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Attendees of comic conventions have begun a growing trend of dressing up as their favorite characters from 
fiction. Previous research has shown that the way we present ourselves may affect how we think, feel, and 
behave. However, little research has investigated how dressing as fictional characters might influence one’s 
relationships. It is hypothesized that “cosplay” affects how individuals are engaged in their relationship. 
Comic convention attendees (N = 870) responded to inventories on commitment, sociosexual orientation 
and relationship satisfaction and indicated if cosplay was important in their current relationship. Individuals 
in relationships involving cosplay reported a higher commitment and a lower relationship satisfaction, and 
there was no difference between the two groups on sociosexual orientation. We conclude with a discussion 
on cosplay’s effect on relationships and how cosplay relationships should be examined following this 
research. 
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Les visiteurs des congrès de bandes dessinées ont lancé une mode de se déguiser en leurs personnages fictifs 
préférés. Des recherches antérieures ont démontré que notre manière de se présenter influence notre manière 
de penser, de se sentir et de se comporter. Or, peu de recherches ont étudié comment les relations sont 
affectées par le fait de se déguiser en personnages fictifs. L’hypothèse proposée est que le « cosplay » 
influence la façon dont les individus s’impliquent dans leurs relations. Des visiteurs de congrès de bandes 
dessinées ont répondu à des questions sur l’engagement, l’orientation sociosexuelle, la satisfaction de leurs 
relations et l’importance du « cosplay » dans leur relation actuelle. D’importantes différences ont été 
constatées entre les groupes de « cosplayers » et de « non-cosplayers » par rapport à la satisfaction et 
l’engagement. Toutefois, l’orientation sociosexuelle ne semble pas présenter de différences marquantes. Les 
conséquences des études sur les relations comportent des observations qui indiquent que le « cosplay » et la 
présentation de soi, par extension, peuvent influencer les relations. 

Mots-clés : cosplay, jeu de rôle, relations amoureuses, identité, sexualité 

 Comic Conventions are a growing phenomenon 
across the world, with the largest events boasting 
populations over 150,000 yearly attendees 
(Valenzuela, 2017). At a comic convention 
(Comicon), it is a common trend for people to dress as 
a character whom they identify with and roleplay that 
character. In fact, this trend is so common that 
“cosplay”, a portmanteau of costume and play (Hill, 
2017), was birthed into the Comicon lexicon. At a 
convention, there is ample opportunity for individuals 
to meet or for romantic partners to attend together, 
with both single people and those in couples attending 
the convention in cosplay (Hill, 2017; Leshner, 2017). 
While cosplay is not often practiced outside Comicon, 
studying cosplay can be an essential tool to better 
understand of how clothing and costume affect the 
individual. 

Cosplay has previously been examined as a social 
activity (Hill, 2017; Rahman, Wing-sun, & Cheung, 
2012). However, few studies have investigated how 
cosplay affects one’s feelings and behaviors. The goal 
of the present study is to analyze how individuals who 
self-report cosplay as being a meaningful hobby in 
their relationship show differences in romantic affect 
compared to individuals who do not report cosplay as 
a meaningful hobby. With this goal, special attention 
is paid to both identity and attraction, as there is ample 
evidence suggesting that both variables may be central 
to cosplay; previous literature shows that style of dress 
can affect both personal (Marcus, 1966; Miller, Jasper, 
& Hill, 1991; Yee, Bailenson, & Ducheneaut, 2009) 
and group identity (Diener, 1979; Diener, Fraser, 
Beaman, & Kelem 1976); Other research has assessed 
the relationships between style of dress and attraction 
(Wen, Zuo, Wu, Sun, & Liu, 2014). Based on these 
findings, we present arguments on how cosplay may 
affect individuals and their identity, and then examine 
how cosplay may affect attraction to a partner. 
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Cosplay and Identity 

 Identity can be defined as a self-classification 
based on the relation of the self to others and is 
malleable based on one’s own views of their self 
(Deaux, 1993). To understand why cosplay may cause 
shifts in identity, it is important to consider how 
cosplay may be seen by the cosplayer. Judith Butler, a 
sociologist renowned for her work in performative 
ethnography, explains that acting within different 
contexts allows for individuals to “perform an 
identity” (1997) as if it were themselves; in cosplay, 
the act of dressing as a character in the context of 
Comicon may allow individuals to perform that 
identity. In other words, cosplayers’ identity, namely 
their sense of possessing traits and characteristics 
defining who they are as a unique individual 
(Oyserman, Elmore, & Smith, 2012), could change 
when cosplaying. In this sense, cosplayers could 
experience a change in their defining traits and 
characteristics. 

