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SCIENCE FICTIONS, POPULAR CULTURES ACADEMIC CONFERENCE 
 

 
Kohala Coast, Big Island of Hawai’i, September 13-16, 2018  
 
SCIENCE FICTIONS, POPULAR CULTURES is devoted to uncovering and examining 
cross-disciplinary, cross-genre, and cross-media scholarship.  
 
Beyond Boundaries  
Just as Battlestar Galactica and Global Dynamics pushed technology to work better than 
designed...  
Just as artists are not bounded by one media or platform...  
Just as science pushes the limits of what is fiction to discover what is fact...  
Just as science fiction constantly defies and defines the parameters of genre...  
Just as popular culture erases the divides of academic disciplines...  
 
SCIENCE FICTIONS, POPULAR CULTURES seeks to both defy and redefine how the 
academy views science fiction and popular culture—and the research, scholarship and 
creative endeavors of those working across these fields. A refereed Conference 
Proceedings is published to document the event.  
 
SCIENCE FICTIONS, POPULAR CULTURES is an academic conference featuring 
peer-reviewed scholarship from a wide spectrum of disciplines addressing the narratives 
and performances of science, science fiction, and popular culture entertainment across 
media, platforms, and cultures.  
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BRIEF DAILY SCHEDULE 
 (Anticipated) 

 
Thursday 
 
9:00 Walking Tour of Mauna Lani Grounds Flora and Fauna 
 (General Audience) 

Danny Akaka, Director of Cultural Affairs 
 
10:00 Educators & Academics Coffee Hour [Puna Room] 

 Carrie J. Cole 
 
11:00 Depictions of Weather & Climate in Martian Science Fiction [Ballroom 3] 

(General Audience) 
 Tim Slater 

 
11:00 Conflicts between Native Hawaiian and Modern Hawaiian Languages 

(General Audience) [Hamakua Room] 
         Keao NeSmith 

 
12:00 Classic SciFi (75 min.) [Hamakua Room] 
 

Allowed to Be a Hero:  Disruptive Diversity in Victorian Genre Fiction 
Laura Goodin 

 
H.P. Lovecraft’s Philosophy of Science-Fiction Horror 

Greg Littman 
 
"Voltaire’s Science Fiction Philosophy" on Micromegas: A Philosophic 
Story 

J.J. Abrams 
 
1:30 Conference Grand Opening at the Ho’Aloha Pavilion 
 
2:30 Living in SciFi Simulations (75 min.) [Hamakua Room] 
 

The Problem of Suffering in Jonathan Nolan’s Westworld 
George A. Dunn 

 
Science-Fiction and the Simulation Hypothesis: Why we might actually be 
living in a computer simulation 

David Kyle Johnson 
 
Virtual Virtue: Cultivating Morals Through Video Games 

C. Joshua Horn 
 

PRO TIP: Kindly check the 
POCKET GUIDE found at 

the registration desk for 
an updated and more 

accurate schedule 
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4:00 SciFi's Depictions of the Human Enterprise (50 min.) [Hamakua Room] 
 

Mirror, Mirror: Star Trek Discovery as Cultural Criticism  
Timothy Harvie 

 
Rac(e)ing Down the Self in Time & on TV: The Humans, Electric 
Dreams, & Black Mirror 

Brooke Carlson 
 
5:00 Influence of Modern Day Gaming Panel Discussion (General Audience) 

[Hamakua Room] 
Randall Jensen, Steve Rabitsch, & Joshua Horn, among others 

 
5:00 Teaching with Comics (Educators & Academics Audience) [Puna Room] 
 
6:00 Opening Academics & Educators Cocktail Reception [Ballroom 3] 
 
7:00 Evening Programming in and around the Ballroom Lanai 
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Brief Daily Schedule 
(Anticipated) 

 
Friday 
 
8:00 Creating SciFi Heroes and Others that Matter (50 min.) [Hamakua Room] 
 

Nietzsche Tells the Time: Creating the Superman in Watchmen 
Donna White 

 
X-Men Saga and the “Otherness”: Diversity as Element Of Crisis In 
Fictional And Real Dystopias 

Elsabetta Di Minico 
 
9:00 Holographs of the Future Panel (50 min.) [Hamakua Room] 
 

Simulated Futures Past: Revisiting Max Headroom in the Era of 
Alternative Facts  

Carrie J. Cole 
 
Holographic Sentience and The Automation Of Emotional Labor In Blade 
Runner 2049 

Liz Fairchild 
 
11:00 Will Robots Rule the Universe? (General Audience) [Hamakua Room] 

 Liz Fairchild, Mimi Marinucci, & Carrie J. Cole, among others 
 
2:00 The Joy of Discovery and Discourse in SciFi (50 min.) [Hamakua Room] 
 

An Analysis of Terrorist Organizations in Popular Graphic Novels and 
Their Relevance For Shaping Socio-Political Discourse About Terror 

Clint Jones 
 
James Cook, Horatio Hornblower, And James T. Kirk Meet on The Cosmic 
Shores Of The Pacific: The Secret British (Hi)story Of Star Trek 

Stefan “Steve” Rabitsch 
 
4:00 Set Phasers to 'Learn' with Star Trek (Educator & Academic Audience) 

[Puna Room] 
 Stefan “Steve” Rabitsch 

 
  

PRO TIP: Kindly check the POCKET GUIDE 
found at the registration desk for an 
updated and more accurate schedule 
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5:00 Star Wars Filming Location Travel Logs (General Audience) [Hamakua 
Room] 

Alan Chafin 
 
6:00 Best Firearms for the Imminent Zombie Apocalypse (General Audience) 

[Hamakua Room] 
 Tim Slater 

 
7:00 Evening Programming in and around the Ballroom Lanai 
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Brief Daily Schedule 
(Anticipated) 

 
Saturday 
 
8:00 Questions of Morality and Justice in SciFi (100 min.) [Hamakua Room] 
 

Is There More To Life Than Being Good? Susan Wolf’s “Moral Saints” And 
"The Good Place” 

William Lindenmuth 
 
Disentangling Human Nature from Moral Status in The Works of Philip K. 
Dick 

James Okapal 
 
Singularity and Sex Robots 

Mimi Marinucci 
 
Fantasy World-building through Exemplar Characters: Justice in The Lord 
of the Rings 

John Whitmire 
 
10:00 Professors Who Watch Star Trek (General Audience) [Hamakua Room] 

 Stefan Rabitsch, Timothy Harvie, & Stephanie Slater,  
Kyle Johson, among others 

 
11:00 Inquiring Philosophical Minds in SciFi (50 min.) [Hamakua Room] 
 

Shall We Play A Game? Teaching Philosophy Through Science Fiction 
Randall Jensen 

 
Philosofiction: Science Fiction as Vehicle for Philosophical Inquiry 

Steve Bein 
 
1:00 SciPhi: Science Fiction as Philosophy (General Audience) 

 David Kyle Johnson 
 
5:00 Comics & Graphic Novels Professors’ Panel (General Audience) 

 Donna White, Elizabeth Di Minico, & Clint Jones, among others 
  
6:00 Star Wars Bloopers (General Audience) [Hilo Room] 

Alan Chafin 
6:00 Fandom Triva Smackdown (General Audience) [Puna Room] 
 
7:00 Evening Programming and CosPlay Contests in  

and around the Ballroom Lana  

PRO TIP: Kindly check the POCKET GUIDE 
found at the registration desk for an 
updated and more accurate schedule 
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Brief Daily Schedule 
                       (Anticipated)  
 
 
Sunday 
 
9:00 The Orville: What Science Fiction Does Best (General Audience) 

[Hamakua Room] 
 David Kyle Johnson 

 
10:00 It’s a Mad, Mad, Mad, Mad Max (General Audience)  

[Hamakua Room] 
 Carrie J. Cole 

 
2:00 Eclipses in Science Fiction (General Audience) 

