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Introduction

After gaining an empire from the force of its military and the finesse of its trading contracts which withered away as they all do, under the gaze of history, Japan took over the world in a different way, with something stronger than armies and economics: popular culture.
There are many things in Japan that you can’t find in other countries, making it a country with filled with wonders that have grown in fame worldwide, piquing foreigners’ curiosity and encouraging them to visit and experience it for themselves. The country has also made a lot of contributions to the world over the years with developments such as cars, video games, and fashion.

I decided to choose this topic for my dissertation as i myself am an illustrator and after my degree I hope to pursue a career in character design for animation. 
It will also be interesting to discover more about Japanese culture and how it affects its viewers, whether it inspires them to discover more or gives them the confidence to create their own. It also gives me the opportunity into discovering different animation techniques and processes which will give me a deeper knowledge into the world of animation. 































Chapter 1: The Film Industry 

1.1 Hayao Miyazaki and Walt Disney


Studio Ghibli has always had pride in its depiction of strong women, Unlike Walt Disney Studios (excluding its recent films) as Studio Ghibli was releasing Only Yesterday in the summer of 1991 in Japan, Disney was in the process of marketing and selling Beauty and the Beast where its main protagonist Belle’s livelihood and ultimate happiness is mainly based on the temperaments of her love interest, The Beast. In 1989, when The Little Mermaid was released in the west, Japan had Kiki’s Delivery Service. The Little Mermaid showed the main protagonist Ariel lose her voice, only able to reclaim it once she had received the kiss of her true love. On the other side of the world, Japanese children watched as a young witch in training used her flying powers to earn her own living and change the lives of each person she met, one delivery at a time. Miyazaki stated that the film was about “the gulf that exists between independence and reliance in the hopes and spirit of contemporary Japanese girls.” In terms of influence, Studio Ghibli definitely had a better story to tell young children about the importance of independence and portrays stories about the coming of age. However, Walt Disney Studios portrayed old school values in its classic films such as Sleeping Beauty, Cinderella and Snow White where children are taught at a young age, that you must wait to be rescued by your ‘Prince Charming’ until you can have your ‘Happily Ever After’

Disney movie, Big Hero 6 is about a boy and his robot taking on a super-villain, doesn’t really stand out. But its style and its setting definitely has taken inspiration from Japanese culture. Based in splendiferous future-city of San Fransokyo, a perfect hybrid of San Francisco and Tokyo is surrounded by huge neon cats grin from the top of redbrick offices. The cable cars have paper lanterns fluttering from their corners.
Fans will point out that the immediate forebear of Big Hero 6 is actually an American comic book. This is the first Disney cartoon to use the Marvel characters that the franchise paid billions of dollars to acquire. But a quick read of that comic — particularly the five-issue series drawn by David Nakayama in 2008 — reveals a definite Asian ancestry. Not only is it set in Japan, but it also borrows enthusiastically from Japanese manga books. There are big mechanical battle-suits, big spiky hair-dos and big buoyant breasts. Not all of these make it into the Disney version.



American animator, screenwriter, film director and film producer John Lasseter of Toy Story, A Bug’s Life, Cars, etc., fame, is the chief creative officer of Pixar Animation Studios, Walt Disney Animation Studios, and DisneyToon Studios. Lasseter has cited the work of Japanese animator, screenwriter, film director, film producer, author and Japanese comic (manga) artist Hayao Miyazaki as his greatest inspiration. Lasseter has also stated that Japan has made him what he is today, and that he loves how Japan juxtaposes the traditional with the modern or futuristic. 



 1.2 Akira Kurosawa and George Lucas

Japanese cinema and art has inspired the plots and characters of many well known and loved Hollywood blockbusters such as Star Wars, The Matrix, Avatar and The Lion King
George Lucas was influenced by legendary Japanese film director Akira Kurosawa’s films “The Hidden Fortress” and “The Seven Samurai” He found the storylines of these films inspiring and used extracts of them for his own work on the Star Wars series. The famous Lightsaber scenes from these films were borrowed ideas from Kurosawa as well as the Japanese Buddhist monk influenced robes and cloaks for the Jedi and even Lucas’ most popular villain, Darth Vader’s costume was influenced by Japanese samurai and daimyo’s uniform and headwear. Japanese cultural influence continues in the upcoming Star Wars: The Last Jedi movie. Writer-director Rian Johnson has cited the 1964 Japanese sword-fighting film, Three Outlaw Samurai directed by Hideo Gosha, as one of the three most influential films on The Last Jedi.