Differences in personal identity as a direct result of 
cosplaying may cause significant changes in the 
cosplayer’s felt affect. An early version of roleplaying 
in costume was used in the context of psychological 
treatment of parental trauma, where a young child was 
able to act out the actions of his abusive mother when 
he was otherwise unable to communicate effectively 
to the researcher (Marcus, 1966). In this case study, 
because of the child playing a character rather than 
playing himself, the psychologist was able to 
understand what the child wanted to communicate 
without the child needing to explicitly speak about his 
trauma. Cosplay, although not referred to as such in 
the original paper, allowed for the individual to play a 
character that was not himself, and his affects and 
ability to communicate changed because cosplay 
helped him redefine himself. Changes in affect were 
later modeled in personalities referred to as 
“subselves”, where the author looked at dissociative 
states leading to quick changes in affects and 
personality (Martindale, 1980). Martindale theorized 
that different situations can “create the opportunity for 
different behaviors that the situation may elicit” (p. 
203). As such, there is further evidence that 
individuals cosplaying might experience subselves 
related to the identity they perform, or that playing a 
subself may at the very least be the psychological 
experience following cosplay. 

Another study examined college students during 
Halloween and their perceptions of their identities 
while in costume (Miller et al., 1991). Researchers 
surveyed students who had dressed in costume for 
Halloween, asking how they felt when in a costume 
and how their identity may have been affected. They 
found that men disguised themselves more often than 

women, but significantly more disguised women felt 
as though they had a new identity relative to men. 
Individuals also reported feeling different when in 
costume relative to when not in costume. While this 
paper relied only on self-report measures, it provides 
evidence that costume is related to how one 
experiences one’s identity. 

In an ethnographic analysis of cosplayers in China, 
researchers conducted qualitative interviews with 
several active cosplayers (Rahman et al., 2012). They 
found from their interviews that cosplaying as a 
character that they looked up to or wished they could 
be was accompanied by a sense of personal 
fulfillment, joy, and feelings of attachment to the 
character. The cossplayers reported feelings of 
possessiveness to their character, and an affective 
attachment to them. Overall, the cosplayer felt 
happiness because a character that they felt especially 
close to — that they created by combining a costume 
they had created with themselves — came to life. This 
research suggests that positive affect can be elicited 
through cosplay, but this could also be related to 
simply doing an action someone enjoys. 

Another study used a role-playing game and virtual 
reality to address how identity can change based on 
perceptions of self. Participants played as one of four 
characters from a Massively Multiplayer Online Role-
Playing Game that could either be short or tall, 
attractive or unattractive (Yee et al., 2009). The 
researchers found that individuals who played as 
either the attractive or tall character tended to be more 
assertive by requesting more resources from their deal
-making partner in the experiment relative to 
individuals who played an unattractive or short 
character. In a follow-up procedure, participants wore 
a virtual reality headset that caused them to perceive 
themselves as either shorter or taller than they were. 
They replicated previous results; participants who 
perceived themselves as taller were more aggressive 
dealmakers with confederates compared to individuals 
who perceived themselves as shorter. This led to the 
term that researchers coined as the “Proteus Effect”, or 
the temporary preservation of personality traits 
belonging to character they were portraying. The word 
“temporary” in the definition is important. When 
participants were out of the game, their game-induced 
self-perceptions faded over time; the authors theorized 
that the change in personality would not revert 
immediately, but it would also not linger for an 
extensive length of time. While this research 
suggested that cosplaying may cause differences in 
personality, there was never an attempt, to current 
knowledge, to replicate the effect using cosplay. 

While some research has investigated how 
cosplayers may view themselves (Rahman et al., 
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2012), no research has examined how cosplaying is 
related to feelings towards their significant others. 
Relationships with a significant other have the 
potential to be affected by cosplay because romantic 
relationships are directly affected by an individual’s 
own identity (Beyers & Seiffge-Krenke, 2010; 
Kunkel, Wilson, Olufowote, & Robson, 2003; 
Oyserman, Bybee, Terry, & Hart-Johnson, 2004). If 
cosplay has the potential to affect personal identity, it 
could also affect how individuals feel about others, or 
even how others feel about the cosplayers. 

