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• Abstract (300 words):  

In the course of two immersive projects, Digital Ghost Hunt (UKRI/AHRC) and Haunted 

Adventures in Mixed Reality (UKRI/AHRC; in process), we have developed frameworks for 

temporarily reconfiguring heritage buildings as technological performance spaces, 

without the need for making any permanent changes to the fabric of the buildings. At 

the immediate level, our framework invites young audiences to engage with heritage 

and enter the technological design process as collaborative makers and performers. 

Beyond this, our approach superimposes an expanded technological space on 

architectural spaces to enhance their experiential dimensions for new audiences. 

 

Digital Ghost Hunt and Haunted Adventures performances frame participating 

audiences as driving forces within these experiential spaces. Technology is one, only 

partial aspect of the scripted experience, and the hidden story of heritage spaces the 

other. The ‘ghost’ story, which is adapted for each site, is interlaced with hidden histories 

of the spaces and comes to life through the explorations and interventions of 

participants. 

 

Seeking at first to crack open the ‘black box’ of media technologies to empower young 

audiences and build learner-driven relationships with technology-driven design, our 

research has become more weighted towards heritage, focussiung on new and 

sustainable ways of interacting with heritage spaces and architecture. These 

perspectives come together in the idea of buildings as technology; ‘machines’ for 

aesthetic experience. Through this superimposition of spaces, young audiences can 

access an embodied experience of not only their own agency in relation to technology, 

but also the aesthetic dimension of heritage architecture. Our mixed reality model posits 

tacit questions around virtuality and embodiment in technological and aesthetic 



experience, and offers the opportunity to participating audiences and researchers alike 

to trace the outline of agency in the suspension of disbelief.  

 

This work builds on the authors’ work with live art, immersive performance and digital 

media spanning three decades. 
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innovative models for audience agency.  Carina Westling specialises in the tensions and 
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Group is currently commissioned to produce Crucible, a heritage project and permanent 
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