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Abstract

In order to shape a future where Al enhances, rather than dilutes,
human creativity, this study uses design futuring methods to ex-
plore the future of Al in the realm of dance, examining its potential
cultural, ethical, and creative implications. We follow a three-phased
study approach: (1) strategic foresight methods to develop future
scenarios of how Al use in dance may develop, and (2) participa-
tory speculative design to involve dancers in co-creating stories
and artifacts in these possible future worlds. The study focuses on
four scenarios that explore technology’s influence on: dance perfor-
mance, exclusivity of art, human agency, and intellectual property.
Through our findings, we build artifacts to draw attention to issues
such as artistic expression, and the commercialization of move-
ment, which we then evaluate with dancers and dance researchers.
This study reflects ethical concerns in the design of Al systems for
creative industries, offering insights into the future of dance as it
integrates with new Al technologies.

1 Introduction

Dance has long served as both a medium for personal expression
and cultural storytelling [8, 53]. Through solo improvisation or
group choreography, dancers explore their bodies, emotions, and
identities, creating a unique dialogue between the performer, the
audience, and the surrounding environment [16]. Beyond individual
expression, dance preserves cultural traditions and collective identi-
ties through classical, indigenous, and folk performances [10, 25, 38].
However, in today’s increasingly digital world, the way dance is
created, taught, and consumed is being transformed by emerging
technologies as it reshapes embodied practices and cultural ex-
pression [14, 23, 26]. Over the past two decades, technology has
become a significant influence in dance, introducing new possi-
bilities for creative expression and education. Tools like motion
capture [12, 44], mixed reality [13, 41, 54], and digital projections
have expanded the dance vocabulary, enabling dancers to perform
in entirely new environments. Digital platforms now allow for the
creation, learning, and sharing of dance across global boundaries,
blending traditional forms with digital expressions [9, 49]. This
digitization has also impacted dance pedagogy, especially during
the COVID-19 pandemic, where online platforms facilitated virtual
classes, rehearsals, and performances [22, 31]. Moreover, the use of
digital tools for video analysis [33, 51], virtual rehearsals [36, 48],
and interactive learning resources [11] enhanced virtual experi-
ences, while also allowing for new collaborative and co-creative
projects [4]. In HCI, dance has also been used as inspiration for
design of technologies, and as a way of knowing and understanding
the world [6, 7].

However there is tension between preserving embodied cultural
practices and embracing hybrid physical-digital futures embedded
in Al technology [52]. Design futuring approaches have been pro-
posed to consider the social and ethical implications of technology
applications [30, 42]. Specifically, this paper adopts a speculative
design and strategic foresight approach to address social concerns
revolving around emerging creative Al technologies. We ask two
main research questions: RQ1. How can speculative design and
strategic foresight methods be applied to reflect on the fu-
ture impact of Al technologies on dance? RQ2. What are the
potential cultural, ethical, and creative challenges and op-
portunities that these emerging Al technologies may present
to the dance domain? In this piece, we contribute a case study
demonstrating how strategic foresight and speculative design ap-
proaches can be used to elicit participant concerns about Al and
dance. We provide documentation of our design approach and con-
tribute initial findings from participant workshops about potential
cultural and ethical issues of dance and Al technologies.

2 Related Work

In the evolution of dance, artificial intelligence has begun to play an
increasingly significant role [20]. While technology has long been
an enabler in the arts, AT’s disruptive potential has spurred a new era
of creativity and collaboration, impacting not just choreography but
the very fabric of artistic creation across various domains [3, 24, 37].
AT’s applications in the arts raise important ethical questions around
authorship, agency, creativity, access and the dynamics of human-
machine collaboration.

One key project exemplifying AT’s integration to reshape chore-
ographic processes is Living Archive: Creating Choreography with
Artificial Intelligence [1]. By training an Al model on video footage,
the system suggests real-time, original movement sequences as a
creative collaborator, not a replacement to humans. Projects like
LuminAI have introduced Al as a dynamic improvisational partner
in dance [32, 45]. Generative virtual characters are also designed
to collaborate with human dancers in real time, drawing on tra-
ditional choreographic principles [17, 43]. An example of this is
the work by Pataranutaporn et al. who used Al to deconstruct and
computationally model traditional Thai dance promoting evolution
and preservation of cultural heritage [35]. As dancers, choreogra-
phers, and technologists continue to collaborate, new possibilities
for movement and expression are being discovered. These hybrid
physical-digital dance forms provide exciting opportunities for ex-
ploration, yet they also raise critical questions regarding immersion,
access and agency within a technologically mediated world.

