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How studio Ghibli maintained it’s success in an industry that is increasingly dominated by lude themes.

The dissertation I am writing will be based around the question; how has studio Ghibli maintained it’s success in an industry increasingly dominated by lewd themes? What I mean by this is eastern animation or “Anime” since it’s origin has become increasingly dominated by violent and sexual themes and I will be looking into how studio Ghibli, A studio that focuses primarily on family friendly storytelling has not only managed to maintain it’s success but grow In popularity and take it’s place as one of the worlds most well known eastern animation studios in the world. For the dissertation my key words will be, Sexualisation, Nostalgia, and target audience. I feel like these are the basis for my dissertation and each sums up their respective chapters well. The reason I chose these is because in order to sufficiently follow the timeline of the industry I will need to explore the connection all of these words have with my question. 
Chapter 1: the beginning 

For the first chapter I will be looking at the beginning of eastern animation and where this now huge industry has its roots. “The information available on Japanese animation before 1950, at least in English, is limited at best and conflicting at worst. The actual animated films themselves as well as records of who created what and when has mostly been destroyed. This is due to 1923's Great Kanto Earthquake and later the American invasion of the islands. Aside from that, animation was treated as disposable entertainment, as was most animation in the rest of the world at that time. Thus, little has survived.”- Michael Richey. Eastern animation is believed to have started anywhere from 1907-1918 however this is open for debate as the quote suggests the exact history on this subject is unreliable as Animation has not been seen as a legitimate art form for most of human history. However it is generally believed that the first eastern animation was a short by Katsudou Shashin. The clip can be found just by typing in his name and is usually titled “The first anime ever” The importance of this is that it holds significant similarities with animations being made in the west around this same time frame. For example the famous Walt Disney animation Steamboat Willi which was released only ten years after the eastern animation mentioned. Both features share components such as a basic looking character interacting minimally with the scene. And while Steamboat Willi is both longer and far more developed in terms of quality there are still comparisons to be made. The significance of this is that it highlights one of my key points in the first chapter and this is that both eastern and western animations started in an extremely similar vein. Short basic features that appealed to no particular target audience. In fact western and eastern animations shared a demographic in their respective hemispheres up until the 80s-90s where the most popular shows where those that could be enjoyed globally by all ages, Pokemon, Voltron, Dragon Ball, and Sailor Moon are just a few examples. This is an important place to start my research as this time period is when the first Ghibli film was released titled Castle In The Sky. As the industry at this time was still trying to appeal to children and or family audiences as a whole this and this was unsurprisingly the audience Studio Ghibli also wanted to appeal to. 
Chapter 2 the difference between western animation and “Anime” and where Ghibli falls:

However even through both eastern and western animations were both appealing to the same audience, and now that Japans animation industry was starting to receive global recognition. There were definite differences between western and eastern animation that were being made apparent. “Of course anime's visuals fuel its purported pedigree. Fans laud anime for its detailed art, style and fluid animation. Wait… fluid animation?!

嘘うそつき! Liar!

In reality, what set anime apart from other styles is its deliberate lack of fluidity and use of limited-animation. By ignoring the era's animation standards, animation studio Mushi Pro revolutionized the medium.” -Rich of Tofugu. What I believe this quote is saying is that while western animation of the 80’s-90s was focused on large fluid flowing movement with a focus on fluidity and catching children’s attention through bright colours and easy to watch animations Eastern animation often sacrificed good movement for more detailed characters interesting story’s and background art. Since the animation industry globally still wasn’t hugely recognised as a good investment finding was low and focus would often be put into one field over the other. However something that made Studio Ghibli so successful is that it had the funding and skill within their staff teams to be able to work well in all fields of their animation. Their beautifully designed characters and breath-taking background art along with their fluid animation style made their work feel more like an art piece than a children’s cartoon. In this part of the Dissertation I will be comparing Studio Ghibli’s work of the time to the famous eastern animations coming out in this era. For example The Castle In The Sky and The little mermaid. Both of these are high budget films made by studios who have the funds to properly invest the right amount of time and effort into all aspects. However there are still significant differences in style, scripting and overall finished look that separate the two distinctly. I will also be looking at how animation in this time was mostly similar in both the east and west. 

