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Part I Course Overview  

Course Title: 

 
Culture and Language in Manga, Anime and Beyond 

Course Code: 

 
GE1133 

Course Duration: 

One semester 

Credit Units: 

3 

Level: 

B1 

Proposed Area: 
(for GE courses only) 

  Arts and Humanities 
  Study of Societies, Social and Business Organisations 
  Science and Technology 

Medium of 
Instruction:  

English 

Medium of 
Assessment: 

English 

Prerequisites: 
(Course Code and Title) 

Nil  
 

Precursors: 
(Course Code and Title) 

Nil  
 

Equivalent Courses: 
(Course Code and Title) 

Nil  
 

Exclusive Courses: 
(Course Code and Title) 

Nil  
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Part II Course Details  
 
1. Abstract  
 (A 150-word description about the course) 
  
In Japanese-oriented contemporary pop media such as manga, anime and video games, there appear various 
fascinating fictional characters.  Those characters are formed and developed through different channels such 
as storylines, drawings/appearances, gestures/moves, sounds/voices and languages.  Various issues arise 
when these media are translated into another language due to their cultural and language differences.  For 
instance, a samurai (Japanese old-style soldier) character in the North-American version of Final Fantasy VI 
mimics the old-fashioned image of samurai by using the archaic second person pronoun thou instead of you: 
 

Do simmer down, sirs!  And thou, o wild one… Who might thou be? 
         
During the course, students are exposed to cross-cultural (i.e., Japanese and non-Japanese) data found in 
contemporary pop media, and conduct their own projects pertaining to the issues surrounding culture and 
language.  Students will share the joy of discoveries in how various features collectively form innovative 
and attractive characters.  No Japanese language proficiency is required. 
 

 
2. Course Intended Learning Outcomes (CILOs) 
 (CILOs state what the student is expected to be able to do at the end of the course according to a given standard of 

performance.) 
 

No. CILOs Weighting* 
(if 
applicable) 

Discovery-enriched 
curriculum related 
learning outcomes 
(please tick where 
appropriate) 

A1 A2 A3 
1. Discover how cultural features in fiction portray social roles such 

as gender, age, social class, social power, ethnic identity, etc. 
    

2. Identify key concepts/issues within culture and language in 
contemporary pop media such as comics, animation and video 
games. 

    

3. Apply the concept of cultural/social roles in fiction to our 
everyday, non-fictional life. 

    

4. Examine the innovative formations of fictional characters from 
different disciplinary angles and evaluate 
cross-cultural/cross-linguistic studies. 

    

5. Develop critical skills to analyse data and academic skills of 
presentation and writing. 

    

* If weighting is assigned to CILOs, they should add up to 100%. 100%    
A1: Attitude  

Develop an attitude of discovery/innovation/creativity, as demonstrated by students possessing a strong 
sense of curiosity, asking questions actively, challenging assumptions or engaging in inquiry together with 
teachers. 

A2: Ability 
Develop the ability/skill needed to discover/innovate/create, as demonstrated by students possessing 
critical thinking skills to assess ideas, acquiring research skills, synthesizing knowledge across disciplines 
or applying academic knowledge to self-life problems. 

A3: Accomplishments 
Demonstrate accomplishment of discovery/innovation/creativity through producing /constructing creative 
works/new artefacts, effective solutions to real-life problems or new processes. 
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3. Teaching and Learning Activities (TLAs) 

(TLAs designed to facilitate students’ achievement of the CILOs.) 
 

TLA Brief Description  CILO No. Hours/week (if 
applicable)  1 2 3 4 5  

Lectures During the lectures, students will be 
exposed to the cross-cultural studies 
that examine cultural and language 
features in the pop media 

       

Tutorial 
Discussions 
and 
Assignments 
 

Tutorial discussions will provide 
students with opportunities to 
develop academic and critical minds 
by analysing cultural and language 
features in the pop media.  Students 
will also practice applying the 
knowledge and writing up an analysis 
by completing the assignment. 

       

Projects In conducting a group project, 
students are encouraged to collect 
data from pop media written in s 
language with which they are 
familiar. Topics for student projects 
can be but not limited to: 

 
 Gender comparison in 

names of fictional 
characters. 

 Variations in pronouns 
used by characters 

 Gestures/appearances of 
characters  

 Use of manga and anime 
in cultural exchange 

 
The purpose of the project is to let 
the students discover how cultural 
and language features play an 
important role in modern media. 

       

 
 
4.  Assessment Tasks/Activities (ATs) 

(ATs are designed to assess how well the students achieve the CILOs.) 
 

Assessment Tasks/Activities CILO No. Weighting*  Remarks 
1 2 3 4 5  

Continuous Assessment: 80% 
Tutorial Discussions and 
Assignments 

      30%  

Test         20%  
Project       30%  
Examination: 20% (duration:  2 hours, if applicable) 
* The weightings should add up to 100%. 100%  
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5. Assessment Rubrics   

(Grading of student achievements is based on student performance in assessment tasks/activities with the following rubrics.) 
 

