Week 10

e o 0 o
!

!

Ll bl

!

!

!

!

!

Week 10



A Brief History of Japanese Manga and Animation

* Think aesthetic, technological, socio-cultural, commercial, and politico-economic aspects
in each stage of historical development.

* Think, in particular, the dynamic relationship between artforms (), styles ( ), schools
( ), and “ethos of the time” ( ) in manga-anime craftsmanship ( )!

* Stages of transgression: a movement from realism to hyper-realism:

Stage 1. Genesis: animated giga ( ) in painted scrolls (emaki [ ]) for monks
and literati in court in the era of privileged literacy

2. Handpainted ezoshi ( ) and book craftsmanship

3. Woodblock revolution: printed ehon ( ) and multiplication

4. Ukiyoe ( ), ukiyo-zeshi ( ), and mass commercialization

5. The development of handy kokkeibon ( ) in black cover ( ) and
yellow cover ( ) book-forms since 1750s

6. Hokusai innovation: the creation of manga ( ) by Hokusai Katsushika
(1760-1849): a movement toward motion picturing
7. Caricature under Meiji Nationalism
8. Modernized sashie ( ) in newspapers, novels, and postcards
9. Animated motion pictures: dega ( ): from schools to companies
10. Modern Japanese animation: producing quality films for edutainment
11. Tezuka revolution: efficiency and fantasy in the age of television
12. Comiket and the manga subculture
13. CG revolution: 3-dimensional animation ( ): a movement towards

hyper-realization
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1. Asample Toba-e ( ): The Cartoon of Animated Creatures (in 4 parts, 12-13™
century, 30cm x 1100+cm ea.)
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2. An example of nara-ehon ( ): The Story of Karito ( ) from the late
Momoyama period (1590s)
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3. One of the earliest examples of printed ehon: Sagahon Ise Mongatari (The Tale of Ise),
published in 1608
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4.  An example of ukiyo-zeshi: Keshoku Ichidai Otoko (Life of an Amorphous Man) by
Saikaku Ihara (1642-1693), published in 1682
1682
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5. An example of kibyeshi kokkeibon: Ooboshi Yuranosuke Ichidaiki (An Adventure of
Yuranosuke the Superstar), published in 1797: the author Ikku Juppensha (1765-1831)
later earned fame from his best-selling novel TokaidMchu Hizakurige (Laughable
Adventures from TokaidM , published in series between 1802 and 1806

6. Scenes from Hokusai Manga, published in 15 volumes between 1814 and 1834
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7. Meiji caricatures: “Aping” by Bigot as the source of inspiration (top); and Dandan
Chinbun (center), published after British journal Punch

Georges Ferdinand Bigot 1860 1927
15(1882) 1 22

i e o L

10(1877) 3

1907 30 (
Punch [1841-1992] ) A magazine of
satire, founded in March 1877, Nomura Fumio launched the Dandan Chinbun as a tool for
lampooning government. In spite of its repeated subjection to governmental censorship,
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the paper enjoyed tremendous popularity due to its inauguration. It survived for thirty
years, much longer than any other lampoon magazines of the time.
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8. Sashie examples: from Tokyo Hibi Shinbun (Vol.592), by Yoshiiku Ichieisai (1833-1904)
(top left); a postcard, by Yumeji Takehisa (1884-1934)(top right); and a children novel,
by Kasho Takabatake (1888-1966)
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9. The Emergence of Animated Motion Pictures

1) A recent discovery in Kyoto:
(asahi.com, 2005 07 30 )
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2) Humorous Phases of Funny Faces (An./Dir.: J. Stuart Blackton, 1906), translated as

, as the source of inspiration for the pioneers of Japanese animation such as
Outen Shimokawa ( , 1892-1973). Shimokawa produced Imokawa Ryezo
Genkanban (Ryoezo the Little Guard, no extant film available) in 1917, which became the
first officially-known form of commercialized animation in Japan. The technique of
animation was referred to as chalk-on-board animation.

