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BCTYII

AKTya/IbHICTh BHOOPY TeMH. Y Cy4yaCHOMY CBITI SIIOHCHKA TIOIM-KYJIbTYypa,
30KpeMa MaHra Ta aHiMe, HaOyJIM BEJIMYE3HOI MOIMYJISIPHOCTI Ta CTajd BaroMmolo
YaCTHHOIO CBITOBOI KyJbTypHOI maHopamu. Crioctepiratu ix BIUIMB MOXHA y PI3HUX
chepax — BiJL MUCTEITBA Ta MOJM 10 KiHEMaTorpady Ta HaBITh COLIAIBHUX MEPEK.
AHTJIOMOBHA ayJAUTOpIsS € OJIHIEI0 3 HAWOUIBIIMX Ta HAaWaKTUBHIMIMX CIIOKHMBAYiB
IIOTO KOHTCHTY, TOMY OYJIO MPUMHSTO PIllIEHHS JJI1 CTBOPSHHS aHTJIOMOBHOTO IOTYO-
MPOEKTY, SIKUWA OM KOMIUJIEKCHO JOCIHIKYyBaB ()€HOMEH MaHTU Ta aHIME SIK MPOSBY
Cy4acHOi KyJIbTYpH, HOTO TOSIBY, €BOJIIOLII0 Ta OararorpaHHui BIUIUB. CTBOpPEHHS
TaKOTO MPOEKTY € aKTyaJbHUM, TOMY IO II€ JO3BOJIUTH 33JI0BOJTBHUTH 3POCTAFOUHMA
IHTEpEC ayauTOpli, COPUSATH TIUOIIOMY PO3YMIHHIO IILOTO KYJbTYPHOTO SIBHINA Ta
PO3LIMPUTH MIKKYJIBTYPHUN J1aJIOT.

Mera Ta 3aBaaHHsa KkBaJdidikaniiiHol 0akajaBpcbkoi podoru. MeToro
MIPOEKTY € CTBOPEHHS 1HGOPMATUBHOTO Ta Bi3yaJIbHO I[IKABOT'O aHTJIOMOBHOTO IOTYO-
KaHaIly, 1110 JIOCJI/DKYE MAaHTy Ta aHIMe SK BaXJIMBHH MPOSB CydacHOI KYJIbTypH, a
TaKOX 1X 1CTOPit0, PO3BUTOK Ta BILJIUB HA CBITOBE MUCTEIITBO Ta CYCILJIbCTBO.

3aBnaHHs pOOOTH:
— JlocmauTy 1CTOpil0 BUHMKHEHHS MaHTH Ta aHiMe B SMoHIi, BUSBHBIIU
KITFOUOBI €TaIy PO3BUTKY.

— IIpoananizyBaTv OCHOBHI aHpPH Ta CTUJIl MAaHTH Ta aHIME.

— BusHaunTH Ta mpoaHami3yBaTH BILUIMB MAaHTH Ta aHIME Ha PI3HI aCIEKTH
Cy4YacHOI KyJIbTYPH, BKIIIOUAlOUH KiHeMaTorpad, My3uKy, TOIIIO.

006’exT Ta npeamert aociimkeHHss. O0’ekToM BUBYEHHS € ()eHOMEH MaHTU Ta
aHIMe SK TPOsBa CyYacHOI KyJIbTYpH, a TPEIMETOM — ICTOPWUYHI, >KaHPOBI Ta
COIIIOKYJBTYPHI AaCIeKTH I1X IIOSBH, PO3BUTKY Ta BIUIMBY Ha CBITOBY KYJIBTYpPY
3arajom.

B mipoexTi « AHTIIOMOBHHUI I0TYO-TIpO€KT "MaHra Ta aHiMe K MpPOsiB Cy4acHO1
KyJIbTYpHU: TMOfIBa, PO3BUTOK Ta BIUIMB"» OyIyTh BHKOPHUCTaHI PI3HI JKepena

1H(pOop™MalIii:
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CratucTuuHi/cOIONOTIYHI  naHi: Pe3ymbratm  MOCHIDKEHb  TUISIAIBKOI
ayJIuTOPii, IaH1 PO MPO/IaXKi MAHTH Ta aHIME, TOIIIO.

®doTto/Bieo: BukopucTaHHS Bi3yaJdbHOIO KOHTEHTY 3 aHIME Ta MaHTH (3
JTOTPUMaHHIM aBTOPCHKUX IPaB).

[Tocunanns Ha TekcTu/cait: HaykoBi cTaTTi, mpodiasHI BeOCalTH Ta OHIalH-
SHIIMKJIONE 111 MPUCBAYCHI MaH31 Ta aHIMe.

VYBara 3Bepramacd Ha SKICTb 1 HaAlMHICTD JOKEpena, BIANOBIIHICT
kiacudikaiii; 3a1HCHIOBaBCA mepexpecHui ¢akTyekiHr ((iHagpbHA MepeBipKa Ha
BHYTPIILIHIO JIOTIKY); YCl JpKepena MepeBipku OyAyTh 3a(iKCOBaH1 y BIIMOBIIHOMY
pO3/111 poOOTH Ta OMUCAHI Yy BiieoMaTepiayiax (Ipu HEOOX1THOCT1).

OCHOBHUMHU METOJAMH JIOCHI/IPKEHHS B MPOEKTI «AHTIIOMOBHUHN IOTYO-IIPOEKT
"MaHra Ta aHIMe SIK [IPOSIB Cy4acCHO1 KyJIbTYpH: MOSIBA, PO3BUTOK Ta BILIUB'» €: aHAI3

Ta MOPIBHAHHSA, JEAYKIIIS Ta 1HAYKIIIS, T110Te3a, CHHTE3, aHAJIOT1s, y3araJbHeHHS.

Crpykrypa npoekry. [IpoeKT ckiramaTuMeThes 3 TOSICHIOBAIBHOI 3aITUCKH, SKa
BKJIIOYATUME B ce0¢ BCTYM, TCOPETHUHI 3acau, crenudikaris MpoayKkTy, TEXHIYHI Ta
nporpamMHi  3aco0M, HEOOXIOHI [JIs BTUIEHHA THPOEKTY, BHCHOBKH, CIIHCOK
BUKOPHUCTAHUX JKEPEII, JOKYMEHTAIlisl Ta T0AaTKu (3a motpedn). [IpakTnyHa yactrHa
MpOeKTy Oyne mpeicTaBieHa y BUIJISAI cepili BIJCOPOJIMKIB, PO3MIIICHUX Ha
aHTJIOMOBHOMY  IOTyO-KaHa i, KOHTEHT SKHUX BIJAMNOBIIATUME TEOPETUYHUM
nociipkeHHs M. KoxeH BIIeOposMK Oyjie IPUCBSIYCHUN OKpeMid ImaTremi, Mo

PO3KpUBAE Pi3HI ACMEKTH MOSIBU, PO3BUTKY Ta BIUIMBY MAHIU Ta aHIME.



