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A response to isolation and connectivity through crisis and 
lockdown. 

We believe that now more than ever we need to interact with 
humans

What are the unique, interesting positives of the restrictions 
that this lockdown creates?

We started the project with this call out: 
With social distancing, loss of earnings and frankly nothing else to 
do Exit Productions proposes we try something different: Open up 
4 ideas centered around interactivity through isolation over 2 weeks 
. Utilising the connectivity of the internet to let creatives input into 
the creation of new work. Allowing for flexible working around set 
meetings and sharings trying to find how to best create in isolation. 

EXIT PRODUCTIONSEXIT PRODUCTIONS
Using curated shared documents that anyone involved can access as the 
foundation, coupled with connections with experts, group discussions And 
importantly, testing of ideas that are opened up to anyone. We will test 
different platforms as we learn the best way to co-create in this new world 
and the best platforms to use to connect players/participants.

A bonus of lockdown is that you can put a call out onto the internet and with 
only 5 days and get a huge number of really strong applicants. Along with an 
overwhelmingly positive conversation with a theatre company whose name 
we originally labeled the R&D close to. It was an amazingly affirming start to 
the process. 

By Joe Ball, Director of EXIT
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Our key thoughts going into the project:

• Isolation is a unique opportunity. What can you do now in this time that 
you can’t normally do?

• Anyone with a computer can access. Geographic, demographic, social 
norms of access are gone. There are other, new barriers but this change 
should be noted.

• No one knows what’s going on, so let’s get down to knowledge sharing 
& upskilling. Working, connecting and encouraging each other.

• An audience has to be able to play these experiences, to be part of 
them and to change them. We should aim to create experiences that 
connect audiences.

• We could talk for days, weeks, years about ideas. Lets get testing as 
quickly as possible. 

These were the lofty aims that we set out to explore. 
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INTRODUCTION
My phone is frantically buzzing away
I have just downloaded the app ‘Slack’
And I haven’t adjusted the notification settings yet
So it is full bombarding me 

The messages are from a group of creatives
 Playing with new ways to make interactive game based theatre

Don’t worry if you don’t really know what that means
I’m not sure they really do

Which is all part of the joy of it

Exit Productions
As with most things in the world right now
Have had to be nimble and resourceful
In adjusting to new social distancing measures

They were meant to putting on a new immersive theatre
Production on at Homegrown Festival at the BAC (Battersea Arts Center)

But as people from different households are not
Allowed to be in the same room as each other

They have had to devise some new tactics

I was brought into this project when it was still thought it would be a 
‘physical show’, ie people in a room interacting. The show was titled ‘Eco-
Chambers’ and was going to be about environmental protest and I was 
going to help produce a document about ‘How to Disagree With Strangers’.

Creatives had been hired to develop the project

A venue had been set for its first run

Funding had finally been secured

And then the country (and indeed a vast parts of the world) went into 
lockdown

Exit Productions director Joe Ball could have taken this as game over
And I don’t think anyone would have begrudged that
After all we are all we are going through a global pandemic

And Yet Joe found himself in a fortunate position
Furloughed by his part-time job

He had time on his hands
And a group of creatives ready to go

And so it was decided that maybe the funding could be repurposed and 
a new application was swiftly written. Instead of trying to cut, slice and 
squeeze the original production onto an online platform. Exit Productions 
decided to launch a new research and development project:

Cabin Fever
A Project in Four Parts

By Harry Gammer-Flitcroft
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Eco-Chambers

The Hart Institute

Utopian dreaming around building a healthier world. You are Demi-
gods building a new world after the reset button has been pushed. 
Developed from the original project at the BAC Eco-Chambers is 
about disagreeing with others and finding the best way to not de-
stroy the planet.

Welcome to the HART Institute
Wellness in the era of isolation is only a click away. Register for 
more information and to start your journey through the dark today.
This project looks to explore an experience that happens over a 
longer time frame and at a self-directed pace.

Jury Duty

CREW

In an isolated age the justice system has had to adapt. You have 
been called to jury service on an appeals case. Can you work out 
what really happened? Will justice prevail? That is up to you.

The heist went off without a hitch. But now, how do you split the 
loot? Your crew has to race another crew to the loot using your 
special skills, solving puzzels, backstabbing and more.
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Eco-Chambers:
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Eco-Chambers:
Having been involved in the 
original Eco Chambers project, my 
preliminary aims were to produce 
a show with the same intentions in 
the online context. We knew that it 
was neither desirable nor possible 
to produce the exact same show but 
virtually – but I was curious that if we 
started with the intentions of what the 
original show was trying to produce 
– if we could meet those same 
intentions a different way.

