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Symposium: Contemporary Japanese Media Cultures: Industry, Society and Audiences 

University of East Anglia 

Thomas Payne Study Centre, Rooms 1.3 and 1.4 

Wednesday 5th September , 2012 
9:30-10:00am TPSC Room 1.3 - Registration & Coffee  

10:00-10:30am TPSC Room 1.4  

Opening Discussion: Whose Contemporary Japanese Media? 

10:30-11:30  TPSC Room 1.4   

Panel 1: Industry Commentators and Representatives 

Panel Chair: Jerome Mazandarani, Manga Entertainment UK 

Jonathan Clements (Author) False Profits: Who Benefits from a Japanese Box Office Flop? 

Andrew Osmond (Editor, ANN UK) The Anime We Want 

Hugh K. David (Marketing Executive) Mind The Gap: Public Perception, Marketing and the Harsh Reality of Sales  

11:30-12:45 TPSC Room 1.4 

Panel 2: Audiences and Japanese Media Texts 

Panel Chair: Rayna Denison, School of Film, Television and Media Studies, UEA 

Hiroko Furukawa (Sendai University) Reality Follows Anime: Post-Fukushima Implicatures in Nausicaa 

Leah Holmes (Bath Spa University) From Weird to Wired: The Internet and “Fourth Generation” Anime Fandom 

Yoko Matsumoto-Sturt (University of Edinburgh) What are they doing in the World of Hatsune Miku? Creative Audiences, 

Transmedia Participation and Redistribution of User-Generated Content 

Emma Jane Pett (University of Aberystwyth) A Contested Genre: Investigating British Audiences of Asian Extreme Cinema  

12:45-1:45 TPSC Room 1.3 - Lunch 

1:45-3:00pm TPSC Room 1.4 

Panel 3: Cross-cultural Media Exchanges 

Panel Chair: Rayna Denison 

Eija Niskanen (University of Helsinki) Moomin’s Adventures in Japan – Adapting Finnish Characters to Anime 

Derek Johnston (Queens University, Belfast) Exploring the Kozure Okami/Lone Wolf and Cub Mega-Text 

Iain Robert Smith (Univesity of Roehampton) Transnational Sherlock: The Politics of Cross-cultural Adaptation in Meitantei 

Holmes 

Katja Valaskivi (University of Tampere) Looking for the Soft Power of Cool Japan: Circulation of Meanings in Television 

Production 

3:00-3:15pm TPSC Room 1.3 - Coffee 

3:15-4:15pm  TPSC Room 1.4 

Panel 5: Unseen/Unheard? – Domestic Hits in Japan 

Panel Chair: Dr Woojeong Joo, School of Film, Television and Media Studies, UEA 

Oliver Dew (University of Birkbeck) The Role of Affect in Branding in Creating the Crossover Hit 

Shiro Yoshioka (Newcastle University) It’s Show Time! – Videogame goes to the Theatre 

Rayna Denison (University of East Anglia) The Limits of Piracy – Stars and the Online Japanese Media Grey Markets 

4:15-4:30pm TPSC Room 1.4 

From Industry to Audiences - Discussion 

4:30-5:30pm  TPSC Room 1.4 

Keynote Address: Professor David Desser, University of Illinois 

Decentering the Text, Recentering the Globe; Or, Soft Power, Hard Cash 

5:30-6:30pm TPSC Room 1.3 - Drinks Reception 



 

Programme Abstracts: 
 
Keynote Address: Professor David Desser 
4:45-5:45pm 
Decentering the Text, Recentering the Globe; Or, Soft Power, Hard Cash 
 
Panel 1: Industry Representatives 
10:30-11:30 
 
Jonathan Clements (Author) False Profits: Who Benefits From a Japanese Box-Office Flop? 
 