PO3/ILI |
TEOPETWUYHI 3ACAJIN

TeopeTHuHOI0 OCHOBOIO MPOEKTY CIIYTYBaTUME MIKIUCIUTUTIHAPHUH M1AX1, 10
MIOETHY€ €JIEMEHTH KyJIbTYpPOJIOTii, COIIOJIOTIT Ta MECTEIITBO3HABCTBA. Lle m03BOMHTh
KOMIUTIEKCHO AOCTIINTH ()EHOMEH MaHTH Ta aHIME B KOHTEKCTI Cy4acHO1 KyJIbTYpH,
BpPaxOBYIOUH MO0 ICTOPUYHI KOPEHi, Xy0KH1 OCOOJIMBOCTI Ta COIlaJbHO-
KyJIbTYPHUH BILIUB.

OcHOBHI TEOPETUYH] KOHIIEIIIT Ta i IX0IH:

JInst aHai3y MaHru Ta aHiMe OyyTh BpaxOBYBaTHUCS Ta BUBYATHCA P13HI Mpalli
JIOCJIITHUKIB 3 YCIX KYTOYKIB CBITY. L1 poOOTH JOTOMOXYTh OCMUCIUTH
BUPOOHUIITBO, PO3MOBCIOJIKEHHSI Ta CIIO’KMBAHHS MAaHTH Ta aHIMe, a TAaKOX iXHIO

poJib y GOpMyBaHHI CYCIIJILHUX CMaKiB Ta IIIHHOCTEH.

CoI110J10T14HI aCMIEKTH BUBUEHHS BIUIMBY MAaHTH Ta aHIMe OyyTh MOJSTaTH B aHAII31
SK YUM caMe 111 JiBa GEHOMEHHM YITUISIIOTh IJISa4iB 110 BChOMY CBITI.

MucTenTBO3HaBYI MiJIXOIU JI0 BI3yaJIbHOI KYJIBTYPHU JayTh MOMXJIUBICTh aHAJI3Y
XYJI0KHIX OCOOJIMBOCTE MAHTHU Ta aHIME, TOCTIKEHHS SITOHCHKOI €CTETUKH Ta il
BIJIMBY Ha Cy4YacHI Bi3yaJibHi (pOPMHU.

KI1t040oB1 OHSATTA Ta KaTeropii:

- Mamnra: BuznaueHns, icTopis po3BUTKY, *KaHpOBa Ki1acu(ikailisi (CbOHEH,
ChO/3b0, CEHHEH, TOIIO), CTHIIICTUYHI OCOOJIHUBOCTI, HAMPSIMKHA YUTAHHS.

- Anime: BusHaueHHs, iCTOpPist PO3BUTKY, Bi3yalbHl XapaKTEPUCTUKHU.

- Cyuacha kyapTypa: @eHOMEHH MacoBO1 ON-KYJIbTYpH, CYOKYIBTYpH Ta (haH-
CIJIBHOTH.

- I'mo6Gamizauis: Ilponecu iHTerpailii y CBITOBY KyJIbTYpy, KyJIbTYpHUN OOMiH.

- BrmumB: Cnocobu Ta chepu BIUTMBY MaHTH Ta aHIME Ha 1HILI BUJIA MUCTELITBA
(k1HO, JIiITepaTypa, My3uKa, MOJa).

- AHrIIOMOBHa ayiuTOpis: XapaKTepUCTUKHU CIIOKMBAHHS MaHTU Ta aHIME B
AHTJIOMOBHMX KpaiHax.



PO3JILI I
CHEIM®IKALIS MPOIYKTY

2.1. O0rpynTyBanHs iHGOPMALIHOTO IPOEKTY

CtpiMKe 3pOCTaHHS MOMYJIIPHOCTI MAHTH Ta aHIME Y CBITi 3yMOBITIOE€ 3HAYHHM MTOTTUAT
Ha SKICHUH Ta iIHPOPMATUBHUN KOHTCHT, SKUH O HE JUIIIE 3aJ0BOJILHSB IIKABICTh
daHnartiB, ane i HaJlaBaB MIKPIIE PO3ZYMIHHS IILOTO KYJIbTypHOTro (peHOoMeny. Lleit
IOTYO-TIPOEKT Ma€ Ha METI 3alpOINOHYBAaTH KOMIUIEKCHY Ta IIKaBy 1H(QOpMAIIio Mpo
MaHIy Ta aHIM€ K BaXJIMBUHN €JIEMEHT CYy4acHOI KyJIbTypHU. AKTYaJbHICTb IPOEKTY
MOJIATAE Y 3pOCTAI0U1N KyJIbTYPHINA 3HAUYIIOCTI ATIOHCHKOT MOM-KYJIbTYPH, 11 BILTUBI
Ha CBITOBI TPEHIM Ta HEOOXITHOCTI 11 rubokoro ocmucienHs. FOty0 sk mnardopma
3a0e3neuye MUPOKE OXOIUJICHHS, Bi3yalbHy NMPUBAOIUBICTh T4 IHTEPAKTUBHICTB, 1110 €
ONTUMAJILHUM (POPMATOM JIJIsI TPEICTABJICHHS TAKOTO OaraTorpaHHOTO MaTepiany.

2.2. CTpyKTYpa NPOEKTY

IO1y6-kanan MaTUMe 4iTKy TEMaTUYHY CTPYKTYPY, 1110 OXOIUTFOBATUME KIIFOUOBI
ACIIEKTH JOCHIKECHHS:
1. Bimeoponuku MpUCBSYEHI TeMaM BUHUKHEHHS MaHTH Ta aHIME, KIIFOUOBUM
ICTOPUYHUM TIepi0JiaM, BIZTUBOBUM IOCTATSIM Ta CTY/IISIM.
2. Ornsg OCHOBHMX >KaHPIB MaHTH Ta aHIMe 3 MPHUKJIaJaMy Ta aHAli30M IXHIX
0COOJIMBOCTEH.
3. HocnimkeHHsT YHIKaTbHUX Bi3yaJIbHUX CTWJIIB MaHTH y TIOpPIBHSHHI 13
3apyO1>KHUMH MOI0HUMHU BUJIaMU MUCTEILITB.
4. Anani3z nUIAXiB NMPOHUKHEHHS MAaHTM Ta aHiMe 3a Mexi SmoHii, poib
(aHaTCHKUX MEpPEeKIIaiB, CyOTUTPIB, TyOISKY.
5. BuBuenns penomeny ¢danmomiB, iXHBOT opraHizaiii, AISUTBHOCTI (KOCILIEH,
¢dandikIH) Ta poJIl y MOMyJIsipu3allii MaHTH Ta aHiMe.
KokeH B11€OpOIUK MAaTUME YITKY CTPYKTYPY, JIOTTYHY MOCHIA0OBHICTh BUKIIATY
iH(DopMmartii, IKICHUIA Bi3yaJIbHUIA psijl Ta aHTJIOMOBHI Ta YKpaiHOMOBHI CyOTUTpH (3a

noTpedn).



