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UCLA Mr. Ronald A.
Morse

Entertainment Goes “Pop”
Building Understanding and Respect for Japan’s Pop Culture

A Report on the
UCLA-Tokyo Foundation Project

While Japan’s popular culture is having a degree of business success
internationally, the full significance of Japan’s pop-culture as a force for ideas
and values is not well understood. Also, the cultural and historical context for
the development of entertainment like manga and anime is not appreciated
outside of Japan.

In an effort to build a better understanding of the US and Japanese
entertainment industry developments, the University of California, Los Angeles



(UCLA) and the Tokyo Foundation teamed up in 2003 to conduct a unique
series of events focused on the two entertainment industries. Ronald A. Morse,
the Paul I. Terasaki Professor of US-Japan Relations at UCLA coordinated the
project in Los Angeles.

The project, titled “Entertainment Goes “Pop,” involved the cooperation of the
UCLA History Department, the UCLA Extension for Adult Education, and the
Arts Department at California State University at Northridge. Over 100 people
participated in this project.

The project began with a one-day symposium at UCLA including Japanese and
American entertainment industry executives. A special English language report
focused on Japan’s soft power, “Japan as a Model Power for the World” by
Kusaka Kimindo, was prepared for the symposium and distributed widely.
Since Mr. Kusaka is Japan’s leading proponent of the importance of the pop
culture industry, it is also important that he visit more locations in the US and
Europe to explain this new dimension of Japanese culture. Events like the
UCLA symposium should be repeated abroad as often as possible.

The UCLA Project 9

The 12 week manga/anime instructional course consisted of weekly lectures by
Japanese experts in manga, animation and related fields. There were also
Saturday workshops in manga and anime artistic production for all
participants.

The project that ran from September to December 2003, reached out to three
different constituencies in the Los Angeles area—working professionals in the
entertainment industry through the UCLA Extension, history students at UCLA,
and arts students at Northridge.

The Los Angeles area entertainment professionals gained an appreciation of the
cultural and historical roots of Japanese pop culture. The UCLA history
students learned about Japanese pop culture, a subject still not taught at
American universities. The Northridge arts students broadened their
appreciation of Japanese digital arts and their relation to Japan’s artistic
tradition.

The importance of context is worth mentioning here. Dr. Morse, the moderator
for these sessions, was able to structure the dialogue and add commentary to



the class presentations to explain the background and historical context for the
views expressed by the Japanese speakers. Working with cooperative Japan
specialists and their colleges is also very important to the success of a such a
project.

The UCLA experience also demonstrates that having other courses on Japan
taught at a university greatly enhances the impact of an anime and manga
course. Japanese popular culture has to be taught inthe context of Japan’s
history and society. Even Japanese don't understand this fully. Teaching a
manga/anime course at Waseda University in Japan, where Japanese culture is
all around, is very different from teaching about Japan overseas.

If there are no Japanese history, art or other humanities courses taught in a
university, students will not study a understand why Japanese pop culture is
important. Japanese pop culture needs to be understood in the context of
Japanese history and business to be relevant--just like it exists in Japan. Then its
importance is realized.

The UCLA project received broad media attention and was well received by the
participants. Students in particular praised the high quality of the Japanese
lecturers, being able to learn first-hand from Japanese experts, and the
opportunity to learn about the history and background to the manga and
animation that they had grown up watching on TV and reading about.

10

Also, while the Japanese guest speakers were in Los Angeles, they had the
opportunity to meet other entertainment leaders, speak to university Anime
Clubs, and gather perspectives on anime and manga in the US. At each lecture
session, the Japanese speakers had a discussion session with the students. All of
the Japanese speakers said they learned a great deal by having the opportunity
to visit the US and meet people face-to-face.