Blackton (with only his arm showing on film) draws on a blackboard a series of funny
faces, including a line drawing of two faces, a man with an umbrella, a line drawing of two
faces in profile, a clown, faces of “Coon and Cohen,” the profile of a seated man, and a
bottle of Medoc, which all come to life and move on their own.
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3) Sarukani Gassen ( , The Competition between a Crab and a Monkey), an./dir.
by Seitaro Kitayama ( , 1888-1945), released in 1917 was a form of paper
animation. It took Kitayama 17 years to produce the 5 minute, 35 mm film.

4) In 1914, an American animator Earl Hurd developed and patented a new method called
celluloid animation technique. While this was soon experimentally adopted by Japanese

animators such as Kitayama, it never became widespread until 1930s due to the high
material cost. Japanese animators in the 1920s followed a technique developed by the
third pioneer of Japanimation, Yasuji Murata ( , 1896-1966), called papercut
animation. Murata is known to have reproduced Kitayama’s Sarukani Gassen in 1927.
Noburo Ofuji ( , 1900-1961) is another famed papercut animator. He generated a
unigue method of animation by incorporating traditional Japanese chiyo papers ( )
that came in a wide variety of colors for materials, celluloid sheets onto which papercut
figures were applied, and the technique of color filming that was just imported to Japan in
early 1930s. He was also the first person to develop sound effects in the age of silent films
by utilizing record talkies. His masterwork, Kujira ( ,Whale), won a prestigious
award in Cannes Film Festival in 1958.
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10. The Rise of Modern Japanese Animation
1) Kenzo Masaoka ( , 1898-1988), the founder of Nihon Doga Kyokai (

, Japan Animation Association) in 1937, is recognized to be the person who coined the
term dega to signify animation. Inspired in particular by the artworks of Walt Disney
Production (founded in 1923) such as Steamboat Willie (1928) and Snow White (1937),
Masaoka tried to master and surpass the standard of Disney animation. He demonstrated
the utility of celluloid animation. His interest, backed by the wartime government, enabled

the development of high-quality Japanimation as represented by works such as Momotare
no Kaishk ( , Momotare Crossing the Pacific), directed and released in 1942,
and Kumo to Chuurippu ( , Spider and Tulip), released in 1943.
Contrary to the pro-war appearance of some of his works, Masaoka was a pacifist who
connoted anti-war messages. He became the leading person in systematizing animation in
postwar Japan as well, and for this he is referred to as the “Father of Japanimation.” His
famous postwar works include Suteneko Torachan ( , Torachan the

Abandoned Kitten), which was released in 1947.
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2) Japan’s postwar march toward the powerhouse of animation began with the
establishment of Nihon Manga Eigasha ( , Japan Manga Film Company)

in 1945, led by Kenzo Masaoka and his colleagues Sanae Yamamoto ( , 1898-1981),
known to have produced an educational film Ubasuteyama ( , The Mountain of
Abandoned Mothers, released in 1925), and Hiroshi Okawa ( , 1896-1971) who later
became the founder of Toei Doga Corporation. Nearly 100 associates and apprentices
joined them, setting up the basis for a greater company called Nihon Dogasha ( :
Japan Animation Company) to develop in 1948.

3) Backed by the material and monetary support of the U.S. General Headquarter’s
(G.H.Q.) Civil Information and Education Agency (C.1.E.), the task of which was to
democratize the postwar Japanese media, Nihon Dogasha developed into an institute that
aimed to “edutain” the young Japanese public through animation. In 1952, the company

absorbed Toho Kyeiku Eigasha ( , Toho Education Film Company) and
reformed itself to be Toei Doga ( , Toei Doga Corporation) in 1956. The company
subsequently produced, with its established artistry and humanpower, a series of long
films including Hakujaden ( , The Legend of the White Serpent, released in 1958),
Shonen Sarutobi Sasuke ( , Sasuke the Ninja Boy, released in 1959), and
Saiyuki ( , The Monkey King, released in 1960). These works were considered the

cotemporary animated translation of old, well-known Japanese and Chinese legends.
Hakujaden became Japan’s first long film that was presented in color.