1.3 The success and downfall of western adaptations

Japanese video games, animation, comics, and horror films continue to inspire, influence, and beget - with varying degrees of success - Hollywood movies.
The producers of German studio Constantin Film, created the Resident Evil live-action movie series (2002- 2016) is a US$1.2 billion grossing movie franchise and is the highest-grossing film series to be based on a video game
In the Hollywood movie industry. It is based on the popular, ongoing, highly influential Japanese video game series Resident Evil (1996-) created by Shinji Mikami and Tokuro Fujiwara and owned by Japanese video game company Capcom.
Constantin film has also licensed the movie rights to Monster Hunter (2004-), another ongoing Japanese video game series by Capcom. Constantin Film foresees a number of live-action Monster Hunter movies. Monster Hunter is very popular in Japan and other parts of Asia, especially in China.
According to Constantin Film, Hollywood movies based on Japanese video games make a lot of money for them.
However, Hollywood has generally fared poorly, critically and/or financially, with anime and manga adaptations of Japanese animation and manga. Clear examples of this has been the results from live-action titles, such as the 2009 Dragonball Evolution movie, the 2017 Ghost in the Shell movie starring A-lister Scarlett Johansson as the protagonist, and Netflix’s Death Note movie that have been blamed for whitewashing their stories and not keeping to the original story.
Alita: Battle Angel – an upcoming potential blockbuster with co-writer and producer James Cameron of Avatar, Titanic and Terminator 2 fame, and director Robert Rodriguez - may fare better, helped by the fact that the “whitewashing” controversy of Asian characters should not be much of an issue here (like it has been in Dragonball Evolution, Ghost in the Shell, and Death Note), as the original Japanese manga by Yukito Kishiro takes place well in the future in the former United States.





Chapter 2: Animation

“Despite the language barrier, Japanese animators seem to have successfully utilized symbols in the form of anime characters as means of communicating their message to their target audience. These include both animate and inanimate objects that anyone know and/or can identify with. Though Japanese animation is now generally used for entertainment, it was first used in the 12th century when Niaoyu, a Japanese monk, personified animals as ironies to address political corruption. This signaled the start of manga, which were basically satires of the current affairs at that time.”

Anime is a term used to describe the style of Japanese animation and has been around since the early 20th century. Now, anime and its comic book counterpart, manga, are hugely successful in Japan and beyond with an industrial worth of over 15 billion US dollars. Anime does not only include TV series for children, but also adult’s TV shows and even movies. A few examples of blockbuster anime movies include Studio Ghibli’s highly acclaimed Spirited Away (2001) or the recent popular hit Your Name (2016).

Manga later evolved as a propaganda material after World War II. Today, it is commonly known and appreciated as a material for entertainment. Throughout the years of its existence, manga has become, for the Japanese, a medium for communicating real-life experiences, sharing emotions, and educating the people on their country’s rich cultural heritage. The uniqueness in this Japanese art is what distinguishes it from those of other countries’ whose works fall under the same category. This now forms the cornerstone of Japanese anime culture that has reached numerous countries abroad. 
What made Japanese anime culture widely accepted is how the stories were written, which were influenced by Japan’s rich cultural heritage. Unlike Western cartoons, anime incorporates a wide-range of genres that includes, but is not limited to action, drama, romance, and comedy. It also deals with various topics from teen suicides, school rivalries, street fights, and others. Unpredictable and flexible story lines of manga, which are similar to real-life events, bring excitement to fans abroad who become “addicted” to them. This is because manga stories touch not only the readers’ minds but their hearts as well. Japanese manga and anime have also influenced other countries in the area of fashion and clothing. These influences have allowed other nations to learn more of the Japanese.