Student Reactions to the Japanese Lecturers

The participants in the UCLA program were most interested in the values and
cultural psychology behind Japanese anime and manga. The UCLA course
allowed the students to see a new dimension of Japanese thinking and
originality. Also, as distinct from Japanese traditional literature, manga and
anime are very different medium of cultural expression. This also opened their
eyes to the “new” Japan of cultural products rather than simply Japan as a
manufacturing country. Student reactions to individual speakers were as
follows:
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Shinji Shimizu gave a great overall view of how Japanese animation is produced. Also,
Mr. Shimizu’'s discussion of character development gave students a look into the
psychology of Japanese story line content.

Nobuhiko Horie provided a look into the usually overlooked role of a manga editor and
the process of brainstorming with the artist to create a successful product.

Akihide Tanikawa showed students the extent to which anime and manga characters
are being used in education in Japan. This is not the case in America. Using examples of
classroom exercises, Tanikawa explained how comic books and TV can be effective in
education.

Keiichi Makino, a member of the first ever manga department at a Japanese university,
argued that the popularity behind manga lies in the use of kanji characters. Japanese
art is historically line art, while Western art has historically been oil painting.

Yosuke Kawakami & Zhu Junnan showed that given the need, Japanese can develop
software. Mr. Kawakami spoke of the advantages of digitalizing the creation of anime as
well as manga. Mr. Zhu demonstrated the software actually used by Japanese
animation studios.

Masakazu Kubo “Pokémon” is a title that is recognized all around the world. Unlike
most Japanese animation, this title is not based on an original manga, but rather on a
video game.

Hiroaki Takeuchi To have Mr. Takeuchi talk about his experiences in working in the
manga and anime industry, including the Animatrix episodes, was an excellent example11
of collaboration between U.S. and Japanese studios.

Yukihide Takekawa gave the perspective of manga fans in Japan and the history of its
changes.

Stuart Levy explained the marketing techniques and strategies for bringing Japanese
manga products into the U.S. market.

Yoshiro Kataoka explained the evolution of scroll paintings and their relationship to
present day manga and animation.

Japan’s Soft Power

America and Japan are the global leaders in the entertainment industry. The
American entertainment industry relies mainly on film and TV for its success.
The Japanese entertainment industry relies on manga, animation and digital
convergence (games, cell phones) for its success. While cultural and technology
developments account for these differences, there is little understanding of
these issues in either Tokyo or Los Angeles.

America is also still Japan's primary global ally in all areas. The US is still
Japan's major business market and the global entertainment industry leadership
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is in America. Asia is a future market for Japan’s pop culture products, but
Japan needs to cooperate with the US in digital technology and entertainment
content for at least another decade. The benefits of deepening US-Japan ties in
the entertainment industry for the immediate future will serve Japan’s
long-term interests better than any other strategy. The best place to start this
effort is with America’s future leaders in the US universities.

Japan’s most powerful tool today for reaching out to young people in America
is its manga and anime culture. People under 25 years of age in America play
Japanese games, watch animation, and read manga as an important part of their
youth culture. Their minds are open to new views of Japan. They want to know
more about pop culture, but information is hard to come by. The Tokyo
Foundation project at UCLA was a first step to bridging this important
“pop-culture understanding gap”

“Entertainment Goes Pop” was a bold initiative by the Tokyo Foundation. The UCLA
effort to reach a broader professional and academic audience about Japanese popular
culture was also a great success. This effort will now have to be expanded to include
other institutions and in different areas of the United States. Once this educational
project has developed into quality English language instructional materials, it can be
used in Europe and Asia.
12

One new way to expand the UCLA program is to do the same kind of project in Las
Vegas. Nevada is the second largest entertainment market in America and the
University of Nevada is willing to cooperate in providing serious academic and
institutional support to the promotion of Japanese cultural studies. This is an excellent
opportunity to test the UCLA approach in a new market.

Also, the University of Nevada in Las Vegas is willing to experiment by combining the
resources of its Engineering and Digital Entertainment Department, the School of Fine

Arts, and the Humanities Department to explore new opportunities for manga/anime
program development.

