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ABSTRACT

The process of digitalization that colonizes every aspect of human life and infiltrates every crevice of
the social fabric by mean of devices, applications, algorithms, platforms, and artificial intelligence (Al),
pushes us to reflect on the evolutionary destiny of the human brain in an increasingly dissolved and
dehumanized society.

In particular, mass screen-addiction and other antisocial digital-related phenomena as cybercrime and
cyber insecurity, probably the most paradoxical and counterproductive side adverse effects of digital,
urgently require countermeasures to protect human brain, collective intelligence, and society as a whole,
in order to make "digital transition" more sustainable.

The main purpose of this contribution is just to problematize the issue of the devastating consequences
of digital and to raise the hypothesis that the systematic promotion of a team mind sport as Bridge in
schools can result an useful “digital detox” intervention to someway combat screen-addiction and to
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promote sociability.

“We are in a race against time to impose safety protocols before
new generative Al systems become too powerful to control”

Dario Amodei, “The adolescence of technology” (www.
darioamodei.com; january 2026)

Introduction

The colonization of every aspect of human life, the infiltration
of every crevice of the social fabric by devices, applications,
algorithms, and digital platforms, produces negative side effects
such as mass screen addiction and the spread of cybercrime. The
cultural, health, and social implications of these effects can no
longer be underestimated, given that the evolutionary destiny
of the human brain is at stake in an increasingly disintegrated,
dehumanized, and depoliticized society.

The purpose of this paper is to draw attention to the pandemic
phenomenon of screen addiction and to stimulate reflection on
the urgency of having to protect our brain and human society
at all costs from the irrational and destructive self-referential
trajectories taken by technological progress.

The systematic promotion of Bridge sport in schools and university
colleges could represent an interesting digital detox strategy to
make digital transition more sustainable.

According to Butler digital (devices, contents, platforms, etc) would
seem specifically designed to be addictive, and pathogenetic

mechanisms of video addiction overlap with those of drugs and
other toxic conditions: same biological substrate (dopaminergic
pathways, limbic system, amygdala, prefrontal cortex, temporal
areas, cytoarchitectural plasticity, cue reactivity, same reward
circuitry, same tolerance and withdrawal symptoms.

In particular, people suffering from pathologic addictions show
the same uncontrollable obsessive-compulsive behaviors; in the
case swiping, clicking, scrolling, tapping, addiction to alerts and
likes, etc etc.

In parallel serious behavior and relational problems arise due to
the morbid attachment to the internet, search engines (Google,
Bing, Yahoo, etc.), social media (TikTok and Instagram first and
foremost, among young people), video games, e-commerce
portals, and videoconferencing platforms. Children, adolescents
and young adults, for whom the condition of morbid attachment
to digital devices and social media platforms seems a completely
normal condition, represent the subjects most at risk of developing
psychiatric and social disorders someway related to screen
addiction, for biological and cognitive reasons.

The synergistic effects between massive overexposure to the
electromagnetic field emitted by devices and antisocial messages
and contents by web and social media have long been reported as
a possible source of health and sociopathic risk for children and
young people, and some researchers believe that video addiction
can be a risk factor for dementia.
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It's no coincidence that the World Health Organization (WHO) and
the American Academy of Pediatrics (AAP) have long been sounding
the alarm, also considering that in addition to psychiatric problems,
we must also consider the indirect effects of screen addiction
(sedentary lifestyle, disaffection from sports activities, isolation,
linguistic decline, etc.), and a whole series of pathologies, from
ophthalmological (asthenopia, dry eye), to orthopedic (scoliosis,
tendinopathy), oncological, reproductive (infertility), not to
mention work and car accidents and professional errors due to
distraction, inattention, and multitasking.

Already in 2002, in the “3G era”, in the book “Liquid Modernity”
Zygmut Bauman denounced how the process of digitalization was
producing a society of video-addicts, alienated, stupid, incapable
of maintaining stable, lasting, meaningful relationships with their
peers, conformists, docile.

After more than twenty years, and having observed two more
generations of mobile telephony, he entrusts a posthumous book,
"Retrotopia" (2017) inviting humanity with still lucid and critical
brains to do everything possible to keep the flame of utopia live,
and dream of a return to an analogic re-humanized world.

