Fall 2006

Amusing Ourselves to Death: The Desensitizing Effects of the Media

Syllabus

Objectives
On completion of this class, students should be able to:

· Discover how the media desensitizes viewers

· Identify how viewers are susceptible to the media’s deceptive messages

· Learn how to make educated choices about consuming media

The People
· Facilitator: Linda Chau, Carlton Fong, Richard Kinder, Dora Wong

· Faculty Sponsor: Richard Sterling (Education Department)

· Meeting day & time: Monday, 5 - 6:30 PM

· Location: 210 Wheeler

· Units: 1

· Email: mediadecal@gmail.com

Course Description
The purpose of this decal is to inform and educate students about the media’s desensitizing effects on their views of men, women, children, sex and violence. By examining media content and different forms of media, ranging from advertisements, TV, magazines, movies, music and video games, we will examine how the media manipulates and distorts our attitudes, emotions and values. We will view Disney movies, online video games like Doom, and popular advertisements and magazines to build this case. Each week a visual element will facilitate discussion and educate students about how to deal with the media’s covert attempt to win consumers for life by using explicit and implicit messages that attempt to shape societal values.

Expectations

Attendance is mandatory. Two unexcused absence will result in a warning, the second in a No Pass in the course. In order to excuse an absence you must email the instructor before midnight prior to the class and we will email you back. Classes will begin 10 minutes after the hour. Please come on time. Participation is encouraged. Large and small group discussions will also provide spaces to participate. This class will be fun and interactive so do your best to participate and show up.

Assignments and Grading

You will write a one page proposal and one final project; due date will be announced later. The grading breakdown as follows:

60% Participation and Homework

40% Final Project

Final project: 

Using course material and personal experiences, students will create a final project that reflects how the media has desensitized their perspective on men, women, society or values or other relevant topics. Presentations can be in the form of PowerPoint, video, in-class performance, essay or other mediums students can express their newfound media insight. 

All reading assignments will supplement the weekly course topic, please read.

Grades will be graded on a P/NP basis. 
70% and above = pass
Weekly assignments will coincide with that week’s class topic. Failure to do homework assignment will result in 5% loss in participation grade per class. Every person in the class can pass, but it is up to you!

Weekly Schedule

Week 1: Introduction: Your history with the media

· Discuss syllabus and logistics. Take survey, view media clip and discuss personal stories about you and the media.

· Question: How much do you think the media has shaped your views?

· Homework: (Option 1) Go one day without internet and write a one-page double-spaced reflection on what that was like. Include what you did with whatever extra time you had, difficulties you encountered or anything else you'd like to mention. (Option 2) Pick a typical day an log your internet usage (ex. checking email – 30 min, browsing facebook – 25min, etc.) 
Week 2: New media (facebook, ipods, myspace, etc.)
· Activity/lecture/discussion
· The Internet has become a major part of our society since the release of the World Wide Web in 1992. We will discuss the social ramifications the internet has played and will emphasize the rise of networking tools and how this has affected the way we relate to one another.
· Homework: Write a half-page double-spaced reflection on each: What was your favorite childhood activity? How do you think your childhood compares to what you think a typical childhood is today?

Week 3: Children and Media
· Video/discussion/lecture/activity
· Media has become children’s second parent, learn how media shapes and affects the attitudes, values and health of young children.
· Question: What is the value of childhood in this new digital age?
· Homework: Choose your favorite video game and write one-page double-spaced on what you enjoy about this game. If you’ve never played video games, think of someone you know who plays video games and speculate why they like playing it. 
Week 4: Video games
· Video/discussion/lecture/activity 
· We will be considering the social ramifications of interactive media by examining it in its most prevalent form: computer and console games. We'll also investigate online games, such as MMO, RTS, and FPS games, attempting to uncover reasons for their prevalence and addictiveness, and examining the mutual effects between these games and human interaction.
· Homework: Find an advertisement with a man or woman on it and bring this to discuss at next week’s class.
Week 5: Advertising

· Video/discussion/lecture/activity
· Discover the reality of advertising and its portrayal of men and women and the implications it has on society.

· Question: What would life be like without advertisements?

· Homework: prepare one question for guest speaker
Week 6: Guest Speaker: TBD

· Homework: Write one-page double-spaced on what your favorite movie is and why?
Week 7: Movies
· Video/discussion/lecture/activity

· First half of the lecture will involve watching scenes from some popular modern film and discussion on the deeper message these movies are sending. 