UCLA
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Agnes Yoshida
“Entertainment Goes ‘Pop’” Lecture Series 2003



Week 1: Shinji Shimizu

For students familiar with current Japanese animation, a producer of a title as popular
as “One Piece” was a real treat. Even for those who were not familiar with Japanese
animation, Mr. Shimizu gave a great overall view of how Japanese animations are
produced and how the process differs from that which they are familiar with in the U.S.
Also, Mr. Shimizu’s opinion that characters are the secret behind the popularity of
anime gave students a look into what goes into consideration when choosing a manga to
animate. His use of drawings of the characters from “One Piece” to illustrate is opinions
were visually captivating for students, especially for those who were new to anime.

Week 2: Nobuhiko Horie

With manga being the base of most anime produced in Japan, the history of manga is
also a necessary topic of the lecture series. While most people are familiar with manga,
most do not know what goes into creating the stories. Mr. Horie provided a look into the
usually overlooked and nameless work of a manga editor and the process of
brainstorming with the artist to create what is published on a weekly basis.

Week 3: Akihide Tanikawa

Professor Tanikawa was able to show students the extent to which anime and manga
characters are being used in education in Japan. Many students who have studied
modern Japanese history and/or culture should already know that the overall political
atmosphere is quite conservative. Students with such knowledge would not expect
characters from TV animations or comic books to be used in educational settings. It is
also something that is not done in the U.S. By using examples of classroom exercises
used for cultural education, he explained that while comic books and TV is regarded as
bad for education, it can be used to further knowledge.

Week 4: Keiichi Makino

As interesting as Professor Makino’s lecture is the fact that is part of the first ever
manga department at a Japanese university. Professor Makino's theory that the
popularity behind manga lies in the use of kanji, a form of pictograph, in the Japanese
writing system is a very unique look into the history and culture of Japan. Perhaps his
theory is the reason for the popularity of manga in Japan, China, and Korea, and may
also explain American tendencies toward wanting more than just lines in their comics.
As his student Patty explained, Japanese art is historically line art while Western art
has historically been oil paintings. This distinction was only to be clearly made in this
lecture and is a very important idea to be exposed to in order to understand the
differences in the Japanese and U.S. manga markets.

Week 5: Yosuke Kawakami & Zhu Junnan

Mr. Kawakami’s manga and animation software was a very interesting class for art
students who use and are familiar with art software such as Photoshop and Illustrator.
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Mr. Kawakami spoke of the advantages of digitalizing the creation of anime as well as
manga. The advantages of digital animation is already well-known and had been
spoken of by previous speakers as well, but Mr. Zhu gave the students an actual
demonstration of the software actually used by Japanese animation studios. Mr. Zhu
was able to give the demonstration in English, which made it easier for students to
communicate with him and ask very specific questions.

Week 6: Masakazu Kubo

“Pokémon” is a title that is recognized all around the world regardless of age. There
were absolutely no students who did not recognize the title or the main pokémon
Pikachu. Unlike most Japanese animations, this title is not based on an original manga,
but rather a video game. The lecture itself was very concise using videos and sound
effects to keep students interested and entertained. Mr. Kubo very efficiently used his 3
hours by speaking for about half and leaving an hour to an hour and a half for questions
from the students.

Week 7: Hiroaki Takeuchi

All Americans are familiar with the Matrix Trilogy films whether or not they have seen
them. To have Mr. Takeuchi talk about his experiences in working in the manga and
anime industry, including the Animatrix episodes, was an excellent example of
collaboration between U.S. and Japanese studios. He also introduced some details about
producing in-game movies for video games, something that none of the other speakers
touched upon. Speaking with the UCLA Anime Club also showed his enthusiasm for his
work.

