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HSS324 dv] 3}std3} (Science Fiction Cinema) 3:0:3(6)

This class introduces students to the social, cultural, and practical significance of science fiction
films. Through close analysis of the visual style, themes and subtext of key films (and television
series), students will learn how to study and appreciate science fiction from different national
cinemas and gain an understanding of how filmmakers use their visions of the future to comment
on contemporary society and culture. This class includes guest lectures and interdisciplinary
content designed to explore the connections and influences between science fiction and real—world
science.
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