As Al and other technologies become integral to dance, address-
ing ethical concerns is essential to prevent sociotechnical harms



[39]. For example, allocative harm could occur if algorithms un-
intentionally restrict opportunities by favoring certain styles or
backgrounds, sidelining underrepresented dance forms and dancers
from diverse cultural identities [21]. Quality-of-service harms also
arise, especially when Al generates sequences that may lack cultural
nuance or, worse, produce unsafe movements. Such algorithms need
robust testing to meet both artistic and safety standards, ensuring
Al can accurately and respectfully support dance in a way that it
mitigates possibility of injury [5]. Moreover, representational harms
are a significant risk, as algorithms trained on biased data could
reinforce stereotypes or overlook culturally specific movements
[28, 50]. This issue risks reinforcing dominant styles at the expense
of marginalized ones, impacting communities whose expressions
could be inadvertently sidelined by Al systems.

While we can apply existing harms frameworks to explore Al
harms in dance (e. g., [39]), we still lack an understanding about
what dancers’ everyday experiences might be like with these Al
systems, the emergent ethical issues that might arise in these situa-
tions, and what some of the secondary or unintended consequences
might be. To explore ethical considerations in this context, we turn
to design futuring approaches: strategic foresight and speculative
design.

3 Design Futuring: Combining Strategic
Foresight and Speculative Design

This project combines two approaches to design futuring in 2
phases: strategic foresight and speculative design. Phase 1 of the
project utilizes a strategic foresight approach to create a range
of scenarios that describe possible directions dance technologies
might evolve and become adopted. Foresight methods traditionally
work by identifying dimensions of key uncertainties, and exploring
how different combinations of those uncertainties could result in
different types of futures [46]. This represents a structured way
to create future scenarios. Traditionally, the insights gained are
leveraged to benefit organizational decision-making and planning
[40]. While strategic foresight has had limited adoption in HCI thus
far, several HCI researchers have argued that scenario planning and
analysis approaches from strategic foresight can help HCI better
anticipate and take into account uncertain and complex futures,
identifying potential unintended consequences and unexpected
futures [34]. We adopt this orientation in our project.

To make sure our scenarios describe multiple types of dimen-
sions of possible change, we used the STEEPLEM framework, which
is frequently used in strategic planning and foresight to assess exter-
nal factors potentially influencing a field, organization, or project.
STEEPLEM—an acronym for Social, Technological, Economic, En-
vironmental, Political, Legal, Ethical, and Military factors—is partic-
ularly effective for understanding complex, interconnected systems
and for anticipating future challenges [15, 18, 34]. Phase 1 ulti-
mately resulted in the creation of 4 text-based scenarios illustrating
different future worlds of technology and dance.

Phase 2 utilized participatory approaches from speculative de-
sign [19], where we invited dancers and dance researchers to col-
laborate on expanding our initial scenarios in workshop settings.
They generated possible artifacts and stories of events that that
could exist within the scenario worlds. Through these participatory
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workshops, we elicited reflections on social, cultural, and ethical
concerns that participants had about these potential futures.

3.1 Phase 1: Exploring the Context and
Generating Scenarios

The scenarios we present in this late breaking work stem from
a larger, ongoing project that aims to (a) apply the cumulative
concepts of speculative design and strategic foresight methods to
predict the future impact of Al technologies on dance, (b) discuss the
potential cultural, ethical, and creative challenges and opportunities
that these AI technologies may present to the dance domain, (c)
visualize how different stakeholders envision the role of Alin future
dance scenarios, and what implications do their visions have for
dance as a cultural and creative practice.