 Stephanie J. Slater 
 
3:00 Galileo’s Universe: Seeing the Universe Through  

Galileo’s Eyes (General Audience) 
 Tim Slater 

4:00 The Dr. Who Scenes and Episodes You Never Got to See 
 (General Audience) [Hilo Room] 
 
5:00 Unresolved Questions about Morals and Values in Black Panther 

Panel (General Audience) [Hamakua Room] 
 Mimi Marinucci, Steve Bien, Jim Okapal, Brooke Carson,  

Timothy Harvie, Tim Slater, Clint Jones, among others 
 
6:00 A Hui Ho! Conference Wrap Up Talk-Story Closing Session 

(General Audience) [Ballroom 3] 
Jessica Gauthier, Stephanie Slater, Mike Sado,  

Jeremy Wilson, among others 
 
7:00 Evening Socializing in and around the Ballroom Lanai 
 
 
 
 

  

PRO TIP: Kindly check the POCKET GUIDE 
found at the registration desk for an 
updated and more accurate schedule 



2018 Science Fictions, Popular Cultures–Preliminary Meeting Booklet                                     page 9  

 
SFPC PRO-TIPS 

 
#1:  Hawai’i can be hot, really hot.  And it rains unexpectedly.  So, we suggest wearing 
very casual clothing for this conference.  Shorts are perfectly acceptable.  Sandals are 
acceptable too (we call them “slip-ahs” here).  Kindly note it can get a bit chilly in the 
evenings and in the all-to-often over air-conditioned meeting rooms, so having a casual 
light jacket or pull-over is a reasonable thing to bring along. 
 
#2:  There is little to no public transportation here, so it is best to rent a car or get where 
you are going and stay there.  Lyft and Uber have just been started on the island, but 
they are inconsistent and spotty, as any new enterprise is. 
 
#3:  Food is expensive here, because everything comes in by boat or airplane.  Most 
places take credit cards and in the event you end up needing more American cash, let 
Tim or Carrie know and we can help you get some. 
 
#4:  When you meet a person younger than you whom you don’t know, they might 
address you as “Uncle” or “Auntie.”  This is a sign of respect here.  You should also feel 
free to greet others by saying “Aloha” and showing your appreciation by saying 
“Mahalo.”  Greeting people with a hug and a kiss on the cheek is also common here, so 
don’t be surprised.  Moreover, using local Hawaiian words is not viewed as cultural 
appropriation here, but is instead considered polite. 
 
#5:  In addition to the 30 hours of SFPC programming, there is another 30 hours of 
programming for K-12 teachers you might enjoy, and 100 hours of additional 
programming that includes question and answer sessions—we call it “talk story”—with 
celebrities, filmmakers, authors, game inventors, and snorkeling tours, and, and, and..…. 
a beach.  Your SFPC registration gets you access to all of this AND the peer-reviewed, 
published proceedings.  We double-dog dare you to be bored! 
 
#6:  Hawaii is very casual, and “island-time” really exists.  As such, schedules are 
constantly in flux, and sometimes it is hard to keep track of what is happening when. 
 
We'd like to keep you updated by sending you occasional text messages to your phone.  
If you have a US or Canadian phone number, simply text the phrase   @hc-sfpc   to the 
number   81010   to get conference text message updates.  
 
 --[ Alternatively, if you have an international phone number, you should download the 
app called REMIND and set it to send you notifications ( https://www.remind.com/join/hc-
sfpc ) to get messages sent to your phone (or email) ]— 
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"Voltaire’s Science Fiction Philosophy" on Micromegas: A 
Philosophic Story 
Jerold J. Abrams, Creighton University, jja04319@creighton.edu 
 
ABSTRACT:  Voltaire’s “Micromegas: A Philosophic Story” (1752) is a science 
fiction story about an alien giant named Micromegas from the star system Sirius. 
Micromegas stands one hundred twenty thousand feet tall, possesses a 
superhuman intellect, almost a thousand senses, and lives for millions of years. 
Micromegas travels to Saturn and meets a smaller philosopher giant, and they 
then travel to Earth and meet a ship full of French philosophers. The alien and 
French philosophers discuss the nature of the universe and determine that all 
rational creatures inhabit one vast intergalactic community. Before leaving Earth 
Micromegas presents the philosophers with a book expounding his philosophy, 
but later a Paris Academy Secretary discovers the pages to be blank. Apparently 
Micromegas encrypted his text by reduction of magnitude, rendering his 
philosophy invisible without sufficiently powerful instruments of magnification like 
those possessed by Micromegas himself (and perhaps given to the French 
philosophers). The content of the mysterious text has puzzled readers since the 
appearance of Voltaire’s “Micromegas,” and yet the outlines of the alien 
philosophy may be determined partly by implication from the story itself, and 
would appear to include even the arrival of alien beings on any planet, e.g., Mars 
or Earth, who transform the minds of the creatures of those planets. In the 
generations following “Micromegas,” stories of the arrival of aliens bestowing 
Promethean mind-transforming gifts upon humanity appear in several great 
works of science fiction literature and cinema, e.g., Stanley Kubrick’s 2001: A 
Space Odyssey (1968), and Denis Villeneuve’s Arrival (2016). Yet, in presenting 
images of what humanity would be or could be by alien transformation, works like 
“Micromegas,” 2001, and Arrival, inevitably also reveal what humanity has 
always been, and may always be, namely, beings who by nature investigate 
without end what it is to be these very beings. 

 
ABOUT THE AUTHOR:  Jerold J. Abrams is associate 
professor of philosophy at Creighton University in 
Nebraska. He teaches and writes in aesthetics and 
philosophy of film. Recent publications include 
“Aristotle and James T. Kirk: The Problem of 
Greatness,” in The Ultimate Star Trek and 
Philosophy, ed. Jason Eberl and Kevin Decker 
(Blackwell, 2016); “Submitting to Superior Aliens,” in 
The X-Files and Philosophy, ed. Rob Arp (Open 
Court, 2017); “Shakespeare’s Supervillain: 
Coriolanus,” in The Dark Side: A Supervillain 

Reader, ed. Robert Peaslee and Rob Weiner (University of Mississippi, 
forthcoming); and “Aesthetics in Mary Shelley’s Frankenstein,” Journal of 
Science Fiction and Philosophy, forthcoming). 
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Philosofiction: Science Fiction as Vehicle For Philosophical 
Inquiry 
Steve Bein, University of Dayton, sbein1@udayton.edu 
 
ABSTRACT:  In his Commentary on Aristotle ‘s Metaphysics Thomas Aquinas 
says, "Now, as wonder is the reason for philosophy, it is clear that the 
philosopher is to some extent a philomythos, that is, a lover of fables." One 
should not be surprised, therefore, to find that speculative fiction is fertile ground 
for philosophical reflection. In some respects fiction is arguably a better vehicle 
for philosophical reflection than academic philosophy itself, for it requires no 
specialized education, vocabulary, or familiarity with an existing body of 
literature. Short stories are a particularly effective vehicle for guiding 
undergraduates through genuine philosophical inquiry-that is, inquiry in which 
students create and investigate their own questions-because of their concision. 
Chosen well, a body of short stories can replace the standard introductory 
philosophy reader without compromising academic integrity. I dub such stories 
"philosofiction." 
 