Andrew Osmond (Author and Editor of Anime News Network, UK) The Anime We Want 
 
Hugh K. David (Marketing, Network DVD) Mind The Gap: Public Perception, Marketing and the 
Harsh Reality of Sales 
 
Panel 2: Audiences and Japanese Media Texts 
11:30-12:45 
 
Hiroko Furukawa (Tohoku Gakuin University) Reality Follows Anime: Post-Fukushima Implicatures 
in Nausicaa 
 
The Japanese animation film Kaze no Tani no Nausicaä (Nausicaä of the Valley of the Wind) was made by the 
acclaimed film director Hayao Miyazaki in 1984. Miyazaki’s film already warned about the dangers of nuclear 
energy, how radioactive substances can threaten our daily lives and how a man-made disaster can selfishly 
destroy nature. After having experienced the Fukushima Daiichi Nuclear Disaster—which has been estimated 
as the same risk level as Chernobyl (1986) by the Japanese Nuclear and Industrial Safety Agency—, Japanese 
people’s reception of the film has shifted according to the change of the social context. Therefore, by using 
multimodal analysis of the film and discourse analysis of the audience reception, this paper aims to investigate 
the three points; (1) how are implicatures constructed in Nausicaä, (2) what are the main functions of 
implicatures and (3) how have the implicatures shifted in the post-Fukushima era. 

 
Leah Holmes (Bath Spa University) From Weird to Wired: The Internet and “Fourth Generation” 
Anime Fandom 

I plan to examine the impact that internet technologies have had on anime fandom, with particular regard to 
the latest generation of anime fans. In Otaku: Japan’s Database Animals (University of Minnesota Press, 2009), 
Hiroki Azuma identifies three generations of anime fans: those born in the 1960s, who grew up on Space 
Battleship Yamato and Gundam; those born in the ‘70s, who enjoyed a more developed culture produced by 
the previous generation; and those born in the ‘80s, whose teenage years intersected with the success of Neon 
Genesis Evangelion. I propose that there is now a fourth generation of fans: those born in the ‘90s, whose 
entire lives have been affected by new technology, particularly the rise of the internet. 
 
I will give a brief overview of the 21-year history of British anime fandom, from the first anime convention in 
1991 to this year’s Amecon, which has an expected attendance figure of 1,350. Then I will discuss how fans 
themselves have changed in tandem with new technology, with particular regard to the organisation of fan 
communities (online vs offline, in terms of both communication with other fans and modes of access to anime, 
manga and related materials) and the increased visibility of anime fandom to the wider world (i.e. mainstream 
press coverage of fan activities, the emergence of internet “stars” like Beckii Cruel and Venus Angelic). My 
overall argument is that anime fandom has become inextricably tied to the internet, changing the ways in 
which fans engage with anime as a medium, with each other, and with the rest of the world, and in this way we 



have started to move away from the old stereotypes of fandom. 

 
Yoko Matsumoto-Sturt (University of Edinburgh) What Are They Doing in the World of Hatsune 
Miku? Creative Audiences, Transmedia Participation and Redistribution of User-Generated Content 

The Japanese music sphere has been experiencing an epoch-making paradigm shift since Hatsune Miku (a 
singing voice synthesizer application, aka V2 Vocaloid) emerged in 2007 by ‘crossing over the limits of science’. 
Miku’s proliferation spread through Japanese social media at an explosive pace, through a chain of 
collaborations among amateur creators of music (both cover and original works), illustrations, remixes and 3D 
animation music PVs. In other words, the world’s only virtual pop star Hatsune Miku was born as a result of a 
“Collective intelligence” that can be seen as “an alternative source of media power” (Jenkins 2006). She 
effortlessly transcended cultural/geographical borders with her phenomenal ‘live’ performance at the 2011 
Anime Expo in Los Angeles, and now, this amateur cultural production visibly dominates the real global 
commercial market, for example, being featured in advertisements and profit-making music games, as well 
selling a feature song on iTunes Stores in 217 countries. 

This paper aims to examine the characteristics of Hatsune Miku fandom as Japan’s most innovative convergent 
cultural practice among Japanese youth. We will look at what creative audiences do when they share and 
collaborate using a popular video sharing platform Nico Nico Douga (lit. Smile Videos). We will then consider 
how their convergence culture is embodied in the work of Hatsune Miku as an example of Japanese User-
Generated Content (UGC). 

