AMERICAN STUDIES 179--POPULAR CULTURE IN AMERICA

PAPER #5:  POTPOURRI OF SIMULATIONS

Assignment date:  Monday, April 23 
                             Due date:  Monday, May 7
Suggested length:  minimum of 5 pp., double spaced.  Please use title page and number your pages as in previous assignments; use Works Cited (MLA style) page as needed.

For the last focus area of our five paper assignments, before we move on to consider the impact and influence of American popular culture in the process of globalization in our final project together, you have a wide array of options.  The great majority of them have to do with the impact technological advancements may have upon our social construction of reality—more specifically, we should take a lesson from Baudrillard’s assertion that, in the contemporary world, the real is not only what can be reproduced, but that which is already reproduced. We spend increasing amounts of time experiencing or interacting with simulations.  When we select avatars and use them regularly, don’t they begin to affect our self-perceptions and our identities (Even more esoterically, are we all living in the Matrix even now?)

As you narrow your focus and select an approach in any of these topic areas, draw upon vocabulary, techniques, and cultural strategies for analysis we have been building throughout the semester.  Perhaps you will want to probe how such cultural markers as race, class, gender, ethnicity, sexual orientation, age, body type, or religion might be defined or represented in the simulated world you study.  Perhaps you will explore how technological advancements change the ways we communicate and interrelate to such a degree that behaviors or values are affected.  Perhaps you will analyze particular representations of heroes or villains, of myths or stereotypes, of violence, or sexuality, or the exotic in an alternate cosmology.  Perhaps you will reflect upon the ramifications for adopting or shifting self-definitions of identity within a simulated world.  .
Please select as “text” for analysis, specific evidence or examples evaluating one of the following cultural artifacts or communication systems:

· A comic book





· A video game

· A computer game

· Online dating and 21st century relationships
· A chat room culture

· Cam-to-cam relationships—how Skype changes us
· Instant messaging and the ongoing dynamic of social networks

· Cell phone as a prosthetic (as connected to your body!) or  cell phone and social etiquette in 2012
· Blogging’s impact on identity and interpersonal relations

· The distinctive analysis of some aspect or influence of Twitter, Facebook  or another social media site or similar Web 2.0 site
· Avatar selection and layers of identity

· Some aspect or example of online bullying as a social phenomenon

· Sexting

· GPS systems