Chapter 3 Sexualisation in the industry:

“Unfortunately, however, the large majority of times that female characters are sexualized, the sexualization demeans and objectifies them. Rather than creating a female character with a complex range of emotions, with personal goals and motivations, anime creators chose to pander to a horny, immature male audience — a choice that isolates many female viewers and distracts the audience from the show’s desired narrative.”-Alexis Brazier. What I believe this author is trying to state is that the industry is becoming extremely fan pandering and in the process is making a large portion of their demographic feel uncomfortable while trying to get the attention of an older audience with more money to spend. This is important to my dissertation as In this chapter I will be exploring the changes that began to make the Anime industry and the western animation industry become so significantly different. I will also be exploring the work that began to come out in this time frame and how the subtle changes towards a more vulgar fan pandering impacted the entire eastern animation reputation. I will be comparing these works to studio Ghibli and exploring why a decision to stick with their original audience was made. I will also be looking at how and why this was unshaken even in times where it may have been beneficial to abandon their values.
Chapter 4 nostalgia:


“We purposely don’t make sequels of films that become hits… for better or for worse, we don’t take the easy rout… We create films by working as hard as we possibly can and by pushing conditions to their limit. What we wanted to do was create animation that has some meaning and was worth making.” (Miyazaki, Animge, Tokuma Shoten, May 1991, Reprinted Starting point, 2019)
Studio Ghibil initial succsess was no doubt due to the quality of their work. In all areas weather that be script writing, colour and character design or music the work of the studio is undoubtably phenomenal. And while there are critics of the work most criticisms come from personal dislikes and issues rather than problems with the technical skill of the studio. However this being said their maintenance of success I believe is due in a large part to nostalgia. As the quote above makes clear, the studio is in no way interested in making sequels to their early work. The reason this is so significant is because when you think of the studio it’s brand and the memories you have of their work, they remain firmly attached to your childhood. This is something many other studios in both the east and the west do not abide by and sometimes suffer for. For example Disney is well known for making low quality follow up movies based around their reissuance ones. This means that your memories of let’s say, The Little Mermaid for example, are not as firmly stuck to a part of your life you can pinpoint. For many young girls, and boys but young girls was their target demographic with this film, They watched the original film, and then some years later the sequel which was not only of lower quality but as your considerably older as of the fact the movies were made ten years apart it wasn’t really keeping your demographic in mind and didn’t appeal to their interests. Because of all this the studio managed to keep a sense of nostalgia with all their works and when people think of say spirited away they think of the movie as it’s stand alone product the way it was originally intended to be viewed. This creates a much stronger feeling of nostalgia as the movies are far more heavily linked with a single time in your life when you first watched it and the emotions it provoked. 


Another significant point that should be mentioned when comparing Ghibli to Disney is that around  2009 Disney began making a transition to 3D CGI animation marking off a clear distinct change in their work. This to a sense alienated their older fans as the work they were familiar with was rarely if ever being produced any longer. Studio Ghibli did not go through this change and stuck to their original animation style working on improving it as much as possible rather than putting the finding in to figuring out an entirely new media. This surprisingly payed off for them as they managed to produce work that not only appealed to their older audiences, as they were familiar with their signature and nostalgic style but also to younger audiences as 2D animation is by no means shunned by younger viewers. This helped maintain the success they had built from the beginning by showing they valued the audience that stuck with them just as much as they value drawing in new potential fans.

For a portion of this chapter in the dissertation I would like to focus on something I’ve called unfamiliar nostalgia. What I mean by this is how the clear cultural differences in the mundane aspects of the movies for example, the food shown on screen, differ so much from our own childhood experiences in the west yet somehow provoke a sense of warm familiarity. “Creating animation means creating a fictional world. That world sooths the spirit of those who are disheartened and exhausted from dealing with the sharp edges of reality.”- Hayao Mayazaki. This quote is important as it shows that what they have in mind while creating is something that everyone can relate to old or young and from anywhere in the world and it is from this sense of conscious decision to appeal to emotion that I firmly believe studio Ghibli built it’s success and is the reason It at no point since it’s founding has had to appeal to the masses in any other way. While it is common in East Asia to appeal to your audience through lust or violence in animation because it is a common denominator in a large audience that draws in a demographic. However since the studio can rely completely on their amazing ability to be able to draw in crowds with subtle emotions of nostalgia and fondness the desperate need to serve their audience using more desperate shallow tactics does not apply. 


Overall in this dissertation I will be looking into The begging of Anime and eastern animation along with how it compares to the begging of western animation. The gradual sexualisation of the industry being made apparent in key parts of the global development of the franchise and how it has become to be what the audience expects, How the Studio has always been an exception to these rules as it never developed with the industry but did however use the success of it at the time to build their fame and stay were they are by appealing to their original audience and overall how the studio managed to maintain it’s success using nostalgia to their favour.  
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