
 

 

41 

 

DAFTAR PUSTAKA 

Buku: 

Creswell, J. W. (2014). Research Design: Qualitative, Quantitative, and Mixed 

Methods Approaches. Thousand Oaks: Sage Publications. 

 

Denzin, N. K. (1978). The Research Act: A Theoretical Introduction to Sociological 

Methods. New York: McGraw-Hill. 

 

Encyclopaedia Britannica. (2024). Cosplay. Diakses 23 April 2026, dari 

https://www.britannica.com/topic/cosplay  

 

Fiske, J. (1989). Understanding Popular Culture. London: Routledge. 

 

Jenkins, H. (2006). Fans, Bloggers, and Gamers: Exploring Participatory Culture. 

New York: New York University Press. 

 

Kementerian Agama Republik Indonesia. Al-Qur'an dan Terjemahan: Surah 

Luqman Ayat 27. Diakses 4 Juni 2026. 

https://quran.kemenag.go.id/quran/per-ayat/surah/31?from=1&to=34  

 

Mead, G. H. (1934). Mind, Self, and Society. Chicago: University of Chicago Press. 

 

Moleong, L. J. (2017). Metodologi Penelitian Kualitatif. Bandung: PT Remaja 

Rosdakarya. 

 

Moustakas, C. (1994). Phenomenological Research Methods. Thousand Oaks: Sage 

Publications. 

 

Ritzer, G. (2012). Sociological Theory. New York: McGraw-Hill. 

 

Sugiyono. (2019). Metode Penelitian Kuantitatif, Kualitatif, dan R&D. Bandung: 

Alfabeta. 

 

Winge, T. (2006). Costuming the Imagination: Origins of Anime and Manga 

Cosplay. Mechademia, 1, 65–76. 

 

 

 

 

 

DIGITAL REPOSITORY UNIVERSITAS JEMBER

DIGITAL REPOSITORY UNIVERSITAS JEMBER



 

 

42 

 

Jurnal: 

 

Al Fariz, M. B., Syarifudin, & Trisiah. (2024). Fenomena budaya wibu sebagai 

bentuk komunikasi identitas remaja generasi Z. Buletin Antropologi 

Indonesia, 5(2), 112–128. 

https://doi.org/10.47134/bai.v1i2.2493 

 

Artha, P. A., & Arsal, T. (2024). Fanatisme pada anime terhadap pergeseran 

perilaku konservasi budaya lokal di Kota Semarang. Socia: Jurnal Ilmu-

Ilmu Sosial, 21(1), 59–68.  

https://doi.org/10.21831/socia.v21i1.72353  

 

Alisyamsujen, M., Amini, D., Wiratma, H. D., Nuswantoro, B., Nurgiyanti, T., & 

Subandi,Y.(2025) 

Pendekatan Konstruktivisme Budaya Populer Jepang Melalui Anime 

Terhadap Indonesia Pada Tahun 2020 — Jurnal Ilmiah Wahana Pendidikan 

https://jurnal.peneliti.net/index.php/JIWP/article/view/10411  

 

Damanik, S. A., & Sundawa, D. (2023). Cosplay Adalah ’Jalan Ninjaku’: 
Fenomena Cosplay Sebagai Objek Budaya Dilihat dari Pespektif Teori 

Identitas Hybrid dan Teori Etnisitas. The Indonesian Journal of Social 

Studies, 5(2), 163–170. 

 https://doi.org/10.26740/ijss.v5n2.p163-170  

 

Hariyadi, E., Saputra, H. S., Suharijadi, D., Setyari, A. D., & Muhammad, A. B. R. 

(2025). Jejepangan Having Fun: Tren dan event komunitas cosplay di 

Jember. Mezurashii: Journal of Japanese Studies, 7(1), 63–84. 

https://doi.org/10.30996/mezurashii.v7i1.12583 

 

Pakusodewo, M. R. (2017). Cosplay dan idola remaja: Studi kajian budaya tentang 

mimikri. Aceh Anthropological Journal, 1(2), 23–35. 

https://doi.org/10.29103/aaj.v1i2.1144 

 

Putri, S. A., & Amiralda, R. P. (2025). How Does a Cosplayer Integrate Personal 

Identity with the Personality of Their Chosen Character? (Cosplay Events 

after the Pandemic in Jakarta). 27(3) 132-140. 

 https://doi.org/10.21776/ub.wacana.2024.027.03.06 

 

 

Santosa, D. Y., & Yuliana, N. (2024). Gambaran Communication Theory of 

Identity: Membangun Identitas Seorang Cosplayer, 1(4), 1-10 

 https://doi.org/10.47134/jbkd.v1i4.2729 

 

 

 

DIGITAL REPOSITORY UNIVERSITAS JEMBER

DIGITAL REPOSITORY UNIVERSITAS JEMBER



 

 

43 

 

Website: 

 

Anime Expo. (2025). About Anime Expo.  

https://www.anime-expo.org/ax/about/ (Diakses 20 Juli 2026) 

 

Cgv Cinemas Jember [@cgvcinemas_jember]. (2025). Dokumentasi nonton bareng 

film Kimetsu no Yaiba bersama komunitas Yokosonime di CGV Roxy Mall 

Jember. 

 https://www.instagram.com/p/DLpUfaSBQD7  

 

Comic Market Preparatory Committee. (2019). About Comic Market (Comiket).  

https://www.comiket.co.jp/index_e.html (Diakses 20 Juli 2026) 

 

Jember Thrif Festival [@jetfest_]. (2025). [Foto dan dokumentasi event]. 

https://www.instagram.com/jetfest_/ 

 

Lippo Plaza Jember [@lippoplazajember.id]. (2025). Instagram.  

https://www.instagram.com/lippoplazajember.id/ 

 

Nara Project [@nara_project]. (2026). Dokumentasi acara Wibuburit: ngabuburit 

bersama turnamen Tekken dan Naruto Ninja Storm. 

https://www.instagram.com/p/DVF4UrGDxdx 

  

DIGITAL REPOSITORY UNIVERSITAS JEMBER

DIGITAL REPOSITORY UNIVERSITAS JEMBER



 

 

44 

 

LAMPIRAN 

 

Link : https://drive.google.com/drive/folders/12U_9qG20Fept7lrDr8fAN-

LrFdeLCK4I?usp=sharing 

DIGITAL REPOSITORY UNIVERSITAS JEMBER

DIGITAL REPOSITORY UNIVERSITAS JEMBER


