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The objective of this research is to study the identity of Cosplay in Thai teenagers,
Cosplay’s presence as a subculture, and the role of mass media towards this phenomenon.
Qualitative methodology — content analysis, participatory observation, in-depth interviews, and
content analysis ~ are used to collection information. Two types of media are studied in this

research — conventional media (newspapers and magazines) and new media (Internet).

The research finds that Cosplayers can be identified with high consumption of media,

unique dressing code and expression. Most cosplayers imitate and modify these identities from

“media sources such as cartoons, games, films, and other forms of popular culture. Their
language result from a combination of language generally used by youth and that used in

prototype media. Their lifestyle and values do not differ much from those of the general youth

groups. However, Cosplay only reflect characteristics of a subculture partially. This is largely

because there is no actual space for Cosplay expression. Assembly for Cosplay activities tends

to follow party occasions rather than usual patterns of activities. As for the role of media towards

Cosplay, conventional media figure mainly as channel of information for Cosplay gatherings or

events that are commercial in nature while new media play a prominent role as virtual space to

promote identity of a Cosplay subculture