The initial aims were to create a 
show that was informative about 
the environment and encouraged 
audiences to engage – and 

particularly within the context of Brexit 
Britain, to create a space where 
people could disagree with each other 
constructively but still find a way to 
come to terms with making a common 
consensus.

In our physical version of the show, 
we felt that people did disagree – and 
we got to a really good point of very 
heated debate happening within an 
artificial environment but what we never 
quite cracked was finding a space 
where people could negotiate those 
disagreements and find ways to reach 
common consensus. The majority of 
the time audiences would lean on first 
past the post voting systems and I was 
personally interested if there was a way 
within a show to be able to break that 
paradigm.
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I also wanted to explore ways in 
which we could encourage audiences 
to engage with ideas around the 
Green New Deal and also understand 
the trade offs that sometimes need to 
happen – and the dilemmas that are 
sometimes presented as dilemmas 
but actually are false narratives.

I was also really interested in how we 
could create a show that responded 
live to an audience. Lots of interactive 
theatre has effective choices that 
audiences can make but often 
they result in the same ending or 
a binary choice. I was interested if 
the limitations removed from online 
working could give us more limitless 
scope to respond to an audience in 
real time.

I was also really interested in the 
removal of budget constraints in an 
online world. Suddenly you don’t 
need to create props in the same 
way nor do you need to hire venues 
– there are obviously lots of new 
restrictions around technology – so 
I was curious how balancing these 
things might work out.

The mechanics that really interested 
me in our initial conversations was 
making a show on google docs. 
Similar to the novel, you suddenly 
become less restricted in what you 
can present in the art form and words 
used effectively can construct worlds 
very quickly.
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I was really aware though of how 
quickly we could lose an audience 
with the attention required to engage 
in the work – as there wouldn’t 
necessarily be any music or moving 
pictures – so the power of the word 
would have to hold the audience’s 
attention entirely.

One of the most exciting moments 
was when the group came together 
in our first ‘rehearsal’ and there was 
just a really good flow of ideas with 
everyone contributing – and then 
shortly afterwards just a barrage of 
creative documents with everyone 
bouncing off.

I remember in our very first meeting 
of the project with the moderators - I 
expressed a sentence of uncertainty 
about how this whole project was going 
to work. I said that if as moderators we’re 
not the directors and no one is in charge 
particularly, is this not ‘art by committee?’

My experience of ensemble work without 
a director at some point has always been 
a little ropey and not a way I particularly 
enjoy working. I still can’t put my finger 
on why but we didn’t seem to encounter 
these problems as a group. I think at 
times different people took the lead on 
different areas of the project and it meant 
although compromises were inevitably 
made, I think it was usually to the benefit 
of the work - rather than it’s detriment. 
Perhaps knowing it was a tester meant 
there was always the caveat of thinking 
- well it doesn’t have to be perfect 
anyway, it’s just testing the mechanics 
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so it doesn’t really matter narratively/
aestheticallly but let’s just make 
sure it works. Perhaps the problems 
with committee are more to do with 
narrative and aesthetics and making 
mechanics as an ensemble is actually 
quite a smart way of working.
At one point one of the developers 
started to produce the show on a 
spreadsheet - I would have never 
thought to work like this. But actually, 
that seemed to instantly create much 
more informed discussion universally 
about what the overall structure of the 
show looked like.

The methods we used in rehearsal 
were entirely constructed around 
Zoom. We would typically begin with 
me as moderator leading the group 
in a short game. Often this would be 
less than 10 minutes but afterwards 
I would calibrate the difference 

between a group of people who were 
now smiling, laughing and ready to 
engage with each other. I would often 
then present a model of how I think we 
should work that day (in terms of an 
agenda) and then go round the ‘circle’ 
and ask everyone to add to it or suggest 
something entirely different.

We would often then get distracted on 
a tangent by something someone said 
and then frequently would ‘snowball’ into 
different creative ideas. I think this wasn’t 
a problem though and i’d generally say 
it was great to allow in the early stages a 
very fluid, creative process. I did notice 
as the days ticked by, as a moderator 
my role became much more of one of 
a logistics role. Making sure that we 
had enough time to plan beats in the 
production, to make sure that the visual 
things were physically made and to plan 
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times for the next meeting.