 
Emma Jane Pett (University of Aberystwyth) A Contested Genre: Investigating British Audiences of 
Asian Extreme Cinema 

This paper will consider the reception and fandom of Asian Extreme films in the UK over the last ten years. In 
the UK, the origins of the Asian Extreme category are closely associated with Tartan’s high profile ‘Asia 
Extreme’ label, which played a pivotal role in promoting and disseminating these films between 2001 and 
2008. Since 2008, when Tartan went into administration, several academics have considered the impact of 
their marketing campaign on the reception of East Asian cinema in the UK (Martin, 2009; Shin, 2009). More 
significantly, a range of claims have been made about audiences of these films, and the way in which they 
interpret and translate cultural differences. This paper will identify the conflicting claims made by film critics, 
censors and academics about this contested genre and its audiences. These will be set alongside findings 
emerging from a research project which has gathered audiences’ own discussions and interpretations of Asian 
Extreme cinema. 

The paper draws on a research project that is part of a collaborative arrangement between the British Board of 

Film Classification (BBFC) and the Arts and Humanities Research Council (AHRC). 

 
Panel 3: Cross-cultural Media Exchanges 
1:45-3:00pm 
 
Eija Niskanen (University of Helsinki) Moomin’s Adventures in Japan – Adapting Finnish Characters 
to Anime 

Moomin children novels and cartoons by Finnish author Tove Jansson have been adapted twice into Japanese 

television anime series. The first boom of Moomins in Japan was, however, 1960s translation of the original 

novels, as well as children’s picture books developed for the Japanese market. The first animated series, of 

1969-72, was produced by Zuio/Tokyo Movie Shinsha (episodes 1-26) and Mushi Pro (episodes 27-65). This 

series introduced stories and scenes never appearing in the original novels and was never approved by 

Jansson. Miyazaki Hayao worked a bit on the animation of the first episodes, and most direction was by 



Miyazaki’s mentor Otsuka Yasuo. The second animation, Tanoshii Moomin ikka 1970-71 was developed in co-

operation with TV Tokyo and the Finnish Public Broadcasting Company YLE. Though changes to the original 

were made, author Jansson approved of this series. Director Saito Hiroshi had worked before with the Sekai 

meisaku gekijo (World Master piece Theater) TV anime program, and Moomin, an originally foreign concept, 

would fall within this marketing slot. Also franchising of Moomin products in Japan, via the Japanese company 

Tuttle Mori has proved successful: thousands of Moomin goods have been launched in Japan.  

Most Japanese do not recognize Moomin as “Finnish”, anymore than Arupusu no shojo Heidi is seen as Swiss. 

Further on, in Finland the series (dubbed into Finnish and with different theme song than the Japanese-

language version) is not thought to be part of Japanese anime.  My paper will study the cross-country/cross-

media adaptation from the original Western concept to the Japanese TV anime, in the historical 1970s to 1990s 

period, and the ways the two anime adaptations have laid the image of Moomins, not only in Japan, but 

currently also in its homeland Finland.  

 
Derek Johnston (Queens University, Belfast) Exploring the Kozure Okami/Lone Wolf and Cub Mega-
Text 

Originally published between 1970 and 1976, the manga Kozure Ōkami, or Lone Wolf and Cub, has been 
adapted into various other media and other languages, as well as providing inspiration for other media 
products. This paper will take an overview of this, to borrow Adam Roberts’ phrase, ‘mega-text’, ‘interlinked 
sequences of texts, often spanning several media.’ (Roberts, Adam, The History of Science Fiction (Basingstoke: 
Palgrave Macmillan, 2007) p.272) By examining the transformations made at each point of development of the 
mega-text, we can gain an understanding of the demands of different industrial and cultural contexts. The 
Kozure Ōkami text moves from manga, to Japanese film, to Japanese television, to American re-editing of the 
Japanese films to construct a new story, to American translation of the manga and the films and television 
series, to American graphic novels inspired by the manga, which are then turned into American films 
themselves. With all of these transformations and translations, what remains the same? What are the 
differences between American and Japanese expressions of the narrative? The American adaptations, as 
opposed to translations, of the narrative tend to show more promise for a happier future, that the 
destructiveness of vengeance and misplaced concepts and misunderstandings of honour can be resolved and 
shut away, unlike the Japanese versions of the narrative. Does this demonstrate a cultural or an industrial 
difference? While the scope of the mega-text means that this paper can only present an overview of these 
transformations and the questions and ideas that they suggest, it is hoped that this will serve to tie in with 
more specific discussions across the symposium, as well as outlining the scope and purpose of my wider 
examination of the Kozure Ōkami text. 
 

