Title: "Dance and Performance in the metaverse"
Panelists: 
Ana Boa-Ventura, social media researcher, UT Austin
Jennifer Monson,  choreographer, UIUC
Yacov Sharir, choreographer, UT Austin
Isabel Valverde, choreographer, Institute of Humane Studies and Intelligent Sciences Center for Art and Technology, Cascais, Portugal.
Summary:
Some see the metaverse as an alternative reality much like Neal Stephenson whereas others are more aligned with a Stelarcan perspective seeing it as an extension of physical reality. For performers and dancers, it is both:  a world of ’suppressed gravity’ and extended physics promoting creative convergence. We are proposing a panel to take place in Second Life, about ways in which dancers and performers are using the metaverse to manifest the three vortexes of a fundamental triangle in their areas of study: narrative, representation and performance. 
For Isabel Valverde, and rather than the separation between the physical and the virtual worlds, the metaverse is a new space for creative convergence of both realities. Her work rotates around the questions of artistic embodied practice in SL and interactive hybrid mixed-reality environments. 
 Yacov Sharir is a pioneer in the exploration of technology and dance. Embracing a plethora of technologies that includes the use of wearable computers, virtual reality, computer animation and the creation of avatars that serve to augment all aspects of performance both in the physical realm as well as in the metaverse, Sharir explores ways in which artistic practice is influencing new directions in dance-technology development, proposing new forms of embodied knowledge.
 In 'The Mahomet Aquifer Project”, part of Reimagining the Proscenium, Jennifer Monson worked with the Advanced Visualization Laboratory and the Institute of Advanced Computing Applications and Technology at the University of Illinois at Urbana-Champaign to create a visual surround for her dance piece. For Monsoon, the metaverse often serves the radical transformation of the performative space as well as conversationally as a space of collaboration between artists and scientists.
 Ana Boa-Ventura is working in digital storytelling in Second Life. She is working with health professionals at the National School of Public Health in Lisbon in the creation of 'biographic spaces" in SL. These spaces leverage the potential of narrative as a combination of story and discourse and explore the fact that the underlying nonlinear narratives in 3D worlds are highly personalized and context-dependent. Do these biographic space manifest/engage diegesis (narrative), mimesis (representation), and the performance artifact itself in a way that impacts behavioral change?