A really unexpected help during this 
whole process was Zooms 45 minute 
restriction. I considered buying a 
subscription to make sure we weren’t 
interrupted but after the second 
day, it became clear to me that if 
you’ve been interrupted twice – then 
you’ve been going for 90 minutes 
and then we would often set a rule 
that whatever sequence we were 
working on must be completed by 
the end of the next zoom chat. It 
wouldn’t have to be perfect or finished 
– but it became an arbitrary way of 
setting milestones and goalposts for 
everyone to work to. It was actually 
super helpful and when I get back 
to rehearsing in the physical space, 
I’m going to consider how to bring 
that practice back into the real world. 

Maybe setting alarm clocks every 45 
minutes or something – but it doesn’t 
feel quite as potent as when everyone 
gets logged out of z zoom meeting mid 
sentence and you all need to log back in 
again.

I think the group worked brilliantly 
together – and something I missed about 
the process was those informal chats 
you have in rehearsal rooms when you’re 
on the break or you cycle home/catch 
the bus together in the same direction. 
I found as a moderator there was no 
way of letting people know I thought 
they were doing an amazing job other 
than saying it in one of our meetings 
which feels very formal or messaging 
them privately (which feels even more 
so.) As a result, I felt in our Slack journal 
sometimes like Mr Motivator just cheering 
everyone along and telling them they 
were brilliant. It wasn’t a huge problem 
though – as they were!
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Most of all, I loved this way of 
working. Sometimes I found 
the endless staring at a screen 
exhausting, but I was constantly 
inspired by the sense of connectivity 
and the fact that people in different 
countries were all working towards a 
common goal.

The outcome of our R&D is a show 
that I think looks markedly different 
from the original Eco-Chambers. In 
fact, i’d probably rename it to Reset 
World 2.0. I think we did meet the 
target of making a show about the 
environment and one where people 
can disagree but I think it’s not 
necessarily a show about protest 
anymore or your echochamber.

The audience member plays a 
DemiGod after Project Earth has 

completely failed because of Ecological 
Disaster. They quickly find out there’s lots 
of different creators and a whole separate 
hierarchy playing out on a Google Doc 
and they are thrust into the role of making 
some significant choices of how Earth 
could continue in the future.

One of the big reasons for this choice 
was that we were concerned about 
making a show too grim in the current 
context of Covid 19. I’m also aware as 
a climate activist that if you preach at 
people or tell them too many grim facts, 
then you quickly lose people. From Exit’s 
point of view too, their shows are often 
one step removed from reality. And the 
original Eco Chambers felt very real – 
whereas we wanted a way of taking a 
step out of that and making something 
new.
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The new idea then was to create a 
Utopia. A Utopia in the balance that 
could easily tip if not looked after 
carefully. Rather than fixing or healing 
the world, we wanted to come from 
the perspective that the world was 
already perfect at the beginning and 
we all have specific individual choices 
we can make alongside societal shifts 
to make the world a better place.

I was really pleased with how the test 
run worked out – I think our proof 
of concept happened in the last few 
moments of the show when we as 
game makers took a step back away 
from the show and out audience 
were all engaging themselves in a 
discussion about the environment. 
I don’t know yet if we’ve cracked 
how to bring people back after 
disagreement but I do believe we’re a 

long step along the way in that process.

The year is 2020 and the Earth is Reset. 
In the beginning was the word, and the 
word was the Doc. You have one hour 
to avert Climate Catastrophe – but do 
you have the ability to make the difficult 
decisions cooperatively that might be 
necessary?
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JURY DUTY
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JURY DUTY
The aim for the Jury Duty project was not to create something from 
scratch, but to build on a skeleton of a show that had already had 
about two weeks of work put into it. Jury Duty had begun life as an 
idea of mine for a one-on-one experience that I took to Joe, who then 
developed it into a bigger capacity show by casting the audience as a 
jury. 
By the time of the start of the R&D, Joe had agreed for Jury Duty 
to be one of the projects to be worked on. This felt like an exciting 
opportunity not just for the show itself, which was still a rough set of 
mechanics and materials, but also because it meant an opportunity to 
test remotely R&Ding a show that was already underway rather than a 
brand new project. Would people be enthused by joining an existing 
project? Would they feel able to take ownership of it and put their own 
spin on its development? Would they want to? And what would I need 
to do to enable all of those things?

