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Chapter 1 pop Culture Crusaders: Constructing
MEANINGS OF DEVIANCE AND DELINQUENCY 1

Fears that video games would cause violence in the
1990sprovide aframework in understanding moral
panics, moral crusades, for how people actively usefears
ofpopular culture to create new meanings of deviance
and delinquency.

Chapter 2 Anti-Movie Crusades: Fears of Immigration,
URBANIZATION, AND SHIFTS IN CHILDHOOD 23

The popularity of the movies in the early twentieth
century led to moral crusades to regulate content.
Immigration, urbanization, and shifting experiences
of childhood caused the crusades.

Chapter 3 Anti-Pinball Crusades.- Fears of Gambling
and Free Time 49

Concerns about gambling and organized crime were
projected onto young people during the Great Depression
and World War II. Moral crusades against pinball
highlight anxieties about working-class spaces and about
leisure overtaking the value of hard work.
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Anti-Comic Book Crusades: Fear of
Youth Violence 73

Postwarfears ofdelinquency and youth violence reach
afever pitch, which moral crusaders blamed on graphic
comic books.

Anti-Music Crusades: Fears of Racial
Integration, religious Participation,
and Freedom of Expression 105

Much ofAmerican popular music derivesfrom African
Americans. The widespread success ofgenres such as jazz,
rock and roll, and rap createdfears of racial integration.
As musicians became revered, religious leadersfeared that
they would lead young people away from traditional
religion.

CONCLUSION: CONTEMPORARY POP CULTURE
Crusades 133

The growth ofsocial media not only producesfear about
a new form of communication, but has created new ways
to mount moral crusades.
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