multidimensional interaction between actors, audiences,
and context. Classical performance theory, as articulated
by Schechner (2003) and Goffman (1959), frames theatre
as a fluid negotiation of presence, space, and social
interaction. The actor-audience dynamic, traditionally
constrained to physical stages, is reconceptualized in
VR theatre, where immersive technology dissolves
spatial and temporal boundaries. Empirical studies
on VR productions, such as The Under Presents and
immersive 360° petformances, demonstrate that virtual
environments extend performative space, allowing
audiences to engage in participatory experiences that
were previously impossible in conventional theatre.
This literature emphasizes that the performative act is
no longer limited to physical proximity, requiring actors
to adapt embodiment strategies while maintaining
narrative coherence. Research on media and technology
integration underscores VR’s mediating role between live
and digital performance. Auslander (2008) and Bolter &
Grusin (1999) describe the remediation process, where
media reshape traditional practices, enabling hybrid
experiences that merge the virtual and the live. In VR
theatre, these hybridizations manifest in multi-perspective
storytelling, interactive branching narratives, and digitally
augmented staging, which challenge conventional notions
of liveness while maintaining theatrical authenticity.
Audience reception studies (Hall, 1980; Radbourne
et al, 2009) further indicate that engagement varies
with cognitive interpretation, spatial interaction, and
contextual understanding. VR-enhanced theatre amplifies
this variability, requiring audiences to navigate immersive
thereby
reception frameworks and emphasizing co-creative,

environments — actively, extending  classical

embodied participation.

Theoretical Framework

Performance Studies Theory

Performance theory conceptualizes theatre as a dynamic
interplay between actors, audiences, and context.
Schechner (2003) and Goffman (1959) highlight the
fluidity

interaction, emphasizing the performative act as both

of presence and the performer-audience
social and spatial negotiation. VR theatre disrupts
traditional spatial and temporal constraints, allowing
immersive experiences that extend performative space

beyond physical theatres.

Media and Technology Integration

Auslander (2008) and Bolter & Grusin (1999) examine the
remediation of media, illustrating how digital technology
can mediate live experiences. VR is a paradigmatic
example of this mediation, merging virtual and live
performative elements to create hybridized experiences
that challenge conventional liveness while retaining
theatrical authenticity.

Audience Reception Theory

Hall (1980) emphasizes the encoding-decoding process
of audience interpretation, while Radbourne e /. (2009)
highlight the variability of engagement depending on
contextual and cognitive factors. VR-enhanced theatre
increases interpretive complexity by adding interactive
spatial elements, requiring audiences to engage cognitively
and physically, thereby extending traditional reception
frameworks.

Empirical Literature

* The Under Presents (Tender Claws, 2020):
presence, with
surveys showing high immersion scores (Slater, 2009).

Demonstrated enhanced audience
Actor adaptation included modified gestures, movement
through virtual spaces, and real-time audience interaction.

* Immersive 360° Theatre (2021): Participants
reported higher narrative immersion compared to
non-VR theatre, with thematic coding of interviews
highlighting embodied and interactive experience.

* Goodnight, Sleep Tight / Frogman (ZU UK,
2021): Empirical observations highlighted technical and
dramaturgical challenges, including spatial coordination
and audience interaction, alongside high engagement
metrics.

Table 1: Theoretical Constructs and Application in VR-Enhanced Theatre

Construct Key Theorist(s) Application to Digital Stagecraft

Presence Slater (2009) Audience perception of immersion and spatial “being there”
Embodiment | Schechner (2003) Actor adaptation to virtual space and audience proximity
Interactivity Jenkins (2006) Audience participation and co-creation in VR narratives

Conceptual Framework
The study adopts a three-tiered conceptual framework
to analyze the integration of VR in live theatre

performances, focusing on input (technological and
actor preparation), process (performance execution
and audience interaction), and output (engagement and
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dramaturgical innovation).
(Ilustration: Three layers—Input — Process — Output; arrows

showing iterative feedback loops.)
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Figure 1: Conceptual Framework of VR-Live Performance Integration

Input

* VR Technology: Includes headset hardware, motion
tracking, virtual environments, and interactive software.
For example, The Under Presents uses high-fidelity VR
systems enabling real-time actor and audience interaction.

* Stage Design and Spatial Mapping: Integration of
virtual spaces with physical performance areas, as seen in
immersive 360° productions, ensures actor mobility and
audience perspective alignment.

* Actor Training and Preparation: Actors adapt gestures,
timing, and spatial awatreness for VR environments,
informed by rehearsal feedback and motion tracking
calibration.