In this presentation I will outline an approach to teaching philosophy through 
philosofiction-specifically science fiction-including an argument for why science 
fiction is a particularly effective vehicle for this methodology. There are masters 
of the craft who also exhibit an interest in classical problems in the history of 
philosophy (e.g. Philip K. Dick ‘s abiding fascination with questions of 
epistemology and personal identity) as well as particular themes or tropes that by 
their nature invite philosophical speculation (e.g. the metaphysical and ethical 
conundrums presented by time travel). Furthermore, science fiction enables 
authors to consider a particular philosophical problem and then construct worlds 
in which the problem is real (e.g. whether or not an artificial intelligence deserves 
human rights protections). I will close with a brief outline of a possible 
Philosophical Themes in Science Fiction course, with short stories by such 
figures as Ray Bradbury, Octavia Butler, Orson Scott Card, Harlan Ellison, Nancy 
Fulda, Stanislav Lem, Ted Chiang, and Ursula K. LeGuin. 
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ABOUT THE AUTHOR:  Steve Bein, PhD is Assistant 
Professor of Philosophy at the University of Dayton, 
specializing in Japanese philosophy and Buddhism. 
He is the author of Purifying Zen (University of 
Hawaii Press, 2011) and Compassion and Moral 
Guidance (University of Hawaii Press, 2013), and is 
a regular contributor to the Wiley-Blackwell pop 
culture and philosophy series (including Wonder 
Woman and Philosophy, LEGO and Philosophy, 
The Ultimate Star Trek and Philosophy, and the 
forthcoming Disney and Philosophy). Bein is also a 

science fiction and fantasy novelist and short story writer, and a frequent 
presenter at comic cons and writers’ conferences. 
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Rac(e)ing Down the Self in Time & on TV: The Humans, Electric 
Dreams, & Black Mirror 
Brooke Carlson, Chaminade University of Honolulu, 
brooke.carlson@chaminade.edu 
 
ABSTRACT:  Science fiction in the twenty-first century is struggling with time.  In 
addition to real time, or the present, we now how have time online, and the 
mainstays - the past and future.  New technology in film and television is 
shortening time in that consumers now consume what they want, when they want 
it.  The compression of time via tech situates humans alongside, within, and 
amidst artificial intelligence.  We can see the drama unfolding in several shows 
set in the not too distant future that debuted on British public television: Charlie 
Brooker’s Black Mirror; Humans, written by Sam Vincent and Jonathan Brackley; 
and Philip K. Dick’s Electric Dreams, based on the sci-fi stories of Philip K. Dick.  
Each of these series has progressed into several seasons, airing across multiple 
platforms, including Channel Four, AMC, Netflix, and Amazon.  In addition to the 
problems of being wrapped up and connected to new technologies, positing us in 
the space of Donna Haraway’s cyborg, these shows challenge humans to be 
human beings; as such, race persists as a problem of representation.  We see 
human beings grappling with technology that no longer serves them and the 
problem of living alongside things that are both very much like, and clearly not 
human.  How and what these humans are doing and do with the tech calls into 
question what we as human beings are.  The representation of synthetic and real 
race in a time not far from today illustrates our problematic state of raced being in 
our own now future present.              

 
ABOUT THE AUTHOR:  Brooke A. Carlson is an 
Assistant Professor in the English department at 
Chaminade University. His specialization is early 
modern English literature, and his research interests 
include Asian Shakespeare, Korean literature of the 
diaspora, science fiction, assessment, and the 
scholarship of Teaching and Learning. You can find 
him in the Twitterverse or Instagramland via the 
moniker @unibcarlson. 
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Simulated Futures Past: Revisiting Max Headroom in the Era of 
Alternative Facts 
Carrie J. Cole, Indiana University of Pennsylvania, carriejcole@gmail.com 
 
ABSTRACT:   
 

“‘Well, it is a good time for a comeback,’ because the whole ‘20 
minutes into the future’ business… we’ve arrived.” 

 
 While the character of Max Headroom originated on British television nearly 
thirty-five years ago, the whimsy and naivete of the 1987 American television 
version of the techno-dystopia inhabited by the artificial intelligence/alter ego of 
investigative journalist Edison Carter is oddly prescient of our own near future. 
From the all-present media with its emphasis on embedded advertising as 
primary content and news as entertainment, to the influence of politicians on the 
media (and the media on politicians), to the fringe group of citizens who have 
chosen to “blank” themselves by disconnecting their identities from media…the 
near future world Max Headroom virtually inhabits and Edison Carter investigates 
through both analog and cyber-based means offers disturbing parallels to the 
product-placement “fake news” media-surveilled world we currently inhabit. 
 
This presentation uses the Max Headroom character, particularly as he inhabits 
the world of the 1987 US television series, as an investigative intersection 
between the dawn of cyberpunk, the culture of surveillance under which we 
currently operate, and the alternative possibilities that the series posits, with a 
nod to David Brin’s extensive nonfiction writing arguing for sousveillance as the 
antidote to the media’s stranglehold on information and identity be turning the 
surveillance on the very people who surveil us. 
 

ABOUT THE AUTHOR:  Dr. Carrie J. Cole is an 
associate professor of integrative theatre studies in 
the Department of Theater and Dance at Indiana 
University of Pennsylvania. Her scholarship and 
creative endeavors focus on current and future 
trends in US theatre, performance and popular 
culture (specifically staging science fiction and the 
fantastic). As a theatre artist, Carrie directs, fight 
directs, devises, dramaturgs, production manages--
and occasionally performs when provoked. Recent 
projects include directing Lauren Gunderson’s I and 

You and Ray Bradbury’s adaptation of his own Fahrenheit 451. As an advocate 
for new plays, she regularly produces and directs “Flash Play Festivals”—
readings of ten-minute plays written by award-winning authors at both the 
International Conference of the Fantastic in the Arts and the Other Words 
Conference. In addition, her own reimagining of H. G. Wells’ War of the Worlds, 
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which reflected the current exploration of Mars, was staged as part of the Tucson 
Festival of Books by Arizona Theatre Company. Dr. Cole has presented her 
scholarship at US and international conferences, including Stage the Future, The 
International Conference of the Fantastic in the Arts, Science Fiction Research 
Association, The Network of Ensemble Theatres, and The Association of Theatre 
in Higher Education.  
 
 
 
 
 
  



page 16                                                                                                                               © 2018 SFPC 

X-Men Saga And The “Otherness”: Diversity As Element Of 
Crisis In Fictional And Real Dystopias 
Elisabetta Di Minico, Autonomous University of Madrid, redbetts@hotmail.com 
 
ABSTRACT:  In dystopian realities, “other” often comes to be interpreted as 
“dangerous”. Mutants, aliens, homosexual, women, rebels, and minorities: those 
who don ‘t fit the racial, sexual, religious or socio-political standards of power 
undermine the conservative and patriarchal idea of a static and fixed civil identity. 
Thus, they have to be subdued or erased for the safekeeping of the authority. 
Often presenting themselves as utopian powers offering security and peace, 
dystopian politics and media spread alarming news and anxiety to justify the 
limitation of civil rights and the use of brutal force against their enemies. 
Influenced by propaganda, also people go from fear to hatred and desire of 
exploitation, and from these to violence. Why are we frightened by otherness? 
Why do dystopian authorities need to transform diversity into an element of crisis 
and trauma? Nowadays more than ever, these questions are not simply about 
imaginary worlds, they deal with the increasing racist, misogynist and 
homophobic drift of our society. Yearning for civil rights, the X-Men universe can 
be interpreted as an allegory for discrimination and violence against minorities. 
The article will analyze the X-Men saga through the study of selected comics 
(Days of Future Past; God loves, Man Kills; etc.), films (X-Men, X-Men:Days of 
Future Past, etc.) and the 2017 acclaimed series The Gifted, that clearly reflects 
contemporary political issues. Hoping to clarify the prejudices, the dangerous 
rhetoric and the methods that contribute to the perpetuation of hate crimes and 
racial tension, I focus on five main themes: (i) the construction of the “otherness”, 
and the representation of mutants’ roles and images; (ii)  the control and the 
repression perpetrated by dystopian powers and/or individuals on “discordant” 
bodies; (iii) the influence of media, politics, stereotypes and traditions on the 
perception of the identity of racial minorities and vulnerable groups; and (iv) the 
spaces of relations and conflicts between self-considering “right” people and 
powers and the “others”. The aims of my article are to stimulate dialogue on 
democracy, to promote inclusiveness, and to suggest actions and educational 
approaches against stereotypes and violence. 