Week 8: Yukihide Takekawa

Mr. Takekawa was the only speaker who was not directly involved in the manga or
anime industry, but he represented manga fans in Japan. With a mountain of examples
of various manga, he explained what he thought attracted people to them, and gave a
good overall view of important figures in manga history. With such a thorough history, it
may have been better if he could have spoken earlier in the series to lay a historic
foundation for students before other speakers. Many of the other speakers also gave a
brief manga history lesson within their lecture, but if one specific lecture had been
devoted to it, other speakers could also devote more of their time to other material they
wanted to cover.

Week 9: Stuart Levy

Mr. Levy's lecture was very unique within the series in that it gave students an
American perspective on the anime industry. He was very keenly aware of the cultural
differences between the U.S. and Japan. Also, being the only speaker fluent in English,
he was able to convey more information than the other speakers. He also explained his
marketing techniques and innovations in regards to his pioneering work in the U.S.
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manga industry which was a subject that no on else could have done better for this
lecture series.

Week 10: Yoshiro Kataoka

Mr. Kataoka's theory behind animation was new and refreshing. He very efficiently
explained the evolution of scroll paintings to present day manga, then to animation,
with a more philosophical approach. He also went into depth about the techniques used
to produce Japanese animation to cut down production turnarounds and costs.

Overall Comments

All of the speakers had something unique to say in their assigned lecture, giving a
wealth of information to students while catering to their specific interests. The only
drawback to the lecture series as a whole was that a lot of basic information was
repeated over and over. That fact emphasizes to students the importance of such
information, namely the history of manga and anime, but becomes uninteresting when
repeated over and over again. In the future, if possible, it may be easier for the speakers
and more interesting for students if each lecture muld be formulated as part of a
cohesive whole rather than a separate entity.



ENTERTAINMENT GOES "POP"
[The Future of Manga & Anime Entertsinment]
SCHEDULE

UCLA Seminer, UCLA Extension, Cal State University Northridge
2003/ 9/27 2003/12/13

Sep.27th 14:00-17:00
[ENTERTAINMENT GOES "POP"]
Moderator Jane Kagon & Ron Morse
Sperkers (TKFD)
Stuart Levy (Tokyopop)
Charles Herschorn (G4)
Don Murphy (Producer)
Keith Boesky (ICM)
Oct. 1st CSN 18:00-21:00 Lecturel
Oct. 2nd UCLs14:00-17:00
Oct. 2nd UCLe19:00-22:00
Oct. 8th CSN 18:00-21:00 lecture2 (Coamix)
Oct. 9th UCLs14:00-17:00
Oct. 9th UCLe19:00-22:00
Oct. 15th  CSN 18:00-21:00 lecture3 ( )
Oct. 16th UCLs14:00-17:00
Oct. 16th UCLe19:00-22:00
Oct. 22nd ~ CSN 18:00-21:00 lecture4 )
Oct. 23rd  UCLs14:00-17:00 Patricia Leeann Markley
Oct. 23rd UCLe19:00-22:00
Oct. 29th  CSN 18:00-21:00 lecture5 & ( )
Oct. 30th UCLs14:00-17:00
Oct. 30th UCLe19:00-22:00
Nov. 5th CSN 18:00-21:00 lecture6 ( )
Nov. 6th UCLs14:00-17:00
Nov. 6th UCLe19:00-22:00
Nov. 12th CSN 18:00-21:00 lecture7 (Comix wave)
Nov. 13th UCLs14:00-17:00
Nov. 13th UCLe19:00-22:00
Nov. 19th CSN 18:00-21:00 lecture8 ( )
Nov. 20th UCLs14:00-17:00
Nov. 20th UCLe19:00-22:00
Dec. 3rd CSN 18:00-21:00 lecture9  Stuart Levy TOKYOPOP
Dec. 4th UCLs14:00-17:00
Dec. 4th UCLe19:00-22:00
Dec. 10th  CSN 18:00-21:00 lecture10 (Marverous Entertainment)
Dec. 11th UCLs14:00-17:00
Dec. 11th  UCLe19:00-22:00
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