2.3. ’Kanposa naJjitpa

OcHOBHMIA XaHp TPOEKTY — OCBITHbO-QHANITUYHUA 3  E€JIEMEHTaMU
iHopMartiitHo-po3BaxkanbHoro. IlomanHs iHdopMmanii Oyjae 3aiiicHIOBaTHCS Yy
JOCTYMHIM Ta 1ikaBiii ¢GopMi 3 BUKOPUCTAHHSIM Bi3yalbHHX MPHUKIA/IB, (PparMeHTIB

aHIMeE Ta MaHTH.

2.4. 300paxanbHuii MaTepiaj Ta 0c00JMBOCTI 0OpopMIIeHHSA

BizyanpHa ckiamoBa TPOEKTY BiAirpaBaTMMeE KIIOUOBY poiib. KoxkeH
BIJICOPOJIMK BKJIIOUAaTUME!

SIKICHI CKPUHILIOTH Ta ()parMeHTH 3 MAHIU Ta aHIME.

OpuridanbHl rpadgiyHi eaeMeHTH OQopMJIEHHS KaHaiy (Jiorotur, OaHep,
3aCTaBKH).

Oco6auBocTi 0DOpMIIEHHSI BKIIOYATUMYTh €IMHUN CTWJIICTUYHUHN MIIX1J J0
Bi3yaJIbHOTO O(OPMJICHHS BCIX BiZACOPOJIMKIB (IIPU(TH, KOJBOPH IMIPUPTIB, TOIIO),
TUHAMIYHUHN Ta 1HPOPMATUBHUI MOHTAX, SIKICHUM 3BYKOBHI CYMpPOBIJl Ta O3ByUYCHHS

AHTJIIUCHKOI0 MOBOIO.

2.5. ABTOpCHKA inest

ABTOpCBKa 17151 TIOJIATA€E Y CTBOPEHHI aHTJIOMOBHOTO FOTYO-TIPOEKTY, SIKUW OU
KOMILJIEKCHO, I1IKaBO Ta JOCTYITHO BUCBITIIOBaB (DEHOMEH MaHTH Ta aHIME SIK BaXKJIMBY
CKJIQZIOBY Cy4YacCHOi CBITOBOI KyJnbTypH. [IpoekT Mae Ha MeTi He nurie iHOpMyBaTU
IJI/1a41B PO 1CTOPIIO, )KaHPH Ta CTHII, aJie i CIIPUSATH TIIUOIIOMY PO3YMIHHIO IXHBOTO

KYJBTYPHOTO, couiaanoro Ta MUCTCLBKOI'O 3HAYCHHAI.

2.6. OcoduBoOCTI ayauTopii

OCHOBHOIO ULUIBOBOIO ayAUTOPIEI0 TPOEKTY € aHIJIOMOBHI KOPHUCTYyBadi
YouTube, siki iKaBJISITHCS SIMOHCHKOKO MOI-KYJIbTYPOI, 30KpEMa MAHTOK0 Ta aHiMe.
[{ixaBuM 1€ BijeomaTepiaia MOXe CTaTH 1aBHIM (haHaTaM aHIMe Ta MaHTH, HOBauKawm,
SK1 TUIBKU MOYMHAIOTh 3HAMOMUTHUCS 3 1AM KYJIbTYPHUM (DEHOMEHOM, JIIOMISIM, SIKHUM
MPOCTO IIIKaBO JMI3HATHCS, IO TaKe MaHTa Ta aHiMe 1 HaBITh CTyJCHTaM Ta

JIOCITITHUKAM, SIKI BUBYAIOTh SITOHCHKY KYJIbTYPY.
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Takoxx 3aBISKM MOXJIMBOCTI BBIMKHYTH CYOTUTPH YKPaiHCHKOIO MOBOIO, M

yKpaiHOMOBHA ayJIUTOPis 3MOXKE MEPETUBIISATUCS BiICO.
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PO3JILI 111
TEXHIYHI TA IPOTPAMHI 3ACOBH, HEOBXIIHI JJISI BTIJIEHHS
MPOCKTY

Komn'torep a6o HOYTOYK 3 JOCTATHBOIO MOTYKHICTIO ISl BIICOMOHTAXKY.
[Iporpamne 3a06e3nedyeHHs s BiieOMOHTaxy Vegas Pro.

[Tporpamue 3a6e3nedyeHHs 1151 00poOku 300pakenb Adobe Photoshop.
[Iporpama ais 3anucy Ta pemaryBanHs 3ByKy Adobe Audition.
MikpodoH Ta TMKTOPOH JIJIsl IKICHOTO 3aITUCy TOJIOCY.

Hoctyn 10 610/110TEK Bi3yaIbHOTO KOHTEHTY.

[Tnatdopma YouTube ayiga po3MileHHs Ta pO3NOBCIOKEHHS BIJEO.
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BUCHOBKHA

CTBOpEHHS aHTJIOMOBHOTO I0TYO-TIpo€eKTy "MaHra Ta aHiMe SIK TPOSIB CYy4acHO1
KyJbTYpH: MOSIBA, PO3BUTOK Ta BIUIUB" € aKTyaJbHUM, CBOEYACHUM Ta Ma€ 3HAYHUU
MOTEHITaN JUIsl 3aJI0BOJICHHS 1H(GOPMAIIITHOTO TOMUTY AHTJIOMOBHOI ayJauTOpii.
3aBIsSKU YITKIA CTPYKTYpI, pI3HOMAHITHIN )KaHPOBIHM MaiTpi, SKICHOMY Bi3yaJlbHOMY
OQOpPMJICHHIO Ta HAYKOBO OOIPYHTOBAaHOMY KOHTEHTY, IPOEKT 3MOXE CTaTu
ABTOPUTETHUM Ta IIIKABUM PECYpCOM IS IMUPOKOTO KoJjia TISAadviB, CIPHUSIOUN
rIMOIIOMY PO3YMIHHIO (D€HOMEHY MaHTH Ta aHIME€ B KOHTEKCTI Cy4acHOi CBITOBOi
KyJIbTYpU. YCIHIIIHA peami3alisi MNpPOEKTy BHUMAaraTUM€ KOMIUIEKCHOTO MiAXOMY,
MO€EHAHHSA JOCITHUI[LKUX HABUYOK 3 YMIHHSIMU CTBOPEHHS SAKICHOTO BIJICOKOHTEHTY

