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Studies of Japanese Popular Culture (Special Lecture)l
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This course focuses on the history of popular culture in modern and contemporary Japan (from Edo to the early 2000s): its main media
forms, genres, and practices. It aims to describe multiple phenomena that have shaped cultural production and consumption patterns in
Japan, as well as various media and artifacts now known worldwide. Beyond the main topic of the course, described above, students will get
a better grasp of popular culture in general and understand the main factors and powers involved of its development. The assignments
introducing various samples of academic writing on the Japanese popular culture will allow students to discover new lines of inquiry
potentially applicable in their postgraduate research.
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By the end of the course, students should be able to:

1) Describe the overall history of popular culture in Japan from the Edo period to the early 2000s.

2) Explain how historical circumstances, technological developments, and social changes came together to give life to new forms of
entertainment media, genres, professions, and creative industries.

2) Recognize specific features of Japanese media and consumer behavior, but also find analogs and parallels in other countries where
possible; use this understanding of the specific and the common to discern worldwide trends in popular culture.

The course will be conducted in English, however supplementary reading may include materials in Japanese.

. Introduction: Defining popular culture

. Proto—popular culture in Edo period I: Life and entertainment in cities and in the countryside
. Proto—popular culture in Edo period II: Life and entertainment in cities and in the countryside
Proto—popular culture in Edo period II: Play and liminal spaces, traveling

Proto—popular culture in Edo period IV: Yokai and hayarigami

. Yokai in the 20th century: from documented folklore to urban legends

The Taisho period I: Urbanization, westernization, new media

. The Taisho period II: Entertainment in print, shojo culture, and Takarazuka Revue

. The Taisho period Ill: Early Japanese cinema; media and censorship

10. WWII aftermath: Japan during and after the occupation

11. The tumultuous 60s and new forms of entertainment

12. The affluent 70s: The arrival of kawaii culture

13. Many faces of ‘kyara’: yurukyara

14. Early history of game centers and video games in Japan

15. Mass media and scandal in Japan
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The course will be conducted in English, however supplementary reading may include materials in Japanese.

1. Introduction: Defining popular culture
2. Proto—popular culture in Edo period I: Life and entertainment in cities and in the countryside
3. Proto—popular culture in Edo period II: Life and entertainment in cities and in the countryside
4. Proto—popular culture in Edo period II: Play and liminal spaces, traveling

Class 5. Protc.)jpopular culture in Edo period IV: Yokai and hayarigami

Sohedule 6. Yokai in the 20!:h century: fro_m document_ed folklore to ur_ban legends

and 7. The Ta!shé per!od L Urban|zqt|on, we_ster_nlzatmnl, new media

Activities 8. The Ta!shé per!od II. Entertainment in lprlnt, shéJol culture, and Ta}karazuka Revue

BERE 9. The Taisho period IlI: Early Japanese cinema; media and censorship

e dgy 10. WWII aftermath: Japan during and after the occupation

ﬁféﬁ;i 11. The tumultuous 60s and new forms of entertainment
> 12. The affluent 70s: The arrival of kawaii culture
13. Many faces of ‘kyara’: yurukyara
14. Early history of game centers and video games in Japan
15. Mass media and scandal in Japan
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Grading Attendance — 20%, work in class — 10%, assignments — 70%

Plan ASSIGNMENTS ARE VERY IMPORTANT!

(FAEEFEM | If you have to be absent from class, you must notify the lecturer in advance.
i | Presence in class=1, participating online (without special reason)=0.5
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The course will be conducted in English.
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 in Japan and overseas.

ZERRISL If you have any questions regarding the course, feel free to contact me via the following email:
=3 kopylova.olga.d4@tohoku.ac.jp
You can also find me in my office (building C13, 827) 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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