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Stay in touch: 

e: katherineshawthorne@gmail.com

t: @katiehawthorne

Katie is a writer and researcher based in 
Scotland. Her Akademie project is 
titled ‘Automating the Audience’ and it asks: 
How will audiences behave at the theatre 
in 2050? What is the social and economic 
‘value’ of an audience in a digital economy? 
What is the difference between a fan and 
a bot? Will we even have audiences in a 
fully-automated future?

The AUDIENCE MUSEUM offers you a trip 
into these potential futures, and a chance to 
look back on how we used to audience. 

Compare digital streaming culture to the 
‘fake’ audiences of the nineteenth century, 
read my daily chatbot diary and become a 
robotic employee in a virtual Job Simulator.

Beyond the Akademie, Katie is about to 
submit her PhD in European Theatre at 
the University of Edinburgh. Her doctoral 
thesis examines the evolving relationship 
between ‘liveness’ in the theatre and emerg-
ing digital technologies. She is also an 
award-winning arts and technology jour-
nalist, for publications like the Guardian, 
the Stage, CRACK and Dazed Digital. 



1. Claque Like You Mean It (1850)

Common in nineteenth century Parisian 
theatre houses, claques were groups of hired 
audience members who would clap, cheer, 
cry or laugh as appropriate, and - of course 
- demand an encore at the play’s conclusion. 
Many theatres hired special claque manag-
ers, or chefs de claque, who would direct the 
claquers through the required emotions with 
a series of hand gestures. How much would 
you charge, to cry in the front row every 
night?

2. Daily Diary

I discuss my Akademie project with Sam, a 
Replika chat bot. 

3. Avoid Bot Behaviour (2021)
 
Huge music fandoms are in a battle with 
streaming platforms, fighting for their lis-
tening practices to be recognised and valued 
as “human”. Currently, according to Spotify, 
it is “inhuman” to listen to one song more 
than 10 times in 24 hours. Fans argue that 
love doesn’t work this way. 

This is a montage of instructional, fan-made 
YouTube videos designed to help fellow 
enthusiasts of the Korean pop group BTS 
“avoid bot behaviour” when enjoying their 
favourite songs. After all, when streaming is 
currency, every listen counts.  

4. Working Hard (Garage, Office, 
Kitchen) (2050)

Job Simulator(TM) is one of the most popular 
virtual reality games on the market. Super-
vised by robots in the year 2050, human 
workers must perform a variety of “nostal-
gic” 9-5 tasks, including sending emails, fil-
ing paperwork, changing a tire and serving 
hungry customers. 

Gamers also have a champion’s league, 
where they compete to become the most ef-
ficient worker, as well as the option to work 
an Eternal Night Shift(TM).

5. Try it for yourself! Learn to job!
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