Though the first commercial Japanese animation goes way back to 1917, the characteristic anime art style only emerged in 1960, started by Osamu Tezuka, the “Godfather of Anime.” Through the years the art has grown. In recent years, the Association of Japanese Animations have reported that 60-member anime production companies now provide products in 112 countries, reaching some 87.2% of the world’s population. And in light of the rapid pace of technological innovation, this statistic simply becomes but a minute indicator of the inevitable proliferation of wide-spread acceptance and appreciation of this art – the cornerstone of Japanese anime culture – a window to Japan’s rich cultural heritage.
Drawing styles vary depending on artists, but anime characters are usually recognizable by their large eyes, often colorful hair, and small nose and mouth. In Japan, people of all ages and from all walks of life have watched some form of anime at some point and it has become part of their modern culture. Anime series are usually filled with interesting characters along with a captivating story that can make the viewer laugh or cry.
Anime also covers a huge range of genres, including drama, romance, horror, and science-fiction. Some anime shows even have more unusual genres such as cyberpunk and mecha (featuring robots). In western countries, anime is seen not only as a Japanese series of animation, but it has also come to define an art style that the Japanese use as well.
Anime also inspired the creation of Japan’s first vocaloid singer, Hatsune Miku, who is a cartoon sixteen-year-old girl who makes pop music. Despite not being a real person, she has a huge fanbase and people even go to her live concert! In addition, many companies use cute anime-style characters as mascots to attract young people to their brand. Often, popular video games have inspired the creation of a spin-off anime series, or vice versa. A good example of this would be the Pokémon series, which has aired since the 1990s to present and boasts dozens of games. Anime has certainly influenced Japanese pop culture over the years.


2.1 The Anime Boom

The early 1990s served as what was known to be an “anime boom”. Due to this, anime culture further evolved when anime conventions started taking place. Anime conventions are large gatherings that may take place over a period of days, in order for fans of anime and manga to show their passion and dedication. These have even incorporated industry talk panels where voice actors and anime creation staff can meet at the event to talk about their shows, and fans can have a chance to meet them. Fans can also gather to buy merchandise and try “cosplay”. The term “cosplay” is derived from the words “costume play”, and it is when fans dress up as their favorite character from a series and impersonate that character for the day. Cosplay is not restricted to anime but has also crossed over to western characters from comics, cartoon series, Hollywood movies, and video games.


2.2 The influence on Western Animation

Japanese animation has become much more popular now in the west in recent years, especially amongst teenagers and young adults. As the popularity of anime grows this means that it is aired more often/ added in larger quantities to streaming sites such as Crunchyroll, Hulu and Netflix, and more Japanese merchandise makes it overseas.
This also seemed to have had an impact on popular cartoons created in the West as the style of illustration and animation have become more similar to the Japanese style than the style of the past, so they will be more popular with the current generation. 

At the heart of all of these trends is the revolution of online streaming, either legally or otherwise. For years, anime consumption was being held back by the inherent need to be delivered on a VHS tape or DVD, and we didn't even know it. Fans had to hunt down and buy anime in order to see it, often not knowing if they'd like it or not. To discover anime, they'd have to stumble across a (rare) TV broadcast or be introduced to it through a friend. If those fans were unlucky enough to live in a place where there were no shops around that stocked a decent selection of anime (or a country that didn't have local anime publishers), they were often completely out of luck.
Now new fans see anime artwork on Hulu or Netflix, and will click on it out of curiosity, leading them down a rabbit hole that will lead to many hours of anime consumption, and possibly becoming an otaku. Like traffic to a web site, this is organic growth -- putting out good stuff in a way that it can be discovered, and letting people come and discover it on their own. It really is a testament to how good the content really is.
 
In recent years, the love of Japanese anime has caused people to start studying Japanese so that they can read manga and watch anime that has yet to have an overseas version.

The show 'Avatar; The Last Airbender' and its spinoff series is a very notable and obvious example of a hugely popular Japanese-influenced cartoons with many viewers questioning whether it can be classed as a Japanese anime. 
There are also references to Japanese animation in non-Japanese styled cartoons and movies. There are also events and gatherings where people discuss the cartoons or dress up as the characters. 

 One of the more popular examples of a western-made series is RWBY. RWBY (pronounced as “ruby”) is a web series produced by Austin-based company Rooster Teeth. The series was created by Monty Oum and tells the story of four girls attending a school in order for them to become huntresses and fight off the evil creatures known in their universe as the creatures of Grimm. RWBY has gained a large following in Japan and Warner Bros. Japan has decided to take it to Japan and dub it in Japanese as well as release it on Blu-Ray and DVD. This marks RWBY as the first American-made anime to be marketed to Japan.