Cosplay and Attraction 

 Relationship researchers have examined how 
romantic relationships have either changed or stayed 
the same from prehistory to the contemporary           
(Finkel, 2017), and some of this research has focused 
on self-presentation. For instance, some research has 
looked at how red may influence a woman’s 
attractiveness (Wen et al., 2014); Cooper and 
Sportolari (1997) have reviewed how presenting 
oneself physically online can help developing 
romantic relationships across different demographic 
groups. Research by Givens (1978) has pointed to self
-presentation as a nonverbal cue in relationship 
initiation. Previous research has shown a relationship 
between a desire for positive self-presentation and 
different clothing styles and colors (Frith & Gleeson, 
2004; Solomon & Schopler, 1982), but it is unknown 
if this association applies to the uniqueness of cosplay. 
As previously stated, identity plays a large role in how 
cosplayers sees themselves and how other people see 
the cosplayers. If each individual type of cosplay 
elicits a different reaction from both the wearer and 
those who interact with the wearer, then some cosplay 
may cause attraction. A review by Bacon (2009) 
suggests that by blending existing perceptions of 
character (e.g., a character from media brought to life 
by cosplay) with the needs and desires of the 
perceiver. Sometimes, this motivation may take the 
form of attraction, such that the perceiver feels drawn 
to the cosplayer as a perceived blended character. 
Alternatively, the cosplayer may themselves seek out 
a relationship based on some affective change. 

One could also posit that assertiveness, which was 
previously shown to be affected by how one views 
oneself (Yee et al., 2009) may cause cosplayers to 
seek out relationships with others. The finding that 
one’s own perceived attractiveness causes higher 
assertiveness (Yee et al., 2009) was also found in 
research examining multiple hypotheses on 
formidability, or one’s ability to achieve victory in 
altercation, with one finding suggesting that holding a 
higher status (i.e., perceiving oneself as attractive) 
gives individual more power during deal-making 
sessions (Sell, Tooby, & Cosmides, 2009). Despite not 

experimenting with different self-perceptions as Yee 
and colleagues did, this research also suggests that 
viewing oneself as more attractive will lead one to be 
more assertive, which may explain why some 
cosplayers enter relationships they might have not 
outside of cosplay.  There is also a sense of 
temporality to how long someone may play a 
character when out of costume, based on the Proteus 
Effect (Yee et al., 2009). Perhaps cosplayers’ 
propensity to engage in a relationship depends on 
assertiveness and the blending of character and 
cosplayer personalities, while remaining in such a 
relationship may depend more on the temporality of 
the effect. 

 Attraction is often mediated by other attributes: 
while individuals may feel more commitment toward 
their own partner, certain attachment styles (i.e., 
avoidant vs. anxious vs. secure attachment) lead to 
greater attraction to and favorable interactions with 
alternative partners (Overall & Sibley, 2008). Less 
satisfaction with one’s own relationships can also lead 
to greater attraction to alternatives (Rusbult, 1980). 
Previous literature has shown that having a similar 
sociosexual orientation, or an individual’s attitude 
toward, desire for and beliefs about casual sex, to 
one’s partner correlates positively with attraction, as 
desire to engage in sex with casual partners is 
fundamentally different from being with a committed 
partner in a long-term relationship. Sociosexual 
orientation correlates with having multiple partners 
(Simpson & Gangestad, 1991), and commitment and 
satisfaction relate to the continued relationship with a 
regular partner (Rusbult & Buunk, 1993) or partners 
(Mitchell, Bartholomew, & Cobb, 2014). Further, 
previous research has shown that individuals may be 
attracted to potential significant others based on their 
own and perceived others’ sociosexual orientation 
(Simpson & Gangestad, 1992). As such, the present 
study seeks to answer questions about cosplay and 
relationships using commitment, couple satisfaction, 
and sociosexual orientation. 

The Present Study 

 There are three variables that will be examined 
related to differences in romantic affect between 
cosplayers and non-cosplayers. The first variable, 
commitment, is the reported goal of staying with the 
current partner. Our hypothesis relies on the likelihood 
that cosplayers who assertively began the relationship 
will want the relationship to end sooner because how 
they acted in costume might not reflect who they are 
or their desires when out of the costume. Thus, our 
first hypothesis is that relationships involving cosplay 
will have a lower commitment than relationships not 
involving cosplay. 
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 Our second variable, relationship satisfaction, is 
the reported satisfaction that participants have within 
their current relationship. While other research 
suggests that higher commitment relates to higher 
relationship satisfaction (Rusbult & Buunk, 1993), we 
hypothesize that people who cosplay will have a 
higher satisfaction than those who do not cosplay, 
either due to a shared hobby in the relationship 
(Gonzaga, Campos, & Bradbury, 2007) or due to the 
satisfaction that comes from cosplay (Rahman et al., 
2012). Relationships involving cosplay may be shorter 
due to lower commitment or the appeal of alternative 
partners (Johnson & Rusbult, 1989), but even with 
low commitment, shorter relationships tend to have 
higher satisfaction than longer relationships (Stolarski, 
Wojkowska, & Kwiecińska, 2016). Our second 
hypothesis is that relationships involving cosplay will 
have a higher relationship satisfaction than 
relationships not involving cosplay. 