Ta e(heKTUBHOT KOMYHIKaIIii 3 ayTUTOPI€IO.
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JOKYMEHTAIIA

Bineo 1: ¥V upomy Bifieo [eTalbHO OMHUCYETHCS 1CTOPisl Ta EBOJIOIIS MaHTH,
MOYMHAIOYM BiJl 1I BUTOKIB y CEPEIHBbOBIUHUX CYBOSIX "€MakKiMOHO" N0 Cy4acHHX
PI3HOMAHITHUX >XaHPiB. PO3rNAgaloThCs KIIOUOBI €Taly pPO3BUTKY, Taki SK MOsBA
nepmoi Manru B nepiog Eno, BrumB Xokycasi, BUKOPUCTAHHS TepMiHy ''MaHra'
KitanzaBoto Pakyrenom Tta pons Ocamy Tem3yku 3 ioro "Actpoboem" 'y
MOMYyJIsIpU3alii MaHTU Ha MDKHApOAHIM apeHi. OMHUCYIOTHCS OCHOBHI KaHPU MaHTU
(ChOHEH, ChOJI3bO, CEMHEH, IeKira), iXHi OCOOJMBOCTI Ta BiJIOMI INpPHUKIAAU. TekcT
TaKOX MIJKPECIIOE KyJIbTypHE 3HAYCHHS MaHTU Ta ii BIUIMB Ha CBITOBY KYJBTYpY,
MOPIBHIOIOYM i1 3 aMEPUKAHCBKHUMHM KOMIKCaMH, €BPOINEUCHKUMHU LIHOCTPOBAHUMU
IPUr0JIaMu Ta YKPaTHCbKUM JAUTSUUM KypHaAJIOM «BbapBIHOK.

Bigeo 2: ¥V upoMy BiieO JeTaqbHO OMHUCYETHCS ICTOPIS Ta EBOJIOISA aHIME,
NOYMHAIOYM B1Jl HOro JaBHIX SIMOHCHKHUX MOINEPEIHUKIB, TAKUX SIK "eMakiMOHO" Ta
"kamiciOait", 0 CTaHOBJIEHHS BCECBITHRO BHU3HAHUM KYJbTYpHUM (HEHOMEHOM.
Po3noBiaeTbesa npo nepiux AMOHChKUX aHIMATOPIB, CKJIAJHUMN Mepioj KOHKYpEHIi
3 JlicHeem, osiBy BenuKuX cTyii (3okpema Toei Doga ta Mushi Production), a Takosx
npo Te, Ak "AcTpoOoi" BiAKpUB IUIIX aHiMe Ha 3axijl. TeKCT BUCBITIIIOE BUKJIUKH,
MOB'sA3aH1 3 IIEH3YPOIO0 Ha 3aXiHUX PUHKAaX, 1 TOJAJBIINI PO3BUTOK KaHPY 3aBASKU
TakuM cTyzisM, sik Studio Ghibli Ta mosBi KyJTbTOBUX cepialliB. 3aBEPIIYETHCS OIHC
CYy4acCHOIO €pol0, 1€ aHIME€ CTajo JOCTYIMHUM 3aBISKH CTPIMIHTOBUM CEpBICaM,
oTpuMaino MixkHapoaHi Haropoau ("Ockap") Ta 3700y10 HEHMOBIPHY MOMYJISAPHICTD,
CTaBUIM HEBIJ'€MHOIO YACTHHOIO CBITOBOI KYJIbTYPH.

Bineo 3: VY BiJileo po3MOBIAA€THCS PO MAHTY Ta aHIME K IPO AMOHCHKI KyJIbTYpHI
¢eHomeHu, MmO HAOynIM BEIWYE3HOI MOMYJSPHOCTI y BCbOMY CBITI. Y TEKCTI
MOSICHIOIOTBCSL OCHOBH1 TOHSITTS MaHTW (SIMOHCHKI KOMIKCH) Ta aHiMe (SIMOHChKa
a”iMmarlisl), iXHiii BIUIMB Ha CBITOBY KYyJbTYpY, HNPHUYMHU IXHBOI MOMYJISPHOCTI
(p13HOMAaHITHICTH KaHPIB, TNMOOKI CIOKETH, EMOIliiHA MTHOWHA), a TAKOX POJb (HaH-

CHUIBHOT Yy IXHBOMY NOIIUPEHHI. TakoXk 3rajy€eThCsl IPO BILUIMB aHIME Ha OCBITY.
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JOIATKHA
Hopatok A

PosmmdpyBanns Bigeo 1:

Japan is of course known for always creating astonishing things, such as the glorious
practice of taking workplace naps that is appropriately called "inemuri™ for its
incredibly hardworking populace, or toilet slippers, or even dessert mayonnaise. And
amidst this diversity of ingenious inventions, Manga holds its esteemed place.
Everyone has heard of manga, and if you haven't, well, now you have. In simple
terms, manga are comics, just Japanese ones. Its distinguishing feature is its unique
drawing style and the reading order, which contradicts the one we are usually
accustomed to: the left-to-right one, nope, manga’s unique approach forces us to
establish new habits by reading its frames from right to left. But it's not the only
interesting aspect of it; the plots of manga are also fascinating, but, unfortunately,
that’s not what we are talking about today, as it would sideline the very history of
manga itself a little bit too much! The plots of Manga are similar to the genre
diversity of American comics (superhero, science fiction, fantasy, horror), European
illustrated adventures (westerns, historical novels, science fiction), and Ukrainian
journal «Barvinok»(children's stories, adventures, popular science narratives) and

cover a wide range of themes and moods.

