
Pop Culture in Asia Conference in conjunction with the STGCC December 10-12, 2010 

Day and Time Panel Title Paper Title Presenter Affliation
FRIDAY

Panel 1: Makers and Players: Experiencing Comics, 
Games and Faith in Malaysia and the Philippines

Room: Meeting Room 202 (Level 2 of 
Suntec City Exhibition Centre) Paper 1

Discourse of Accommodation: Philippine Video Game 
Community Discourse and its Accommodation of 
Anime, Manga and Cosplay Manuel Enverga III Ateneo de Manila University

11am-12.00pmm
Chair: Assoc Prof  Ian Gordon Paper 2 Approaching Comics and Religion in Peace Zurairi Abd Rahman The Malaysian Insider

12pm to 12.30 Special presentation Niu Bizi; a 1930 China Pop Culture Icon Carolyn Wong

Friday PM
Panel 2: Toys and Games in China, Hong Kong, and 
Taiwan

Room: Meeting Room 202 (Level 2 of 
Suntec City Exhibition Centre) Paper 1

The Images of Hong Kong Vanishing and Vanished 
Cityscapes in Japanese Video Games Benjamin Ng Wai Ming Chinese University of Hong Kong

2.00-3.30

Chair: Dr. Charles Leary Paper 2
New playthings for new children?  Toy production in 
republican China Valentina Boretti SOAS, University of London

Paper 3
Virtual Agencies:  Gender, Religion, and Character 
Toys in Taiwan Teri Silvio Academia Sinica
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SATURDAY MORNING

Panel 3: Changing Society, Shifting Values:  An 
Insight into New Definitions of Gender, Intimacy and 
Symbolic Meanings in the World of Manga and Anime

Room: Meeting Room 202 (Level 2 of 
Suntec City Exhibition Centre) Paper 1

From Enjo-kôsai to LovePlus: Anime and Virtual 
Lovers Redefining Models of Intimacy in 
Contemporary Japan Mary Reisel Rikkyo University

9.30am-11.00am

Chair: Assoc Prof Hendrik Meyer-Ohle Paper 2
Changes of Gender Roles and Social Values as Seen 
Through Manga and Anime Ken-ichiro Yoshihama Rikkyo University

Paper 3
Cultural Semiotic Analysis of Abstract Symbols in 
Manga Yuko Nakamura Rikkyo University

Saturday AM Panel 4: Theorizing Games and Comics Through Japan

Room: Meeting Room 202 (Level 2 of 
Suntec City Exhibition Centre) Paper 1

Database versus Narrative: Two theories on 
Contemporary Production/Consumption of Toys, 
Games and Comics from Japan Kam Thiam Huat NUS

11-12.30pm

Chair: Dr. Liew Kai Khiun Paper 2
In Search for Southeast Asia: A Case Study of Card 
and Board Games in Japan Karl Ian Uy Cheng Chua Hitotsubashi University



Paper 3
More than just Boys: A History of the Changing 
Images of Gender in Weekly Shonen Jump Kristine Michelle L. Santos Ateneo de Manila University 
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SATURDAY AFTERNOON
Panel 5: Transformations and Other Readings of 
Japanese Anime and Manga

Room: Meeting Room 202 (Level 2 of 
Suntec City Exhibition Centre) Paper 1

That’s Way Gay: Negotiating Textual Gaps & 
Homoerotic Interpretation in Akira Amano’s Katekyo 
Hitman Reborn! Pamela Punzalan Ateneo de Manila University

1.30pm-3pm

Chair: Assoc Prof Fusami Ogi Paper 2
Queering the Canon: Yaoi Doujinshi  and 
Homonormative Fan Narratives Lakshmi Menon

Jawaharlal Nehru University, New 
Delhi

Paper 3
From Manga To Hi-Tech Toy: The Doraemon 
Character and Japanese Cultural Production

 Spitsyna Ksenia (and Maria 
Nesterova)

 Independent researcher, 
Japanologist, Moscow, Russia 

Saturday PM Panel 6: Samuari, X-Men, Batman, Animation
Room: Meeting Room 202 (Level 2 of 
Suntec City Exhibition Centre) Paper 1

Anime and Video Games as Reflection of the Samurai 
Soul James L. Aevermann University of Guam

3pm-4.45pm

Chair: Assoc Prof  Ian Gordon Paper 2

Alas, poor Magneto! I knew him, well.”: 
Intertextuality, Occidentalism, and the Japanese 
opening montages for X-Men: The Animated Series Wilson Koh NUS

Paper 3
From A Mousedeer To Alien Creatures: Animated 
Feature Filmmaking In Malaysia Hassan Abd Muthalib Universiti Teknologi MARA Malaysia

Saturday PM
Panel 7: Manga, Comics, The Internet, Games and 
Identity: Japan, India and Southeast Asia

Room: Meeting Room 202 (Level 2 of 
Suntec City Exhibition Centre) Paper 1

History of Shôjo Manga Style: a Woman’s Voice since 
the 1970s Fusami Ogi Chikushi Jogakuen University

5pm-6.30pm

Chair: Lim Cheng Tju Paper 2

The role of visual culture in accessing the self 
through history: Examining the Indian graphic novel 
in the Internet age Tarika Prabhakar 

The English and Foreign Language 
University, Hyderabad, India

Paper 3

Why So Serious? Play-play Only Lah! An 
Ethnographic Reflection on How Games (Serious and 
Otherwise) Are (and Aren’t) Useful Tools for Social 
Empowerment in Contemporary Southeast Asia Tan Shao Han NUS