3.1.1 Step 1. To develop scenarios, we followed a foresight sce-
nario planning process to identify dimensions of key uncertainties
and their two extreme outcomes based on background research.
These dimensions were then categorized as Social, Technical, Eco-
nomic, Environmental, Legal, Ethical or Military (STEEPLEM). More
details about this process are visualized in Appendix A. We initially
explored 35 possible uncertainties including public interest and
funding, globalization of dance forms, movement analysis, cen-
sorship, freedom of expression, cultural appropriation and even
trauma rehabilitation among others. Scenarios should make people
question their model of reality and change it when necessary [47].
Hence, we narrowed down the range to work with 8 selected critical
uncertainties which we felt were under-discussed and represented
significant potential differences from the present state of the world.

3.1.2 Step2. The 8 dimensions of critical uncertainties were crossed
into 4 2x2 grids (see Appendix Figure 10 for a visual depiction). Each

2x2 grid resulted in 4 quadrants representing different worlds (16

worlds altogether) This included:

Commercialization (Dance for Art vs. Dance for Profit)
x Intervention of tech in performances (Human Centric/
Generated vs. Technology Centric/ Generated)
Audience Engagement (Augmented environment vs. Fully
Immersed) x Entertainment access (Exclusive vs. Free Ac-
cess)
Personal Expression (Structured and Traditional Dance vs.
Improvisational Dance) x Discipline & Training (Suppres-
sion vs. Encouragement)
Social media (Original ideas and artistry vs Engineered for
virality and trends) x Intellectual Property and Creative
Credit (Unprotected or Informal vs. Protected or Restricted
Rights)
Each of these worlds pertained to a variety of stakeholders from
different lenses, keeping the research broad still. We wrote 1-2
sentence scenarios for each of these where we identified the tech-
nologies being used in the world, who would engage with them
and what the societal repercussions were.

3.1.3 Step 3. We decided to narrow the number of scenarios to
explore to be able to have in-depth discussions with participants
in 60-minute workshops. We chose 4 scenarios that catered to
different aspects of Al technology in a dance setting, pertaining to
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Table 1: 4 Scenarios Shown to Participants

Scenario | Dimensions Scenario Description
Name
Exclusive| Commercialization | Immersive dance technologies are
Immer- | (Dance for Profit) | resource-intensive, making them ac-
sive X Intervention | cessible only to a select few. In this
Realities | of tech in per- | future, performances will be deeply
formances (Tech- | personal for each audience member.
nology  Centric/ | Key stakeholders include dancers,
Generated) stage teams, and wealthy audiences
able to afford wearable tech inspired
by biofeedback in athletics.
Profit- Audience En- | This scenario explores power over
Driven | gagement (Fully | art curation through generated con-
Chore- | Immersed) x En-| tent and dynamic dance choreogra-
ogra- tertainment access | phies, with potential economic im-
phies (Exclusive) pact from new revenue streams and
branding. It involves audience mem-
bers, dancers, brand teams, and
stage professionals, reshaping the
meaning of performances.
DisciplinedPersonal  Expres- | Discipline-focused dance forms rely
Move- sion  (Structured | on strict, military-style training to
ment and  Traditional | instill pure movements, particularly
Regimes | Dance) x Discipline | in classical dance. Dance teachers
& Training (Sup- | and students will be impacted by
pression) these technologies.
Viral Social media (En- | Al tools will enable users to mod-
Dance gineered for viral- | ify original content, creating "new"
Monop- | ity and trends) x In- | dance moves. Content creators and
olies tellectual Property | influencers will exploit this to grow
and Creative Credit | their reach, while social media
(Protected or Re- | ethics teams will enforce stricter
stricted Rights) laws, building on current piracy is-
sues.

the research goals (a) and (b) highlighted at the top of this section.
We sought to choose scenarios that would bring the most breadth
and diversity of possible cultural, ethical, and creative issues. Table
1 illustrates these four scenarios, which were subject to further
discussion about their purpose and inspiration.