Our third variable, sociosexual orientation 
(Simpson & Gangestad, 1991), examines three facets 
regarding casual sex: how many partners individuals 
have had in the last year, attitudes about casual sex 
(e.g., sex without love is okay), and how often people 
desire to have sex with individuals who are not their 
partners. The only existing research on clothing’s 
effect on sociosexual orientation has to do with breast 
coverage (Zelazniewicz & Pawlowski, 2011), where 
they found that clothes offering less breast coverage 
would suggest a higher sociosexual orientation of the 
wearer. In the absence of other data, we are inclined to 
examine non-directionally whether there is a 
significant difference between relationships involving 
and not involving cosplay. However, because previous 
research has found a negative correlation between 
sociosexual orientation and commitment (Mattingly et 
al., 2011), we can expect a similar relationship 
between sociosexual orientation and commitment with 
cosplayers. Given our hypothesis on the directionality 
of commitment (with commitment being lower for 
relationships involving cosplay) and previous research 
by Mattingly and associates (2011), we can reasonably 
expect that sociosexual orientation may operate in the 
opposite direction of commitment. Thus, our final 
hypothesis is that relationships involving cosplay will 
have higher sociosexual orientation than relationships 
not involving cosplay. 

Method 

Participants 

 Of the 1,424 participants who completed the 
survey, 192 responses were left out of the data 
analysis because they had never been in either a 
romantic or sexual relationship. Twenty-three 
participants were removed for not answering all 
demographic questions or those related to the main 

study (some participants found questions about 
intercourse to be intrusive and used the short answer 
section to make the issue known). From the 1,208 
participants who were eligible to complete the survey, 
an additional 338 participants were removed from the 
final analysis because they were not currently in 
relationships. The final sample was of 870 participants 
(Mage = 35.16, SDage = 10.42, 60% women). The 
average length of relationship for relationships 
involving cosplay was 48 months, and the average 
length of relationships not involving cosplay was 38 
months. The percentages of ethnicities reported within 
the sample were: Caucasian (67.3%), Black/African-
American (1.8%), Asian/Pacific-Islander (4.3%), 
Hispanic (16.5%), Middle Eastern (0.2%), Native 
American (1.4%), more than two ethnicities (7.1%) or 
Other/Prefer Not to Answer (1.1%). 

Measures 

First, participants completed a preliminary survey 
assessing whether at least one person in the 
relationship had self-reported cosplaying as a 
meaningful hobby. To be included as being in a 
relationship involving cosplay, either participants or 
their current partner needed to consider cosplay as a 
meaningful hobby. If cosplay was not a meaningful 
hobby in their relationship, participants were in a 
relationship not involving cosplay. 

Next, three previously established inventories were 
used to measure commitment, sociosexual orientation, 
and couple satisfaction. The commitment scale (ɑ 
= .53) consisted of ten subscales, averaged on a Likert 
scale ranging from strongly disagree (1) to strongly 
agree (7). It assessed “morality of divorce, availability 
of partners, social pressures, structural investments, 
relationship agenda (plans for the future), meta-
commitment (feelings about commitment), shared 
couple identity, primacy of relationships, satisfaction 
with sacrifice (sacrifices made for a partner), and 
alternative monitoring” (Stanley & Markman, 1992, p. 
601). Examples of questions include “Following 
through on commitments is an essential part of who I 
am” for meta-commitment, and “I am not seriously 
attracted to anyone other than my partner” for 
alternative monitoring. 

To measure sociosexual orientation we used a scale 
consisting of three subscales, each with nine questions 
across topics of behavior (or number of sexual 
partners), attitude and desire for casual sex. The scales 
are averaged together to create a score per participant 
(ɑ = .79). Examples of questions include “With how 
many different partners have you had sex within the 
past 12 months?” for behavior, “I can imagine myself 
being comfortable and enjoying ‘casual’ sex with 
different partners” for attitude, and “How often do you 
experience sexual arousal when you are in contact 
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with someone you are not in a committed romantic 
relationship with?” for desire. For the scale focusing 
asking about the number of partners, there is an 
uneven split, with the first few options being one, two 
or three partners and later options (across nine 
options) including a range from 16-20 partners as a 
single option and more then 20 partners also being its 
own option. 

Finally, participants completed a validated 
abridged version of the Couples Satisfaction Index 
(Funk & Rogge, 2007). This 16-item scale is designed 
to measure satisfaction in one’s relationships (ɑ = .96), 
assessing how satisfied individuals are with their 
relationship, from not at all (0) to completely (5). 
Examples of questions from this section are “Please 
indicate the degree of happiness, all things considered, 
of your relationship” and “I can’t imagine ending my 
relationship with my partner”.  