These super comics originated from emakimono (scrolls), specifically the Choju-
jinbutsu-giga, and the origins of it are as early as the 12th-13th centuries AD. These
early forms of visual storytelling, similar to the first American newspaper strips or
European picture albums, laid the foundation for the development of comics as an art
form. The first manga that more closely resembled the modern form and had its own
name, "manga", appeared in the Edo period at the end of 1798, and was a collection
of illustrations depicting everyday life. The manga was called "Shiji no Yukikai," and
the mangaka behind it was the artist by the name of Santd Kyoden. This period can
be compared to the emergence of the first systematized comic series in the USA and

Europe.
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Another famous name that eternally shines in the list of manga authors was Hokusai.
He created a great many "Hokusai Manga Sketches." And if you haven't seen these
sketches of his, then it feels like you haven't seen anything. His "Great Wave" has
definitely flashed by somewhere. The word "manga" was first used in its modern
sense at the beginning of the 20th century by Kitazawa Rakuten. The term itself
literally means "whimsical pictures," reflecting the early, often humorous nature of
this art form, similar to the journal «Barvinok " in Ukraine, which also emphasized

entertaining and educational content for children.

The beginning of the 20th century marked the rapid development of manga. In 1902,
Kitazawa Rakuten began publishing modern manga titled "Jiji Manga" in the "Jiji
Shinpo™ newspaper. This moment can be considered the beginning of a new era in the
history of manga, similar to the emergence of the first superhero comics in the USA,

which laid the foundation for the development of an entire industry.

After World War 11, the Japanese artistic consciousness, marked by deep traumas,
began to seek lighter and more optimistic plots. This is how "Mighty Atom," or
"Astro Boy," came to be. The author of this masterpiece was Osamu Tezuka, or as he
is immodestly called, the "God of Manga." Astro Boy began publication in April
1951 and subsequently gained immense popularity both in Japan and abroad. This
year marked manga's debut on the international stage. Against the backdrop of
American comics, manga stood out with its unique style: large eyes, whimsical
hairstyles, and a distinctive drawing style attracted readers worldwide. The fresh
plots, which carried the spirit of something foreign and unknown, did not leave
anyone indifferent. The story of the little robot boy Astro Boy became a symbol of
rejection of war. Simultaneously, the humorous comic "Sazae-san" by Machiko
Hasegawa was being published, reminiscent in its tone of the light and everyday

stories in European illustrations.
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But as it happens when something develops, it begins to acquire many varieties and
types to its name. Manga was no exception. In the 1950s and 1960s, when manga was
an already established phenomenon, two main genres emerged: shonen manga for
boys and shojo manga for girls. Manga for boys, in turn, is divided into several main
genres: shonen — for teenagers, seinen for young men. Shonen and seinen both like
action, science-psychological themes, and action movies, but seinen is a bit more
serious and likes to delve into psychological problems. Shojo manga, similar to some
European illustrated novels for girls focuses on romance, drama, and character

development.

In the late 1970s and 1980s, manga began to move away from its “childish"
appearance, becoming more realistic, rebellious, and deep in psychological terms,
similar to how American "Bronze Age" comics began to explore more serious social
and political themes. Interestingly, superheroes did not gain as much popularity in
Japanese manga as in American comics, with the exception of Kia Asamiya's
"Batman." Instead, anti-heroes who solve their problems in unconventional ways,
such as Golgo 13 and Ogami Itto, were more successful in Japan. There were also
real masculine men whose passion of course also lied in mecha robots and sports
dramas: it was like their own version of “beer-and-chips™ activity. Besides Astro
Boy, there was another story about a robot cat, Doraemon by Fujiko Fujio in 1969,
which also falls into the robot category, only a cuter one. One of the most popular
robot stories in a "darker" style was Evangelion, and among the most popular sports

dramas was Slam Dunk.

When reality becomes too boring, demons, vampires, gods of death come into play...
Shonen and seinen are full of supernatural beings: "Death Note" by Tsugumi Ohba
and Takeshi Obata, "Demon Ororon™ by Hakase Mizuki, "Hellsing" by Kouta Hirano.
Similar to the fantasy elements in some European comics. At the same time, there are
stories where ordinary people fight against an ever-increasing number of supernatural
enemies ("'Fullmetal Alchemist” by Hiromu Arakawa, "Flame of Recca" by

Nobuyuki Anzai, and "Bleach"” by Taito Kubo). And war stories are not just "bang-
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bang," but deep reflections on war and its consequences, such as "The Legend of
Kamui" by Sanpei Shirato and "Rurouni Kenshin" by Nobuhiro Watsuki, but there
are also other manga that contain pronounced humorous elements, such as "Dragon
Ball" by Akira Toriyama, which echoes the traditions of humorous strips in American
newspapers or funny stories in journal "Barvinok™. And, of course, just fights are also
welcome, without any superpowers, but with ordinary thugs: "City Hunter," "Crying

Freeman." Mmm, those criminal intrigues...

While shonen manga flourished, shojo manga was not far behind. In the 50s and 60s,
manga for girls was, of course, constantly brought into existence... but it was brought
into existence by men. Not to say it was bad, and there were worthy plots back then,
for example, "Princess Knight™" and "Sally the Witch" — these were like "Twilight"
and "Harry Potter" for girls of that time. Only without vampires and magic wands.
Well, almost. But it's still not quite the same as when women write for women (is it
really?). In 1969, a group of female manga artists, later called the Year 24 Group
(also known as the Magnificent 24s), debuted in the shojo manga genre. The group
included Moto Hagio, Riyoko Ikeda, Yumiko Oshima, Keiko Takemiya, and Ryoko
Yamagishi. From that moment on, female artists mainly created manga for girls,
exploring themes of love, self-identification, and women's stories. "The Rose of
Versailles": the story of a girl who wanted to be a boy. In 1971, Ikeda began her
extremely popular shojo manga Berusaiyu no Bara ("The Rose of Versailles"), the
story of Oscar Francois de Jarjayes, a cross-dressing woman who was the captain of
Marie Antoinette's palace guard in pre-revolutionary France. It's like "Mulan,” only in
France and with more drama. This story became a real phenomenon, comparable in
popularity to well-known historical novels with illustrations. Modern shojo manga
covers a wide range of themes, from romance to superheroines and stories about adult
women, similar to the genre diversity of contemporary comics for female audiences
in other countries. "Sailor Moon" by Naoko Takeuchi: A magical story about a group
of schoolgirls who transform into warriors to protect the Earth. "Fruits Basket" by

Natsuki Takaya: A touching story about a girl who lives with a family whose
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members turn into animals of the Chinese zodiac. "Nana" by Ai Yazawa: A drama
about two girls with the same name but different destinies. "My Little Monster" by
Robico: a love story between two very different high school students. The influence
of shojo manga on Japanese and world culture cannot be overstated; it has inspired
generations of girls and women, contributed to the development of female self-

identification, and expanded the boundaries of manga and anime.

