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Popular Culture
The normative of pop culture comes forth from an array of genres that are inclusive of print, popular music, cyber cultures, entertainment, and television programs. The genre of television and sports represent the most if not widely consumed aspects of popular culture. In this sense, the stipulated genres bring forth immense power or control over popular culture and thus, influence over the society. Television influences people’s lives because the society is quite used to spending numerous hours on television programs each day. The television as such is a prevalent contemporary aspect of culture, whereby the society at large would never imagine life without it. The focus and main theme brought about through this essay correlates to the effect of “dumbing down of social and cultural values.”
The common believes concerning television points out to the fact that TV is responsible for the changing behaviors and values amongst children and the youth (Dahi & Della 734). In essence, children watch too many violent or else unethical programs that essentially change their social and cultural view point. The “couch potato syndrome” is a concise representation of this issue. Laying emphasis on the popular television show “The Simpsons”, it is quite clear that TV provides a means of self-identification and allegiance, which eventually impacts the common behavior among viewers. In this case, the Simpsons’ show is an animated sitcom that takes place in Springfield. The show created by Matt Groening associates with the Simpson family and often portrays negativity towards the society, authority figures, politicians, and businesses.
The popular show and animation reflects the existing beliefs, anxieties, violence, and values that exist in the society. The influence in essence is trivial such that viewers especially children tend to solidify their social beliefs, ideologies, and behaviors upon the characters. Greitemeyer and Osswald (215) reiterate that the popular TV show defies conventional TV programing mainly by bringing forth influential political lampoon, cultural literacy, and further appealing unconventional cultural or social issues that violate existing norms. In this case, Bob who plays an integral role in the television show; brings about the argument that everyone’s livelihood is characteristic of changes upon the view of either ethical or violating characteristics (Dahi & Della, 685). 
The growing influence by the American television is subject to the influence of the engagement in antisocial video games that involve violence that facilitate the development of anti-social behavior such as aggression and violence. Video gaming and television violence entails brain workout; as the skills necessary to win, requires the integration of high intellectual levels of thinking. Most of these skills, enhanced through gaming and TV programs are often absent from school teachings. In this case, through gaming, individuals especially teenagers gain abilities such as problem-solving, coordination, and planning for resource management with the subsequent ability to follow instructions.
[bookmark: _GoBack]Particularly, gaming and TV activities whereby characters support and help each other through non-violent activities brings forth to the increment in both short and long term pro-social behaviors. Various experimental studies published through the journal of “Personality and Social Psychology”, show that cooperative is subject to the decrease in aggression that could be replicated in real life activities. Playing with helpful partners increases players’ expectations regarding others in reciprocating the pro-social behavior. Through cooperative gaming, characters develop a valuable relationship towards each other as they tend to focus more on social aspects rather than aggression or violence. Nonetheless, intriguing experiments show that individuals playing pro-social games tend to be helpful towards others when faced with challenging social situations in real life. Gaming addiction and the involvement in violent games could have detrimental effects such as anti-social behavior and aggression.
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