Process

* Performance Execution: Real-time navigation of
virtual and physical spaces, interaction with audience
avatars, and synchronization of narrative elements. In
Frogman, actors coordinated movements across both live
and virtual dimensions, creating hybridized performative
experiences.

* Audience Interaction: Participation is facilitated
through VR interfaces, enabling decisions or navigation
that influence narrative outcomes. Goodnight, Sleep
Tight employed branching paths where audience choices
altered the storyline, demonstrating the co-creative
potential of VR-enhanced theatre.

Output
* Audience Engagement and Presence: Measured
by self-reported immersion, satisfaction surveys, and

behavioral indicators (e.g., gaze tracking, movement in
VR).

* Actor and Director Adaptation: Iterative learning
from each performance informs rehearsals, staging
decisions, and interaction design.

* Dramaturgical Innovation: VR enables narrative
layering, multi-perspective storytelling, and hybridized
dramaturgy that is otherwise impossible in conventional
stagecraft.

Rationale

This framework allows systematic exploration of how VR
technology, actor adaptation, and audience participation
coalesce to produce novel theatrical experiences. It
connects empirical measurement (engagement scores,
actor interviews) with theoretical constructs (presence,
embodiment, interactivity), providing a robust analytical
lens for comparing real-world productions.

MATERIALS AND METHODS

Research Design

A mixed-methods explanatory sequential design was
employed,
approaches to address the research questions. The design

combining qualitative and quantitative
supports triangulation of actor adaptation, audience
engagement, and production practices, enhancing validity
and reliability (Creswell & Plano Clark, 2018).

Case Selection
Four real documented VR theatre productions were
selected based on the following criteria
* Integration of VR technology into live performance.
* Availability of documented performance data and
audience feedback.
* Geographical diversity (Europe and Asia).
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Selected cases:

* The Under Presents (Tender Claws, 2020) immersive,
interactive VR performance.

* Immersive 360° Theatre (University research, 2021)
VR recording blended with live theatre.

* Goodnight, Sleep Tight (ZU UK, 2021) VR-enabled
storytelling with branching narratives.

e Frogman (ZU UK, 2021) Hybrid live and VR
performance integrating physical and virtual staging;

Participants

e Actors/Directors: 12 semi-structured interviews
conducted across the four productions, focusing on
adaptation to VR, training, and performance execution.

* Audience Members: 240 participants surveyed
(60 per production), stratified by age, VR experience,
and theatre attendance frequency. Surveys measured
immersion, engagement, and satisfaction on 5-point
Likert scales.

Data Collection
e Structured Observations:
gestures, spatial navigation, and VR interaction patterns

Documented actor

during live performances. Observations were guided by a
pre-defined coding schema aligning with the conceptual
framework.
* Surveys: Audience responses measured engagement
(presence, attention, and
satisfaction, adapted from validated scales (Slater, 2009;
Radboutne 7 al., 2009).

* Semi-Structured Interviews:

emotional involvement)

Conducted with
actors and directors to capture experiences of adaptation,
rehearsal strategies, and challenges in integrating VR
technology.

* Document Analysis: Production notes, scripts,
and technical specifications reviewed for context and
triangulation.

Data Analysis
* Quantitative: Descriptive statistics (mean, standard

Table 2: Audience Engagement Scores by Production

deviation) and inferential tests (t-tests, ANOVA) analyzed
audience engagement scores. Comparisons were made
between VR-enhanced and traditional theatre outcomes
reported in literature.

* Qualitative: Thematic analysis (Braun & Clarke,
2006) coded interview transcripts and observational notes,
identifying recurring patterns related to embodiment,
interactivity, and dramaturgical innovation. NVivo 12
software was used for coding reliability.

* Integration: Quantitative and qualitative findings
were merged in the discussion to provide a comprehensive
understanding of VR-enhanced theatre.

Ethical Considerations

* Consent: Written informed consent obtained from
all participants.

* Confidentiality: Anonymization of participant data;
coded identifiers used in analysis.

* Data Storage: Secure, encrypted storage of survey
and interview data compliant with institutional ethical
standards

Validity and Reliability

e Triangulation: Combined observations, interviews,
surveys, and document analysis.

* Member Checking: Interview summaries shared
with participants for verification.

* Peer Debriefing: Methodology reviewed by theatre
research experts to ensure credibility.

RESULTS AND DISCUSSION

Audience Engagement

Audience engagement was measured through a survey
instrument adapted from Slater (2009) and Radbourne e#
al. (2009), with a 5-point Likert scale (1 = low engagement,
5 = high engagement). Across the four productions,
engagement was analyzed quantitatively to identify the
impact of VR integration compared to traditional theatre.