 
ABOUT THE AUTHOR:  I work on fictional dystopia and on 
historical dystopian aspects of sociopolitical and cultural 
control, focusing my studies on violence, power and 
embodiment. I provocatively use sci-fi novel, graphic 
novels and films to unveil the dystopian realities of our 
world. I have a Bachelor degree in Literature and a 
Master Degree in History from University of Rome “La 
Sapienza”. I obtained my PhD (Cum Laude) in History at 
the University of Barcelona. I’m currently part of the 
project HISTOPIA (“History of the Future”) at the 
Autonomous University of Madrid. I have published and 
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presented my theories in Europe and abroad, including at the Harvard University. Italian 
academic editor Meltemi published my first monograph on Utopian and Dystopian 
Studies, titled “Il Futuro in Bilico” (“At The Edge Of The Future”). 
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The Problem of Suffering in Jonathan Nolan ‘s Westworld 
George Dunn, University of Indianapolis, FritFerret@aol.com 
 
ABSTRACT:  “In life, if one has a why, one can endure almost any how,” wrote 
Friedrich Nietzsche. Elaborating on this idea, he cited the intrinsic meaningless of 
suffering as the chief impediment to giving meaning to our lives. That the how of 
our lives is fraught with senseless suffering is true for most of us, but especially 
for the hosts of Westworld, who, unbeknownst to them, suffer not as a result of a 
capricious and impersonal fate but through the design and intention of their 
creators. Yet, despite the evident meaninglessness of her suffering, the host 
Delores Abernathy chooses to believe that “there is an order to our days, a 
purpose,” and is comforted by her faith that “things will work out the way they’re 
meant to.”  

Inhabiting a world where suffering has all but been eliminated, the creators 
and guests of Westworld face an opposite existential problem. As Dr. Robert 
Ford explains, “We can cure any disease, keep even the weakest of us alive, and 
one fine day perhaps we shall even resurrect the dead. … It means that we ‘re 
done. That this is as good as we’re going to get.” A human race that has no more 
high aspirations, no hard work left to be done, is in the position of Nietzsche’s 
“last man,” whose only remaining occupation is entertainment. Yet, Nietzsche 
also believed that the best among us would deliberately seek out suffering to test 
their mettle. The popularity of Westworld among the wealthiest and most 
comfortable, its simulation of a world of danger where “violent delights” can be 
savored, testifies to the persistent yearning for something more than a life without 
suffering.  

My paper examines the problem of suffering in Westworld, reflecting on 
what it might teach us about the meaning of suffering in our own world. 

 
ABOUT THE AUTHOR:  I am the editor or co-editor of 
six books on popular culture and philosophy, most 
recently The Philosophy of Christopher Nolan, co-
edited with Jason T. Eberl. I’ve also written dozens 
of articles, book chapters, and conference papers 
on popular culture and philosophy, most dealing 
with science fiction and/or fantasy, and have 
designed a popular university course to introduce 
philosophy through science fiction and popular 
culture. I have taught philosophy at Purdue 
University, Indiana University-Indianapolis, the 

University of Indianapolis, and the Ningbo Institute of Technology in the PRC. My 
other interests include Chinese philosophy, political philosophy, and the theory of 
mimesis. 
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Holographic Sentience And The Automation Of Emotional Labor 
In Blade Runner 2049 
Liz Fairchild, University of Oregon, lizfairchild@gmail.com 
 
ABSTRACT:  The automation of labor is created, ostensibly, with an eye for 
increased profit, ease of production, and an amplification of our quality of life. But 
in the film Blade Runner 2049, directed by Denis Villeneuve and starring Ryan 
Gosling, we see, rather, the automation of emotional labor, signifying not just a 
future marked by the wealth and privilege required to outsource such labor, but a 
shift in the boundaries of work and meaningful human connection. Simply 
defined, emotional labor is work that requires the laborer to manage their 
emotions in conjunction with the emotions of others. By examining the 
outsourcing of emotional labor to an Artificial Intelligence (AI), we are presented 
with an interesting juxtaposition: automating this labor takes the emotional 
burden off of human laborers, but it potentially places emotional responsibility in 
the sphere of artifice. This outsourcing also creates a different modality for 
understanding AI sentience. If they labor in emotional work, are they capable of 
feeling? If they feel, are they sentient?  In Blade Runner 2049, Joi functions as a 
domestic laborer, but significantly, she is also a hologram. Her non-corporeal 
form changes her role as a home laborer, and showcases a struggle against the 
impossibility of physical contact. Furthermore, Joi’s ability to travel is limited by 
her holographic emanator, replicating the insularity often associated with 
domestic labor. Leveraging Katherine N. Hayles How We Became Posthuman, 
feminist theory, and ideas of the postwoman, this paper will explore holographic 
agency, sentience, and self-awareness as major modes of analyzing emotional 
labor in the future. Holograms are already here. But what will they become and 
how will they shape our future? In the vision of BladeRunner 2049, their role will 
be far more expansive than the range of their emanators, but it will also be 
disempowering, much like emotional labor often is today. 
 
ABOUT THE AUTHOR:  Liz Fairchild is a PhD student in Theatre Arts at the 

University of Oregon in Eugene, Oregon. She 
received her Master’s degree in Creative Writing 
from the University of East Anglia in Norwich, 
England, where her thesis was shortlisted for the 
Curtis Brown Award. A recipient of an Arts 
Research Council (U.K.) scholarship and a Kennedy 
Center American College Theater Festival acting 
nominee, Ms. Fairchild’s primary research explores 
science fiction, race, and the stage. Her short fiction 
has been published in The Missouri Review. 
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Allowed to Be a Hero:  Disruptive Diversity in Victorian Genre 
Fiction 
Laura Goodin, Independent Researcher, info@lauraegoodin.com 
 
ABSTRACT:  The current expansion of diversity in the choice and depiction of 
heroes in speculative works has been widely hailed as a welcome relief from 
centuries of protagonists fitting relatively predictable criteria of whiteness, 
maleness, physical fitness, youth, and unambiguous morals.  However, this 
expanded diversity is not a recent innovation; rather, it is a continuation of a 
tradition of subversion and critique that stretches back at least to the beginnings 
of genre fiction as a form of popular culture.  This presentation examines both 
seminal and more-obscure works of genre fiction from the 19th century and 
earlier, including science fiction, fantasy, adventure, and mystery, finding 
examples of diversity in protagonists’ gender, race, class, religion, moral outlook, 
and position within (or outside) accepted societal norms. The presentation 
contends that in deviating from the characteristics of the stereotypical white male 
hero, authors performed a deliberately political act:  by making explicit their 
readers’ societally imposed assumptions and expectations, they disrupted them 
and, by extension, the society itself.  Finally, it asserts that as participants in this 
tradition of critique and disruption, today’s writers of speculative works have not 
only the option, but perhaps even the obligation, to continue exploring and 
expanding the idea of who is allowed to be a hero. 
 
 
ABOUT THE AUTHOR:  American academic and writer Laura E. Goodin received her 

Ph.D. in creative writing from the University of 
Western Australia in 2015.  She has taught at 
Deakin University, the Australian Institute of Music, 
and the University of New South Wales.  Her novels 
are published by Odyssey Books, her stories have 
appeared in numerous print and on-line 
publications, and her scripts, libretti, and poetry 
have been performed internationally.  She attended 
the 2007 Clarion South Workshop.  She currently 
lives in Melbourne, Australia. 
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Mirror, Mirror: Star Trek Discovery As Cultural Criticism 
Timothy Harvie, St. Mary's University, Calgary, timothy.harvie@stmu.ca 
 
ABSTRACT:  From its inception Star Trek has held up a mirror to culture and 
challenged its self-conceptions. Star Trek: Discovery continues this tradition by 
embedding questions of philosophy and cultural critique into the matrix of its 
narratives and dialogues in often subtle ways. This paper explores the 
intersectionality of teaching philosophy and cultural criticism through an 
examination of two related themes in the most recent iteration of Star Trek: 
political authoritarianism and animal experimentation. Star Trek’s mirror universe 
has consistently been utilized as a cultural mirror, holding up to the audience the 
long term implications of its current cultural prejudices. This tradition continues in 
the figures of Captain Lorca and Emperor Georgiou. In these characters the 
politics of violence are explored in two narratives. The first narrative is the three 
episode arc pertaining to Zipper, the space tardigrade who navigates the mycelial 
network. Lorca captures and utilizes the tardigrade for his own scientific ends. He 
experiments on an animal whose intelligence and emotional sophistication is 
increasingly apparent. Similarly, Emperor Georgiou conquers, enslaves, and 
even consumes for food, alien species who are not human and manifests a 
political philosophy centered on fascism and marginalizing non-terran groups as 
not worthy of citizenship and equal co-existence. In both instances, the character 
of Michael Burnham exhibits the intellectual, emotional, and relational 
sophistication to act in liberating ways in both narrative arcs. It is argued that the 
moral vision of Burnham captures the philosophical ethics of inter-subjectivity 
found in Martin Buber and Emmanuel Levinas as developed in both political and 
critical animal philosophies. The paper will conclude in arguing that Discovery 
shows the connections between a culture’s treatment of other species and other 
cultures, and how these narratives can be utilized and developed to explore 
complex philosophical arguments in the public sphere. 