· Discussion on the shift in morals from classic cinema to modern cinema.
· Homework: Bring in the lyrics of your favorite song. 
Week 8: Music
· Ice breaker/survey/lecture/discussion

· We will look at negative psychological effects of music/music videos (i.e. aggression, violence, apathy, suicide) and other effects of emotions and mood.

Week 9: Field Trip - TBD
Week 10: Toss-up week (Topic will be determined by class vote)
Week 11: Final Project Presentations

Week 12: Final Project Presentations

Class Reading/ Resources

Readings 

Kilbourne, Jean. Can’t Buy My Love: How Advertising Changes the Way We Think and Feel. New York: Touchstone, 1999.

“Buy this 24-Year-Old and Get All His Friends Absolutely Free: We Are the Product,” pp. 33-56.

“The More You Subtract, the More You Add: Cutting Girls Down to Size,” pp. 128-154.

“The Dream Begins as Soon as You Open the Door: Advertising an Addictive Mind-Set,” pp. 217-233.

Postman, Neil. Amusing Ourselves to Death: Public Discourse in the Age of Show Business. New York: Penguin Group, 1985.


“The Typographic Mind,” pp. 44-63.


“The Huxleyan Warning,” pp. 155-163.

“Facts: History of Television.” National Institute on Media and the Family. 3 Nov. 2002.

“Facts: Children and Television.” National Institute on Media and the Family. 18 July 2002.

“Facts: MTV.” National Institute on Media and the Family. 14 August 2001.

“Facts: Media’s Effect on Girls: Body Image and Gender Identity.” National Institute on Media and the Family. 6 June 2002.

“Facts: Television’s Effect on Reading and Academic Achievement.” National Institute on Media and the Family.  17 July 2002.

“Facts: Computer and Video Game Addiction.” National Institute on Media and the Family. 11 March 2005.

“Facts: Effects of Video Game Playing on Children.” National Institute on Media and the Family. 22 Nov. 2005.

Anderson, Craig A. and Dill, Karen, E. (2000). Video games and aggressive thoughts, feelings and behavior in the laboratory and in life. Journal of Personality and Social Psychology, Vol. 78, no. 4, 772-790.
“How TV Affects Your Child.” The Nemours Foundation, 2006. http://kidshealth.org.

“The Adverse Effects of Advertising on Women.” http://cal.jmu.edu/zemliansky

“Women, Race & Culture in Disney’s Movies.” New Internationalist, 1999.

Riley, Susan. “Too Few Animated Women Break the Disney Mold.” Ottawa Citizen, 2006.

 “The Multitasking Generation.” Time. 27 March 2006.

Steven Johnson. “Don’t Fear the Digital.” Time. 27 March 2006.
Videos (Media Education Foundation)
Spin the Bottle: Sex, Lies & Alcohol. Prod. Ronit Ridberg. 2004. DVD. Media Education Foundation, 2004.
Deadly Persuasions: The Advertising of Alcohol & Tobacco. Dir. Sut Jhally. 2003. DVD. Media Education Foundation, 2003.
The Killing Screen: Media & the Culture of Violence. Dir. Sut Jhally. 1994. VHS. Media Education Foundation, 1994.
Killing Us Softly III: Advertising Image of Women. Dir. Sut Jhally. 2000. DVD. Media Education Foundation, 2000. 
Mickey Mouse World: Disney, Childhood & Corporate Power. Dir. Miguel Picker, 2001. DVD. Media Education Foundation, 2001.
Game Over: Gender, Race & Violence in Video Games. Dir. Nina Huntemann. 2000. DVD. Media Education Foundation, 2000.

On-line Resources

Mediawise.org

· MediaWise® is the movement for everyone who cares about kids. It explains what media are doing to our children and youth and what we can do about it. MediaWise is an initiative of the National Institute on Media and the Family, a non-profit organization.
Jeankilbourne.org

· Jean Kilbourne, Ed.D. is internationally recognized for her pioneering work on alcohol and tobacco advertising and the image of women in advertising.
Childrennow.org

· Children Now is a national organization for people who care about children and want to ensure that they are the top public policy priority.
Mediaed.org

· The Media Education Foundation produces and distributes video documentaries to encourage critical thinking and debate about the relationship between media ownership, commercial media content, and the democratic demand for free flows of information, diverse representations of ideas and people, and informed citizen participation.
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