Course Description Form

Course number and section: JPST 215/ CULT 205
Course Topic:  Introduction to Contemporary Japan through Pop Culture
Credits: 3

Term: 1

Instructor: Nina Langton

Course Description (aim for no more than 80 — 100 words for your course description):

This course, taught in English, examines contemporary Japanese culture and society through topics in
popular culture, including examinations of gender representations in the traditional and popular
theatre; the role of nostalgia in the formation of popular culture; the affective nature of café culture;
fandom; monsters in folklore and contemporary culture; youth culture both as a form of resistance and
a model taken up by older generations as an imagined lifestyle. We will also look at Japan’s recent
influence on global pop culture, particularly in the genres of manga and anime, and in character
merchandising.
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