Production Mean Engagement (1-5) SD

The Under Presents 4.55 0.37
Immersive 360° Theatre 4.41 0.42
Goodnight, Sleep Tight 4.32 0.40
Frogman 4.28 0.44

Key Observations

* VR-enhanced performances scored significantly higher
than traditional theatre scores reported in prior studies
(3.6-3.8 mean on the same scale; Radbourne ef a/., 2009).
e Participants consistently reported heightened spatial
presence and narrative immersion.

e Interactive elements, such as audience-controll d

navigation (Goodnight, Sleep Tight) or avatar-mediated
participation (The Under Presents), were strongly
correlated with higher engagement scores (Pearson r =
0.61, p < 0.01).

(Bar chart with error bars representing SD; clearly shows 17K
productions outperform traditional benchmarfks.)
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Figure 2: Audience Engagement Distribution Across Productions

Actor Adaptation
Actors and directors reported significant modifications
to performance techniques in response to VR integration

Spatial Awareness

* Actors navigated both physical and virtual spaces,
requiring precise choreography to prevent collisions with
physical objects or virtual boundaries.

* The Under Presents actors described the need to
rehearse in full VR environments to develop spatial
memory, enhancing embodiment and presence.

Gesture and Timing
* Exaggerated or slower gestures were used to

maintain visibility and interpretability in virtual spaces,
compensating for the absence of conventional stage
proximity.

* Actors in Frogman emphasized adjustments in timing
interactions with audience avatars, noting that virtual delay
in headset rendering required anticipatory movement.

Rehearsal Strategies

* Rehearsals incorporated mixed-reality simulations,
blending physical staging with VR overlays.

e Actor collaboration was facilitated through iterative
feedback loops, refining gestures, and audience interaction
techniques.

Table 3: Key Actor Adaptation Themes Across Productions

Production Spatial Adaptation | Gesture Modification Interaction Adjustment

The Under Presents High Moderate High

Immersive 360° Theatre | Moderate High Moderate

Goodnight, Sleep Tight | Moderate Moderate High

Frogman High Moderate Moderate
Interpretation perception.

VR integration necessitates multi-dimensional adaptation,
combining physical, cognitive, and technological skills to
achieve coherent performance.

Dramaturgical Innovation
VR-enabled theatre allows new approaches to narrative
structure, audience engagement, and scene design

Branching Narratives

* Goodnight, Sleep Tight enabled audiences to make
choices affecting the storyline.

e The branching narrative created multi-threaded
experiences, increasing engagement and co-creation

Multi-perspective Storytelling

* In The Under Presents, participants experienced
scenes from different viewpoints, influencing narrative
perception.

* Actor coordination required synchronized timing and
awareness of audience virtual positioning.

Hybrid Physical-Virtual Design

* Frogman integrated VR overlays with physical stage
sets, requiring innovative stage mapping and technical
coordination.

* Directors highlighted the iterative nature of VR

https:

journals.e-palli.com/home/index.php/ipat
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dramaturgy, balancing visual spectacle with narrative
coherence.

Comparative Insights

* Engagement: VR performances consistently
outperformed traditional theatre in terms of immersion,

emotional involvement, and interactivity.

* Actor Training: All productions required enhanced
spatial and gesture awareness, demonstrating that VR
transforms actor preparation practices.

*  Production
VR
among technical teams, directors, and performers.

of
collaboration

Complexity:  Integration

necessitated — multi-disciplinary

Table 3: Key Actor Adaptation Themes Across Productions

Production Spatial Adaptation Gesture Modification Interaction Adjustment
The Under Presents High Moderate High

Immersive 360° Theatre Moderate High Moderate

Goodnight, Sleep Tight Moderate Moderate High

Frogman High Moderate Moderate

Interpretation: VR integration necessitates multi-
dimensional adaptation, combining physical, cognitive,

and technological skills to achieve coherent performance.

Dramaturgical Innovation
VR-enabled theatre allows new approaches to narrative
structure, audience engagement, and scene design:

Branching Narratives

* Goodnight, Sleep Tight enabled audiences to make
choices affecting the storyline.

e The branching narrative created multi-threaded
experiences, increasing engagement and co-creation
perception.

Multi-perspective Storytelling

e In The Under Presents, participants experienced
scenes from different viewpoints, influencing narrative
perception.

* Actor coordination required synchronized timing and

awareness of audience virtual positioning,

Hybrid Physical-Virtual Design

* Frogman integrated VR overlays with physical stage
sets, requiring innovative stage mapping and technical
cootrdination.

* Directors highlighted the iterative nature of VR
dramaturgy, balancing visual spectacle with narrative
coherence.

