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RESEPSI KHALAYAK MENGENAI COSPLAY ANYA 

FORGER DI KOMUNITAS J CAFE  
 Stefani Margaretha Christie 

ABSTRAK 

 

Cosplay sebagai representasi budaya populer global menarik perhatian luas, 

termasuk di komunitas J-Cafe Universitas Multimedia Nusantara. Salah satu 

fenomena yang memicu dinamika sosial adalah cosplay karakter Anya Forger 

dari Spy X Family, yang sering diperankan oleh orang dewasa. Hal ini 

memunculkan respons beragam, terutama terkait kesesuaian usia dan visual 

cosplayer dengan karakter. Penelitian ini mengkaji resepsi khalayak terhadap 

cosplay Anya menggunakan teori resepsi Stuart Hall. Pendekatan yang 

digunakan adalah kualitatif deskriptif, dengan teknik wawancara, observasi, 

dan dokumentasi.  

Hasil penelitian menunjukkan tiga posisi resepsi: dominan, negosiasi, dan 

oposisi. Cosplay diterima sebagai hiburan dan ekspresi diri dalam posisi 

dominan; dipertimbangkan berdasarkan konteks visual dan karakter dalam 

posisi negosiasi; dan ditolak dalam posisi oposisi karena dianggap 

menyimpang dari norma sosial. Penelitian ini menyimpulkan bahwa resepsi 

khalayak sangat dipengaruhi oleh latar belakang budaya dan sosial, serta 

mencerminkan ketegangan antara budaya populer global dan nilai lokal. 

 

Kata kunci: Anya Forger, Cosplay, Cosplayer, Khalayak, Resepsi 
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ABSTRACT 

 

Cosplay, as a form of global popular culture representation, has gained 

significant attention, including within the J-Cafe community at Universitas 

Multimedia Nusantara. One phenomenon that triggers social dynamics is the 

cosplay of Anya Forger, a child character from Spy X Family, often portrayed 

by adults. This has elicited diverse responses, particularly concerning the 

perceived mismatch between the cosplayer’s age or appearance and the 

character. This study explores audience reception of Anya Forger cosplay 

through Stuart Hall’s reception theory. The research uses a descriptive 

qualitative approach with data collected through in-depth interviews, 

participant observation, and visual documentation. 

Findings indicate three audience positions: dominant, negotiated, and 

oppositional. In the dominant position, cosplay is accepted as entertaining 

and creative self-expression. The negotiated position reflects partial 

acceptance based on visual suitability and character portrayal. Meanwhile, 

the oppositional position rejects cosplay as unrealistic or socially 

inappropriate. This study concludes that audience reception is strongly 

influenced by their social and cultural backgrounds and reveals ongoing 

tensions between global popular culture and local social norms. 

. 

 

Keywords: Anya Forger, Audience, Cosplay, Cosplayer, Reception 
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