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ABSTRACT

Neuroscience clarifies the relationship between dance, cognitive
activities, and biobehavioral responses. Digital technologies, in this
sense, can create virtual choreographic spaces to express emotions
and build relationships. Therefore, dance can be a didactic 'tool' in
real and virtual environments an intracorporeal and intercorporeal
practice useful to promote psychomotor development through
expressive-digital performances. For this reasons, this contribution
discusses the relationship between corporeity and "onlife"
dimension, such as dance on Tik Tok.

Le neuroscienze chiariscono la relazione tra danza, attivita cognitive
e risposte biocomportamentali. Le tecnologie digitali, in questo
senso, possono creare spazi coreografici virtuali per esprimere
emozioni e costruire relazioni. Pertanto, la danza puo essere uno
"strumento" didattico in ambienti reali e virtuali, una pratica
intracorporea e intercorporea utile a promuovere lo sviluppo
psicomotorio attraverso performance espressivo-digitali. Per questo
motivo, il presente contributo discute il rapporto tra corporeita e
dimensione "onlife", come ad esempio la danza su Tik Tok.
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1. Psychomotor growth in onlife: some premises

The intense use of technologies, following the restrictions imposed by the
pandemic (Duan et al. 2020), has led to a reduction in physical activity levels,
especially in children and adolescents (Lopez-Bueno et al. 2020), causing negative
consequences on the psychomotor level with medium- and long-term
repercussions on health and well-being (lavarone, 2013), especially of digital
natives (Rosa & De Vita, 2018).

Such considerations are also supported by the comparison between pre-pandemic
and post-pandemic generations of children and adolescents with regard to motor
skills (Ayubia & Komainib, 2021), resulting in increased anxiety, depression, and
obsessive disorders (Conti et al. 2020) amplified by poor sleep quality due to
excessive use of devices before bedtime (Jniene et al. 2019; Limone & Toto, 2021).
Moreover, technological overuse affects the neuroplasticity of children and
adolescents by affecting overall cognitive-motor functioning (Mandolesi, 2012).

Psychomotor growth, therefore, determined by the reciprocity intrinsic to every
intracorporeal and intercorporeal practice acted out in everyday life (Bonifacio &
Aruta, 2022), is significantly affected by the onlife (Floridi, 2015) of children and
adolescents, expressed in physical-digital environments that are continually
contaminated with each other, and bearers of a cognitive overload that
compromises attentional capacities and comprehension of information (Carr,
2020).

Without wishing to demonize technologies, but aware of the negative effects
resulting from its mismanaged use, it is appropriate to observe the present time by
guestioning the extent to which they influence the development of identity (Anna,
2012), which in turn is influenced by the environment in which bodies experience
(Frauenfelder et al., 2018), as a result of internal dialogic negotiation (Damiano,
2009). In this sense, every embodied act' (Paloma, 2013) is determined by
neurobiological mechanisms, also determined by digital experience.

The ways in which a social and cultural environment determines the learning of
children and adolescents (Sousa, 2010), in fact, cannot fail to take into account that
neurodevelopment processes are negotiated, today, within spaces of relationship
and socialization that are expressed beyond online/offline binarism, suggesting the
experimentation of new ways of putting the body and movement at the center of
educational action (Damiano et al. 2015), wondering how they can be protagonists
in digital environments.



1.2 Expressive-digital performances: dance on Tik Tok and Instagram

In light of the above, it is necessary to question the extent to which movement
appears to be a privileged device of digital use on platforms such as Tik Tok and
Instagram, for example, but also in traditional media. Consequently, one has to look
very carefully at the way it is used, in the knowledge that movement, acted or
observed, expresses inner states (emotional, motivational, intentional) and
elements of personality development (Mircea & Dana, 2013).

Many advertisements, for example, use dance as a marketing tool, useful to
captivate the customer about the goodness of a product or the efficiency of a
company: “Tim” with the famous advertisement of the dancer in a dinner jacket
with a hat, “Glovo” with its danced punctuality of delivery, “Eni Gas e Luce” that
uses the academic rigour of classical dance to give a solid and disciplined self-image,
without forgetting the dancing motto of “Riso Scotti”, “Miel Pops” or Mu Yogurt”
for children.

On Instagram, on the other hand, and even more specifically on Tik Tok, dance is
one of the languages most frequently used by influencers to gain followers;
consequently, the challenges proposed become the object of media diffusion and
emulation. This is the case of the “Sturdy Dance”, the “Wednesday Dance” by
“Wednesday Addams”, the “Cuff It” or the generic “Dance Challenge”: in all these
cases, users share a customised movement design to the notes of a piece of music
(Patel & Binjola, 2020).

What has been said so far has indirectly turned the spotlight on these 'expressive-
digital performances' by directing curiosity towards understanding, irrespective of
their marketing or social following, the 'educational filter' with which they are (not)
constructed. Moreover, when dance is chosen for the transfer of content within the
digital space, it undoubtedly also has a destiny aimed at the real-life space, which
consequently remains conditioned by it and conditions it in turn. Moreover, in all
the above-mentioned cases, the digital proposal is conceived in virtue of the
potential that the communicative device (the dance and the media) offers, but
above all, it is accompanied by a design phase that is inevitably made up of analyses
and critical reflections on the content (movement, piece of music, message) and on
how to transfer it, and hence on how to package it for the recipient (customer or
follower).