Before we began, I knew I wanted to expand the variety of evidence 
available to the jury in the show, and add a clearer mechanic for 
uncovering a shady conspiracy which is at the heart of the show’s 
events. Beyond that, I was very interested in incorporating whatever 
newcomers to the project became interested in adding. To facilitate 
this, we did a test of the show as a social mixer event the night before 
the R&D to make sure some participants had played it.

To   whom   it   may   concern,  
 

Jury   Summons   (Remote)  
 
You   have   been   selected   for   Remote   Jury   Service.   Please   read   this   letter   carefully,   so   you  
understand   your   responsibilities   and   avoid   risking   a   fine.  
 
The   Coronavirus   crisis   led   to   a   number   of   temporary   changes   to   how   the   justice   system  
operates   in   this   country.   
 
In   the   recent   words   of   the   Secretary   of   State   for   Justice,   it   was   time   for   the   courts   to   reflect   our  
new   reality.   With   government   resources   given   over   to   combatting   the   virus,   and   public   support  
for   remote   juries   rising,   you   now   have   the   privilege   of   being   part   of   a   lean   and   innovative   new  
system   that   ensures   justice   is   done.  
 
The   trial   you   are   part   of   is   an   appeal.    This   means   the   accused   (The   Appellant)   has   been  
found   guilty   in   a   previous   trial   at   Crown   Court.   Details   of   this   trial   will   be   forwarded   to   you.   
 
The   Appellant   has   declined   legal   representation .   There   will   not   be   a   barrister   present   to  
defend   The   Appellant,   but   you   will   be   able   to   speak   to   them   directly.  
 
As   jurors,   you   and   your   colleagues   are   responsible   for   making   sure   all   the   evidence   is  
taken   into   account,   talking   to   The   Appellant,   and   coming   to   a   verdict   within   the   allotted  
time   of   90   minutes   total.   
 
In   such   a   limited   time   window,   you   will   need   to   share   the   responsibilities   amongst   yourselves;  
working   well   as   a   team   is   vital.   Please   fill   out   the   attached   assessment   so   we   can   best   place  
you   in   this   process.  
 
Yours   faithfully,  

 
Julia   Wilkinson  
Ministry   of   Justice  
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We worked using our #juryduty Slack channel to keep each other updated 
on what we were up to, usually meeting mid-morning on Zoom and 
always keeping our meetings to sub-40 minutes. This was in part due 
to Zoom’s free account limitations but also because we all agreed long 
meetings were draining and had limited usefulness. Posting links to 
the shared Google Drive into the Slack whenever we completed a new 
asset (eg a .pdf of information jurors would need to review, or an audio 
recording of a phone call) and asking for feedback proved an effective 
way to fluidly work on separate tasks and keep in touch with everyone 
else regarding what they were getting on with.

The principal difference between this and working on a traditional R&D 
was how much use of digital work there was. Unless a traditional in-
person R&D involved a fully-equipped computer suite (ie more than 
just people bringing in their laptops), some of the content we created 
would not have been possible in a traditional in-person structure. It was 
definitely a benefit of working remotely that we all had access to our 
main computers at all times and could thus create more sophisticated 
multimedia elements of the show that would otherwise take longer to 
make, and likely involve people going home and working outside of the 
normal working hours of the R&D.

The biggest negative of working remotely was the inability to socialise 
informally and generally create camaraderie between collaborators. 
I would say that as a group, we got on very well, and we certainly 
worked efficiently together. But a bonus of R&Ds is the human 
connection you get from having drinks after a day’s work, or the 
celebrating of something in person together after a successful test, 
and there is no way of knowing what bright ideas would have come 
from our group if we had been able to meet up in this way. 

 
 

POST-TRIAL PSYCHIATRIC EVALUATION OF SUBJECT 
BRIGGS, HARRY 
 
D.O.B. 10/09/1989 
NATIONALITY British 
 

SUMMARY: DANGEROUS. Misleading. Hard to pin down. 
 
SUBJECT IS BEST SUMMARISED AS… 

...frightening and confusing. As befits a suspected serial arsonist, he is unusually relaxed 
about his situation but can change moods in a moment. His behaviour has become more 
erratic since the end of his trial. He is not without a sense of humour and when 
discussing apparently unimportant matters, he can be very conversational. 
 
He can be gently led towards more pressing matters but attempts to hurry him or tackle 
things head on are more likely to agitate him. 
 
SUBJECT APPEARS MOST CONCERNED ABOUT… 

…establishing what someone talking to him can do for him. He is quick to panic or anger 
when presented with new information, whether good or bad, and regularly uses the 
phrase ‘a stitch-up’ in reference to all and sundry. He shows clear signs of susceptibility 
to conspiracy theories. 
 
