
PRIMARY: Digital Dramaturgies of Performance 

This list explores approaches to developing a dramaturgy of digital theatre and performance. In 

this literature, “digital theatre” refers to theatre that directly employs, questions, and explores 

new media and computer technologies in production and performance. “Digital dramaturgy” 

refers to frameworks for conceptualizing structure, composition, curation, adaptation, ideology, 

and their implications for audiences in these digital forms of theatre and performance. The 

works gathered here are connected thematically and through frequent cross-citation, and they 

approach the topic from several directions. Some examine digital theatre directly, while others 

relate digital interactive media such as games to theatre, or read theatre through digital 

methods and games. Still others use theatre as a lens for human-computer interaction, digital 

modalities, history, and curated performance-adjacent work such as museums and installations. 

Several take up digital dramaturgy explicitly, considering the structure, history, and 

spectatorship of theatrical works in online and digital forms. The list is anchored by foundational 

texts in performance studies and in conceptualizations of “liveness.” Liveness is a central 

question throughout the list, which asks what it means to digitize the ephemeral, space- and 

time-bound tradition of theatre. 
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