A separate category of manga is gekiga, which literally translates to "dramatic
pictures.” This is manga that has moved away from cute themes and kind drawings,
raising serious issues about real life, pain, and cruelty. Grim realism and political
rebellion became key characteristics of gekiga, which emerged in the late 1950s -
1960s as a reaction of young artists to the superficiality of existing manga. Yoshihiro
Tatsumi was one of those who sought to create manga that would reflect social
problems, political struggles, and the everyday lives of ordinary people. Key features
of gekiga include realism, grimness, social orientation, psychological depth, and
harsh drawing style. Examples include "Ninja bugeicho" and "Satsuma Gishiden,"
which tell of peasant uprisings and the cruelty of power, "Lone Wolf and Cub," the
story of a ronin avenger, and Osamu Tezuka's "MW," which explores the
consequences of an environmental disaster. These works are not afraid to show the
world without embellishment. Although gekiga is not as popular today as it was
before, its influence is felt in modern manga, where many artists use elements of this

direction to create deeper and more realistic stories.

Thus, manga, having come a long way from medieval scrolls to modern diverse
genres, has taken an important place in the general cultural context of visual
storytelling, alongside American comics, European illustrated adventures and
Ukrainian journal «Barvinok». Each of these art forms has its unique history, style,
and genre diversity, reflecting the cultural peculiarities of its time and influencing

world culture.

Bineo 2:
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12th century, medieval Japan, or as the locals call it, Nippon. Cherry blossom petals
fall to the ground, and a samurai examines an ordinary-looking scroll. He doesn't
even suspect that he holds in his hands not just pictures, but a prototype of what will

conquer the entire world centuries later.
But this time we're talking about anime.

Anime is not just your typical cartoons. It's a worldwide phenomenon which
importance goes toe to toe with manga, not yielding to it in popularity. But how did
this unique art form travel from ancient illustrations of those scrolls to a multi-billion
dollar industry that captured millions of hearts? And how did the West, initially
trying to censure it, eventually accepted and loved it? Today we'll dive into this

fascinating journey!

Before the Japanese discovered cinema, they already had their unique ways of telling
stories through images. These were "emakimono" — long scrolls with illustrations that
unfolded like a moving panorama, just like manga, if you happen to remember. Kind
of like 12th century YouTube! There was also "kagee" — shadow theater that came
from China, and of course "kamishibai™ — paper theater, popular until the 1930s.

At the beginning of the 20th century, Japan, like the rest of the world, began
experimenting with animation. Perhaps the very first animated film was "Katsudo
Shashin" that was found in 2005, although it is not confirmed. However, the officially
confirmed gem is "The Dull Sword" (Namakura Gatana), released in 1917.

Early animators were true pioneers. Oten Shimokawa, a caricaturist, created the first
animated films. There were only 5 of them. Jun'ichi Kouchi was a technical genius
who created high-level animation. And Seitaro Kitayama, an independent artist,
experimented with chalkboard and paper animation. Unfortunately, many of their
works were lost to time after the Great Kanto Earthquake of 1923.

After the aforementioned Great Kanto earthquake (1923), many studios were
destroyed and their efforts were devoured by the earthquake along with them, but
animators didn't give up — they rebuilt the industry stone by stone from the ground
up. At that time they faced a new problem, or rather a competitor — Disney. Japanese

animators had it tough: they worked for pennies in small studios to compete with
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Disney's colorful and sound-included masterpieces. The capabilities were clearly

unequal, to put it bluntly — didn’t match at all, but who cared?

Kenzo Masaoka created the first anime featuring sound in it "Chikara to Onna no Yo
no Naka" in 1933, and Mitsuyo Seo first used a multiplane camera in "Ari-chan”

(1941). Before the war, anime often depended on sponsorship, focusing on PR films,
educational projects for the government, and propaganda works for the army, such as

"Momotaro: Sacred Sailors" (1943), which glorified the Japanese occupation of Asia.

After World War 11, Japanese animation was reborn under strong influence of the
United States. It was then that the term "anime" began to be used for all animation
created in Japan. In the 1950s, large studios began to emerge, such as Toei Doga,
which aspired to become the "Disney of the East" and released "The White Snake
Enchantress™ (1958). The film was so successful that Toei began releasing a feature-
length anime every year. But then Toei Doga got a competitor — Osamu Tezuka,
known as the "god of manga", founded Mushi Production studio in 1961. It was his
legendary series "Astro Boy" (1963) that became the first anime shown in the USA,
opening the doors to the world of Japanese animation for the West. Although Tezuka
often complained about censorship, his work paved the way for further international
expansion.

The 1960s was the time when anime began to acquire its unique and recognizable
style, which included such characteristic elements as large eyes and expressive faces.
In 1961, the first Japanese animated television series "Instant History" premiered.
The first deals between American and Japanese producers opened doors for anime
distribution worldwide. The first anime film shown in the USA was "The Tale of the
White Serpent,” followed by "Panda and the Magic Serpent.” But although "Astro
Boy" wasn't the first anime series broadcast outside Japan, it became the first to gain
wide popularity abroad. And then series like "Speed Racer" (1967) began conquering
the West. New genres appeared, such as magical girl anime (for example, "Sally the
Witch" of 1966) and sports shoujo anime ("Attack No. 1" 1969), which gained

popularity not only in Japan but also in Europe.
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However, anime's invasion of the Western market wasn't simple. It faced significant
censorship. American distributors often changed titles, rewrote dialogues, and cut or
redrew scenes to adapt content to local cultural norms and avoid "unacceptable
themes.
For example, in "Battle of the Planets," the American adaptation of "Science Ninja
Team Gatchaman," transgender characters and scenes of violence were cut. "Space
Battleship Yamato" was "tuned" and became "Star Blazers" in 1979. Even in the 80s,
"Gatchaman" was reworked twice — first in "Battle of the Planets" (1978), then in "G-
Force" (1986). This vividly demonstrates how strongly the West tried to "comb™
anime to fit their standards, fearing excessive violence, sexuality, or cultural
differences that could be misunderstood.
Despite censorship, anime continued to expand its influence. The 1970s, despite
difficulties in the Japanese film market, brought hits: “Tomorrow's Joe," "Lupin 1"
and "Heidi, Girl of the Alps," which found success in Europe. In the 1980s, thanks to
masters like Hayao Miyazaki and Isao Takahata, who founded Studio Ghibli in 1985,
anime experienced a "visual upgrade™ and began touching on deeper themes. Their
works, such as "Nausicad of the Valley of the Wind" (1984) and "Castle in the Sky"
(1986), gave anime additional prestige. The success of "Star Wars" (1977) caused a
new surge of space opera popularity in anime, and "Mobile Suit Gundam™ and "Space
Battleship Yamato™ became theatrical hits, initiating the “second golden age of
Japanese cinema." The 1980s also saw the formation of otaku subculture, and the
emergence of OVA (Original Video Animation) opened the path for experimental
projects. The success of "Dragon Ball" (1986) significantly influenced the
development of the martial arts genre.
The 1990s brought such cult works as "Evangelion™ (1995), "Berserk", "Ghost in the
Shell," which inspired "The Matrix," and "Cowboy Bebop". These works helped
anime gain international recognition. Hayao Miyazaki's "Princess Mononoke" (1997)
became the most expensive anime film of its time. At the end of the 1990s, a global
anime boom began with hits like "Pokémon," "Dragon Ball Z," and "Sailor Moon,"