Is also distrustful of legal procedure. Refuses to explain why he sacked his 
court-appointed barrister. 
 
SUBJECT DISPLAYS TENDENCY TO BECOME AGITATED WHEN... 

...explicit attempts to earn trust are made. ‘You can trust me’ and similar phrasing is 
treated with deep scepticism, and followed with demands to know why he can trust the 
speaker. 
 
Attempts to play on his faith in the establishment will only agitate him, as that faith 
appears to be non-existent.  
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Case number:  76395 
Prisoner: H Briggs 
Evidence number:  0005 
 
Post Mortem 
 
Items found on the body: 

● Wallet, leather, burnt out of recognition, many credit cards.  
● ID card for Richard Anthony Holmes,  
● An unidentified electronic device, burnt out of recognition. Thick metal object. 
● Leather shoes 
● Clothes burnt off.  
● Mobile phone burnt out of recognition.  

 
 
Cause of Death: Smoke inhalation.  
 
 
Notes:  

- Slight damage to the right knee, caused a maximum of 6 hours before death 
- Body was locked in room with keycard left outside the door 
- Third degree burns to 85% of body 

 
Body Identified by Samuel Pinker, his employer - describing the man as a cleaner.  

Judicial   Consideration   

Court   
Crown     Court(Criminal  
Division)   

Judgment   Date    20   March   2020   

Report   Citation   

Crown   Court   

(   Lord   Justice   Lawton,   Mr.   Justice   Tudor   Evans  
and   Mr.   Justice   Turner   ):   

Mar   20,   2020   

Murder   Caused   by   Setting   Fire   to   Occupied   Premises   
Length   of   Sentence   20+8   years.   

Twenty   years'   imprisonment   for   a   man   who   set   fire   to   an   office   block,   causing  
the   death   of   Richard   Anthony   Holmes.   

The  Defendant  pleaded  guilty  to  arson,  but  not  guilty  to  murder.  The  CPS  did  not                
advance  a  charge  of  manslaughter.  The  Defendant  had  been  dismissed  from  his             
employment  as  a  journalist  for  obsessive  attention  to  arson  cases.  He  went  to  the               
premises  late  at  night,  poured  gasoline  at  two  spots  in  the  building  and  set  the                
premises  alight.  Richard  Anthony  Holmes  was  inside  the  building,  his  place  of  work,              
cleaning.   

References:    Murder,    Current   Sentencing  
Practice  
,   B   1-3.    3   (F).   

The   Defendant,   having   dismissed   his  
representation,   represented   himself.   

LAWTON  
L.J.:   

On  February  1,  2020  in  the  Crown  Court  at  Preston  the  Defendant  Harry  Briggs               
pleaded  guilty  to  arson  and  breaking  and  entering,  and  not  guilty  to  murder,  or               
manslaughter.  

Up  to  October  2019  the  Defendant  was  employed  as  a  freelance  journalist  at              
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Steven:  T

[phone ringing]

Steven:  Charlie, It’s me, Steven. How are 
the new campaigns landing?

Charlie: Pretty well actually. We’ve only 
got a few days data, but already 
we’re seeing lots of shares, angry 
comments, and it’s all organic too 
- hardly any paid ads needed.

Steven:  Super, Number 10 will be delight-
ed. Cheap and not-so-cheerful...

Charlie: Once we’ve had those live for a 
week or so we can start running 
tests to see broader opinion ef-
fects. 

Steven: Good. The last ones showed 
‘judicial trust’ falling by over 
12% in those exposed to our 
planted stories so that’s the num-
ber I want you to beat. 

Charlie:  Well, based on the shares so far 
and the anger they’re generating 
on social, I think we could see 
15%, maybe 17%, on these.

Steven:  Keep me posted. By the way, 
Richard’s going to do a little 
housekeeping. Panama is get-
ting… visible so I’m planning to 
move operations under a different 
name and clear out the old stuff. 
Shouldn’t affect anything your 
end.

Charlie: OK, no worries boss.

The whatsapps are spreading 
like wildfire

Looks like we hit 2 million forwards 
yesterday

And like before, the facebook numbers are 
similar but about 40% greater

All organic

The private polling looks good
 ‘judicial trust’ falling by over 

12%
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tickets to the general public, and it is a testament to the hard work of 
the collaborators in this R&D and the good working practices displayed 
that we will be able to confidently put tickets on sale within as little as a 
week after the end of the R&D.