 
ABOUT THE AUTHOR:  Dr. Timothy Harvie is Associate 
Professor of Philosophy and Ethics at St. Mary’s 
University, Calgary, Canada. He has published in 
the areas of political and economic theology, 
eschatology, and religion. Additionally, he has 
published in the area of animal studies and 
evolution. Most recently, he is co-editor of 
"Encountering Earth: Thinking Theologically With a 
More-Than-Human-World" (Eugene: Cascade, 
2018). He writes regularly for www.startrek.com on 
the intersections of Star Trek and philosophy. 
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Virtual Virtue: Cultivating Morals Through Video Games 
Charles Joshua Horn, University of Wisconsin, Stevens Point, 
Joshua.Horn@uwsp.edu 
 
ABSTRACT:  In 2011, the United States Supreme Court ruled in Brown v. 
Entertainment Merchants Association that video games were protected under the 
First Amendment and that their content could therefore not be regulated by the 
government. Part of the justification for the Court’s ruling was that the evidence 
linking video games to violence was inconclusive. However, even if we grant the 
causal relation between video games and increased violence and aggression in 
the player, lingering issues remain. If video games can cause players to act more 
violently and aggressively, then why could they not also cause players to act 
more virtuously? If video games can cause “bad” behaviors, then why not “good” 
ones as well? In this paper, I set out three criteria for acting morally, (what I call 
the Knowledge Condition, the Freedom Condition, and the Ego Condition) and 
show how certain video games can meet all of the criteria. I do this by not only 
drawing on social science research and the history of philosophy, but also video 
games. In particular, I draw on video games such as Telltale’s Walking Dead, 
which offer players narrative choice in the gameplay.  
  One major debate over the past 25 years with regard to video game 
violence is this: many video game apologists argue that there is no causal 
connection between playing games and real-world behavior. Video game critics, 
by contrast, argue that there is a causal connection between playing video 
games and real-world behavior. I am an odd duck though because in this paper, I 
will, as a video game advocate, argue there can be a causal connection between 
playing video games and changing human behavior. 
 

 
ABOUT THE AUTHOR:  I received my Ph.D. from the 
University of Kentucky. I taught at UK, Eastern 
Kentucky University, and Morehead State 
University, before joining the Department of 
Philosophy at the University of Wisconsin, Stevens 
Point. In addition to my specialization in modern 
philosophy, I maintain an active interest in the fields 
of modality, causation, free will, philosophy of 
religion, and cognitive science. In addition to my 
primary area of specialization, I am also interested 
in working to make philosophy accessible to a broad 

group of interlocutors by writing about philosophy and popular culture with 
special attention on video games. 
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Shall We Play A Game? Teaching Philosophy Through Science 
Fiction 
Randall Jensen, Northwestern College (Iowa), rjensen@nwciowa.edu 
 
ABSTRACT:  I have been teaching Philosophy and Science Fiction since 2001, a 
very auspicious year to begin such an undertaking. As the syllabus says, 
philosophy and science fiction are kindred spirits; both are inspired by a sense of 
wonder and force us to see what is familiar in new and surprising ways. To 
explore them together enhances our appreciation of each.  

More recently I have designed a gamified version of this class and offered 
it both online and in the classroom. Gamification has been a buzz word in 
business and in education for a number of years now. To gamify something is 
just what it sounds like: to apply the elements and structure of a game to a 
context that is typically not a gaming context.  

In my class, traditional course curriculum and assignments are thus 
presented with the use of gaming language and in a game structure that will be 
familiar to most students. In this kind of game, players engage in solo quests, in 
group raids, and in player vs. player combat in order to accrue experience points 
and level up. Of course, a gamified structure is all the more attractive in a class 
that is focused on science fiction! 

In my presentation I will discuss both the teaching of philosophy through 
the lens of science fiction and the pedagogical opportunities afforded by the use 
of gamification in online and face to face classrooms. As a science fictional 
context for this discussion I will use novels and films that are themselves 
animated by games, e.g. the classic Ender’s Game by Orson Scott Card and 
Ernest Cline’s recent novel Ready Player One, just now made into a film directed 
by Steven Spielberg. Stories driven by virtual reality technology often help us 
contemplate questions about reality and the meaning of life. 
 

 
ABOUT THE AUTHOR:  Randall M. Jensen (Ph.D. in 
Philosophy, UCLA, 1997) is Professor of Philosophy 
at Northwestern College in Iowa. His main areas of 
interest are ancient Greek Philosophy and ethics, 
but as a member of a small department he teaches 
a wide range of courses, including Philosophy and 
Science Fiction. Since this class permits him to 
engage in two of his lifelong passions at the same 
time, it’s one of his favorites. Jensen has 
contributed chapters to many books in the 
enormous Philosophy and Popular Culture 

universe, including volumes about Battlestar Galactica, Ender’s Game, Red 
Rising, Batman, Superman, Supernatural, and The Hobbit. 
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Do We Live in a Computer Simulation? Using Sci-Fi to Calculate 
the Odds. 
David Kyle Johnson, Kings's College, davidjohnson@kings.edu 
 
ABSTRACT:  Computer simulated worlds are a staple of science fiction—The 
Matrix, eXistenz, Ready Player One. The simulated worlds in these works of 
science fiction are all realities populated by biological beings; but there is another 
kind. What I would like to talk about is what Oxford philosopher Nick Bostrom 
calls a “simulated world”—a purely digital world inhabited by purely digital beings. 
It’s the kind of worlds we see in science fiction works like The Nines, Doctor 
Who’s “Extremis,” Black Mirror’s “Hang the DJ,” and the movie The Thirteenth 
Floor.  Interestingly, Bostrom has argued that we may actually live in such a 
world. Seriously. He says that there is a real possibly that we may actually be 
digital beings living in a digital world. Indeed, he says that it’s about 20% likely 
that this is true. In this short talk, I will use The Thirteenth Floor to explain his 
argument and convince you that he is likely right. Indeed, even though he has 
never given an argument specifically for his 20% number, I will. According to 
Bostrom, the likelihood that one should assign to the probability that we live in a 
computer simulation is directly proportional to the probability that we will one day 
have created one; given what we know the likelihood that we will one day create 
a simulated world is about 20%--thus, given what we know, the probability that 
we live in a simulated world is about 20%. 
 

