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http://livecampus.adb.fukushima-u.ac.jp/Icu-web/SC_06001B00_22/referenceDirect?subjectlD=047240150944 &formatCD=1
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This course addresses topics in popular Japanese culture in modern and contemporary Japan. It pays particular attention to instances of historical and cultural
significance that can be understood as critical in nature, and addresses societal responses to these moments through the lens of different forms of popular culture.
The program's aim, in short, is to understand not only the popular culture themselves, but also the historical, social, and political contexts within which they were
produced. The course will attempt to approach popular culture as a medium by which we might both expand our understandings of Fukushima and Japan.
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1) You can properly identify how different forms of popular culture reflect different eras in Japanese society.
2) You understand the impact that current popular culture in Japan has had on the world.
3) You develop good intercultural skills, working with people from different backgrounds using English.
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1 Course Introduction -outline, class rules, group activities

2 Cool Japan Initiative

3 Old and New Popular Culture

4 Edo and the birth of Popular Culture

5 Showa Era Popular Culture

6 Late Showa and Bubble era Popular Culture

7 Nuclear Energy and Popular Culture

8 Heisei Popular Culture

9 Fukushima's revitalization and anime

10 Understanding Japanese humor

11 Japanese Idols and Entertainment Culture

12 Student Peer Study (Kumamon, Hello Kitty, and Kawaii)

13 Student Peer Study (Tokusatsu — Heroes, Ultraman and Kaiju)
14 Student Peer Study (Cool Japan and Video Game Industry)
15 Wrap-up and in-class final exam
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Handouts and readings will be given out during class
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Schilling, Mark "The Encyclopedia of Japanese Pop Culture"
Atkins, Taylor “A History of Popular Culture in Japan”, Bloomsbury
Sugimoto Yoshio, “An Introduction to Japanese Society” Cambridge
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This class will combine lectures, field excursions, and student peer study. The first half of the course will consist of class excursions and several lectures on the
history of pop culture in Japan. The second half of the course will rely on student presentations on assigned topics indicated below.
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Excursion Report 20%
Presentation 50%
Final Exam 30%
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Fridays 3rd and 4th period (appointment will be required)
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Course content and pace will be modified accordingly to the language levels of the students.
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