Comparative Insights

* Engagement: VR  performances  consistently
outperformed traditional theatre in terms of immersion,
emotional involvement, and interactivity.

e Actor Training: All productions required enhanced
spatial and gesture awareness, demonstrating that VR
transforms actor preparation practices.

* Production Complexity: Integration of VR necessitated
multi-disciplinary collaboration among technical teams,

directors, and performers.

Table 4: Comparative Overview of VR-Enhanced vs Traditional Theatre

Dimension VR Traditional Observations
Theatre (Mean) | Theattre (Mean)

Audience Engagement | 4.39 3.62 Significant improvement with VR (p<0.01)

Actor Adaptation High Moderate VR requites additional spatial/gesture training

Narrative Innovation | High Low Branching and multi-perspective  storytelling

unique to VR

Production Complexity | High Moderate Coordination across VR and physical space critical
Qualitative Insights Audience Feedback (Survey Excerpts)
Actors and Directors (semi-structured —interviews) e “I felt like I was actually on stage with the actors—it
emphasized was surreal.” (The Under Presents)

* Embodiment Challenges: Adjusting to virtual space
while maintaining character presence.

* Interactivity Benefits: Audience co-creation enhanced
performance satisfaction.
VR hardware
constraints, and spatial mapping required constant
calibration.

e Technical Limitations: Latency,

* “Being able to influence the story made me feel more
connected to the performance.” (Goodnight, Sleep Tight)

* “The VR visuals were stunning, but sometimes it was
disorienting navigating through the space.” (Frogman)

These qualitative findings reinforce the quantitative
evidence of enhanced engagement and highlight actor
and audience experiential dynamics.
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Integration of Quantitative and Qualitative Data

* The high engagement scores correlate with actor
adaptation  strategies
techniques, supporting the framework’s process —

and innovative dramaturgical
output relationship.

e Audience perceptions and actor feedback indicate
VR’s
immersive, participatory, and dynamic experiences.

transformative role in live theatre, creating

Discussion

Interpretation of Key Findings

The findings of this study demonstrate that VR
integration in live theatre profoundly reshapes both
audience and performer experiences, confirming and
extending theoretical predictions from performance
studies, media theory, and audience reception literature.

Audience Engagement and Presence

Quantitative data indicate that VR-enhanced productions
(The Under 360°
Goodnight, Sleep Tight, Frogman) consistently achieve

Presents, immersive theatre,
higher engagement scores compared to traditional
theatre benchmarks. This aligns with Slater’s (2009)
theory of presence, which suggests that immersive
environments enhance the psychological sense of “being
there.” Interactive features, such as audience-controlled
navigation and branching narratives, further strengthen
co-creative engagement, consistent with Jenkins’ (2006)
frameworks on participatory media.

Qualitative  survey confirmed that
audience immersion is both cognitive and affective

responses

participants reported feeling “inside” the performance
space and emotionally connected to the narrative. These
results suggest that VR theatre expands the conventional
engagement spectrum, providing multidimensional

experiences beyond passive observation.

Actor Adaptation and Embodiment

Interviews and observations reveal that actors face unique
challenges in VR-enhanced theatre, including spatial
navigation, gesture modification, and timing adjustments.
These findings extend Schechner’s (2003) concepts of
embodiment, illustrating that actors must recalibrate
physical performance to virtual spaces. For example,
actors in The Under Presents described rehearsals
involving VR simulation to develop spatial memory and
anticipate audience interactions.

Gesture modification was a recurring theme
performers adjusted movements to ensure clarity for
remote or VR audiences, highlighting the intersection
of technology and performative technique. These
adaptations illustrate that VR not only transforms
audience experience but also reshapes the actor’s craft,
suggesting a new set of competencies essential for
contemporary digital stagecraft.

Dramaturgical Innovation

VR integration enables novel narrative structures,
including  multi-perspective  storytelling,  branching
narratives, and hybrid physical-virtual staging. Directors
reported that these techniques enhanced audience
co-creation and engagement while requiring careful
coordination between technicians, performers, and
designers. Such findings reinforce Bolter & Grusin’s
(1999) notion of remediation, where new media mediates
traditional forms, creating hybridized experiences that are

simultaneously physical and virtual.

Theoretical Implications
The results provide empirical validation and extension of
existing performance theories

* Presence Theory (Slater, 2009): Confirmed through
clevated engagement scores and qualitative audience
reports. VR immerses audiences in a spatially dynamic,
interactive environment, enhancing “being there” and co-
presence with actors.