Jury Duty has evolved since the start of this process into a show with 
a capacity of 12. Its evidence bank began with 7 .pdf files, and now 
contains more than a dozen written pieces of information, four audio 
recordings, multiple images, a Unity-coded game about breaking into a 
locked iPhone, and a mechanic where players must find an IP address 
and remotely access the server to download an incriminating file. The 
role of the two actors involved has changed mechanically but not in 
terms of the role they play in the story. 
As things stand, the show is the story of the audience being called 
upon to serve as remote jurors in the trial of Harry Briggs. Harry has 
been arrested and charged with Unlawful Act Manslaughter, Murder, 
and Arson. It is alleged that he burned down Bateman House, an office 
building in New Malden, and left Richard Holmes, a cleaner, to die 
in the blaze. Through the 90 minutes of this new streamlined remote 
trial, the jurors will have access to cross-examine Harry, review all the 
evidence, and come to their conclusions. As the show unfolds, some 
jurors are contacted by third parties, and more and more evidence 
begins to suggest that a conspiracy is underway and this is more than 
just a straightforward arson case.
The jury’s decision at the end is binding, and a set of outcomes plays 
out in video format. At time of writing, those videos are being worked 
on. The next step for the show after the R&D will be to begin selling 
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CREW
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CREW
The brief for this project was intentionally open-ended. Leaving it a 
wide open playing field for any creative that settled on this project. 
Borrowing from the name of a single roleplaying game

The aims: 
• To create an experience that lasts no longer than a traditional 

show. 
• Something that connects people in isolation. 
• More exciting than a pub quiz. 
• A good bit of escapism.

This project started with wild and diverging ideas. Almost all of 
which were undoable and immensely exciting. The first meeting 
showed all the pent up creativity latent in the group. It is a shame 
we couldn’t make every idea. There was an interesting disconnect 

where the groups that had been idea generating had no crossover 
with the group that ended up working on the 1Shot project. Meaning 
that we had to work over the different ideas before moving forward. 

The job of moderator was intentionally left open at the start of the 
project. Finding the balance of what a “mod” does was the first hur-
dle. Idea builder/generator, time keeper, zoom scheduler, how much 
to be involved? Deciding what and how to be used and be of use. 
How to get the most out of the project was difficult. 

A key learning here was to all collaborate on the notes, meaning that 
everyone was up to speed/had the second level of thought about the 
project. 
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The reality of the time restraints were possibly the sharpest felt in this 
project. With no real time to form ideas before having to move forward 
towards the testers. We moved towards HEIST films as a sweet spot of 
escapism, a crew of staple characters that could be jumped into by any 
audience. 

The first tester was a splatter of separate ideas, not fully formed but full 
of the flavour that we wanted for the final serving. The need for cohesion 
and simplicity became apparent. Performing over Zoom is full of almost 
easy solutions and no normal for how people interact in a physical 
space. Tech literacy/ease and clarity of task became large parts of our 
thinking. 

The first meeting back after the tester led to hard and fast decisions. 
The “true north” of the experience became a race to the location of the 
loot. We delegated a game to each of the creatives that would navigate 
our players to that point. Each taking a couple of characters and their 
tropes to fit in with a task leading to that point. This way of working 
meant that the cohesion was still hard to find. With one extra tester 
before the public sharings. 
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We ended up with a solid bit of entertainment. Trying to make the 
simplest base that a group or two of 6 could play together and be 
entertained. Escape the monotony and play with others. It possibly 
works best as something with friends, but that’s all part of exploring 
how to connect people in isolation. Even if this interaction is strange and 
force, the task becomes the thing that connects. 

The race is the key to the fun of this project. The stakes (what the 
players stand to lose or gain) can’t be what we usually use in - narrative, 
character development, prizes, etc. So good old fashioned competition 
and bragging rights are where we settled. 

The simplicity of the experience means that there is elongated scope for 
more layers to be added. Moles to be planted, players to be extorted, 
characters to pop up, deals to be brokered and backs to be stabbed. 
Who knows what the future of the CREW will be...

Current issues with roads in Walthamstow

Blocked roads:
Slow roads:



EXIT PRODUCTIONS / CABIN FEVER / PROJECTS / NOTES ON... / FEEDBACK  PAGE 55

THE HART INSTITUTE
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THE HART INSTITUTE

I’d chatted through the project with Joe in the early stages and 
finding a platform to explore both the method of working remotely, 
and a new piece of digital work, was really interesting. The thing that 
was most enticing to me was having some time to find out how best 
to collaborate during isolation without necessarily having to have a 
finished public outcome. There were moments along the process 
where the weight shifted between that, and an actual desire for a 
finish ‘product’, but on the whole it was managed well.