which were dubbed into dozens of languages. In the 2000s, legal streaming services
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appeared, including Crunchyroll (2006), and later Netflix and Amazon, allowing
anime to be released in the West almost simultaneously with Japan, making it more
accessible. Miyazaki's "Spirited Away" (2001) won an Oscar in 2003, becoming the

first non-American film with such an award.

Recent decades have confirmed anime's dominant role. "Attack on Titan" (2010s)
became a true phenomenon. The COVID-19 pandemic in 2020 significantly
increased demand for anime. That same year, the film "Demon Slayer: Mugen Train"
became the highest-grossing Japanese ($95 million in 10 days) and worldwide film of
the year. In 2022, "Attack on Titan™ became the first non-English series to receive the
"Most In-Demand TV Series in the World" award. In 2023, the song "ldol"
(YOASOBI) from "Oshi no Ko™ topped the Billboard Global 200 Excl. US chart,
becoming the first Japanese and anime song with such success. And in 2024, Hayao
Miyazaki's "The Boy and the Heron" won an Oscar, becoming the director's second

trophy of the kind.

Anime, having traveled from ancient scrolls to a global phenomenon, overcoming
censorship and cultural barriers, continues to captivate millions of people worldwide.
This is art that knows no boundaries, an industry that constantly develops, and a
cultural phenomenon that is only gaining momentum. And this is, without doubt, just
the beginning of this amazing story!

Bineo 3: Do you remember the first two parts about manga and anime? If you don't —
no worries, you can check them out, and we'll continue exploring this topic further
and continue our dive into the amazing world that has conquered the hearts of

millions of people around the world — the world of manga and anime.

First order of business — let’s recap the basics. Manga is Japanese comics, basically.
They are read from right to left, have their unique drawing style, and their plots can
be extremely diverse. Anime, in turn, is Japanese animation. Essentially, it's moving
manga, but with its own unique stylistics, aesthetics, animation techniques and, of

course, voice acting. Most often manga serves as the source material, and anime is an
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adaptation of it, an audiovisual interpretation of manga. But there are also original

anime projects.

Now we can think further. Anime and manga have a really strong attraction and pull
of viewers all over the world. Well, them two have become a global phenomenon
which number of fans reaches more than 2 billion. More than two billion! That’s even
larger than 2 football fields! Anime and manga are everywhere. Backpacks, clothing,
children's toys, notebooks, pens, badges, advertising — all of this features anime.
Everyone has seen famous anime characters at least once. Anime and manga are

really everywhere all at once, but why?

Anime and manga are cultural phenomena that appeared long ago and went toe to toe
in its development to the development of technology itself. The phenomenon
gradually entered the international market and tried to establish its reign there and did
it quite well. According to Poggers estimates for 2021, almost 36% of viewers
worldwide expressed their admiration for this art form. And among global subgenres,
anime ranks third with a demand share of 5.5%. It's only surpassed by crime dramas
with a demand share of 8.4% and sitcoms with 6.2%. At the same time, manga in

America poses serious competition to comics.

Anime and manga were able to gently invade and take root not only in Asian culture,
but also in Western culture. There they became so established that they became an
integral part of the culture, which also made its adjustments to viewers' worldviews.
63.5% of American viewers watch anime, and 27% have the habit of watching it

every day.

Manga and anime are not afraid to touch on deep and serious themes. There is no
strict division into "children's" and "adult" content. The subject matter can be

incredibly complex, dramatic, philosophical, or it can be light and comedic. Anime
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characters are often multifaceted, they experience growth and internal struggle
throughout their journey. This emotional depth allows viewers to empathize with the
heroes. Many people perceive anime as a form of certain escape from reality, because
it gives them a sense of comfort and the opportunity to immerse themselves in other

worlds and feel everything.

Initially, manga and anime were an internal Japanese product, but over time they

began to spread around the world at breakneck speed.

Viewers were indeed captivated by the unique style of anime and manga: expressive
character eyes, dynamic movements that instantly attract attention. The diversity of
genres, which gives the opportunity to choose a story to your (already established)
liking or get acquainted with something new. The depth of plots and characters is
enviable, because they are incredible, twisted, contain an entire personal inner world
and reveal it to us. Japanese authors are not afraid to develop complex storylines,
show ambiguous heroes, pose serious moral dilemmas to the viewer. This helps to
emotionally saturate anime and manga. You can laugh, cry, be sad, rejoice with the

heroes.

Western artists from time to time try to make something similar to anime themselves,
noticing its wild success on the international arena. This is how the famous animated
series "Avatar: The Last Airbender" appeared, which is very often confused with
anime. Also, people love to adapt anime and manga and make films and series based
on them, and this is done not only by the Japanese, but also, for example, by Netflix

and their series based on "One Piece."

Thanks to streaming services, anime became accessible to everyone. And every year

more and more anime appears to delight viewers.



26
Manga and anime are not just cartoons. They are powerful cultural phenomena that
have become the object of study for many researchers. In their opinion, this is serious
art capable of influencing our thoughts, emotions, and perception of the world. This
forces researchers to turn to manga and anime to analyze contemporary social
problems. For example, Mamoru Oshii's works "Ghost in the Shell" (1995) and
"Ghost in the Shell 2: Innocence™ (2004) deeply explore such themes as technology
and biotechnology, posthumanism and ecology in relation to human identity,
environment, and culture. Anime, along with fantasy and cyberpunk, occupies a
significant place in the science fiction genre, offering a unique Japanese perspective

on futuristic worlds.

