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ABSTRAK 

Panggung Cosplayer Minor: 
Pengelolaan Kesan dan Ekspresi Diri di Ruang Publik 

Skripsi. 2026. Program Studi Sosiologi, Fakultas Ilmu Sosial dan Ilmu Politik, 

Universitas Lambung Mangkurat 

Muhammad Andika Anwar 

Fenomena cosplayer minor berkostum terbuka di ruang publik 
memunculkan dinamika interaksi dan benturan ekspektasi dengan standar 
kesopanan masyarakat awam. Penelitian ini bertujuan mendeskripsikan 
dinamika motivasi cosplayer minor mempertahankan eksistensinya, serta 
menganalisis cara mereka mengelola kesan (impression management) 
melalui atribut kostum. Menggunakan metode kualitatif dengan pendekatan 
deskriptif, subjek penelitian ini adalah anak di bawah umur (cosplayer minor) 
pada acara Jejepangan di Banjarmasin dan Banjarbaru. Data primer 
dikumpulkan melalui observasi partisipasi pasif dan wawancara 
semiterstruktur, didukung data sekunder. Analisis data menerapkan model 
Miles dan Huberman. Teori Dramaturgi Erving Goffman digunakan untuk 
memahami rancangan pertunjukan aktor melalui pengelolaan kesan di 
panggung depan dan belakang.  

Hasil penelitian menunjukkan cosplayer minor adalah aktor aktif yang 
rasional merancang identitasnya melalui pengelolaan panggung belakang 
(back stage) dan panggung depan (front stage). Motivasi mereka beragam, 
mulai dari penyembuhan pengalaman traumatis akibat perundungan hingga 
sekadar mencari hiburan dan teman. Mengatasi tantangan kostum terbuka, 
aktor mengelola kesan melalui kompromi visual dengan sensor mandiri 
memakai manset dan stoking, pembuatan akun media sosial ganda, serta 
pemakaian label "minor" untuk perlindungan digital. Kesimpulannya, 
identitas cosplayer minor dikonstruksi melalui kompromi terus-menerus 
untuk mempertahankan ruang ekspresi di tengah ketatnya norma 
masyarakat. Secara akademis, kajian ini memperkaya sosiologi mikro anak. 
Secara praktis, memberikan pemahaman bagi orang tua dan penyelenggara 
mengenai pentingnya dukungan dialogis dan pengawasan keamanan.  

Kata Kunci: Cosplayer Minor, Motivasi, Pengelolaan Kesan. 
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ABSTRACT 

Minor Cosplayer Stage: 
Impression Management and Self-Expression in Public Spaces 

Skripsi. 2026. Department of Sociology, Faculty of Social and Political Sciences, 

Lambung Mangkurat University 

Muhammad Andika Anwar 

The phenomenon of minor cosplayers wearing revealing costumes in public 
spaces creates interaction dynamics and a clash of expectations with the 
general public's standards of decency. This study aims to describe the 
motivational dynamics of minor cosplayers in maintaining their existence, and 
to analyze how they perform impression management through costume 
attributes. Using a qualitative method with a descriptive approach, the subjects 
of this study were minors (minor cosplayers) at Japanese pop culture events in 
Banjarmasin and Banjarbaru. Primary data were collected through passive 
participant observation and semi-structured interviews, supported by 
secondary data. Data analysis applied the Miles and Huberman model. Erving 
Goffman's Dramaturgical theory was used to understand the actors' 
performance design through impression management on the front stage and 
back stage. 

The results indicate that minor cosplayers are active and rational actors who 
design their identities through the management of the back stage and front 
stage. Their motivations vary, ranging from healing traumatic experiences 
caused by bullying to simply seeking entertainment and friends. To overcome 
the challenges of wearing revealing costumes, these actors manage 
impressions through visual compromises by self-censoring using inner sleeves 
(manset) and stockings, creating dual social media accounts, and applying a 
"minor" label for digital protection. In conclusion, the identity of minor 
cosplayers is constructed through continuous compromise to maintain their 
space for expression amidst strict societal norms. Academically, this study 
enriches the micro-sociology of children. Practically, it provides an 
understanding for parents and event organizers regarding the importance of 
dialogical support and security supervision. 

Keywords: Minor Cosplayers, Motivation, Impression Management. 
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