* Embodiment (Schechner, 2003): VR requires
actors to recalibrate physical gestures, timing, and spatial
awareness, illustrating that embodiment extends into
virtualized performance spaces.

* Interactivity and Co-Creation (Jenkins, 2000):

Audience participation transforms spectators into active
collaborators, reinforcing participatory frameworks in
contemporary performance studies.
Together, these findings suggest a revised theoretical
model of live theatre where technological mediation,
actor adaptation, and audience co-creation are core
components of performance success.

Practical Implications
Actor Training and Preparation

* Rehearsals should integrate full VR simulations to
develop spatial awareness, movement fluency, and real-
time interaction strategies.

* Workshops on gesture exaggeration and timing
VR-specific

adjustments are recommended for

performance techniques.

Director and Production Guidance

* VR staging demands interdisciplinary collaboration,
coordinating actors, technicians, and designers to ensure
seamless integration of virtual and physical elements.

e Narrative design must account for branching paths
and multi-perspective storytelling, balancing audience
autonomy with dramaturgical coherence.

Audience Experience Design
e Accessibility
sickness mitigation and interface clarity, are critical for

considerations, including motion
maximizing engagement.

* Audience orientation tools (tutorials, visual cues)
can enhance participation and reduce disorientation in
immersive environments.

A

Page
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Comparison with Existing Literature
The findings resonate with previous case studies on
VR theatre, such as The Under Presents’ documented
audience immersion (Tender Claws, 2020) and immersive
360° theatre research (University research, 2021), but
extend them by

* Integrating cross-cultural analysis (Asia and Europe).

¢ Including mixed-method triangulation, combining
quantitative engagement measures, actor interviews, and
observational data.

e Highlighting actor adaptation and dramaturgical
innovation as central, not ancillary, to VR theatre success.

Challenges and Limitations
Despite promising results, several challenges were
identified

e Technical Limitations:
constraints, and VR system calibration impacted both

Latency, hardware
performers and audiences.

* Learning Curve: Actors reported extended rehearsal
requirements to adapt to VR environments.

e Cultural Variation: Audience engagement may vary
based on prior VR experience, cultural familiarity with
immersive theatre, and technological accessibility.

e Sample Scope: Four productions were analyzed;
while representative, additional productions are needed
for generalizability.

These limitations suggest areas for future research,
longitudinal tech-rich
environments, and integration of augmented reality (AR)

including studies, rural/less

elements.

Recommendations for Future Research

* Longitudinal Studies: Track changes in audience
engagement and actor adaptation across multiple
performances to assess skill acquisition and audience
retention.

¢ Cross-Cultural Comparison: Examine how cultural
factors influence VR theatre reception, particularly in
non-Western contexts.

e Technological Integration: Explore AR, mixed
reality, and haptic feedback to further enhance immersive
performance.

* Quantitative Metrics: Develop standardized
VR theatre engagement scales to enable cross-study
comparison.

Contribution to Knowledge
This study makes several contributions

* Provides a theoretically grounded, empirically
validated model of VR-enhanced theatre integration.

e Demonstrates that VR reshapes actor training,
narrative construction, and audience engagement.

e Bridges the gap between practice-based theatre
research and emerging digital technologies, offering both
scholarly and practical insights for performance studies.

Conclusion of Discussion

The study confirms that VR-enhanced live theatre is not
merely a technological novelty but a transformative force,
extending the boundaries of performative space, audience
co-creation, and actor adaptability. It provides actionable
guidance for theatre practitioners while offering a robust
framework for academic inquiry in contemporary digital
stagecraft.

CONCLUSION

The study offers a timely and relevant examination of
VR integration in live theatre and demonstrates strong
empirical grounding through a mixed-methods approach.
The

effectively illustrates variations in audience engagement,

selection of four representative productions

actor adaptation, and dramaturgical innovation. Findings
convincingly show that VR-enhanced theatre increases
audience engagement through spatial presence, narrative
immersion, and interactive co-creation, aligning well with
established theories of presence and audience reception.
However, several revisions are required to strengthen the
manuscript. First, the methodology section should be more
concise and clearly justify the sample size and selection of
productions to enhance transparency and generalizability.
Second, while actor adaptation is well discussed, clearer
differentiation between challenges unique to VR and
those common to immersive theatre would improve
analytical precision. Third, the dramaturgical discussion
would benefit from tighter integration between empirical
findings and the proposed conceptual framework. The
limitations and future research directions are appropriate
but should be condensed to avoid repetition. Overall, the
manuscript makes a valuable contribution to performance
studies, but revisions should focus on clarity, structural
coherence, and sharper articulation of the study’s original
theoretical contribution to justify publication.
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