Working on durational online practices seemed so of-the-moment as 
so many artists and organisations are doing the hard pivot to digital 
platforms, with varying degrees of success. Having some time to 
pin down what works and what is actually important/relevant about 
presenting work in this new framework is crucial for all creative 
practitioners at the moment so having the chance to do so, and 
present our findings is a fantastic thing, and I hope a useful one.

http://hartinstitute.co.uk/

+44 117 325 6387

http://hartinstitute.co.uk/
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We bounced between Zoom, Slack and Google Docs for our workflow. 
As the whole world is concurrently feeling Zoom fatigue, we decided 
from the very beginning to keep video meetings to a minimum. This 
meant we worked on our own schedules, and checked in at particular 
moments to go over what we had, tick things off our to-dos, and to 
catch up more generally. Also, as ours was the only piece that didn’t 
focus around a single live element, it made sense to work primarily 
outside of the live platform as much as possible.

The project was purposefully a quick one, and so the process of 
actually making was quite a whirlwind. We created two testers, each 
with about two days to properly work on. It meant we didn’t have 
much time to get to know our groups and each individual's strengths 
and interests too well. We had to assign tasks fairly quickly and 
just get going. It took a moment to find everyone’s prefered way of 
working, and I tried to keep an open and reactive moderation style, but 
we slotted into a good pattern quickly.

The outcome was a durational narrative piece that takes place across 
a few different platforms (email/web, social media, telephone, live 
video broadcast) and unfurls over the course of four days. It centres 
around The Hart Institute, a shady ‘wellness’ organisation that may or 
may not be abducting people. We made a point of creating and honing 
what would be the first chapter of a much larger and longer piece. It 
has the potential to keep going in one form or another. We’ll see what 
happens next!
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NOTES ON...
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The pen presses into the paper
And swiftly whips a line around

The word scrawled in capitals

I think it’s remarkable
How many photo’s of hand drawn notes
Were uploaded to the Cabin Fever drive

I was expecting a major influx of digital material 
Screenshots of video calls etc
But many of the creatives on this project still felt the urge

The put pen to paper
In these hyper digital times

A reminder we still inhabit a deeply tactile world

I am fascinated by the odd words and thoughts
Scattered across paper

All possibly ideas that could and have altered the outcomes of this 
project.

HAND WRITTEN NOTES
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ZOOM FATIGUE
Zoom

 

 Zooooooooom

   

Zooooooooooooooooooooom

      

 Zoooooooooooooooooooooooo

oooooooom

Two hours staring at the screen

Repeating yourself because someone is eating up the wifi

Watching youtube videos

It is interesting being in video calls

With these theatrical sorts

They have formed interesting traditions

Such as playing a game at the start of each meeting

One classic theatre game

That one where you have to work as a group to count to 20

If two people say the same number

Then the team has to start again

This game takes on a particularly interesting twist 

When lag is thrown into the mix

I put a little questionnaire out to the Cabin Fever group last week

And in response to the question:

 What has been tricky about working digitally?

A common theme was zoom fatigue 

Spending more than an hour on video call often became very exhausting

More so than if you spent that time in the same room as someone

So many of the participants devised different methods for working from home

And the focus became on what are the best ways to work on a team

Not relying on trying to do things as one would in the before times

But what possibilities are there for working from home
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TIGHT TURNAROUNDS 
AND PRACTICAL 
APPLICATION 

All of Exit’s work to date has involved the audience as part of the 
experience. With them playing the show as much and sometimes more 
than the performers. We think about making a foundation and skeleton 
of a structure that the audience gets to complete. Freedom to play within 
the restrictions of the game or show that we make. This means that 
anything we make is almost unfinished and there is less control over 
what an audience will bring to the table. This means a huge amount 
of playtesting of ideas. This ethos we tried to bring to Cabin Fever by 
including two phases of testing over the short timeframe

We started with a group meeting on the 29th, where we split into four 
breakout rooms on a video call to quickly generate loads of ideas and 
give participants an idea of what each project would be working on.