3.3 Western impact on Anime

But people wouldn't be coming and sticking around if Japan wasn't making the shows that Western fans wanted, and it's only been the last few years that this has been happening in earnest. Producers are returning to action, sci-fi, and other genres that travel well, and relying less on more otaku-pandering genres like moe and slice-of-life "healing" anime that are really only popular among Japanese fans. (There are Western fans, but a very finite number.) Shows like Attack on Titan, One-Punch Man, Fairy Tail, and others like them are incredibly important in bringing in new fans in the West.
It's difficult to know if the Japanese target audience is shrinking or not but going by DVD sales (the industry's bread and butter for many years) it's clear that there is no boom period in Japan -- sales are static or declining across the board. This movement towards making anime a more globally palatable product couldn't come at a better time for them.
Japan has a shrinking population. If anime companies keep depending on domestic fans for their livelihood, the entire business will be in trouble, as that younger population shrinks and shrinks. In order to grow their businesses, the government is trying to push businesses into becoming export-minded, and targeting their products to people worldwide

Anime has become one of the best resources nowadays to tell stories in an animated form, with freedom of expression in any genre and for any audience, which contrasts against traditional cartoons which are generally aimed at children. Anime gained success in other countries when early series such as Dragonball, Astro Boy, Sailor Moon, and Slam Dunk aired. There are many people who started to become interested in Japan after watching some of these shows. Sometimes, they are even inspired to learn Japanese. As a result, in 1984, the Japanese Language Proficiency Test (JLPT) was created.
Another popular aspect of anime is the art style. The style that stems from the anime genre is unique, characters generally sporting big eyes and unique hairstyles. Western countries have also developed series using that particular style. One of the more popular series which has adapted this art style is the Avatar: The Last Airbender, which has gained international success. A sequel was also made entitled The Legend of Korra.









































Chapter 3: Gaming



3.1 Final Fantasy and Vogue

There are many reasons to love Final Fantasy as a gamer (the tactical battle system, the striking design), but one that stands out is the fashion. From a steampunk dystopia to a high-concept fairy tale, each game takes place in a new, richly imagined world created from the ground up, including the distinctive clothes. (That dystopia, for example, meant bucklers and cuffs, fashioned from scrap metal.)
So the series has become a hatching ground for whimsical, deeply transported fashion: a deconstructed kimono with dripping ombré sleeves and a purple accordion-pleated skirt, worn by a dutiful heroine who saves the world twice; a pair of pink brocade boots, paired with a pale pink silk fringed cape by a steampunk fighter. There are villains in plunging black gowns trimmed with feathers, and the men aren’t left out, either: Final Fantasy VIII’s Squall Leonhart, who was inspired by River Phoenix, sports a cropped black moto jacket and two belts crossed and slung low on the hips. There are no practical limits in these fantasy worlds—a hot pink miniskirt with thigh-high armored leg warmers is battle-ready—and the results are fantastically wild in the best possible way.

It’s the sort of anything-goes mentality and dreamer instinct that good fashion requires. Not surprisingly, Ghesquière isn’t the first designer to reap inspiration from Final Fantasy: In 2012, the XIII-2 cast dressed in Miuccia Prada’s Spring menswear collection for a 12-page fashion spread, including one of the popular series character, Lightning, an oversize silk bowling shirt and kerchief that would not have looked entirely out of place in Cocoon.
Many people in both the fashion and gaming industry have different opinions over Lightning's recent stint with Louis Vuitton, but there's one thing we can't ignore; video gaming has just gone Vogue in a big way. If you're not familiar with what Vogue represents, it's essentially the highest level of couture. To be featured in a Vogue magazine, especially on the cover, is a great honor in the fashion world. Granted, Lightning has not reached that level yet, but the fact that she's been used in a Louis Vuitton advert within the latest Vogue magazine, among all of the other ads which would feature some of the most influential fashion brands in the world, it's a huge step for video games and how it's influence is affecting the world. You see, Vogue are very particular about their associations, so not only has did this campaign have to pass Louis Vuitton brand for approval, it also had to pass Vogue

Many people might wonder why Lightning is the one they chose if they wanted to go for an edgy campaign featuring video games, especially considering Lightning's personality and her lack of general exposure right now. Lara Croft, for example, has gone through something of a renaissance and is front and center due to Rise of the Tomb Raider. However, perhaps it makes more sense when you consider Lightning's global popularity, what she represents to Final Fantasy (a behemoth of a video game franchise), and what she represents for women in the video games industry. All things considered, there is no female character better to represent the series and video games in general. 