3.2 Phase 2: Expanding the Scenarios:
Speculating About The Futures Of Al
Technologies For Dance

3.21 Recruitment. To explore these futures further, we invited
participants to contribute to building the worlds of these scenarios
by speculating artefacts, changing social norms, and other ele-
ments [27, 29]. Scenarios were presented to 8 dancers and dance
researchers across 4 1-hour long workshops. These two groups of
stakeholders would be most affected in the futures that the sce-
narios entailed — as the main stakeholder and the ones designing
technologies being used. Therefore, their thoughts and principles

would be essential to guide this discussion. The participants were re-
cruited using snowball sampling method through the first author’s
dance network, as they are a part of this community. Each work-
shop was designed to center around one of the scenarios, which
the participants worked on in pairs. The project was approved by
the authors’ university IRB. Participant demographics are listed in
Appendix B.

3.2.2 Workshop Procedure. The workshops invited participants
to contribute to imagining futures of Al in dance, and to critically
reflect on these futures. Each workshop had 2 participants and fo-
cused on 1 scenario. Participants were first shown a scenario and
asked to discuss it, using the STEEPLEM framework. After this, par-
ticipants were asked to imagine and create possible objects in the
world of the scenario by describing, writing, or drawing them. Par-
ticipants were encouraged to think broadly - including objects such
as new laws or organizations in addition to technological artifacts.
After that, participants were asked to create short stories about
something that occurs in the scenario world using a “story spine”
template [2]. These activities invited participants to draw on their
own dance expertise to help us expand the initial scenario worlds
created in Phase 1. Figure 1 summarizes the workshop structure.
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Figure 1: A breakdown of the workshop flow

3.3 Workshop Results

For each workshop, we describe the objects participants imagined
within that scenario world (see Appendix C for a full listing), the
stories they created within the scenario world, and emerging themes
and reflections from their discussion.

3.3.1 Workshop 1: Exclusive Immersive Realities. The workshop
delved into the intersections of dance, Al, and immersive technol-
ogy. Participants discussed the potential of Agentic Al for dance,
enabling real-time customizations and removing skill barriers while
raising questions about exclusivity, surveillance, and ethical im-
plications. Ideas included using muscle twitch sensors, wearables,
and bio-sensing technology to create personalized, seamless ex-
periences that blur lines between performer and viewer. The con-
versation touched on the commodification of dance, where high
society might seek exclusivity while performers grapple with a loss
of agency, evoking parallels to historical labor dynamics. While
defining STEEPLEM for this scenario, Participant 2 brought up the
potential of art technologies exceeding currently imaginable abili-
ties coupled with destructive outcomes and ethical issues behind
giving these technologies agency over governments, military and
people.

The story that participants created for this scenario was set in a
futuristic dance-theater experience tailored for an elite audience,
where guests immerse themselves in biosensing recliners that allow
for real-time customization of performances. While some engage
empathetically, others exploit control over aspects like dancers’



costumes and settings, revealing tensions between personalization,
performer autonomy, the possibility of dehumanizing perfor-
mances, and audience power. The experience leaves guests relish-
ing their control and exclusivity, creating a buzz among their
social circles. The participants’ conversation further explored Al-
driven collaboration and conflict, the role of military intervention,
and technology’s potential to amplify or diminish human expres-
sion. Participants raised critical questions about freedom, cultural
implications, and the evolving nature of performance and creativity.

3.3.2  Workshop 2: Profit-Driven Choreographies. Participant 3 and
Participant 4 aimed to harmonize between the physical and the
digital in the objects they imagined. In a virtual world where dance
is both currency and sustenance, the participants imagined that
people would power servers by converting mechanical energy into
potential energy, raising questions about sustainability and the
human cost. The idea extends to a digital marketplace where au-
dience members can purchase and own specific dance moves as
NFTs, commodifying performances and potentially diluting
artistic integrity. When introduced to the scenario, Participant
3 commented, “Imagine throwing a party and having to pay peo-
ple to be able to do hook steps while dancing casually”. Objects
participants imagined included a decentralized ledger that tracks
and assigns ownership of co-created performances, addressing in-
tellectual property and revenue-sharing issues in a world where
Al and human creativity intertwine. Additionally, an "Autonomy
Tracker" monitors the level of creative control a performer has in
an environment that is influenced by audience or Al input, high-
lighting tensions between human agency and technological
intervention.

