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	Outline and division
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	Language level (few errors, but occasionally slips into non-academic register)
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	Formatting (citations, presentation)
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	Thesis statement formulation 
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	Evaluation justification (strengths and weaknesses of thesis):

This thesis is very successful on many levels. The extensive and meticulously focused background is explored in the first three chapters, each 6-7 pages each. Chapter 1 introduces immersive media and extended reality (XR), an important concept used throughout the analysis. Chapter 2 presents a brief history of science fiction, including cyberpunk and a two-paragraph discussion of postmodernism (2.3) in terms of Sci-Fi. This leads nicely into the third background chapter, which might be described as a merging of a number technological and philosophical discourses to provide several provocative answers to the question “what is ‘real’?” as developed societies merge digital and biological identities in all spheres of life, including work and leisure. These concepts (like the novel Neuromancer itself) are quite challenging to deal with at any level, and the BT writer handles the complexity deftly, providing information from many types of academic, scientific and popular sources when appropriate.

In her analytical chapter 4, the BT author shifts a bit more toward the literary aspects of the two novels she analyses. She compares and contrasts the two works using numerous examples of events, dialogue and direct citations from the novel to prove her points. She also introduces or reiterates both technical and academic citations to expand upon her own analytical claims, many of which are quite sophisticated. Finally, she contextualizes the two novels within their own time as well as discusses the long-term literary and social influence of the works, e.g. that while Gibson’s 1984 novel was clearly cutting-edge (formally and thematically), by the time Cline’s Ready Player One came out 27 years later, concepts like AI, XR, the singularity, and gamification had become generally well-known enough to support a popular novel and mainstream Hollywood film. 


	Questions to be answered by student:

1) What technology found in your novels not currently in widespread use will become popular in the next 10-20 years?

2) What differences do you see between Meta (which M. Zuckerberg predicts will totally replace Facebook) and the XR found in RP1?
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