Projects were assigned by the end of that day. The first internal tests were 
due on Friday. This incredibly quick turnaround possibly halted some of the 
wonderful blue sky dreaming that was happening in the groups and moved 
everything towards what is practically possible.  We intentionally did this to 
properly test how creatives could work together on projects as well as test 
how we could entertain prospective audiences. Learning through experience 
rather than dreaming and planning. A trap that is all too easy to fall into.

Following the testers there was a second group meeting on the 4th, again 
splitting into four breakout rooms to feedback on the testers and input more 
ideas on projects. We gave the opportunity to move groups if creatives 
wanted to explore something new and it was back to work for testers on the 
7th. 

Because we were working remotely we didn’t want to overstretch time 
that creatives were forced to work or had to be in a meeting. Leaving all 
to explore the projects as the groups desired. These were forced forward 
by the set dates for testing, time is easily slipping away without a little 
structure. A big learning for Exit through this process is to be definite about 
the moments that are needed early, allowing people to then shape their time 
between how they see fit. 
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FEEDBACK
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WHAT WOULD YOU 
RECOMMEND TO 
OTHER ARTISTS IF 
THEY WERE THINKING 
OF CREATING WORK 
IN ISOLATION? OR 
WHAT WOULD YOU 
SAY TO YOURSELF 
STARTING THE 
PROJECT FRESH?

• Don’t try and be super creative immediately after zoom calls 
because they’re too exhausting.

• Be clear when you’re being creative and when you’re doing admin. 
For me personally I need to be creative in the mornings and do 
admin in afternoons. It might have been useful to find out when 
everyone else’s creative times are and make sure we’re utilising 
them in the best way, when it’s most useful to be creative as a 
group and when it’s useful to be creative independently. I think 
we got there in the end (I started working before the zooms in the 
mornings rather than after them) and we started setting time limits 
on zoom calls which massively helped.

• Take care managing everyone’s time, scheduling commitments and 
have clear goals overall and at each stage of the process.

• Keep your notes in one place. Create a folder in Google docs or 
write them by hand in a notebook but don’t scatter them in seven 
different places just because it’s easy to do while you are at home.
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• Be upfront when you’re having trouble with creativity. One day I just 
couldn’t manage my tasks (because we hit the highest death toll in 
Europe) and I think it’s important to honour that sometimes. Obviously 
everyone was super understanding because it was set out from the 
start that it was flexible. Different people offered different amounts 
of work at different points, which is inevitable because everyone has 
peaks in creativity at various points. While that’s often the case in 
normal processes that was heightened for me in lockdown. When 
you’re not in the room with a bunch of people you can’t always 
be energised in the same way, so it makes sense that you’ll crash 
sometimes. I think this became clearer as time went on and you saw 
everyone fluctuate - at the beginning I was worried to drop the ball but 
actually by the end you could see everyone have their moments (which 
took the pressure off).

• Consider creating something new that is designed to be an online 
experience, rather than trying to form something that would work better 
in a different medium into a sub par online thing. I think working with 
1-2 others is probably the best size, it’s presumably more difficult to 
work through disagreements online. And playtest! What exists in your 
mind isn’t necessarily what your audience are seeing

• To definitely create as much routine as possible and just to create 
rather than edit initally.

• Set clear boundaries on the first day about how often you will be 
online, especially on how many Zoom meetings you are happy to do 
- Zoom fatigue is real. Keep Zoom meetings to less than 40 minutes 
at a time in all circumstances. Aim high and set expectations with 
the rest of your collaborators that mean it’s okay not to achieve 
everything you want to do, but listing lots of things and then 
prioritising them does seem to work.

• I’d recommended learning how to structure your time, and not 
working longer hours than usual just because you’re in isolation and 
the work is ALWAYS there.

• Just remember that it’s ok to chuck lots of ideas away as the core 
project develops. And keep zoom meetings short! Much better to 
have a few short zoom catch ups then one long one I think.
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My partner’s birthday fell in lockdown, she was down about 
having a lonely birthday so with all the free time I had, came up 
with a plan. I organised all of her friends and family for them to 
give clues in whatever format they wanted to themselves. She 
had to guess who the clue was about and the reward was a 
video call with the person/people/group that the clue was for. 
This meant that in isolation she got to talk to over 60 people, 
in 7 different countries all across 11 hours. In a bizarre way it 
was only because the world was in lockdown that we could 
make the time to connect with so many people. It was a unique 
bonus of isolation. It was this hunt for the bonus of lockdown 
that really interested me as the challenge set to the creatives 
working on this project. 

A SIDE NOTE:
FROM JOE BALL
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