3.2 Nintendo


Japan has a knack for exporting itself and its goods to the rest of the world. A case in point is the company behind those Pokémon and so much else: Nintendo. Even before it had sold us hundreds of millions of consoles, Nintendo had already expanded into the United States. Apparently, the company’s president at the time, Hiroshi Yamauchi, had been inspired by meeting executives from Walt Disney in the 1950s. He ached to turn his great-grandfather’s playing-card business into a global concern.

It’s easy to be cynical about art that emerges from boardrooms, as people often are about Hollywood. But the truth is that Japan’s cultural sector is sustained by the quality of its product. Nintendo’s most famous child, a high-bouncing plumber named Mario, lives in a detailed world that draws on classic fantasy and Japanese folklore — even if he was born to retain the custom of gaming arcades in America. You can’t get kids excited about branded lunchboxes and pyjamas if there’s nothing behind them.


































Chapter 4: Music 

At first glance, the Japanese pop scene can be baffling. The music is super-sweet and hyper dynamic, an offshoot of Japan's kawaii culture of cuteness and a literal world away from earnest singers with guitars or scathing rappers with laid-back beats. While there are solo stars and boybands, just as in western pop, there's a particular cultural excitement around girl groups.
 
There are a lot of performers to choose from, as the film explains, there are over 10,000 teenage girls who perform as idols in Japan at present. They perform live webcam shows and in small venues similar to karaoke bars, called idol cafes. Tokyo's Akihabara district is the hub of idol activity, in a business that is said to be worth $1 billion a year.
"There are parallels between 1970s London and Tokyo today. The economy stagnated, and the cultural scene was dead. People were looking for something new. London invented the Sex Pistols. The Japanese answer was idol culture."

4.1 Babymetal

In the main, idol singers are presented as fantasy versions of perky schoolgirls, full of pep and vim, and entirely innocent about adult matters. Even Babymetal, a band who apply J-Pop sensibilities to heavy metal, sing far more about chocolate and dancing than they do about Satan or sex.
 
Although they appear as sweet and innocent young girls, they have began to takeover the metal industry with their unique style. Supporting major headliners at popular metal festivals such as Download and selling out arenas all over the world. 
The girls have stated that although they started the band not having any knowledge on the genre of music, they have taken inspiration from popular western rock and metal bands such as Metallica and Black Sabbath.
4.2 Hatsune Miku

Laid bare, the J-POP trend is above all an economic system that relies on the power of the Media and technological progress. Creativity and chance have little place in this schema. A recent development may well leave even less place for human factors: the creation of virtual singers like Miku Hatsune.
This animated character, who looks like something that stepped straight out of the pages of a manga, was originally created by the Japanese company Crypton Future Media as a vocaloid, a computer program designed to perfectly reproduce the human voice. The success was instantaneous and, within months, Miku became the star of the social networks of manga and animation enthusiasts. Taking the idea even further, her creators decided to give her a human form through the use of a 3D hologram. She was then able to make her first public appearance during Animelo Summer Live in 2009. And so, the first ever avastar was born. Whilst Miku might not sell as many albums as her human colleagues (her fanbase being essentially made up of otakus, geeks, manga fans and Japan enthusiasts), she still symbolizes yet another new evolution in the industry: one of a truly global J-POP star. As, thanks to the web, her image is diffused simultaneously all across the globe, uniting a number of foreign fans who have adopted her as their shared idol.



Conclusion

Any westerner who has lived in Japan for any considerable time can tell you, Japan is certainly not a "western culture". It remains a deeply traditional culture with its own way of doing things, and if it were not so you'd hardly ever find any non-Japanese who has had any culture shock. Japan is certainly not the Japan of a century ago in terms of its government, international outlook, and acceptance of imperial ambitions.

From the surface it may be easy to get the wrong impression and think Japan is not an Asian country - they love western movies and music, their Christmas displays are some of the most colorful anywhere, they embrace new technologies (mostly invented in the west), and if you plopped Japan into the middle of western Europe it's social system of national health care insurance and welfare would not stand out much if at all. But if you go deeper, where the real essence is, you will still find Japan is a very traditional place. Japan is a country that is well known and well loved for its many aspects of unique and interesting culture. These can include its long and bloody history or long-standing traditions that have withstood the test of time such as geishas, the tea ceremony, and various ancient festivals. It can also apply to the many types of behavior that are considered unique or unusual by people from other parts of the world, such as loudly slurping noodles, cramming onto packed trains, or giving children money at New Year.

Japanese culture has gained such wide acceptance in many countries during the past decade, cutting through cultural and communication barriers.
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