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Singers and Seiyu: Hearing the Western Classical Singing Voice in
Anime
Presented by Heike Hoffer

Abstract: Anime voice actors (seiyu) learn popular singing styles and voice acting techniques
as part of their professional training, but when voicing a character that has advanced skill in
singing Western classical music, seiyu often lack the ability to perform the sung portions of their
role convincingly and a vocalist with specialized musical training must be used instead. Anime
celebrates the distinctive timbres of each voice without concern that they might detract from a
viewer’'s immersion in the anime experience. Characters whose voices derive from different
sources are not rejected by viewers as unrealistic, but instead - as seen in the anime Magnetic
Rose and Blood+ - engender respect for both singer and seiyu, honoring their individual roles in
creating the overall image of the character. Conversely, emphasizing the dissimilarities between
singing and speaking voices is used for comedic effect in anime such as Gekkan Shdjo Nozaki-
kun and Sakamoto desu ga?.

Bio: Heike Hoffer is a Ph.D. candidate in musicology at The Ohio State University. Her doctoral
thesis examines the relationship between Western classical music and anime in terms of the
cultural landscape of modern Japan. Today, Heike lives in Tokyo, where she conducts research
and plays the oboe in various local ensembles.
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Localization of Japanese Animation in the Philippines and Its
Reception by Postwar Generations of Filipino Anime Viewers

Presented by Joanna Luisa Buenaflor Obispo

Abstract: Japanese animation has been a part of the Filipino viewing habits for four decades,
ingrained in contemporary Philippine society and culture. The localization of anime in Filipino or
Tagalog language is one of the reasons for its popularity in the Philippines especially among the
grassroot audiences. This study focuses on anime’s localization practices in the Philippines,
particularly translation and dubbing. It examines the role of Filipino localizers (e.g., translators,
script writers, directors and voice actors) in the growth and prevalence of anime in the country,
as well as their insights and experiences. Likewise, it looks into the reception of this foreign
content through a survey of 441 Filipino anime viewers born in 1946-2001, and interviews of
more than thirty multigenerational respondents.

Bio: Joanna Luisa Buenaflor Obispo, an International Relations PhD student at Ritsumeikan
University, majored in History (De La Salle University) and completed M.A. Asian Studies
(University of the Philippines). This International Studies faculty has presented papers on
Philippines and Japan. Her ongoing research is on the transnational consumption of anime by
Filipino postwar generations.
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Voices as Archive? A Critical Queer Perspective on Media Mix
History
Presented by Edmond Ernest dit Alban

Abstract: Japanese “transmedia”, media mix, has often been framed as the creation of media
franchises using anime character’s images to develop fictional worlds and other paraphernalia.
One often overlooked element is the role of voices in the historical development, and archival,
of media mix practices in Japan. Using previous scholarship led by female scholars, this
presentation focuses on the articulation of the two main aspects of characters: voice and bodies,
sound and image. The aim is to discuss how media mix was shaped by specific articulations of
sound and image. My hypothesis for this perspective lies in Hagio Moto’s reclaim of Astro Boy
as the first bishonen. I will dress up a short history of queering techniques that have supported
the emergence of various media mix tendencies expending media franchises from inner, written,
and spoken voices. This queer exploration of media mix will focus on under-represented histories
supported by female, when not LGBT, fandoms.

Bio: Edmond (Edo) Ernest dit Alban is a course lecturer at McGill University where they teach
Japanese animation and gender studies classes. Edo’s research focuses on the intersections of
urban and queer histories of Japanese transmedia.
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Crunchyroll Co-productions: The Limits of the Korean
Developmental State of Animation

Presented by Zachary Gottesman

Abstract: A slate of anime series based on Korean webcomics came out in 2020: God of High
School (GOH), Tower of God, and Noblesse. God of High School in particular represents the
unigue co-production that went into each: produced by American streaming service Crunchyroll,
animated in Japan, directed by a Korean director and featuring a k-pop song. No longer limited
to outsourcing, GOH represents the Korean developmental state’s attempt to mimic the
Japanese development experience while channeling American money seeking global returns.
And yet, the series not only elevates Korean source material at the expense of Korean animation
but in trying to represent Korean martial arts outsources its most labor-intensive episode to
Thailand. This paper analyzes the limits of Korean animation as creative, intellectual labor within
global value chain production and how the aesthetics of GOH reflect this limit through the
laborious combination of hand drawn and computer generated 2D and 3D animation.

