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D As a direct continuation of B AIT/biH4¥5A I (taking the first course is not a strict requirement ), this course demonstrates how popular
Objectives culture in Japan mixes with a more niche fan (otaku) culture and vice versa.
anfi It describes typical fan practices and values and proceeds to demonstrate how creative industries (for instance, TV producers, publishers,
Qs or game developers) interact with consumers (especially fans) and how different types of IP are disseminated and used. Through this
Svnopsis course, students will gain an opportunity to consider multiple phenomena that distinguish cultural production in Japan, from economic
*y %p conditions that influence creative industries, to consumption patterns and fan activities, to storytelling techniques, to the specificity of
=] E’J&WE) various media. Students will develop a more nuanced understanding of various entertainment media and their most dedicated consumers,
on the one hand, and be able to discover new lines of inquiry potentially applicable in their postgraduate research, on the other hand.
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By the end of the course, students should be able to:
Learnin 1) Describe major media associated with Japanese otaku market, their history, specifics of their production, distribution and consumption,
Goals g as well as their relations with other media.
(EED 2) Recognize key concepts of the otaku culture and general trends in fan consumption in Japan; but also find analogues and parallels in
gug’ﬁ =) other countries where possible; use this understanding of the specific and the common to discern world-wide trends in popular culture.
i 3) Consume and evaluate works of Japanese popular culture from multiple standpoints, addressing both form and content and taking into
account factors that might have shaped the former and the latter.
The course will be conducted in English, however supplementary reading will include materials in Japanese.
1. The many faces of otaku: the history of fan practices in Japan
2. Different types of fan engagement and fan creativity
3. What is media mix? Creative industries and transmedial franchises
4. Various media of otaku market I: anime industry
5. Various media of otaku market II: how anime is made
6. Various media of otaku market Ill : how manga is made
EERE- 7. Various media of otaku market IV: manga industry
EiEs 8. Various media of otaku market V: light novels
‘§I*$E 9. 2.5-jigen practices I: anime tourism (contents tourism)
A 10. 2.5-jigen practices II: cosplay
11. 2.5-jigen practices IIIl: voice acting in the Japanese popular media (history)
12. 2.5-jigen practices IV: voice acting in the Japanese popular media today
13. 2.5-jigen practices IV: 2.5 stage plays/musicals
14. Final assighment
15. Review of the final assignment and closing notes
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(the lecture content may be subject to change)
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The course will be conducted in English, however supplementary reading will include materials in Japanese.

1. The many faces of otaku: the history of fan practices in Japan

2. Different types of fan engagement and fan creativity

3. What is media mix? Creative industries and transmedial franchises

4. Various media of otaku market I anime industry

5. Various media of otaku market II: how anime is made

6. Various media of otaku market Ill : how manga is made

7. Various media of otaku market IV: manga industry

8. Various media of otaku market V: light novels

9. 2.5-jigen practices I: anime tourism (contents tourism)

10. 2.5-jigen practices II: cosplay

11. 2.5-jigen practices III: voice acting in the Japanese popular media (history)
12. 2.5-jigen practices IV: voice acting in the Japanese popular media today
13. 2.5-jigen practices IV: 2.5 stage plays/musicals

14. Final assignment

15. Review of the final assighment and closing notes

(EERBREIEETILAHYET)

(the lecture content may be subject to change)
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| Attendance — 20%, work in class — 10%, assignments — 40%, final assignment — 30%
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No textbook will be required as readings will be provided by the instructor.

Students are required to read the materials provided to them by the lecturer and complete corresponding assignments before class.
Students are also encouraged to actively draw examples and cases from their own experience of popular culture within and outside Japan.

If you have any questions regarding the course, feel free to contact me via the following email:
olga.s.kopilova@gmail.com
You can also find me in my office on Mon.~Fri. 8:30 am-17.30 pm.
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One—credit courses require 45 hours of study. In lecture and exercise—based classes, one credit consists of 15-30 hours of class time and 30-15 hours of preparation
and review outside od class. In laboratory, practical skill classes, one credit consists of 30-45 hours of class time and 15-0 hours of preparation and review outside of

class.
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