In fact an unchallengeable tsunami of Al-powered algorithms,
social anthropomorphic robots, self-learning and autonomous
machines, sensors, metaverses, avatars, digital twins, injectable
nanodevices, biocomputers, all connected in an increasingly dense
technosphere by Internet of Everything (loT), imposes new and
changing conditions of adaptation on humans, subverts the way
we relate to each other, to form identities and literally splits life
itself between online and offline dimensions.

Far from belonging to the category of acritical “apocalyptics” and
technophobes, given that my field of work (Diagnostic Imaging)
is highly technological, and that many advantages of digital
are indisputable, | point the torch of this polemical reflection
straight on the hidden face of digitalization, the apotheosis of
the instrumental rationality of capitalism driven by acceleration,
in order to illuminate some of the most "inconvenient" aspects,
that is unforeseen, unwanted, and perverse side effects that,
causing widespread moral and existential discomfort, alienation,
collective stupidity, and dissolution of interpersonal bonds, they
risk "vaporizing" the current “5.0 liquid society”. Rather, on the
contrary, by thinking in a constructive way, we need to propose and
implement strategies to combat trends that could prove destructive
and catapulting us toward somewhat dystopian scenarios.

The sport of Bridge could theoretically be included among these
"social therapeutic" options due to its ability to stimulate the
entire brain and promote collective intelligence and sociability,
as a pair and team game that requires cognitive effort combined
with coordination and strategic interaction.

This paper is just an attempt to scientifically support the idea
that promoting Bridge in schools and university colleges, possibly
combined with “detox interventions” and “digital literacy”
educational workshops, can contributes somehow to make more
sustainable the digitalization process and, particularly, to mitigate
the phenomenon of mass video addiction.

The following discourse, in which | try to synthesize the most
recent data extracted from a fast selective bibliographic sample
(including 23 qualitative sociologic surveys and 24 papers
between solid systematic reviews and meta-analyses, what
in my opinion is ultimately a representative sample of the
state-of-the art regarding the topics covered) obtained by
searching on Google Scholar and PubMed full-text articles in
English, freely available online, published between 2020 and
2025, using the following keywords: Bridge card game, mind
sports, digital dementia, digital alienation, scree- addiction,
video-addiction, internet-addiction, social media-addiction,
digital detox interventions.

These data essentially update a vast and varied body of
literature, spanning multiple disciplines, which leads us to
believe that now the risks far outweight the benefits and that
transition toward the imminent 5.0 society driven by 6G, Al
powered alghorithms and IoE must be strictly controlled.

1. Acceleration, Alienation, Digital Dementia

Although the topics of the ambiguous, contrasting, and
ephemeral effects of technology and, more in general, of the
relationship between psyche and techne have always been
discussed, and "integrated" and "apocalyptics", technocrats and
technophobes have always accused each other of preventing
the progress of human civilization, the level of acceleration
reached today by technological trends no longer seems to be
socially sustainable.

The dizzying digitalization of life and work makes man
increasingly alienated because for sometime technique has
no longer been a means to optimize resources but an end in
itself, that is, self-referential, tends simply to self-empower.

The post-Marxian “frankfurtists” focused on the discourse
of alienation related to the technological acceleration. In
particular, following Erbert Marcuse (Essay on Liberation”,
1969), now the reification of man today seems to reach its
highest level by exploiting the masses of video addicts as an
inexhaustible producer of immense quantities of big data and
digital traces, most of which just supplied by e-Health, i-Health
and m-Health.

In parallel the school undertakes to adapt to Industry new
models centered on generative artificial intelligence (GenAl),
by focusing on digital skills but discouraging handwriting, book
reading, critical thinking, and teamwork; the Med-Tech faculties
are responsible for training video addicted doctors increasingly
unaccustomed to clinical practice, required to increase the
productivity of the equipment; the mcdonaldized public
administration promotes functional ignorance and stupidity
in order to avoid jamming bureaucratic procedures; the world
of sports is made largely addicted to wearable biosensors
and genomic drugs to bring performance to an increasingly
extreme limit.