Assessment Task Criterion  Excellent 
(A+, A, A-) 

Good  
(B+, B, B-) 

Adequate  
(C+, C, C-) 

Marginal 
(D) 

Failure 
(F) 

1.  Tutorial 
Discussions and 
Assignments 

Students are required to 
prepare for discussion 
questions and engage in 
an oral discussion 
during tutorials in order 
to familiarize 
themselves with 
concepts, terminology 
and findings in fictional 
characters in the pop 
media.  One 
assignment will provide 
students with 
opportunities to apply 
the knowledge learned 
in class to analyse 
media data, and practice 
writing up a simple 
analysis. 

Excellent familiarity 
of concepts, 
terminology and 
findings in virtual 
characters in the pop 
media discussed 
during the lectures; 
Demonstrates high 
level of initiative in 
discussion; 
Properly 
documented 
assignments which 
demonstrate a 
critical thinking and 
a strong capacity to 
analyse the pop 
media data; 
Precise, clear 
writing. 

Clear familiarity of 
concepts, 
terminology and 
findings in virtual 
characters in the pop 
media discussed 
during the lectures; 
Demonstrates 
initiative in 
discussion; 
Properly 
documented 
assignments which 
demonstrate an 
critical thinking and 
a capacity to analyse 
the pop media data; 
Precise, clear 
writing. 

Good familiarity of 
concepts, terminology 
and findings in virtual 
characters in the pop 
media discussed 
during the lectures; 
Demonstrates control 
in discussion; 
Properly documented 
assignments which 
demonstrate an ability 
to analyse the pop 
media data; 
Precise, clear writing, 
with few grammatical 
errors. 

Satisfactory familiarity 
of concepts, terminology 
and findings in virtual 
characters in the pop 
media discussed during 
the lectures; 
Demonstrates control in 
discussion; 
Satisfactorily 
documented assignments 
which attempt to analyse 
the pop media data; 
Work is adequately 
written, with some 
grammatical errors. 

Work may fail for any or 
all of the following 
reasons: 
Few signs of preparation 
and participation. 
Failure to demonstrate 
familiarity of content; 
Irrelevance of content; 
Unreadability (including 
major grammatical or 
structural problems); 
Plagiarism. 

2. Test and Exam A midterm test and an 
exam will be given to 
check whether students 
have learned how 
academic studies have 
analysed cultural and 
language features in 
pop media discussed in 
the lectures and 
tutorials. 

Excellent 
understanding of 
concepts, 
terminology and 
findings in virtual 
characters in the pop 
media discussed 
during the lectures 
and tutorials. 

Clear understanding 
of concepts, 
terminology and 
findings in virtual 
characters in the pop 
media discussed 
during the lectures 
and tutorials 

Good understanding 
of concepts, 
terminology and 
findings in virtual 
characters in the pop 
media discussed 
during the lectures 
and tutorials 

Satisfactory 
understanding of 
concepts, terminology 
and findings in virtual 
characters in the pop 
media discussed during 
the lectures and tutorials 

Failure to demonstrate 
understanding of 
content; 
Academic dishonesty 

3. Project Students are required to 
conduct a research 
project with classmates.  
Students will choose a 
topic, collect cultural 
and language data, 

Demonstrate a 
critical thinking and 
a strong capacity in 
applying concepts, 
terminology and 
findings to analyse 

Demonstrate a 
critical thinking and 
a good capacity to 
analyse virtual 
characters in the pop 
media; 

Demonstrate an 
ability to analyse 
virtual characters in 
the pop media; 
Satisfactorily 
prepared presentation; 

Demonstrate an attempt 
to analyse virtual 
characters in the pop 
media; 
Work is adequately 
presented and written, 

Work may fail for any or 
all of the following 
reasons: 
Lack of evidence of 
preparation; 
Irrelevance of content; 
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analyse how they form 
fictional characters, do 
an oral presentation and 
write a report.  
Students can use 
contemporary media 
available in any 
language as long as the 
relevant portion is 
translated or explained 
in English in the 
presentation and report. 

virtual characters in 
the pop media; 
Well-prepared, 
organized 
presentation; 
Precise, clear 
writing. 

Well-prepared, 
organized 
presentation; 
Precise, clear 
writing. 

Precise, clear writing, 
with few grammatical 
errors. 

with some grammatical 
errors. 

Unreadability (including 
major grammatical or 
structural problems); 
Plagiarism. 
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Part III  Other Information (more details can be provided separately in the teaching plan) 
 
1.  Keyword Syllabus 

(An indication of the key topics of the course.) 
 
