
Osaka Gakuin University 2012-13 Fall Semester 

Power of Japanese Pop Culture 
 

Instructor： 

 
Doyoung Park 

E-mail:           dpark@ogu.ac.jp 

Lesson：         Monday 12:50-14:20, Wednesday 14:30-16:00 

Office Hours:   By Appointment 

Subject code : 1035 

 

Course Description: 

 

Japanese pop culture has been a cultural icon in Asia for a long 

time, and currently it is expanding its territory to the global 
sphere. Many people around the world are enjoying pop music, 

video games, animation and manga created in Japan. This 

contributes to the development of the pop culture industry and 

establishes valuable soft power for Japan to position herself as a 
leading cultural country in the world. In this course, we will deal 

with several cultural genres of Japanese pop culture to explore 

their history and socio-economic influence in Japan and the 
world.   

 

Resources 
 
Lecturer will prepare materials. 

 

Grade Breakdown 
 

Attendance         10 %      Discussion   30 % 
Presentation       30 %      Final Project 30 % 

 

 
 

 

Notes: 

 

Course Schedule： 

 

Introduction 

 

 Session 1: Course Orientation 9/10 
o Class introduction 
o Syllabus Review 

 Session 2: Invasion of Global Otaku 9/12 
o Moe Moe Forever 
o Influence of Japanese Pop-Culture 

 Session 3: Seminar 9/19 
o Japanese pop-culture in my mind 

 

Historical Context of Japanese Pop-Culture 

 

 Session 4: Tradition of Visual Art 9/24 
o Ukiyoe and Manga 
o Kabuki and Anime 

 Session 5: Osaka the Land of Comedy 9/26 
o Understanding Japanese sense of humor 
o Comedy Context and Narrative 

 

Manga, the Source of Japanese Creativity 

 

 Session 6: Best Japanese manga in History 10/1 
o What is the beauty of Japanese manga? 
o Manga Sales Ranking 

 Session 7: Manga related industry – One Source Multi 

Use 10/3 
o Convergence into Various Genres  
o Manga Economics 



 Session 8: Student Presentation #1 10/10 
o I recommend this manga because… 

 

Animation Empire 

 

 Session 9: From Tezuka to Ghibli 10/15 
o Giants of Japanmination 
o Future of Post-Ghibli 

 Session 10: Anime and Action figure Industry 10/17 
o Otaku Culture and Action Figure 
o Gun-Pra Nation 

 Session 11: Student Presentation #2 10/24 
o Difference of Japanimation 

 

Computer-Generated World 

 

 Session 12: Battle of Game Consoles 10/29 
o Sony, MS, Nintendo, and Apple: Who Will Be the Final 

Winner? 
o Finding Killer Contents 

 Session 13: Hatsune Miku the Vocalroid 10/31 
o Hatsune Miku Virtual Concert 
o Between Virtual and Real 

 Session 14: Student Presentation #3 11/5 
o Social Issues on Virtual Reality Culture in Japan 

 
It’s JPOP!  

 

 Session 15: Visual-Kei Now 11/7 
o Return of Visual-kei 
o Global Fandom  

 Session 16: Kingdom of AKB 48 & Johnny’s 11/12 
o Strategy of the Entertainment Company 
o Japanese and Idols 

 Session 17: Student Presentation #4 11/14 
o Impact of Idol system on Japanese Show Biz. 

 
 

Japanese Cinema 

 

 Session 18: Golden Age of Japanese Cinema 11/19 
o Stars and Studios 
o Long-Run Series  

 Session 19: Shade on Cinema Industry 11/21 
o Bad Influence of Manga and Anime 
o Changing Media Circumstances 

 Session 20: Student Presentation #5 11/26 
o Masterpiece of Japanese Movie in My Heart 

 

Gay People in Japanese Pop-Culture 

 
 Session 21: New-Half and One-e 11/28 

o Transgender and Gay in Show Entertainment 
o Within Homophobia and Hemophilia 

 Session 22: BL Literature 12/3 
o Dojin the Literary Coterie 
o Girls Like Boys’ Love 

 Session 23: Student Presentation #6 12/5 
o Revisiting Gay Culture 

 

Pop-Culture Influence 
 

 Session 24: Pop-Culture as Soft Power 12/10 
o Cultural Invasion Theory 
o JPOP vs. KPOP 

 Session 25: Seminar 12/12 
o What I Learned in this Class 

 

Final Week 
 

 Session 26: Final Project Presentation #1 12/17 
 Session 27: Final Project Presentation #2 12/19 

 
 

 

 
 
 