Iain Robert Smith (Univesity of Roehampton) Transnational Sherlock: The Politics of Cross-cultural 
Adaptation in Meitantei Holmes 

First shown in 1984, Meitantei Holmes (Detective Holmes) was an anime series produced jointly by the 

Japanese TMS Entertainment and the Italian public broadcaster RAI. Spanning twenty six episodes, this 

adaptation - directed by Hayao Miyazaki and Kyosuke Mikuriya - was designed to follow other successful co-

productions between Japanese anime studios and European broadcasters such as the Franco-Japanese series 

Ulysses 31 and the Spanish-Japanese series Dogtanian and the Three Muskehounds. 

Drawing on Linda Hutcheon’s work on the transcultural dimensions of adaptation, and Koichi Iwabuchi’s work 

on the cultural politics surrounding the circulation of Japanese popular culture, this paper will explore the ways 

in which Meitantei Holmes adapts and reworks elements of the Sherlock Holmes canon. Attempting to move 

beyond the national as a framework for understanding either Sherlock Holmes or anime, the paper will use the 

case study of Meitantei Holmes to open out onto a broader discussion of the implications of cross-cultural 

adaptations. 



Ultimately, by exploring the transcultural dimensions of this anime, the paper will attempt to move beyond 

discussions of how Japanese anime are – or how British Sherlock Holmes adaptations are – to analyse the ways 

in which the cultural hybridity of such texts challenge the ways in which these cultural forms have been 

conceptualised to date.  

Katja Valaskivi (University of Tampere) Looking for the Soft Power of Cool Japan: Circulation of 
Meanings in Television Production 

Since the turn of the millennium, Japanese popular culture has become a recognizable brand around the world. 

Tapping into the international interest, Japanese politicians since former Prime Minister Junichiro Koizumi have 

utilized the success in attempts to create ‘soft power’ for Japan. These attempts have had both internal and 

external aims. Internally it has been important to convince fellow decision makers and citizens of the matter 

that Japan is in fact ‘cool’ and investments for the so called creative industries or content business will pay off. 

Koizumi himself and former foreign minister and PM Taro Aso in particular emphasized the pride the Japanese 

should feel over this new interest in Japan. Externally the focus has been on adding popular culture into the 

repertoire of the cultural diplomacy of Japan. Both aims can also be seen in various media productions. 

Since 2006 NHK has broadcast a show called Cool Japan. In this show foreigners residing in Japan are asked to 

tell about things that they find cool in Japan: everything from heated toilet seats to in-company volleyball 

teams. The show is made in two versions, Japanese and English, and broadcast on the BS2 satellite. NHK also 

has another show called Imagine-Nation, which is mostly focused on foreign reception and narrowed into 

phenomena of popular culture (manga, anime, games etc.). It is also broadcast on the satellite. Both of these 

shows tap into the cool Japan phenomenon. The first one attempts to redefine anything that the invited guests 

find interesting as cool, the second one focuses more on youth culture and content business that is more 

traditionally and self-evidently considered as cool. The relationship to ‘soft power’, however, remains vague. 

The paper is based on textual analysis of the programs as well as producer interview at the NHK Enterprises, 

which is producing the shows.  

 
Panel 4: Unseen/Unheard? – Domestic Hits in Japan 
3:15-4:15pm 
 
Oliver Dew (University of Birkbeck) The Role of Affect and Branding in Creating the Crossover Hit 

Within Japan’s block-booking distribution system it is extremely difficult for an independent film to get a 

medium-level release. Occasionally however a film does break out of the mini-theatre enclave to open across 

scores of screens. This is one sense in which we can understand the term ‘crossover’. ‘Crossover’ can also refer 

to the reception by an unexpectedly broad audience of a film assumed to be offensive, unorthodox, or narrow 

in its appeal. Where is the Moon (Sai, 1993) is a key crossover film in both of these senses. In the years 

following its release, the film’s production company Cine Quanon grew into a vertically integrated ‘mini-major’, 

giving it the requisite platform for further crossover releases. In this paper I explore the role of the affective 

dimension of film reception and cross-media branding in pushing independent films into mainstream 

distribution channels and wider public consciousness from the 1990s onwards. 