Bio: Zachary Gottesman is a PhD Candidate at the University of California, Irvine in East Asian
Studies. He has published work in journals including the Journal of Japanese and Korean Cinema,
Animation: an interdisciplinary journal and the Journal of Settler Colonial Studies and presented
research at conferences including the Association of Asian Studies Conference, the World
Congress of Korean Studies, and Mechamedia. His research interests include animation,
Japanese and Korean popular culture, global political economy, new media, and transnational
fandoms.
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Between Lights and Shadows. Perceptual Differences Between
Seiyuu and Voice Actors

Presented by Claudia Bonillo Fernandez

Abstract: Today, seiyuu in Japan share many characteristics with idols, actors and other
entertainers. One of them is their immense popularity, becoming a regular part of the
advertising campaigns for new series in which the announcement of the selected voice cast is
one of the news that is eagerly awaited. This phenomenon, however, is diametrically opposed
in Spain, where dubbing artists are one of the most invisible jobs in film and animated production.
Therefore, in the following presentation we portray a comparative study between the perception
of the seiyuu in Japan and their Spanish equivalent from a historical perspective with the aim of
determining the social and cultural particularities that have led to this significant differentiation.

Bio: Graduated in Computer Engineering, graduated with honours from the Postgraduate
Course in Japanese Studies and the Master's Degree in Art History from Zaragoza University.
PhD student analyzing the transmission of the Sengoku period through Japanese popular culture.
She is doing a research stay at Kyoto University with the MEXT Scholarship.



MBKRFET R -F—DATRAREII—CHIFET —h1T BBV DR S
K #HKH

BIE : B RZFT-A-7—hAJHTRLA—T(E 1970 ERHS 90 ERFTOMEROFREIZRMEFOELR
GEEPILY>3> ], 1960 FEREFEOERETOEVEIMTTRIVYS 3> 1 ZIUEL. DT —h14716- T39I 2H
CIRDTCER,

TPARBIRMOREF. BIEOREOFIEL T kRS TOYI23> 74— 4TI —T LBk E

(2017 ) H'Hd. COIRET(E. ZREZSHELPBREMO. TNENORFEICED R -1 T EEOEERALIH
ZEIFBNTUOBN, FEEROTSYIUBICDNTIFE RSN TLRL,

BETARFERTE, TZX - T—hATRARLA—(CHBIBT -1 T5EENCDOWT, BFICHBIEMORF v ) VESE

EILRSBIE T ZARATICES T FUEEOZ VT —hA T ORER(CEFTZEHDDELTEL,

7074-) . FEAZARFHRRAESUCATREHE T RIERE 3 F. B AFET_X- V- TR
H—FhiE@7 —+EX b, ZERAFIEROBAL(CHI DRI XA—TOZEB(CEH I BB im 2 R,

Archival Traces of 1950s Child Spectators and the Possibility of the
Child Collaborator

Presented by Jason Cody Douglass

Abstract: This talk contributes to recent efforts in film, media, and Japan studies to (re)center
the child spectator within animation history. Despite the manner in which animation as a mode
of filmmaking emerged in early 20th century Japan specifically through discourses about how
best to employ the medium to educate and regulate children, I argue that there remain many
insights to be gleaned from analytic and historiographic methods that take seriously both the
complexities of children’s media as well as the possibility of the child collaborator. To
demonstrate these points, I turn to archival traces of child spectators from 1950s Japan, drawn
from a disparate array of secondary sources as well as from the private collections of the
Mochinaga family and their small but influential puppet film studio Ningyo Eiga Seisakusho.
Material fragments centered in this talk include pre-production sketches, individual film frames,
contemporaneous child “focus group” data, and a poem by a fourth grader.

Bio: Jason Cody Douglass is a Japan Foundation Doctoral Fellow at Waseda University and a
Ph.D. Candidate in Yale University’s combined program in Film and Media Studies and East Asian
Languages and Literatures. His dissertation brings questions of gender, race, class, and
spectatorship to bear on the history of Japanese animation.
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Japanese and English (Each participant can choose one language; no service for interpretation
provided by the conference organizers). Round Table in Japanese Alone.

acasin@human.niigata-u.ac.jp

FEAFIERRTSTHFRE>S— (Asian Link Research Center, Niigata University)
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Comparative Study of Localization of Voice in Animation Export to East Asia and Southeast Asia
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Study of the Cases of Analysis, Conservation, and Utilization of Anime’s Intermediate Materials) |