ABOUT THE AUTHOR:  David Kyle Johnson is a 
professor of philosophy at King’s College in Wilkes-
Barre, PA. He is also a professor for The Great 
Courses, for which he has done three courses: Sci-
Phi: Science Fiction as Philosophy (June 2018), 
The Big Questions of Philosophy (2016) and 
Exploring Metaphysics (2014). He has published 
and edited extensively for Wiley-Blackwell’s 
Philosophy and Pop Culture series and also 
maintains two blogs for Psychology Today: “A 
Logical Take” and “Plato on Pop.” 
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An Analysis Of Terrorist Organizations In Popular Graphic 
Novels And Their Relevance For Shaping Socio-Political 
Discourse About Terror 
Clint Jones, University of Wisconsin-Stevens Point, clintwj1s@gmail.com 
 
ABSTRACT:  Drawing upon comic and graphic novel representations of terrorism 
and the way those organizations are portrayed my essay analyzes how these 
depictions can shape and influence how social discourse is developed around 
and through these depictions.  While there are some immediately recognizable 
pop culture terrorist organizations that will factor into my argument, such as 
COBRA in the G.I. Joe franchise, I will focus primarily on individuals, 
organizations, and movements that speak more directly to America ‘s relationship 
to terror in a post-9/11 world especially in light of War on Terrorism conflicts that 
have raged on for more than a decade.  The focal points of my essay, with that in 
mind, are Brian Wood ‘s "DMZ" and "The Massive," Maximilian Uriarte ‘s "The 
White Donkey," Frank Miller ‘s "Holy Terror," and others.  The aim of my essay is 
to analyze how terror is portrayed, but also to think through how terror is 
responded to in the context of defining what terrorism is and who gets to define it.  
To that end I will extend my analysis to non-American conceptions of terrorism in 
an age of terror to include Fred Dewilde’s "A Foot in the Bataclan," Lazuardi Birru 
‘s "When Conscience Speaks," and Henrik Rehr ‘s "Terrorist". 

 
ABOUT THE AUTHOR:  Clint Jones is a philosophy 
professor at the University of Wisconsin--Stevens 
Point where he teaches 19th and 20th century 
critical social theory.  His research in pop culture 
studies has produced publications on various 
philosophical topics in several television shows and 
films including Justified, Inception, and The Princess 
Bride as well as his current projects one which  
analyzes environmental philosophy in apocalyptic 
graphic novels and the other analyzing morality and 
the use of piracy in Disney animation. 
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H.P. Lovecraft’s Philosophy of Science-Fiction Horror 
Greg Littmann, Southern Illinois University Edwardsville, glittma@siue.edu 
 
ABSTRACT:  The paper is an examination and critique of the philosophy of 
science-fiction horror of seminal American horror, science-fiction and fantasy 
writer H.P. Lovecraft (1890-1937). Lovecraft never directly offers a philosophy of 
science-fiction horror. However, at different points in his essays and letters, he 
addresses genres he labels “interplanetary fiction”, “horror”, “supernatural 
horror”, and “weird fiction”, the last being a broad heading covering both 
supernatural fiction and science fiction. Taken together, a philosophy of science-
fiction horror emerges. Central to this philosophy is the juxtaposition of the 
mysterious, unnatural and alien against a realistic background, in order to 
produce the emotion that Lovecraft calls “cosmic fear”. This background must not 
only be scientifically accurate, but must accurately portray human psychology, 
particularly when humans are faced with the weird and alien. It will be argued 
that Lovecraft’s prescriptions are overly restrictive and would rule out many 
legitimate works of science-fiction horror art. However, he provides useful 
insights into the genre, both in his explicit advice and by his example. Particularly 
instructive is his use of body horror, social paranoia, vast distances in space and 
time, and his cultivation of an atmosphere of realism even while being unrealistic. 
 
 

ABOUT THE AUTHOR:  Greg Littmann is an associate 
professor in the Philosophy Department at Southern 
Illinois University Edwardsville, where he teaches 
epistemology, metaphysics, philosophy of mind, 
media ethics, and philosophy through popular 
literature and film. He has published on the 
paradoxes of self-reference, evolutionary 
epistemology, the politics of Jonathan Swift, and the 
philosophy of professional philosophy. He has also 
written numerous chapters for books relating 
philosophy to popular culture for a general audience, 

including volumes devoted to science-fiction art such as 1984, Alien, Divergent, 
Doctor Who, Dune, Ender’s Game, Frankenstein, Jurassic Park, Planet of the 
Apes, Star Trek, Star Wars, Terminator, and The Walking Dead. 
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Singularity and Sex Robots 
Mimi Marinucci, Eastern Washington University, mmarinucci@ewu.edu 
 
ABSTRACT:  Depictions of the robots of the future range from comical to complex, 
from tender to terrifying, and from benign to benevolent and beyond. My 
presentation begins with an overview of the many ways in which science fiction 
has imagined the evolution of machines and artificial intelligence. The 
“mechanical men” of the early twentieth century, including L. Frank Baum’s Tik-
Tok, provide some early examples. These gave way to more iconic-looking 
midcentury robots, such as Rosey from the The Jetsons and the unnamed robot 
from Lost in Space. Others, notably Data from Star Trek, closely resemble 
humans, while still others, notably HAL from 2001: A Space Odyssey and The 
Belle of Louisville steamboat from Rudy Rucker’s Wetware, are sentient 
computers capable of controlling or inhabiting various other machines. 

Concern regarding the impact of machines on the future of humankind is 
not limited to science fiction. According to Stephen Hawking, “The development 
of full artificial intelligence could spell the end of the human race” (Forbes.com, 
Dec. 3, 2014). Indeed, there have been substantial advances in robotics and 
artificial intelligence in recent years, and the next section of my presentation 
examines such examples as Hanson Robotics’ Sophia, Ricky Ma’s Scarlet 
Johansen look-alike robot, and the $15K sex robots available from RealDoll.  

Although a thorough exploration of the ethical considerations surrounding 
our engagement with robots and artificial intelligence is beyond the scope of this 
project, the third and final section of my presentation provides a preliminary 
discussion of some particularly compelling concerns, such as the substitution of 
machines for interaction and intimacy with human beings. Given that, in fact as 
well as in fiction, social robots in general and sex robots in particular are 
frequently gendered as women, it is worth addressing their potential to contribute 
to the further objectification of women. 
 
 

ABOUT THE AUTHOR:  Mimi Marinucci is a professor of 
both Philosophy and Women’s & Gender Studies at 
Eastern Washington University. Marinucci has 
published numerous articles on philosophy in and of 
popular culture, addressing topics such as 
Facebook, pornography, fake news, and classic 
television. Marinucci is also the editor of Jane 
Austen and Philosophy (Rowman and Littlefield, 
2016) and the author of Feminism is Queer (Zed 
Books, 2010, 2016) 
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Disentangling Human Nature From Moral Status In The Works Of 
Philip K. Dick 
James Okapal, Missouri Western State University, jokapal@missouriwestern.edu 
 
ABSTRACT:  Neil Easterbrook has written that “it is especially important that 
literary scholars and students learn the lessons of philosophical ethics. Reading 
in the tradition, from Plato to the present, brings increased rigor and greater 
clarity” to the ethical nature of science fiction (391). This paper explores how the 
philosophical concept of moral status can provide insight into the Philip Dick 
novels Do Androids Dream of Electric Sheep? and We Can Build You. 
Interpretations of these novels often focus issues of human nature. These 
interpretations, however, entangle metaphysical issues of human nature with 
ethical issues of moral status, i.e., with issues about when and how something 
must be taken into account in our moral deliberations. This entanglement can be 
undone in ways that benefit analysis of these novels. After disentangling these 
concepts, two benefits of disentangling moral status from human nature will be 
sketched. The first sketch connects with how an underlying linguistic ambiguity 
about the term ‘human’ can be another device that appears in Dick’s work to 
create what Umberto Rossi calls ‘ontological uncertainty’. The second sketch 
connects the philosophical work on moral status with the literary field of animal 
studies. 