Anime and manga create entire new worlds, and their fans don't stay behind them.
Fandoms are incredibly active and creative communities. They organize anime
conventions and festivals — these are places where anime and manga fans can be
themselves and not be afraid to fantasize. Most importantly, there they find like-
minded people. They communicate, share their ideas and even demonstrate them, as
happens with cosplay. Cosplay is a whole art form that fans create with their own
hands. They dress up as their favorite characters, think through every detail of their
image down to the smallest details. Hairstyle and costume must be on point. Cosplay
is a way not only to express love for a character, but also to show creative abilities.
Cosplay sometimes even goes beyond festivals (the most famous of which, by the
way, is Comic Con) — Alton Devon Mason at Met Gala 2025 chose an outfit that

referenced a character from JoJo.

Fans can also share their creativity in various online communities and forums. There
they discuss anime and manga, share fan art and even write fanfiction, where they
also create new worlds or continuations of old ones. This is a powerful example of
creativity, when viewers become co-creators, developing universes and characters far

beyond the original plots.
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Amateur voice acting and translations are also the work of fans. In the early years of
anime distribution outside Japan, it was thanks to fans who spent hours on translation
and voice acting that it became accessible to a wide audience. And now, despite the
abundance of official translations, amateur voice acting remains popular, often

offering unique interpretations.

And what can we even say when there are anime and manga fans among some of
most widely known world celebrities. Among anime supporters are such famous
personalities as Michael B. Jordan, Christian Bale, Ariana Grande, Keanu Reeves.

This only confirms that anime has gone far beyond niche hobby.

And what's even more amazing is that anime has not only gone beyond niche hobby,

but has become part of educational programs.

Hayao Miyazaki's world cinema masterpieces, such as "Spirited Away," "Princess
Mononoke," or "My Neighbor Totoro," have long been studied in schools and
universities around the world. Why? Because they touch on deep themes of ecology,
humanity, growing up, responsibility. They teach compassion, understanding of

nature, and the importance of preserving cultural heritage.

"JoJo's Bizarre Adventure" is in the Japanese school curriculum. Why specifically
"JoJo"? Because it's a phenomenon. It's not only an exciting plot and unique visual
style, it develops critical thinking, teaches to analyze symbols, look for hidden
meanings. And, importantly, it teaches to overcome difficulties, not give up, and fight

for ideals.

So, we have seen that manga and anime are not just a form of entertainment. This is a

complex, multilayered phenomenon that unites millions of people, influences culture
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and even education. They give us the opportunity to immerse ourselves in other

worlds, experience incredible emotions, think about important questions.

12th century, medieval Japan, or as the locals call it, Nippon. Cherry blossom petals
fall to the ground, and a samurai examines an ordinary-looking scroll. He doesn't
even suspect that he could have ended it all by simply tearing up the scroll, but it's
too late. A big bang has occurred and then a weapon has been manifested which

conquers the world at breakneck speed — manga and anime.
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AHOTALIIA

Tproxan A.A. AHIJIOMOBHUIl KOTY0-Po€eKT «MaHra ta aHiMe siK NpPOsiB
CY4aCHOI KyJbTYPH: M0SIBA, PO3BUTOK Ta BILINB)»

Knwouosi cnosa: awmime, mamnea, xkynemypa, Anouis, ¢henomen, ganoom,
Mucmeymaeo, NONYJIAPHICIMb, PO3NOBCIOONCEHHS, ICMOPIs, PO36UMOK, BNIUE.

Kpanidikamiiina OakamaBpchbka pobGora Tproxan AuHM  AHJIpPIiBHU
" AHTJIOMOBHHH FOTYO-TIPO€EKT «MaHra Ta aHIMe K TIPOSB Cy4acHOT KyJlIbTYpH: TOSBA,
PO3BUTOK Ta BIUIUB»' NPUCBSYEHA CTBOPECHHIO I1H(MOPMATHUBHOTO Ta BI3YyaJbHO
npuBaOIMBOr0 aHrjaoMoBHOTO YouTube-kananmy. Meta TpOEKTy — JOCHIIKEHHS
MaHIHY Ta aHIME SIK BOKJIMBOTO SIBUILA CYYaCHOI KYJIBTYPH, iXHBOI 1CTOPIi, €BOJIIOLII] Ta
BIUIMBY Ha CBITOBE MUCTELTBO Ta CYCHUIbCTBO. I[IpOEKT OXOIUIIOE MIMPOKUM CIIEKTP
TEM, BKJIIOYAIOUW ICTOPI0 BUHUKHEHHS! MaHTH Ta aHIME, aHalli3 OCHOBHUX aHPIB Ta
CTHWJIIB, JOCTI/PKEHHS BIUIUBY Ha PI3HI aCMEKTH Cy4acHOi KyJIbTypH (KiHemartorpad,
My3uKa To1lo). [linpoBa aynuropist — aHrIoMOBHI KopucTyBadi Y ouTube, 3ariikaBiieHi
AMOHCHKOIO TOM-KYJIbTYpOr0. [IpOEKT BUKOPUCTOBYE MDKIWCUMILUTIHAPHUHN MIIX1,
MOETHYIOYH KYJIBTYPOJIOT1IO, COIIOJIOTII0 Ta MHUCTEITBO3HABCTBO. PoOoTa BKIIIOUAE
MOSICHIOBAJIbHY 3aIIMCKY Ta CEPII0 BIJCOPOJIMKIB, po3MilieHux Ha YouTube-kanani, 3
YITKOI0O TEMAaTUYHOIO CTPYKTYpOIO, JIOTIYHMM BHKJIaJA0M iH(MOpMAIli Ta SKICHUM

BI3yaJIbHUM PSJIOM.
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Triukhan A.A. English-language YouTube Project "*"Manga and Anime as
a Manifestation of Modern Culture: Origins, Development, and Influence"

Keywords: anime, manga, culture, Japan, phenomenon, fandom, art, popularity,
dissemination, history, development, influence.

Anna Andriivna Triukhan's qualifying bachelor's thesis "English-language
YouTube project "Manga and anime as a manifestation of modern culture: emergence,

development and influence™" is dedicated to the creation of an informative and visually
attractive English-language YouTube channel. The aim of the project is to study manga
and anime as an important phenomenon of modern culture, their history, evolution and
influence on world art and society. The project covers a wide range of topics, including
the history of the emergence of manga and anime, analysis of the main genres and
styles, and research into the influence on various aspects of modern culture (cinema,
music, etc.). The target audience is English-speaking YouTube users interested in
Japanese pop culture. The project uses an interdisciplinary approach, combining
cultural studies, sociology, and art history. The work includes an explanatory note and
a series of videos posted on the YouTube channel, with a clear thematic structure,

logical presentation of information, and high-quality visuals.



