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ABSTRAK
PERILAKU MODELING PADA COSPLAYER

Fara Fathia
Fakultas Psikologi Universitas Muhammadiyah Surabaya

Penelitian ini bertujuan untuk mendeskripsikan gambaran dan proses modeling
pada cosplayer. Subjek penelitian ini adalah dua orang cosplayer. Jenis penelitian
ini adalah kualitatif deskriptif. Pengumpulan data menggunakan wawancara
terstruktur, observasi non-partisipatif dan dokumentasi. Hasil penelitian
menunjukkan bahwa gambaran perilaku modeling pada cosplayer berupa peniruan
terhadap tokoh yang disukai mulai dari kostum, gerakan, gaya, ekspresi dan tekad.
Faktor yang mempengaruhi perilaku modeling adalah adanya kesamaan dan
ketertarikan terhadap tokoh dan karakteristik perilaku tokoh yang mudah. Perilaku
modeling terbentuk dari proses atensi, retensi, produksi dan motivasi. Dampak
positif perilaku modeling adalah dapat mengembangkan kreativitas dan prestasi.
Dampak negatif perilaku modeling adalah terkurasnya waktu, tenaga, pikiran dan
biaya.

Kata kunci: Perilaku Modeling, Cosplayer



ABSTRACT
MODELING BEHAVIOR ON COSPLAYER

Fara Fathia
Faculty of Psychology, University of Muhammadiyah Surabaya

This research aimed to describe the illustration and the process of modeling on
cosplayer. The subjects of this research were two cosplayers. This research was a
qualitative descriptive research. The data collection used structured interviews,
non-participatory observation and documentation. The results showed that the
description of the modeling behavior on cosplayer in the form of imitating the
beloved characters from the costumes, movement, style, expression and
determination. The factors that influence the modeling behavior are the
similarities and interest in the character and behavior characteristics that figure
out easily. Modeling behavior formed from the attention process, retention,
production and motivation. The positive impact of modeling behavior was to
developed creativity and achievement. The negative impact of modeling behavior
was the depletion of time, energy, thoughts and costs.

Keywords: Behavior Modeling, Cosplayer
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