In the face of this undeniable massive artificialization it’s
difficult to keep obtimism about the destiny of an alienated,
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idiotized society, which also ages quickly, made unable to change
the status quo.

According the "dromological" perspective of Rosa, digital
acceleration, while making human life increasingly easier, more
convenient, and (above all) more fun, produces growing frustration
and alienation because competition and competitiveness force
us to incessantly chase innovations, dramatically widening the
spectrum of opportunities that will remain largely unexplored
and unattainable, fueling what Bauman says "the struggle of all
against all, but against no one in particular".

People, artfully manipulated by the media bombardment, take
for granted that they must perform at all costs, have to hurry, run
to save as much time as possible, to avoid being left behind, out,
excluded, to keep up with the times. But we rush to buy the latest
innovation when what we own has not yet been fully understood
and has remained largely underused, not exploited at all.

Therefore, the current forms of alienation push psychiatry to
update the DSM-5-TR (2023) in order to include new diagnostic
criteria and interventions to cope "digital risks", "digital disorders"
“technostress”, all conditions potentially able to evolve towards
paralyzing and disabling "burnout” syndromes.

The link between alienation and addiction is circular, and
the mutual reinforcement of the two conditions causes non-
specific clinical pictures including amnesia, memory difficulties,
intellectual disability, attention and concentration deficits,
dissociative, depersonalization and derealization disorders,
cognitive fragmentation, difficulty empathizing, pathological
narcissism.

The role of the sleep is crucial, because addiction also causes
insomnia and difficulty falling asleep. The qualitative and
guantitative decline of sleep in turn produces confusion, daytime
sleepiness, irritability, difficulty concentrating, listlessness,
chronic fatigue, which in turn aggravate stress and mind
functions, and, again, addiction.

In general video addicts show uncontrollable behaviors ranging
from the "Google effect" (people instinctively asks the most
trivial question on his cell phone), to “nomophobia” (= no-mobile
phobia), a painful syndrome that manifests itself with panic
attacks triggered by a sudden disconnection, lack of signal, loss or
malfunction of the cell phone, to “FoMo” (= “fear of missing-out”:
the obsessive fear of being "cut off" if one losses the internet
connection).

As regards "digital dementia", a clinical concept introduced by
Spitzer in 2014, the most recent studies using fMRI and PET have
demonstrated in samples of video addicts similar dysfunctions
and structural brain alterations detectable in patients suffering
from Alzheimer’s dementia.

Just like these elderly patients the video addicts show childish
behavior, memory loss, amnesia, stupidity.

In addiction has been hypothesized that intelligence regresses
from the "analytical-sequential" mode, suited to understanding
an analogic world nourished by multisensory awareness and
practical experience, to the "holistic-simultaneous" mode,
stimulated simply by visual culture and screen-mediated
experience.

This cognitive process just dominated the mind of the cave
hominid who, 250,000 years ago, communicated and socialized
through pictograms and onomatopoeic sounds.

Finally, we mention the registration of the "reverse Flynn effect",
indicating a progressive decline in the collective intelligence
quotient.

Remeasuring the "Engelbart Index" in a few years, when the
figure of 9.7 billion phone subscriptions will be reached and
6G will become the operating standard, could therefore help
us understand whether the increase in rates of school failure,
illiteracy, mental distress, depression, social unease, and suicidal
tendencies is somehow related to the digital among the Z Gen
digital natives.

According to Walter Sani ("La fuga immobile", 2025) our
adolescents seem to suffer from an alienating "sense of profound
bewilderment due to the conflict between the desire to escape
from the real world and the inability to move”, and we cannot
rule out at all that video-addiction and mind disorders riggered
by cybersecurity flaws, hacking, cybercrimes, could be further
exacerbated by the next Al applications.

2. The Collectivistic Core of Bridge: Sociological Features

Bridge is intrinsically a pro-social game because both partners
need to communicate and coordinate strategically each other,
to open theirselves to the other, to replace egocentrism with
altruism, the “1” with the “We”.

This interaction inevitably produces collective intelligence, a
shared mind that is something far superior to the simple sum
of two single minds, it allowing the pair, the group, the team to
succeed in a competitive situation.

Bridge stimulates deeply the mind and requires both continuous
training of higher mental functions and of couple and team
harmony to improve sports performance.