The participants’ story follows Jazz, an 18-year-old with ALS
in a world where dance determines currency, who becomes a fugi-
tive after struggling to earn, ultimately sparking a community-led
revolution to create new ways of powering avatars and reshaping
the dance economy. The theme of exclusivity and societal con-
trol emerged with a subscription-based access to dance moves and
virtual avatars replacing physical performance. The conversation
also touched on equity, addressing how differently abled bodies
might participate in a dance-driven economy. Ideas like a "dance
stock market" and symbiotic relationships with Al-driven avatars
reflected the blending of human creativity with technological inter-
vention.

3.3.3 Workshop 3: Disciplined Movement Regimes. This workshop
examines the suppression of traditional dance through technologi-
cal interventions. The participants started by discussing the idea
of a military-inspired disciplinary dance suit which tracks move-
ments, administering corrective shocks for mistakes, promoting
perfection over creativity. They envisioned a scenario where dance
becomes robotic, rigid, and dictated by wearables, becoming dehu-
manizing by inducing physical pain. Their ideation then shifted
to the proposal of a costume-like exoskeleton, enabling dancers to
perform movements without prior knowledge or training, reducing
physical effort but also erasing personal expression. A biased
database feeds these movements, raising concerns about the erosion
of originality and historical dance practices. Participant 6, skeptical
of technology in dance, noted that the original choreographers of
House and Popping HipHop did not pass down their knowledge,
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causing it to fade away. They feared that, without proper preser-
vation, dance forms would be forgotten, leaving only social media
trends. Dance company archives might inspire future choreography
but risk eroding cultural heritage. Concerns about GenAl tools
standardizing dance into quantifiable metrics could strip it of
its emotional and cultural depth. This may lead choreographers to
question the ethical implications of defining "right" and "wrong"
movements.

The participants created the story of Matt, a popular TikToker
and dancer, who created the aforementioned exoskeleton, that
makes anyone capable of dancing perfectly, aiming to prove his
worth after being called a fraud. His invention removes originality
from dance, leading to a world where true choreographers are side-
lined, and corporations commercialize his expensive creation,
turning everyone into a dancer but stripping the art form of its
authenticity.

3.3.4  Workshop 4: Viral Dance Monopolies. This workshop delved
into the complex relationship between dance, copyright, cultural
appropriation, and the influence of Al and social media. Topics
ranged from the monetization of dance through platforms like
YouTube, Instagram and TikTok, where influencers build personal
brands around choreography, to the challenges of defining and
protecting dance as intellectual property in a globalized world.

The story participants created was of Mayaria, a struggling col-
lege student, who inherits her grandfather’s collection of copy-
righted dances, a new world commodity and uses them to build
a cultural empire, becoming a global phenomenon and pivotal in a
dance-off war. After her legendary moves break the dance algorithm
and secure victory, her legacy inspires new laws democratizing
dance copyrights, ensuring her groovy influence lives on forever.
The idea of a global dance copyright system emerged, touching on
issues like ownership and its longevity, royalties, and the role of
institutions in regulating these practices. There would be tension
and power dynamics at play within these owners, the “stepfluencers
(Step-Influencers)”.

In the participants’ imagined future, a “Big Brother Company” ex-
clusively controls the social media landscape, consolidating power
and shaping culture in a capitalist society, while others emerge to
navigate the legal complexities of protected dance content, while the
“United Dance Organization (UDO)” manages international dance
legislation. Diving into the technical aspects, participants defined
Al-driven motion refinement tools to optimize dances to increase
engagement but risk stifling creativity. While creating the story,
Participant 8 chimed in with the idea of revenue-sharing algorithms
to ensure fair compensation for viral dance creators, though these
algorithms could be manipulated and create disputes over what
counts as “original”. Meanwhile, “Dance Licensing Agreements”
would hinder collaboration, a trait central to dance. Discussions
explored themes of cultural sensitivity, such as the appropriation
of sacred dances and social norms regarding movements across
multiple instances in the workshop. Participant 7 gave the example
of how moving one’s hips while dancing, which is visually like
twerking, is natural to people of Hispanic origin and is not labeled
sexual or inappropriate, like it would be in the United States.
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4 Reflection on workshop insights

This study provides insights into the evolving interplay between
Al technologies and dance practices. We reflect on several initial
themes surfaced through the workshops.