4) Pupils of Masaoka in Teei Doga included Yasuji Mori ( , 1925-1992) who is best
known for his masterwork Taiye no Oji Horusu no Dai-Boken (
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, Horus, Prince du Soleil), which was released in 1968. Mori was one of the most
respected animators in the company, and he nurtured many known animators of Japan
today including Hayao Miyazaki ( , 1941-). One may recognize the trace of Mori’s
artforms (e.g., characters in Horus such as Horus and Hilda, let alone animals) in a variety

of contemporary Japanimation.

11. Tezuka Revolution and the Age of Television

1) Young Osamu Tezuka ( , 1928-1989) was also one of the masterminds of Toei
Doga, who earned his reputation by co-directing Saiyuki. His ambition for independence,
however, led him to create Mushi Purodakushon ( , Insect Productions)
in 1962. At the time, nine years after the first importation of American television (in 1953),
the Japanese public was getting used to owning and watching TV. Tezuka’s strategy was to
specialize in the production of TV animation. Realizing that producing programs for
television was, compared to cinema, an extremely fast-paced task, Tezuka developed a way
of producing one 30-minute show on weekly basis by increasing the efficiency of
production. His magic formula was to: reduce the number of per-second celluloid-sheets

from 12 or 24 down to 8; recycle as much celluloid sheets as possible; and reduce the

length of each per-second cut in order to minimize the amount of per-cut events or

activities. His most popular television anime series is Tetsuwan Atomu ( ,
Atom the Astroboy), aired in 1963, which was a story based on a popular comic series
Atomu Taishi ( , Atom the Astro-Diplomat) that appeared in comic magazine
called Shonen ( , Young Boys) between April 1951 and March 1952. Tezuka, opening
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up a new domain of low-cost, animation craftsmanship that came to be known as anime
( ), paved way for hundreds of television anime series that continues to this day.

2) TV anime bloomed into one of the most productive sectors of popular cultural industry
between the late 1960s and the late 1990s. Some of the representative anime series on

television in the last three decades include Tatsuo Yoshida’ s Go Go Go (
1967), Ikki Kajiwara’ s ( 1968), Chikako Urano’ s No.1
( 1968), Machiko Hasegawa’ s ( 1969), Tetsuya
Chiba’s ( 1970), Shotaro Ishimori’s

( 1972), Fujio Fujiko® s ( 1973), Reiji
Matsumoto’ s ( 1974), Rumiko Takahashi’ s
( 1981), Akira Toriyama’ s ( 1986), Momoko
Sakura’ s ( 1990), Naoko Takeuchi’ s

( 1992), and Nintende Company’ s (
1997)
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12. Starting from 1981, a form of comics called ero-paro ban (lit. “erotic and parodied
version”) began to open up a whole new domain of manga subculture, otherwise known as
otaku fanzine. These forms adopted characters from well-known anime, and altered
contents in accordance with the fantasies of amateur cartoonists who produced them. Most
of these versions are overtly-sexualized or surrealistically-perverted, underground
alternations of the official anime series. In spite of their apparent violations of copyrights,
the anime industry tended to dismiss these as sources of popularization, recruitment, and
inspiration. Some of the cartoonists, such as Hideo Azuma ( ) and Jun Ishikawa
( ), evolved into professional animators by eventually developing their own
characters and through greater social and industrial recognitions. Many others tried to
follow their paths by means of representing, selling, and sharing their artworks in an
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emergent “amateur comic market,” better known as comiket, that eventually became a
major constituent of the so-called €bddow economy” in contemporary urban Japan.

13. CG Revolution

Technological innovations such as CG allowed animators around the world to cultivate
3-D animation ( ), which endowed characters (and thereby anime films) with
unprecedented degrees of hyper-/realism. Inspired by CG animators such as Peter Lord
and Brian Sibley, Japanese animators and cartoonists are currently trying hard to enable
what they call humanime (lit. humanized anime), meaning anime with human qualities, as

well as A.H.1. (lit. anime-human interaction). A leading image-making company
IMAGICA, in collaboration with promotion agencies such as Hori Agency, launched a
series of animenoids ( ) such as Yuki Terai ( ), @ CG character that

was designed to sing, dance and interact on stage with real-life performers and fans.
- _
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