The main cognitive functions involved in the dynamics of the
game are the following:

- numerical and visuospatial memory: in the initial process of
"hand typing"

- probabilistic logic: in evaluating the "distribution of remainders"
in the second stage ( “playing cards”) of the game

- decision-making processes: since each "deal" is essentially

unrepeatable, one must constantly face, resolve new
problems, make moves under time-pressure
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- thinking activities: critical (deductive reasoning based on what
one observes at the table); strategic (planning the sequence
of moves, predicting the opponent's possible countermoves:
"declaring’s plan" vs "defender’s plan"); lateral (which,
compared to rigid vertical, logical-rational thinking, allows
one to flexibly find new, creative, and non-schematic solutions,
approaching the problems posed by the deal from different
perspectives)

- Attention and concentration (focus): one must remain focused
at the table without being distracted by the outside world or
by negative thoughts and emotions

- Emotional intelligence: self-awareness; management of
unpleasant emotions; empathy (sympathetic interactions);
communication skills

Essentially in this mind sport the players are required to train
in exercising together with the partner logic, emotional and
relational skills in order to be able to manage one’s impulsiveness,
emotionality, involuntary expressiveness, to make decisions and
to exchange clear messages.

In addiction in this social game the dialogue between partners
shows at least two fundamental characteristics. The first one
concerns a particular form of symbolic coded communication,
in the case mediated by the sports tools (bidding cards), whose
linguistic rules are organized in a chinese box-like system (bidding
system), and the messages (declarations) are exchanged in a
transparent way, assessable by anyone, even an external observer.
Therefore, unlike other games, for example poker, Bridge does not
allow for bluffing or "masking moves" at all, but information have to
be evaluated by everyone, so also eventual "partner agreements"
have to be previously announced (alerted) and explained to the
opponents.

The second feature of this form of strategic communication is that
paradoxically the dialogue is mute, that is exclusively based on
"communicated information" mediated by the bidding cards posed
on the table: both verbal and expressive component provided by
paralinguistic signs (mimicry, gestures, postures, agreed-upon
actions) are banned (in certain tournaments even a "curtain" is
used to prevent the two partners from looking at each other).
A symbolic mute communication is also adopted by the pair of
defenders when playing tricks, in an attempt to put "down" the
declarer, by assigning a certain meaning to the cards (for example

n o«

“like”, “rejection”, “preference”).

Not surprisingly due to this conceptual complexity Bridge is suitable
for both educational and even clinical purposes. In the training
field Bridge would integrate well with pragmatic approaches
such as "learning by doing", where mistakes represent a valuable
source of knowledge, and "gamification", making the learning
experience more motivating and rewarding. In medicine, we expect
positive results from some trials conducted in various countries
where Bridge is experienced in the attempt both to slow down
the progression of early dementia and to promote socialization
among elderly.

At the Stirling University Professor Samantha Punch uses
Bridge as an ideal model to explain the mechanisms of
strategic interaction that occur in the ordinary life. Just as
it normally happens when people meet, especially for the
first time, the players=social actors in addition to making a
good impression, they must try to collaborate for mutual
interests. In these situations, just as in a Bridge match,
people act strategic interactions by evaluating the cost/
benefit ratio of every decision and every play. At the same
time, they must cope impulsiveness and negative feelings,
keep focused on the context, avoid making mistakes that can
compromise communication. As a perfect metaphor for life,
Bridge teaches us that we must trust in others if the goal is
shared and empathize with the partner in order to cooperate
synergistically.

Even Goffman, in the book “Strategic interaction” (1969)
cites Bridge as an example of a “zero-sum” tetrad situation - a
context that can be assimilated to a game in which two pairs
of opponents compete for the same goal - where cooperation
and coordination is mandatory to obtain the maximum benefit
from a mutual exchange in order to win a prize (“pay-off”’).
In particular, from this "dramaturgical" or "choreographic"
perspective, we can imagine a match of Bridge as a theatrical
performance (“on-stage”) in which the players=social actors
play roles, as per the script, trying not betray the audience's
expectations (although improvisations=transgression of norms
are tolerated by the "system"). But in this special case the
players/actors are mute and have to "wear a mask" making
them serious and inexpressive, leaving the task of exchanging
information to the symbolic communication mediated by the
bidding cards. Only after the curtain falls, in the post-match
(“on-backstage”), players finally remove the masks, take a
breather, relax, regain their own identity, discuss about errors,
perfect agreements and playing styles.