4.1 Risk of dehumanizing dance and
homogenizing artistic practices

Workshop participants consistently noted how Al tools enabled
novel improvisational techniques and inspired creative risks. Si-
multaneously, concerns emerged about the risk of homogenizing
artistic practices through reliance on Al-generated movements.
This duality underscores the necessity of designing dance Al tools
that maintain a balance between augmentation and preservation
of individual artistic identity. Many of these concerns also arose
in relation to discussions of who has agency over the Al systems
and over dancers’ actions. In different scenarios and stories, agency
shifted among Al systems, dancers, audience members, "everyday"
people, Al designers, online platforms, and companies and brands.

4.2 Tension between cultural preservation and
innovation

The workshops sparked critical reflections on the tension between
cultural preservation and innovation. Participants expressed con-
cerns about how algorithms might inadvertently prioritize certain
movement vocabularies over others, potentially marginalizing tra-
ditional or localized dance forms. At the same time, hybrid physical-
digital environments were seen as opportunities to document and
disseminate endangered dance practices more broadly. These discus-
sions reinforce the need for responsible Al design that foregrounds
cultural diversity and equity. We note that in having these reflec-
tions, the speculative scenarios often pushed participants out of
their comfort zones, encouraging them to consider unconventional
possibilities. This discomfort became a catalyst for deeper reflec-
tion on the ethical, social, and artistic implications of technological
adoption in dance.

4.3 Importance of physical presence

A recurring theme across all workshops was the irreplaceable role of
human touch and physicality in dance. Participants also discussed
the cultural specificity of many physical practices, as well as the
diversity of differently abled bodies to engage in dance. Participants
stressed that these technologies must complement rather than sub-
stitute the visceral, embodied experiences that define dance. To
summarize, technologies in the dance space need to be designed to
amplify, rather than dilute, the human essence in dance practices,
while integrating feedback loops in the design and deployment of
systems for creative domains. As dance increasingly integrates with
Al technologies, it becomes imperative to ensure that these sys-
tems reflect the diversity of human expression and foster equitable
participation.

4.4 Learning from the methods

The choreography between strategic foresight methods and specu-
lative design offered an insightful production of ideas and conver-
sations, where the first offered structure for creating an initial set

of scenarios, while the latter offered opportunities for participatory
collaboration and creative exploration. Together, these methods
facilitated a rich interplay of creative and analytical thinking, mak-
ing the process accessible to both dancers and researchers. This
combined approach offers a template for exploring other domains
undergoing rapid technological transformation. Participants’ re-
flections, objects, and story spines began to explore new issues
that the authors did not initially consider, highlighting how this
approach can help identify societal concerns related to creative Al
technologies. The objects created by participants, detailed further
in Appendix C are a direct output of this collaboration. By involving
practitioners from diverse expertise levels (including both dancers
and dance researchers), the study highlights the importance of in-
clusive dialogue in co-creating futures that are reflective of varied
cultural and personal narratives.

5 Artifact: The Dance Stock Market

Drawing on the insights from the workshops and subsequent discus-
sions on the evolving relationship between Al cultural preservation,
and the commodification of dance, we developed the concept of
a Dance Stock Market. This artifact emerges as a tangible explo-
ration of how dance—an art form rich with cultural significance
and human expression—might be reimagined within a digitally me-
diated economy, where creativity, trend dynamics, and commercial
influences intersect.

5.1 Concept Overview

The Dance Stock Market is envisioned as a hybrid between a tra-
ditional stock market and a culture-driven trend economy. In this
system, each “stock” represents a specific dance move or style,
such as the Moonwalk or Floss. These stocks can be bought, sold,
and traded, much like shares on a financial exchange. This con-
ceptual framework was inspired by discussions from Workshop 2,
where participants debated the monetization of dance assets, and
Workshop 4, which raised critical questions about virality and the
protection of cultural content through mechanisms like royalties.

