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Abstract: Theatre, hitherto live and physical as an art form, is fundamentally changing in the digital era. As new media 

technologies, from projection mapping to virtual reality, are being developed, what theatre is and how it gets practiced 

are evolving. This paper examines how digital media is not simply supplementing traditional theatre but reconfiguring 

its narrative structure, aesthetics, and audience relationships. Special focus is given to the contemporary play E=mc², 

which synthesizes multimedia design, scientific discourse, and theatrical storytelling. Through this case study, the 

research draws attention to the power of new media in enriching the theatrical experience, facilitating inter-

disciplinary interaction, and reconfiguring the stage's spatial-temporal dynamics. 
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I.INTRODUCTION 

 

Theatre has been a reflection of society since its inception, evolving and responding to the changes in culture and 

technology of each era. The theatre of the present day, marked by ubiquitous digitality, finds itself working out its role 

within the universe of new media. New media" is the term used to describe computer-based technologies 

that enable interactive, multimedia experiences, such as technology like digital projection, virtual and augmented reality, 

social media platforms, and artificial intelligence. These tools have altered the way theatre is created, performed, and 

experienced. 

 

Whereas certain critics worry that new media could lead to a loss of the liveness and immediacy characteristic of 

conventional theatre, others believe that new media hold the key to revitalizing theatre. E=mc² is an example of how 

theatre can innovate through technology without compromising its essence. By combining scientific theory, virtual 

scenography, and interactive audience design, E=mc² upsets traditional models of theatre and demonstrates the power of 

digital storytelling. 

 

Theoretical Framework: Theatre and Digital Media 

To frame this discussion, we draw upon theories of digital performance and media convergence. Theorist Lev Manovich 

explains that the new media can be characterized through its variability, interactivity, and incorporation of multimedia 

components and, in a fundamental way, altering the structure of information dissemination and consumption. In theatre, 

this means that performance no longer needs to be confined to a singular time and space (Manovich). 

 

Philip Auslander's work on liveness addresses the tension between live and mediated performance. He contends that 

technological mediation in the digital age does not necessarily diminish the liveness of performance but instead gives 

rise to a hybrid kind in which live and mediated exist side by side ((Auslander Philip, 2022)). In this environment, 

presence perception by the audience is redefined, and theatricality becomes a rich, layered experience. 

This theoretical backdrop helps us understand how plays like E=mc² negotiate these boundaries, fusing narrative, science, 

and media to craft immersive and intellectually engaging performances. 

 

Theatre in the Age of New Media 

Theatre practitioners have adopted new media in various capacities, including the following: 

 

1.Digital Scenography 

The use of projection design, 3D animation, and real-time visual manipulation have transformed the art of set design. 

Such companies as Complicity and The Wooster Group use advanced visuals to create surroundings that shift with the 

story dynamically. 
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2.Interactive Engagement 

With the advent of mobile technologies, theatre productions now offer interactive experiences. Audiences can influence 

outcomes, explore additional storylines through mobile applications, or engage with the performance via social media in 

real time (Sullivan, n.d.) 

3.Hybrid Spaces and Remote Performances 

Especially after the COVID-19 pandemic, theatre expanded into digital realms, with performances streamed online or 

created entirely in virtual spaces. Zoom plays and virtual reality performances became viable alternatives to traditional 

theatre. 

4.Augmented and Virtual Reality 

AR and VR technologies enable audiences to experience layered realities, where the physical and digital coexist. These 

technologies also allow for new forms of spatial storytelling, where the environment responds to user input. 

5.Artificial Intelligence and Algorithmic Performance 

AI-generated dialogue, deepfake technology, and machine-learning-based performances have emerged, raising new 

questions about authorship, identity, and human-machine interaction. 

 

Case Study: E=mc²—Science, Story, and Media in Synthesis 

The theatrical work E=mc² (Mr Sandeep Kumar Desu) is an experimental play that synthesizes scientific discovery, 

digital media,and theatrical narrative. Its title refers to Albert Einstein's theory of relativity, thematically integrated within 

the play's form and style.  It is a multidisciplinary work that reflects on humanity's relationship with knowledge, time, 

and technology. 

 

II.NARRATIVE STRUCTURE 

 

The play is unchronological, echoing Einstein's belief that time is relative. It charts the lives of a scientist and a computer 

artist as they traverse questions of being, perception, and recollection. There are flashbacks, scientific metaphors, and 

poetic monologues interrupted by digital scenes that simulate or virtual worlds. 
 

Digital Elements 

• Projection Mapping: Visuals are projected onto the stage, transforming it into a lab, a cosmos, or a neural 

network. This dynamic scenography allows for rapid shifts in space and time without physical set changes. 

• Augmented Reality Integration: Audience members can access additional content using an app that reveals 

holographic images or alternate scenes by scanning QR codes around the theatre space. This extends the play 

beyond the proscenium, making the viewer a participant. 

• AI Voice and Soundscapes: An AI-generated voice narrates Einstein's inner thoughts, blurring the line between 

human and machine. The soundscape, composed algorithmically, shifts in real time based on actors' cues and 

audience movements. 

• Responsive Lighting and Motion Tracking: The lighting design responds to the emotional tone of the dialogue, 

tracked through the actors' voice modulation and physical movement via sensors. 
 

Thematic Convergence 

E=mc² employs new media not simply as an aesthetic but as an idea. Continuous stage change reiterates energy 

transformation. Synthesis of human and AI voice recalls the clash between natural smarts and computer intelligence. 

Immersive storytelling and a non-linear approach challenge the viewers to perceive time and space in terms of 

relativism—a clear theatrical expression of Einstein's premise.(Pérez, n.d.) 
 

Reception and Significance 

E=mc² has received widespread attention in both academic and theatrical circles. Critics have described it as a "theatrical 

singularity," blending form and content in ways that provoke new modes of thinking about theatre in the digital age. It 

has been discussed in theatre studies for its methodological innovation and in science communication circles for its 

accessible portrayal of complex ideas. 

The play has sparked debates about the role of science in the arts and vice versa. It is increasingly cited as an example of 

posthuman performance, where the boundaries between human performers, machines, and environments are porous 

(Epner & Saro, 2009). 
 

Challenges and Considerations 

Despite its innovative contributions, E=mc² and similar multimedia productions face certain challenges: 

• Cost and Accessibility 

The incorporation of high-end digital technology increases production costs and may limit accessibility for smaller 

theatres or community groups. 
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• Audience Fragmentation 

The requirement of apps or AR tools can exclude certain audience members, particularly those less familiar with 

technology or with disabilities that limit their participation.(Tajtáková & Škola Manažmentu V Trenčíne, n.d.) 

• Ephemerality and Documentation 

Digital elements, while enhancing the live experience, complicate documentation. Video recordings often fail to capture 

the full immersive effect, making scholarly analysis difficult. 

• Risk of Spectacle Over Substance 

There is always a risk that technology may overshadow storytelling. The challenge for directors is to ensure that digital 

tools serve the narrative and do not become distractions. 

 

III.CONCLUSION 

 

As a dynamic art form, theatre is at a fresh juncture in the age of new media. New media presents thrilling potential for 

the reinvention of what theatre can do. Instead of threatening its fundamentals, new media presents methods of 

augmenting narrative richness, spatial imagination, and audience involvement. The play E=mc² is a powerful 

demonstration of how such technologies can be used to enhance theatrical meaning, cross disciplinary lines, and express 

modern human experience in deep and creative ways. 

Since artists, academics, and the public continue to navigate the potential of these technologies, it turns out that theatre's 

future does not lie in its resistance to new media but rather in how creatively and critically it can welcome it. 
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