Other clues to the socializing nature of Bridge come from
Social Physics. By mean of statistical models using the myriad
of digital traces and big data that we “scatter everywhere
like bread crumbs”, according Alex Pentland, it’s possible to
predict the trend of complex social systems, result of non-
intended interactions between social atoms=social actors, by
considering them as material structures subjected to the laws
of physics. In “The Social Atom: Human Behavior and the Laws
of Physics" (2008) Mark Buchanan explains as the ontologic
tendency of humans to socialize, this innate altruism of the
“social atom”, leads to the formation of “structures” that can
be analyzed mathematically, just as Auguste Comte, the founder
of Sociology, had imagined in 1826.

Finally, Bridge can be adopted as psycho-technique, involving
someway both the management of "slow" and "fast" forms of
rationality, the organization of thought, and the putting under
control instincts and emotions. And when we face with an
unusual problematic “hand”, we can even try to rely on faster
forms of decision-making, based on intuitive, creative, non-
stereotyped mental approaches: we can basically reinforce
the altruistic mind that allowed our hunter-gatherer ancestors
to form societies.
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Punch also underlines that despite being an intellectual sport,
Bridge requires a certain amount of physical activity (physicality),
just like in motor sports the mental coaches take care of the
athletes’ mind. But the physical tiredness, the stress that players
usually express after a tournament three/four hours long, is well
repaid by a strong sense of satisfaction and gratification, and
this positive mind status is the main factors both motivating to
continuously improve sports performance, producing a healthy
feeling of well-being, and reinforcing a sense of belonging to a
community.

And, finally, let’s also mention the manual aspect, requiring an
high level of “hand-eye coordination”, given the large number of
practical operations to be performed correctly by managing boards,
playing cards, bidding box, bidding cards; score forms.

3. Limitations and Final Considerations

The complex of the more recent scientific evidence and theoretic
reflections that | have tried to summarized in an eclectic discourse
push us to believe that the sport of Bridge seems to have enormous
potential for in some way and to some extent counteracting a
whole series of anti-social and idiotizing converging dynamics
and trends, directly and indirectly related to digitalization, despite
we still lack the support of rigorous clinical trials and follow-up/
longitudinal long-term studies concerning both “digital detox
interventions” in groups of video-addicted students and “Bridge
experiences” in groups of elderly people suffering from dementia.

Other relevant problems, therefore the empirical demonstration
of the health and social benefits of the Bridge sport still remains
actually limited, come from a very narrow bibliographic online
search, having used only two among the most popular search
engines, and then excluded an amount of abstracts and paid full-
length papers.

Anyway, not being able to swear on the “sociotherapeutic”
effectiveness of the Bridge sport and without the slightest pretense
of carrying out a “systematic review” on the issue of the adverse
effects of digital, the present critical reflection essentially aims to
draw attention to a complex socio-technical phenomenon, the
digitalization process, that risks to be irrational and uncontrollable,
worsening the continuous emergencies that more and more
alienated humans are no longer able to face without turning to
alien and artificial intelligences.

Itis no coincidence that the Mind Health Report 2025 shows that at
least a quarter of the population suffers from some form of mental
disorder, and that a full half of young adults show serious signs of
alienation. Italian ISS informs that the incidence of mental distress
among young people exceeds the continental average, emergency
room visits for acute mental disorders related to alienation and
technostress are increasing exponentially, and serious criticalities
exist in the field of psychiatric care, with funding well below the
world average, equal to 14% of global healthcare spending.

To avoid relapsing into a baumanian "retrotopic nostalgia," to
flow solipsistically back into memories of the great beauty of

the old analog days, all we have to do is act actively to make
the transition toward the “5.0 Society” more sustainable.
In my opinion, the proposal to promote the sport of Bridge
among young people both as a strategy of digital detox and
a contribution to mitigate mass video-addiction cannot be
underestimated.
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