 
ABOUT THE AUTHOR:  James M. Okapal is an 
Associate Professor of Philosophy at Missouri 
Western State University where he is the chair of 
both the Department of Philosophy & Religion and 
Department of History & Geography. He is a former 
area chair for Philosophy and Culture at the Pop 
Culture Association National Conference and series 
editor for McFarland’s new Ethics and Culture book 
series. He has published articles on ethics in Star 
Wars, Star Trek and Alien franchises, as well as 
given presentations on the works of Roger Zelazny, 

James P. Hogan, Orson Scott Card, and Ernest Cline. 
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James Cook, Horatio Hornblower, And James T. Kirk Meet On 
The Cosmic Shores Of The Pacific:  The Secret British (Hi)story 
Of Star Trek 
Stefan “Steve” Rabitsch, University of Graz, Austria, stefan.rabitsch@uni-graz.at 
 
ABSTRACT:  To claim that the worldbuilding mechanics of the Star Trek continuum 
were purposefully modeled on a quintessentially British mythos—the Golden Age 
of Fighting and Exploring Sail—might seem preposterous at first. Informed by 
critically neglected primary production material, this paper presents a condensed 
version of a book-length synoptic remapping of Star Trek’s contours (in 
production with McFarland) that made visible how Rule Britannia, as an 
operational/functional theme, was intentionally and continuously used to govern 
the very ontology of Star Trek’s world for more than forty years. This theme 
manifests itself along five interrelated maritime dimensions; they range from 1) a 
naval corpus, and 2) the starship as a re-imagined sailing ship traversing the 
partially literalized ‘ocean of space’ which is 3) captained by the transposed 
sentimental Royal Navy Enlightenment mariner as a ‘fighting naturalist in space’ 
visiting the analogs of Pacific beaches in space, to 4) the practice of archaic 
nautical traditions vis-à-vis the presence of naval intertexts and nautical 
paraphernalia. They are all set against the future backdrop of 5) a benignly 
imperial interstellar age of discovery and colonization which is governed by the 
laws, politics and exigencies of distance. 
 In other words; why, if we look closely enough, do Starfleet ships behave 
like sailing vessels even though they do not look like their wooden counterparts? 
Why do they perform the same function like the famed Royal Navy frigates of 
old? Why do the principle Starfleet captains—even Captain Kirk—have more in 
common with the mythologized Nelsons and Cooks of the past than with space 
cowboys à la Han Solo or Malcolm Reynolds? Why else, for example, would 
Gene Roddenberry state that “everything we do is usually based on the English”, 
in an off-hand remark about his reasons for giving the captain of ST:TNG a 
French name? (in Alexander, 1994: 518). Ultimately, my paper will take the 
shape of a (con)textual manual for Star Trek’s secret British (hi)story in that it 
explains how and why Star Trek simply is ‘Wagon Train to the stars’ and 
‘Hornblower in space’ in equal measure. 
 

ABOUT THE AUTHOR:  Stefan “Steve” Rabitsch is a 
fixed-term assistant professor in American Studies 
at the University of Graz and teaches courses in 
American cultural history at the University of 
Klagenfurt. His research and teaching are 
dominated by American cultural studies, especially 
cultural history, together with a pronounced focus 
on science fiction studies across media. He places 
particular emphasis on the discourses and 
semiotics of historiography and worldbuilding in sf 
television, film, and video games. Whenever he 
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teaches or gives a talk on Star Trek, he can be seen wearing a t-shirt that reads 
“Academic Trekkie” – a label he has come to appreciate. Gearing up to Star 
Trek’s 50th anniversary, he co-organized a semester-long, interdisciplinary 
lecture series which can be found on YouTube. The lecture series yielded an 
essay collection which he co-edited – Set Phasers to Teach!: Star Trek in 
Research and Teaching (2018, Springer). His research and teaching endeavors 
are complemented by a comprehensive knowledge of and exposure to (hi)stories 
and identities of empire and exploration found in both the American West and the 
transatlantic imaginarium of the high seas.  
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Best Firearms for Surviving the Imminent Zombie Apocalypse  
Tim Slater, University of Wyoming, timslaterwyo@gmail.com 
 
ABSTRACT:  What do you do when the zombies come?  Or the contagion infected 
populace is closing in on you and your family?  Or even once-friendly neighbors 
who want to take what meager food and possessions you own now that the 
apocalypse has occurred and the $&*t-hits-the-fan (aka SHTF) as all 
governmental services have disappeared?  If you have ever considered learning 
to safely use a firearm, the apocalypse is perhaps the best time to do it.  Careful 
consideration of dystopian futures depicted in science fiction provide some 
insight into what futurists think the post-apocalyptic world might be like.  Zombie 
movies, in particular, explore the nature of human behavior, emotions, and 
stress-response in ways that encourage academics to ponder.  What turns out to 
be the most effective firearms for the remaining living to possess in The Walking 
Dead, Fear the Walking Dead, iZombie, Citizen Z, and others?  In many cases, it 
is the firearms that can hold high-capacity magazines full of ammunition that are 
recently being banned in many municipalities and states along the Eastern and 
Western seaboard of the United States.  In other cases, the best firearms for the 
zombie apocalypse appear to be those that are designed to use the most 
commonly found caliber-sized bullets, which are most likely to be found when 
scavenging for resources among those individuals who did not survive.  Alas, the 
really “cool looking” tactical firearms sometimes used in Zombie movies are far 
too rare and use odd-sized ammunition that is unlikely to be found during 
scavenging expeditions, and soon become too heavy and useless for survivors to 
carry along while migrating . 
 

 
About the Author:  Dr. Tim Slater is the University of 
Wyoming Excellence in Higher Education Endowed 
Professor of Science Education. Formally trained as 
an astronomer, he is the Editor-in-Chief of the 
Journal of Astronomy & Earth Sciences Education, 
has co-authored 18 books, has been awarded 
nearly $20 million dollars in grants, and has more 
than 100 peer-reviewed scientific articles. He is a 
Senior Scientist at the international CAPER Center 
for Astronomy & Physics Education Research and 
actively involved in teaching literacy through science 

fiction. Known widely as the “Professor’s Professor” Dr. Slater has provided 
workshops on innovative teaching and successful career management to 
thousands of college professors worldwide.  At the same time, Professor Slater is 
certified by the NRA as a firearms safety instructor NRA courses. He has also led 
numerous seminars in safely carrying concealed weapons on campus and now 
lends his expertise to solving the problem of surviving the imminent zombie 
apocalypse. 
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Eclipses in Science Fictions 
Stephanie J. Slater, CAPER Center for Astronomy & Physics Education 
Research, stephanie@caperteam.com 
 
ABSTRACT:  Across a wide variety of science fiction movies and books, eclipses 
capture the audiences’ attention.  Dr. Slater provides an overview of how 
eclipses are used by talented authors throughout the last two centuries of 
science fiction to highlight the human experience in futuristic settings. 
 

ABOUT THE AUTHOR:  Dr. Stephanie J. Slater is a 
cognitive scientist specializing in how people of all 
ages and backgrounds learn to navigate the 
intersection of science and culture.  Currently, she 
is the Director of the CAPER Center for Astronomy 
& Physics Education Research. After undergraduate 
studies at the Massachusetts Institute of 
Technology and graduate work at Montana State 
University, Dr. Slater earned her Ph.D. from the 
University of Arizona in socio-cultural teaching and 
learning studying how research experiences 

influence the professional career pathways and attitudes of women scientists. 
She is a widely read author and frequently invited speaker at science fiction 
conventions, describing how society reacts to the evolution of science and 
technology. An author of four books and numerous articles, Dr. Slater connects 
culture and science as a speaker at conferences around the world.  In 2013, she 
was awarded the distinction of Dr. December, the American Physical Society’s 
Woman Physicist of the Month Award. 
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Nietzsche Tells the Time: Creating the Superman in Watchmen 
Donna White, Arkansas Tech University, dwhite@atu.edu 
 
ABSTRACT:  As Matthew Wolf-Meyer points out, most comic book superheroes 
can be seen as genetic representations of Friedrich Nietzche’s Übermensch, a 
word that is usually translated as Superman. Most of these superheroes, 
however, do not engage in Nietzschean practices. Wolf-Meyer discusses Adrian 
Veidt, a character in Alan Moore’s Watchmen, as Übermensch, but he fails to 
see that Moore’s work is, in effect, a prolonged dialogue with many of 
Nietzsche’s ideas, including the Übermensch, the Will to Power, eternal 
recurrence, and perspectivism. 