From the perspective of psychomotor development, dance, as described above,
seems to respond to the typical logic of digital environments that favor ' digitized
minds' at the expense of 'functions in action' (Ciccarelli et al. 2022) and this,



precisely in the phase of auxological development, where learning processes are in
relation to the environment within which they take place (Frauenfelder &
Santoianni, 2003), can be decisive for the genesis of "lost corporeities” in which the
body and movement are used "without presence,” i.e. without stimulation of the
neural and biobehavioural processes already widely recognized to the experience
of dance (Christensen et al. 2017) and more generally to movement practices
(Bidzan-Bluma & Lipowska, 2018).

2. Empowered bodily practices: didactic suggestions between dance and
technology

Expressive-digital performances, as described in the last lines of the previous
paragraph, depotentiate the role that the artistic experience plays in the activation
of cognitive processes (Cela-Conde & Ayala, 2018), since choreographic
composition or choreography, as it is simplistically defined on social is not given by
the ‘effects’ and 'effects” affects’ and 'affects' provoked by the encounter between
the compositional material and the perceptual-cognitive predisposition of the
subject (Pontremoli, 2018), but exclusively by the fascination of the content and
the liking of the community that defines the 'trends of the moment.’

Dance is, however, an unrealizable experience without the cognitive activation of
both the performer and the observer, both of whom are called upon to 'read' the
body by resorting to imagination and reflectively delving into their own personal
and emotional experiences (Stevens et al. 2009). Therefore, we should ask
ourselves what reading and experience of the body is brought to light by the dance
proposed on social networks and generic entertainment platforms, often relegated
to the sole possibility of eliciting mockery or laughter, without any attempt at
narration or sharing an emotional or personal state (Evola & Skubisz, 2019).

Without risking proposing a debate on the extent to which dance can be a device
for profound reflection of the human and, at the same time, a superficial
instrument of entertainment, it is necessary to clarify the point of view of what has
been said so far: regardless of its use, dance is corporeity, expression, and
communication, abstract concepts that are realized in the motor gesture, which,
therefore, can be chosen with meticulousness and worked on precisely so that it is
capable of transducing intentions, wills, beliefs, opinions, and views. From the
relationship between dance and digitality, moreover, it is possible to derive a series
of educational opportunities, operational declinations capable of allowing a
responsible and functional didactic use, through "empowered bodily practices”.



2.1 Technologies as "arts are useful to art"

Expressive-digital performances, making use of dance and technologies, represent
a largely participatory and emulative performance space, de-personalized in both
action and fruition. The possibility of creating virtual choreographic environments
(Monda, 2019), on the other hand, returns the opportunity to create spaces for
psycho-body experimentation capable of reinforcing the immersive experience of
the digital, and vice versa. Therefore, in this way, the relationship between dance
and digitality is to be understood to the extent that the experience of the physical
gesture reinforces the virtual action, making technological environments that have
reason to exist by virtue of the presence of bodies to inhabit them.

Indeed, the body that becomes the protagonist of the digital experience
reappropriates its communicative capacity, giving dance the role of "technology of
the body" and technology the role of "art useful to art", thus being able to
contribute to the synaesthetic and holistic involvement of the body (Fischer-Lichte,
2014) in the onlife experience. Therefore, the need emerges to refocus the role of
corporeity in education, hypothesizing digitally integrated application trajectories
(Aruta & Ambra, 2020) capable of looking at expressive-digital performances as
"bodily" enhanced practices, "tools" for the definition of innovative dance-based
didactic models. In this sense, digital skills should not be understood as "hard skills,”
but rather as "soft skills" (lavarone & Aruta, 2022), to be promoted starting from
the body.

3. Dance-based didactic suggestions

From the perspective of embodied-centered teaching (lachini et al. 2013), what has
been said so far is preparatory to the proposal of innovative dance-based didactics
that take into account the possibility of expressing oneself through digital use.
Dance represents, in fact, the opportunity that the body has to measure itself with
contents that concern contemporaneity (environmental crisis, war, pandemic, etc.)
or with contents belonging to other arts (paintings, musical works, literary texts,
etc.) and technologies, understood as "environments" and not "tools" (lavarone &
Aruta, 2022), are fields of psycho-body and creative experimentation.

The content, in this sense, is a cultural object that the experience of performance
allows one to manipulate, with the aim of achieving an 'exhibition' that will be a
'restitution’ of what one has worked on, but also of how one has been transformed
in the creative experience. Manipulating a cultural object to be returned in the form
of a performance, even a virtual one, implies an important work on the process, to
be understood as the need to understand how things work (Prey, 2019) and the



ability to operate according to praxis that looks at aesthetics as "consciousness of
expression" and not as an empty and asphyxiated form of expression, as is usually
the case with Tik Tok and Instagram.

In this sense, the digital ceases to be a field of action with dilated space and
contracted time, but, when applied to dance, becomes the opportunity to be a
creative space inhabited by subjects who share a precise dramaturgical trace that,
in a diluted and personal time, meets the compositional identity of each subject
who can, therefore, share his or her own idea about it according to a 'bodily feeling'
denied, instead, in the consumerist experience of a pre-set social product.

The experience of performance, from the perspective of a didactic centered on the
body and dance, imposes a constant reflexive filter on the relationship between
thought and action. In the production of the cultural object "to be returned,”
moreover, one is measured against the acquisition of "soft skills" implicitly
promoted by the need to operate according to procedural coherence and design
vision in the creation of the performative output, appropriately on an educational
and dramaturgical level (Aruta et al. 2022).

In conclusion, expressive-digital performances can be an excellent didactic
expedient capable of harmoniously correlating psycho-corporeal development and
onlife experience, overcoming the idea of a dualistic and dichotomous relationship
between corporeality and digitality in favor of an integrative and biunivocally
supportive relationship, in which dance can play a pedagogically relevant role by
transversally crossing the formal, informal, and non-formal spheres of education.
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