[image: ]
St. Joseph’s College (Autonomous)
V Semester BA Examination — December 2022
Sports Journalism and Cultural Criticism - JN 5319
Time allotted: 2 ½ hours							Max Marks: 70
Instructions
· This paper is for V semester BA-JIP students who have opted for Sports Journalism Elective
· You are ALLOWED to use a dictionary
· Please stick to the word-limits suggested.
· This paper contains THREE pages and TWO sections

I. Read the below excerpt from an article by Robert Isenberg from Longreads

Let’s get one thing out of the way: I love glossy sports coverage. I of course mean something more colloquial: texts and images that excite consumers on a primal level. This more wholesome brand of sports coverage celebrates athletic achievement in all Its visual glory, perhaps motivating the consumer to attempt similar feats, but offers little narrative substance. Sports coverage doesn’t tell a story so much as serve up an exciting scenario: What if you biked down a mountainous Chilean barrio? What if you went fly fishing in the remotest rivers of Siberia? What if you — in this case — rode your high-wheeled bicycle all the way around the planet?

Video is now the dominant medium, which makes perfect sense: Moving pictures require little explanation and can (literally) zoom in on physical action. This is the kind of high-octane excitement that GoPro cameras were designed for. Today, it’s easy for weekend warriors to shoot at high frame-rates and incorporate slo-mo and speed-ramps into their videos; even amateur productions can look spectacular. More and more often, solo sportsmen can make masterpieces on their own: Gravel bikers journey into the Kyrgyzstani wilderness with their prosumer drones, and they return as YouTube influencers with thousands, or even millions, of followers. Any attempt at real plot would ruin the mojo.

But before video, there were glossy magazines like Outside, Backpacker, and Dirt Rag, periodicals that are often described in the journalism industry as “aspirational.” I cite these titles lovingly: They are the few glossies I’ve ever actually subscribed to or read cover-to-cover. I have spent much of my own career writing aspirational articles, like how to ride a bike in Taiwan or where to grab brunch in Providence. But while magazines like Outside publish in-depth profiles about serious topics, their appeal for many is largely pictorial. Like National Geographic’s stunning landscape panoramas and aerial shots, photos of Himalayan ice-climbers and trail-running through Scotland will knock the wind out of you. The next thing you know, you’ve ordered $300 worth of gear from REI and hired a personal trainer.

Before moving pictures existed, though, Thomas Stevens was stirring imaginations with his words, and this is the genre he helped create. In 1886, the high-wheel bicycle (known by many as an Ordinary or a penny-farthing, a reference to the large and small British coins its wheels resembled) was roughly equivalent to the iPhone in 2022: a relatively new technology that had completely transformed modern society. Europeans and Americans were still grasping the possibilities of this magical new machine, and Stevens seized the moment; he vowed to ride across the United States, England, Europe, the Middle East, and Asia, completing his journey in Yokohama, Japan. The route was arbitrary, as all round-the-world tours are, but Stevens is still the first known cyclist to satisfy the public with this claim. Stevens pedaled through countries he knew his readers would never visit, and he vividly described the people he met. In the same spirit, readers were invited to switch out the actual narrator for their own globe-trotting fantasy. Nobody cared who Thomas Stevens was. What they wanted to know was how he did it and what it was like when he got there.

I. A. Answer ANY THREE of the questions that follow in FIVE to EIGHT sentences.     									(3x5=15)
1. Isenberg is talking about a certain genre of sports coverage. What phrase or term would you use to describe this genre? Why?
2. “Video is now the dominant medium.” Do you agree with this statement? Give reasons for your choice.
3. What stirs your imagination with regards to sports coverage?
4. What media or entertainment device do you think would be "Roughly equivalent to the iPhone in 2022” for people of your parents’ generation, when it came to following sports?

I. B. Answer ANY TWO of the questions that follow in 150-200 words. 
                                       							        (2x10=20)
5. Sports television is often filled with exciting replays of moments. Does sports television have a space for sports history? Have seen any such shows?
6. ‘Outside, Backpacker, and Dirt Rag, periodicals that are often described in the journalism industry as “aspirational.”’ What do you think in India do you think is the equivalent to these periodicals? 
7. "The next thing you know, you’ve ordered $300 worth of gear" Have you made an extravagant sporting purchase? What happened after that?

II. Read the below excerpt of an article by David Kusher and answer the following questions The Disruptor.

As long as there have been video games, critics have bemoaned their social and psychological consequences. Over the years, researchers have churned out studies showing that violent games can lead younger players to be more hostile and less empathetic. Not everybody buys this, and there’s research that says there is no connection.

Inarguably, too much gaming can lead to health problems. Last March, the Endocrine Society—an international organization of endocrinologists—released a study, involving a group of 33,900 teenagers, which found that heavy screen time and snacking could increase risk of heart disease and diabetes. In another study, scientists from the New York Institute of Technology found that gamers who played between three and ten hours per day reported a range of ailments, including eye fatigue and neck, back, wrist, and hand pain—yet only 2 percent were getting medical attention. The researchers also found that 40 of the people studied “did not participate in any form of physical activity,” though presumably the gamers at least walked to the bathroom and the fridge.

The concept that seriously overdoing video games counts as addiction is new, and it comes at a big moment in the evolution of the industry. If you haven’t worked a joystick since the days of Ms. Pac-Man, entering a modern gaming environment would be about as shocking as getting an iPhone in the 1880s. Today’s games are cinematic artworks. They enable players from around the world to share digital adventures that are so immersive, so full of surprise and delight and realistic living things, that they can fulfill the core human need to explore. So-called open-world games, which encourage players to travel through unrestricted landscapes as they live out cinematic narratives, have been around in less robust form for decades. Now, thanks to faster internet speeds and extraordinary graphics, thriving online communities have transformed franchises such as Fortnite, Minecraft, and League of Legends into multibillion-dollar businesses and, more profoundly, an entire way of life.

II. A. Answer ANY TWO of the questions that follow in 150-200 words.  
                                       							       (2x10=20)
8. “Violent games can lead younger players to be more hostile and less empathetic” This argument is used to discourage people from playing video games. How would you counter this argument?
9. What moments of discovery do video games offer? Is it possible to talk about video games without the negative connotations like addiction?
10. “Open-world games, which encourage players to travel through unrestricted landscapes.” Are open world games popular because urban dwellers don’t have access to open spaces?

[bookmark: _GoBack]III. A. Answer ANY THREE of the following in about FIVE sentences.     (3x5=15)
11. Are there games where numbers don’t matter? Have you played any?
12. What in your opinion is one overused word in sports journalism?
13. What is the most interesting photo of sports action you have come across this year?
14. Which footballer has the most interesting style of celebration after scoring a goal?
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