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[Abstract]

The aim in this study was to comparatively analyse the mechanisms through which immersive theatre and digital games
transform their spaces into playable spaces. In this study, the analytical framework consisted of affordance, narrative architecture,
and heterotopia for examining cases including the immersive theatre productions Sleep No More and The Drowned Man as well
as the digital games The Legend of Zelda: Breath of the Wild and Gone Home. Affordance induces voluntary exploration through
sensory signals and spatial structures; narrative architecture creates personalized narrative experiences through the reconstruction of
story fragments embedded in the environment; heterotopic spaces provide alternative experiential fields where the rules are
different from those in daily life. This study provides strategic methodologies for transforming theatrical and game spaces into
playable spaces. Moreover, the exploration of opportunities for playable spaces through introducing wearable technology and

generative Al established practical guidelines, demonstrating their value for media-convergent creation.
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Table 1. Design mechanism for playable spaces

Participant Experience | Implementation Strategies

Affordance (Exploration Induction)

« Utilization of sensory signals
« Closed/open spatial

« Voluntary movement
* Free choice

arrangement
» Sense of autonomous ;
s ) « Balancing freedom and
decision—-making .
constraint

* Gradual rule leaming « Implicit guidance design

Narrative Architecture (Meaning Construction)
* Collection of story fragments |« Distributed placement of story
« Personal interpretation and fragments using various media
narrative reconstruction « Intentional narrative gaps
* Narrative immersion through « Possibility of multiple
imagination and physical interpretations
action * Open—ended conclusions
Heterotopia (Experience Expansion)
« Ludic transformation of
existing rules
« Utilization of allegorical spaces
« Juxtaposition of multiple
spaces
» Rewards for multiple pathways
Feedback Loop (Emergent Generation)
« Building experience—sharing

« Deviation from everyday rules

« Experience of overlapping
time—spaces

« Penetration experience of
openness and closure

» Sharing and exchange of platforms
experiences « Supporting community
« Collective meaning generation | formation

* Respecting uniqueness of
individual experiences

» Meta—narrative construction
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