Theatre and the Digital

Towards a Virtual Theatre

Introduction

= The evolution of new technobogies and media in the .digital age” has had
a profound impact on theatre a8 a specific ares of art and culture, New
techmoboghes amd media have enabled the creation of completely mew
forms of art, mainly within the digital culture. The rapld and widespread
expanslon  of the Internet, the development of new personal
communicatbon divices and the emergence of soclal media have caused
raidical changes in the distribution channels of coltural prodects based on
thielr dightization and dematertalizsion.

Abstract

= Ninw media often show their best aesthetic potential through the works of
performing arts. [ often happens that they “occupy”™ the central slage
and turn the perfformance inlo something more than a display of
technical virtuosity. With the advent of new technologies, theatre has
gained unprecedented opportunities. The duration of the play has boen
expanded, allvwing it to be strengthened by the use of technical devices.
The scene lost s specific address by entering a new feld of involvement
aof the audience - the vifual. The purpose of my reseanch s bo echmine
the aspects of technological shances in the digital age and ther impact
on the performing arts, namely theatre, The use of virtual technology nat
aily allows lo change the space of the play in the theatre baikiling, bat
alen creates a new form of communication with the audience ingde o
outside the theatre, The first theatre 1o become a leading coneepl as a
combination of a play and cinema, i.e live adors amd film, appeared in
Prague, Crech Republic in 1958, and was presemted for the first time at
Expo 58 in Brussels. It essentially still exists and is called Laderna
Mipgpika. The aim of my work is also bo present (e degree of usage of new
digital technologhes in Macedonian theatre prodections and o stimulale
the scientific debate on this topic, as well as to contribute o greater
application of digital epportunities in Macedonian Uheatres,

Backeround

« The problem of virtuality is not only a technological bat also a profoundly
philozophical and caltural question of the transition from the twentieth
ts the twenty-first century. The dilemma of whether it promotes theatre
or it contributes to the loss of its onginal artistic manifestation as a kimd
of “ritual theatre™ hias been the main topic among theatrologists. Western
theatrologists boldly define theatre as the first virtual reality @n historn.
For theatre artists in the East, however, theatre is firstly and foremost
“life” and stilll a kind of “ritual theatre".

-

Research Lunestions
T what extent digital technologies and media, directly or indirectly, will
affect the concept of theatrical production and what is their impact on the
auidience wakching a particular theatrical performance?
Tir what extent will theatre remuain preserved in its classical appearanee?
Will theatre hecome o Jvirtual game”™ in which its basic charcteristic - the
direct contact with the modience will be lost?®
Can new mesdin open nesw horizons for theatre or do they reduce its scope?
Are mw miedia changing the relationship between performaer and viewer by
pushing the andience back to the position of & passive recipient?

Methods

The evolution of new comples theatre arts will be serutinized thoroughly
starting from the first multimedia experiments in the late 1508 to the digiial
intersctive virtual theatre platforms today. From a selection of varkous
specialized books and pourmals 1 will be fecusing on the essence of what is
happening in the feld of iheatre and ww media. The other par of the
research will concentrate on examples of specific thealre produsctions
winrldwide and in Macedonia in order o explore and cover the workd trends
of digital meedlin in theatre,

Conelusion
The mediatization of the modern theatre imposes the impression of its
complete transformation and of theatre as far away from its original
appearance, But regardbess of the digitalization of thestrical space amd the
changing role of the theatrical spectator with the help of the Intermne, the
direct contact with the andience still halds the key position in theatre. And
despite the overcoming of the basie theatdeal concept in which theatre
becomes the main socokgical and cultural phenomenon, sill, the rtaal of
acting remains the essence of theatre as a “sacred ancient rite” between the

actor amd the supersensible workd.
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