
DAFTAR PUSTAKA 

 

Banesh-Liu, Patrick. (2007). Anime Cosplay in America: A Fantastic 

Regalia.Ornament, 31(1): 44-49. 

 

Berkenalan dengan Pinky Lu Xun ‘Ratu Cosplay’ Indonesia. (2015). 

http://www.detik.com/hot/art/3071725/berkenalan-dengan-pinky-lu-xun-ratu-

cosplay-indonesia. Diakses pada tanggal 25 Agustus 2016, pukul 16:45 WIB. 

 

Chen, Jin-Shiow. (2007). A Study of Fan Culture: Adolescent Experiences with 

Anime/manga Doujinshi and Cosplay in Taiwan. Visual Arts Research, 33, 

14-24. 

 

Creswell, John W. (2014). Penelitian Kualitatif & Desain Riset. Yogyakarta: 

Pustaka Pelajar. 

 

Granshaw, Lina. (2013). Investigating the ‘Psychology of Cosplay’. 

http://www.dailydot.com/fandom/psychology-cosplay-survey-results/. Diakses 

pada tanggal 12 Desember 2015, pukul 21:39 WIB. 

 

B. Hurlock, Elizabeth. (1990). Psikologi Perkembangan: Suatu Pendekatan dalam 

Suatu Rentang Kehidupan. Jakarta: Erlangga 

 

Indonesia Rebut Juara Dunia Cosplay. (2016). 

http://www.detik.com/inet/read/2016/08/15/065259/3275176/398/indonesia-

rebut-juara-dunia-cosplay. Diakses pada tanggal 15 Agustus 2016, pukul 

13:47 WIB. 

 

Isabel, G. (2015). An Overview of Cosplay: Exploring the Subculture. 

http://www.the-artifice.com/cosplay-overview/. Diakses pada tanggal 25 

Agustus 2016, pukul 16:45 WIB. 

 

Ito, K., & Crutcher, Paul. (2013). Popular mass entertainment in Japan: manga, 

pachinko, and cosplay. Symposium: Signs, Symbols, and Semiotics, 51, 44-48. 

Moleong, L. J. (2011). Metodologi Penelitian Kualitatif. Bandung: PT Remaja 

Rosdkarya 

 

Okabe, Daisuke. (2012).Cosplay, Learning, and Cultural Practice.Fandom 

Unbound: Otaku Culture in a Connected World, 225-248. 

 

Prihatsani, Unika. & Hendriani, Wiwin. (2018). Menggunakan Studi Kasus 

sebagai Metode Ilmiah dalam Psikologi. Buletin Psikologi, 26, 126-136.  

 

Konsep Diri Pelaku Costume Play
OPHILIA INTAN SAFITRI, Helly Prajitno Soetjipto, Drs., M.A.
Universitas Gadjah Mada, 2019 | Diunduh dari http://etd.repository.ugm.ac.id/

http://www.detik.com/hot/art/3071725/berkenalan-dengan-pinky-lu-xun-ratu-cosplay-indonesia
http://www.detik.com/hot/art/3071725/berkenalan-dengan-pinky-lu-xun-ratu-cosplay-indonesia
http://www.dailydot.com/fandom/psychology-cosplay-survey-results/
http://www.detik.com/inet/read/2016/08/15/065259/3275176/398/indonesia-rebut-juara-dunia-cosplay
http://www.detik.com/inet/read/2016/08/15/065259/3275176/398/indonesia-rebut-juara-dunia-cosplay
http://www.the-artifice.com/cosplay-overview/


Rogers, Carl. (1959). “A Theory of Therapy, Personality and Interpersonal 

Relationships as Developed in the Client-Centered Framework.". in (Ed.) S. 

Koch. Psychology: A Study of A Science. Vol. 3: Formulations of the Person 

and the Social Context. New York: McGraw Hill. 

 

Rosenberg, R. S. & Letamendi, A. M. (2010). Expressions of Fandom: Findings 

from a Psychological Survey of Cosplay and Costume Wear. The Journal of 

Cult Media, 9-18. 

 

Sejarah Cosplay Jepang di Indonesia. (2014). http://www.tensai-

indonesia.com/sejarah-cosplay-jepang-di-indonesia. Diakses pada tanggal 14 

April 2016, pukul 15:57 WIB. 

 

Wang, Pei-Ti. (2010). Affective otaku labor: The circulation and modulation of 

affect in the anime industry. New York: University of  New York. 
 

Konsep Diri Pelaku Costume Play
OPHILIA INTAN SAFITRI, Helly Prajitno Soetjipto, Drs., M.A.
Universitas Gadjah Mada, 2019 | Diunduh dari http://etd.repository.ugm.ac.id/

http://www.tensai-indonesia.com/sejarah-cosplay-jepang-di-indonesia
http://www.tensai-indonesia.com/sejarah-cosplay-jepang-di-indonesia