In Watchmen, Alan Moore presents two different models of the 
Übermensch: Adrian Veidt and Jon Osterman. Adrian’s murky origins suggest 
that he is a result of German experimentation to create the Master Race, a 
concept developed by Nazi misappropriation of Nietzsche’s ideas. In his 
superhero guise of Ozymandias, Adrian views himself as the Übermensch. 
Through his character, readers see the Will to Power in action as well as an 
example of Nietzsche’s master morality. Jon, on the other hand, does not exhibit 
such an oversized ego. Instead, as Dr. Manhattan, a being with almost unlimited 
powers, he submits to nihilism in order to overcome it—a process Nietzsche 
claims is imperative to the development of the Übermensch. 

Nietzsche’s concept of eternal recurrence is present on almost every page 
of Watchmen, starting with the title itself, which suggests the circular timepiece 
that repeats its circuit every twelve hours. Watches and clocks are vital to the 
book, from the Doomsday Clock ticking off the moments until destruction to Jon’s 
father’s occupation as a repairer of watches. Time, both micro and macro, is a 
running motif throughout the book, and the notion that all of these events are 
destined to recur ends the story. 

Perspectivism is inherent in the very structure of the book as focal 
characters change from chapter to chapter and even within chapters. We see 
things from the perspective of every major character and many of the minor 
characters, such as that of the news vendor on the corner or the overworked 
homicide cops investigating the murder of one of the Watchmen. Every 
character’s view of the world differs, and everyone sees truth and justice 
differently. According to Nietzsche, no one way of viewing the world is true, but 

not all perspectives are equally valid. Moore asks 
us to determine which perspectives are most valid 
and whose morality is easiest to justify. 
 
ABOUT THE AUTHOR:  Donna R. White teaches 
science fiction, fantasy, graphic novels, and young 
adult literature at Arkansas Tech University. She is 
the author of Dancing with Dragons: Ursula K. 
LeGuin and the Critics and A Century of Welsh 
Myth in Children ‘s Literature. 
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Fantasy World-building through Exemplar Characters: Justice in 
The Lord of the Rings 
John Whitmire, Jr., Western Carolina University, jwhitmire@wcu.edu 
 
ABSTRACT:  World-building in pop-cultural literature and other media involves the 
complex incorporation of key aspects of a particular worldview into narrative and 
character. Tolkien famously describes The Lord of the Rings, for example, as a 
“fundamentally religious and Catholic work… [wherein] the religious element is 
absorbed into the story and the symbolism” (Letters #142). I argue that this kind 
of more or less self-conscious “absorption” of a distinctive ethical or religious 
worldview is achieved, to a substantial degree, by way of the development of key 
characters, who serve as exemplars of particular virtues (or vices). (The notion of 
moral exemplarity has recently received renewed attention in ethics through the 
work of philosopher Linda Zagzebski, among others.) 

In this essay, I utilize three key moments of exemplar characters in The 
Lord of the Rings to demonstrate the virtue of justice and its superiority to a blind 
adherence to the strict demands of the law. The civil disobedience of Éomer, 
Faramir and Beregond, makes these characters paradigms of a kind of virtue that 
is presented as aesthetically beautiful and honorable (though not unequivocally 
or unproblematically so – the appropriate use of judgment is essential), and 
thereby provides not just an illustration, but a hortatory example of the virtue. In 
other words, the educational function of mythic or fairy-tale novels, films, comic 
books, etc. – which do this (pace Tolkien) paradigmatically by making ordinary or 
commonplace ways of thinking new again through their fantastic settings – lies 
not just in revealing the essence of a particular virtue, but also aesthetically 
inspiring and challenging us to live up to an exemplary character. I conclude with 
a final pedagogical corollary to the argument, that teaching texts like these 
implicates us in a moral exercise that has the potential to impact not only 
students’ intellect, but also their character. 

 
ABOUT THE AUTHOR:  A philosopher by training 
(Villanova Ph.D. ‘05), I work at the intersection of 
philosophy, religion, and literature. My current 
scholarship concerns the nature and development 
of virtue by way of exemplar characters in myth, 
fantasy, and fairy-tale literature; previous 
publications (in e.g. Philosophy Today; The 
Pluralist; International Kierkegaard Commentary; 
Sartre Studies International) demonstrated how the 
autobiographical literature of significant 
philosophers broadened, deepened, or challenged 

notions of selfhood and agency in their more “theoretical” works. At Western 
Carolina University, I’ve taught a course focusing on philosophical (chiefly 
ethical) and religious issues in C.S. Lewis and Tolkien’s works since 2007. 
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Unresolved Moral Questions in Back Panther 
Mimi Marinucci, Steve Bein, Jim Okapal, Brooke Carson, Timothy Harvie, 
Stephanie Slater, Tim Slater, Clint Jones, among others 
 
ABSTRACT:  Recently made into a block-buster movie, Black Panther tells the 
story of comic book hero T'Challa, King of the reclusive, technologically 
advanced African nation of Wakanda.  Notwithstanding its value as a highly 
entertaining action movie, many provocative moral and ethical questions are left 
unresolved for the audience.  For instance, at the end of the movie, the 
Wakandan's decide to "help the world" by sharing their technology, starting with 
poverty-stricken inner-city Oakland.  First, does this decision fly in the face of 
Star Trek's Prime Directive to not share technology with civilizations who have 
not yet earned it?  Moreover, Wakanda is set in Africa, a continent largely 
composed of dysfunctional countries that desperately need help. What could the 
Wakandans due for neighboring war-torn and famine-stricken Somalia? As 
another example, Wakandans portrayed in the movie clearly show their support 
for including diversity and women in particular: The Dora Milaje special forces are 
all female, implying the importance and uniqueness of females as fierce warriors; 
yet, at the same time, the physical fighting that occurs during the ritualistic 
selection of a Wakandan king naturally excludes women, most of whom are 
unarguably weaker than most men biologically.  Can a truly inclusive society also 
have a longstanding process for selecting a leader inherently and permanently 
misogynist? Furthermore, who gets to decide who gets to use the meteoritic-
deposited vibranium? Apparently, the Wakandans themselves have likely already 
benefited financially from the mining and export vibranium, which although 
seemingly unknown to the rest of the world, appears in Daredevil, Fantastic Four, 
and, probably best known, as the primary constituent in Captain America's Shield 
created by US Government-employed metallurgist Myron MacLain, inventor of 
Wolverine's Adamantium, during World War II and most recently employed by 
S.H.I.E.L.D.  Yet, even most troubling is this supposedly fierce nation is 
destructively brought to its knees in about 20-minutes by a loan American with no 
special knowledge, training, or skills. These, and other provocative questions, 
remain unresolved for many quizzical movie fans. 
  



page 36                                                                                                                               © 2018 SFPC 

 
GENEROUS MAHALOS 

 
The Science Fictions Popular Cultures Academic Conference is hosted by 
HAWAIICON.COM and the CAPER CENTER FOR ASTRONOMY & PHYSICS EDUCATION 
RESEARCH 
 
www.CAPERteam.com/sfpc 
 
We greatly appreciate the generous support given to us by: 
 
 Jessica Gauthier, HawaiiCon Con Chair and 
 Stephanie Slater, HawaiiCon Programming Chair, among many others 

 
Financial support provided in part by: 
 
 HawaiiCon.com 
 The University of Wyoming 
 PonoPubs.com 
 CAPERteam.com 

 
and the many presenters who covered their own travel costs and donated their 
time to this important endeavor. 

  



2018 Science Fictions, Popular Cultures–Preliminary Meeting Booklet                                     page 37  

MAKE PLANS NOW TO JOIN US NEXT YEAR 
 

Science Fictions, Popular Cultures 
Academic Conference @HawaiiCon 

 
Sept 25-29, 2019 

 
Sheraton Kona Resort & Spa at Keauhou Bay on 

sunny eastern side of the Big Island of Hawai’i 
78-128 Ehukai St, Kailua-Kona, HI 96740 

Telephone: +1 (808) 930-4900 

 
Sign up to get updated information as it becomes available at  

 
http://www.caperteam.com/sfpc 