5.2 Core Elements and Mechanisms

5.2.1 Shares and Ticker Symbols: Each dance move or style is di-
vided into shares, allowing stakeholders—from celebrated dancers
to social media influencers—to invest in and speculate on the cul-
tural and commercial value of these moves. For example, moves are
assigned unique ticker symbols (e.g., “MWLK” for Moonwalk), cre-
ating a familiar language that bridges the gap between traditional
financial markets and the emerging digital dance economy.

5.2.2 Market Exchanges: The market could be segmented into spe-
cialized exchanges reflecting different dance genres. These subdivi-
sions echo the workshop discussions around how the influence of
cultural trends and social media dynamics shape the prominence
and valuation of certain dance styles.

5.2.3 Price Determination: The stock price of a dance move is
determined by multiple factors:

Popularity Metrics: Trends on social media, viral dance

challenges, and public performances drive the valuation—much

like earnings reports influence corporate stocks.



Media Influence: Celebrity endorsements or “stepfluencer”
appearances can boost a move’s price, paralleling how pos-
itive news can drive stock prices in traditional markets.
Social Shifts: Broader cultural, musical, and fashion trends
will affect market dynamics, reflecting the fluid interplay
between tradition and innovation discussed in the study.
Cultural and Regional Factors: Recognizing that dance
is inherently regional and culturally specific, the market
accounts for local popularity and the potential pitfalls of
cultural appropriation, ensuring that shifts in social context
are appropriately mirrored in the stock’s value.

5.2.4 Stakeholders. Reflecting the multi-stakeholder dialogue from
the workshops, the Dance Stock Market positions various groups
as key participants:

Dancers, Artists, and Influencers: These creators serve
as both trendsetters and primary investors, directly impact-
ing the market through their innovative performances.
Fans and Enthusiasts: A broad base of participants who
speculate on dance trends, thereby democratizing the dance
economy.

Brands and Advertisers: Commercial entities might spon-
sor or even initiate proprietary dance moves, driving mar-
ket dynamics similarly to corporate sponsorships in the
traditional stock market.

To ensure fairness and cultural sensitivity, a governing body—
conceptualized as the United Dance Organization—would oversee
market regulations. This organization would be tasked with pre-
venting market manipulation, safeguarding intellectual property,
and balancing commercial interests with the preservation of dance’s
artistic integrity.

5.3 Rationale and Implications

The Dance Stock Market artifact was built in response to the critical
tensions surfaced in our study:

The risk of dehumanizing and standardizing dance through
digital and Al-mediated processes.

The challenges of maintaining cultural diversity and au-
thenticity amidst rapid technological innovation.

The potential for technology to both democratize artistic
expression and exacerbate inequities, as seen in the com-
modification debates and regulatory concerns raised by
participants.

By imagining a system where dance moves become tradable assets,
we open a space to interrogate the interplay between art, technol-
ogy, and economy. This artifact not only extends the speculative
scenarios discussed in the workshops but also serves as a frame-
work for exploring broader questions about cultural value, agency,
and the future of creative expression in an increasingly digitized
world.

6 Bringing the dance stock market to life:
Tangible Prototypes

In order to concretize the concept of the Dance Stock Market and
demonstrate its multifaceted implications, several objects were de-
signed to move towards world building. These artifacts serve as
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Figure 2: Artifact: Grooveshare application interface

practical manifestations of the theoretical framework, illustrating
how digital platforms, media representations, and regulatory instru-
ments could function in a world where dance becomes a tradable
asset.

6.1 GrooveShares App

The GrooveShares App prototype, figure 2, operationalizes the
stock market concept by providing a multi-tabbed profile page for
a “stepfluencer.” This page integrates public social media links, a
dedicated earnings tab displaying real-time valuations of owned
dance movements, and a detailed private portfolio that mirrors
contemporary trading platforms. The profile also highlights top
shareholders in the stepfluencer’s dance moves, reinforcing the
notion of dance as a commodity that is subject to market investment
and influence.
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Figure 3: Artifact: Stepfluencer reels

6.2 Reels

The Reels artifact consists of curated video case studies shown in
figure 3 that critique and exemplify the vulnerabilities within the
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