Communicative features of fictional characters 
Social roles represented in manga, anime, video games and internet culture 
Issues in translating manga, anime, and video games 
Scientific study of fictional characters and their language  
 
2.  Reading List 
2.1  Compulsory Readings  

(Compulsory readings can include books, book chapters, or journal/magazine articles. There are also collections of 
e-books, e-journals available from the CityU Library.)   

 
1. Schodt, Frederik L. 1983. Manga! Manga!: The World of Japanese Comics. Kodansha, 

 USA. 
2. Mihoko Teshigawara and Satoshi Kinsui (2011) ‘Modern Japanese "Role Language" 

 (Yakuwarigo) fictionalised orality in Japanese literature and popular culture’ 
 Sociolinguistic Studies, ISSN 1750-8649, Vol. 5, No. 1, pages. 37-58 

 
 
 
2.2  Additional Readings  

(Additional references for students to learn to expand their knowledge about the subject.) 
 

1. Abe, S, D. Yasunaga, and M. Koizumi (2012) ‘On the processing of role language in 
 Japanese: An ERP study’ Proceedings of the 29th Meeting of the Japanese  Cognitive 
 Science Society. 

2. Kawahara, S. (2013) ‘The phonetics of Japanese maid voice I: A preliminary study’  Onin 
 Kenkyuu (Phonological Studies) 16: 19-28. 

3.  Kinsella, Sharon. 2000. Adult Manga: Culture and Power in Contemporary Japanese 
 Society.  Routledge. 

4. Kinsui (2010) On ‘role language’ in contemporary Japanese: an investigation of 
 stereotypical styles in Japanese language. In Proceedings of the Symposium 
 ‘Yakuwari/Kyarakutā/Gengo’ [Roles/Characters/Languages] 51–54, March 28–29, 
 2009, Kobe University, Japan. 

5. Macias, Patrick & Tomohiro Machiyama. 2004. Cruising the Anime City: An Otaku  Guide to 
 Neo Tokyo. Stone Bridge Press. 

6. McCloud, Scott. 1994. Understanding Comics: The Invisible Art. William Morrow 
 Paperbacks. 

7. Napier, Susan J. 2005. Anime from Akira to Howl’s Moving Castle: Experiencing Japanese 
 Animation. Palgrave Macmillan. 

8. Napier, Susan J. 2007. “When the Machine Stops: Fantasy, Reality, and Terminal Identity in 
 Neon Genesis Evangelion and Serial Experiments: Lain”. Robot Ghosts and Wired 
 Dreams: Japanese Science Fiction from Origins to Anime. University of Minnesota 
 Press. 

9. Sawada, O. (2013) ‘The Meanings of Diminutive Shifts in Japanese’ Proceedings of  North 
 East Linguistic Society 42. S. Keine & S. Sloggett (eds.). Amherst: GLSA  Publication.  

10. Shinohara, K and Kawahara, S. (2013) ‘The sound symbolic nature of Japanese maid 
 names’ The proceedings of JCLA 13. Japan Cognitive Linguistics Association.  pp. 
 183-193. 

11. Thompson, Jason. 2007. Manga: The Complete Guide. Del Rey. 
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A. Please specify the Gateway Education Programme Intended Learning Outcomes (PILOs) that the course is 

aligned to and relate them to the CILOs stated in Part II, Section 2 of this form: 
 

GE PILO Please indicate which CILO(s) is/are related to this 
PILO, if any 

(can be more than one CILOs in each PILO) 
PILO 1: Demonstrate the capacity for self-directed 

learning 
1,2 

PILO 2: Explain the basic methodologies and 
techniques of inquiry of the arts and 
humanities, social sciences, business, and 
science and technology 

4,5 

PILO 3: Demonstrate critical thinking skills 
 

3,4,5 

PILO 4: Interpret information and numerical data 
 

 

PILO 5: Produce structured, well-organised and 
fluent text 

5 

PILO 6: Demonstrate effective oral communication 
skills 

5 

PILO 7: Demonstrate an ability to work effectively 
in a team 

5 

PILO 8: Recognise important characteristics of 
their own culture(s) and at least one other 
culture, and their impact on global issues 

3,4 

PILO 9: Value ethical and socially responsible 
actions 

 

PILO 10: Demonstrate the attitude and/or ability to 
accomplish discovery and/or innovation  

1,2,4 

GE course leaders should cover the mandatory PILOs for the GE area (Area 1: Arts and Humanities; Area 2: Study of 
Societies, Social and Business Organisations; Area 3: Science and Technology) for which they have classified their 
course; for quality assurance purposes, they are advised to carefully consider if it is beneficial to claim any coverage 
of additional PILOs. General advice would be to restrict PILOs to only the essential ones. (Please refer to the 
curricular mapping of GE programme: http://www.cityu.edu.hk/edge/ge/faculty/curricular_mapping.htm.)   
 

 
B. Please select an assessment task for collecting evidence of student achievement for quality assurance 

purposes. Please retain at least one sample of student achievement across a period of three years. 
 

Selected Assessment Task 

Project report 
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