 Lee, Bong-ou (ed.) 1994. “Tsuki wa dotchi ni deteiru” o meguru 2, 3 no hanashi (Tokyo: Shakai Hyōronsha). 

Lukács, Gabriella. 2010. Scripted Affects, Branded Selves: Television, Subjectivity, and Capitalism in 1990s 

Japan (Durham: Duke University Press).  

Sobchack, Vivian Carol. 2000. ‘What My Fingers Knew: The Cinesthetic Subject, or Vision in the Flesh’, Senses of 

Cinema, 5, <http://www.sensesofcinema.com/2000/5/fingers/>. 



Shiro Yoshioka (Newcastle University) It’s Show Time! – Videogame Goes to the Theatre 

Despite its more than 30 years of history, little critical and academic attention has been paid to theatre 

adaptation of anime, manga and videogames. Every year, theatre productions of such popular titles as Prince 

of Tennis and Sengoku Basara enjoy full house. While these shows are usually produced by independent 

producers rather than theatre company, Takarazuka Revue Company also produced a theatre version of 

videogame Gyakuten saiban.  

One of the longest running shows based on anime/manga/videogame is theatre version of videogame 

franchise Sakura taisen (a.k.a. Sakura Wars). The show with 15 years of history presents us with a number of 

interesting points to reflect on, such as the role of theatre version within the franchise and also fan 

community, relationship between the original text and theatre version, and different approaches to adaptation 

of anime/videogame, especially the issue of authenticity. This paper will examine these issues through a case 

study of Sakura taisen. 

First, the history of the franchise itself as well as the theatre version will be explained. Then, I will illustrate 

several aspects of the show that make it different from other similar shows. That will be followed by a 

description of actual show based on first-hand experience, emphasizing the close relationship between 

members of the cast and fans, as well as the role the occasion plays within the fan community. The influence of 

the theatre version on the franchise’s other texts (e.g. videogame, audio drama) will be also examined. Finally, 

there will be a discussion on the show’s close link with “proper” theatre, including kabuki. This final section of 

the paper will show how this type of show can be associated with more “proper” theatre, or at least how Hiroi 

Ōji, the producer of the franchise, views such relationship, and how he managed to establish it. 

 
Rayna Denison (University of East Anglia) The Limits of Piracy – Stars and the Online Japanese 
Media Grey Markets 

In the shadow of legitimate production cultures, fans have been translating texts across borders since the 
advent of transnational Japanese media fandom. However, academic interest in fan ‘prosumption’ cultures 
has, to date, been limited to re-production and distribution of manga and anime. This means that the live-
action fan cultures operating around Japanese media texts, particularly for television dramas and films, 
continue to be invisible to scholars. This paper takes a first step towards investigating how such live-action 
fandom is organised online, exploring the common techniques by which fans organise and re-distribute 
Japanese media products. In doing so, this paper reveals the online fan cultures that celebrate Japanese 
stardom, particularly for male stars whose fame rests on multimedia star performances. This focus on fandom 
for live-action media products and stars enables a further exploration into the limits of online media piracy; a 
consideration of what attracts the interest of fan re-producers and their online audiences. 

 
 

Pre-circulated Materials provided by: 
Eija Niskanen, ‘Background Information on the Moomins’ 
Eli Rostinah, ‘Consuming the Spirit of the Ninja in Naruto Shippunden Manga’ 
Guan van Zoggel (Utrecht University), ‘Rethinking animation through linguistics: Exploring correlations 
between multiple layers of animation’ 
Jonathan Wroot (University of East Anglia), ‘DVD Distribution and Marketing of Japanese Films in the UK: 
Researching Japanese Film Industries’ 
Shiro Yoshioka (Newcastle University), ‘It’s Show Time! – Videogame Goes to the Theatre – Contexts and 
Background’  

 

 
 



Getting to the Symposium: 
 
 The University of East Anglia is easily accessible by train, road and air. For more details see: 

http://www.uea.ac.uk/about/gettinghere  
 
The Symposium will take place in the Thomas Payne Study Centre, University of East Anglia, which is 

building number 52 on our Campus Map: http://www.uea.ac.uk/about/gettinghere/campusmap  
 
 
 

http://www.uea.ac.uk/about/gettinghere
http://www.uea.ac.uk/about/gettinghere/campusmap