Each of these measures have been used across 
samples with varying races, cultures and age groups: 
sociosexual orientation (Barta & Kiene, 2005; 
Ostovich & Sabini, 2004; Penke & Asendorpf, 2008; 
Schmitt, 2005), relationship satisfaction (Doss, 
Rhoades, Stanley, & Markman, 2009), and 
commitment (Lambert, Negash, Stillman, Olmstead, 
& Fincham, 2012; Mohr & Fassinger, 2006) have 
been validated with multiple studies showing their 
efficacy as scales. 

Procedure 

The questionnaire were sent to potential subjects 
through the Phoenix Comicon email list; the list itself 
is comprised of anyone who has either signed up for 
Phoenix Comicon’s newsletter or has purchased a 
membership to one of the convention’s annual events.  
The measures were sent out by the owner of the 
Phoenix Comicon, to preserve the privacy of the list. 
However, the email had been formatted so that it did 

not look like an official Phoenix Comicon email. 
Survey completion time varied between 15 and 25 
minutes depending on whether the participant was or 
was not a cosplayer or a Comicon attendee. After 
completing the survey, participants were linked to a 
separate survey where they could enter a raffle for 
either two tickets to Comicon or $100. The survey was 
sent out roughly three months before Phoenix 
Comicon and was available for all attendees eighteen 
years or older for 24 hours.  

Results 

 Descriptive statistics and dependent variables are 
presented in Table 1. There is a significant positive 
correlation between sociosexual orientation and 
commitment, and a significant negative correlation 
between sociosexual orientation and couple 
satisfaction. A positive correlation between 
sociosexual orientation and commitment could be 
considered problematic since one focus on number of 
partners over time while the other focuses on stability 
within one’s relationship, but these aspects alone are 
not enough to draw a direct interpretation from. 

 For the main analyses, as three comparisons were 
made, a Bonferroni correction was used to reduce the 
chance of Type I errors. Consequently, the 
significance level was set to p < .016. To test the 
hypothesis that relationships involving cosplay will 
have lower commitment than relationships not 
involving cosplay, we conducted a t-test comparing 
cosplayers and non-cosplayers on commitment. There 
was a significant difference between the two groups, t
(868) = -3.27, p = .002. The mean for the cosplaying 
group was 6.36 (SD = 0.78) and for the non-
cosplaying group it was 6.15 (SD = 0.88); this 
difference represented a small effect size, d = .22 
(Cohen, 1988). Our hypothesis was that cosplayers 
would have lower commitment, but the analysis 

Table 1      

Means, standard deviations, and correlations with confidence intervals   

Variable M SD 1 2 3 

1. Sociosexual Orientation 6.90 1.00 -   

2. Couple Satisfaction 6.71 1.18 
-.15** 

-  
[-.21, .08] 

3. Commitment 6.29 0.82 
.18**  -.36** 

- 
[.11, .24] [-.41, -.30] 

Note. M = mean, SD = standard deviation. Values in square brackets indicate the 95% confidence interval for each correlation. 

* p < .05, ** p < .01.      
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provided evidence that the cosplaying group had 
higher commitment. 

Next, our second hypothesis was that the 
cosplaying group would have significantly higher 
couple satisfaction compared to the non-cosplaying 
group.  Results from a t-test show a significant 
difference between the two groups, t(868) = 2.24, p 
= .011. The mean for the cosplaying group was 6.65 
(SD = 1.18) and the mean for the non-cosplaying 
group was 6.85 (SD = 1.17); this difference 
represented a small effect, d = .15 (Cohen, 1988). 
Contrary to our hypothesis, the non-cosplayers were 
significantly more satisfied in their relationships 
relative to the cosplayers. 

 Lastly, our hypothesis for sociosexual orientation 
was that cosplayers would have a higher sociosexual 
orientation compared to non-cosplayers. T-test results 
show no significant difference between these two 
groups, t(868) = -0.63, p = .527, d = .04. The mean for 
the cosplaying group was 6.89 (SD = 1.02) and the 
mean for the non-cosplaying group was 6.93 (SD = 
0.98). This suggests that cosplayers and non-
cosplayers might have similar levels of sociosexual 
orientation.  

Discussion 

 This study examined whether relationships in 
which cosplay is a meaningful hobby differ from non-
cosplay relationships on relationship commitment, 
satisfaction and sociosexual orientation. We 
hypothesized that cosplayers would have higher 
satisfaction and sociosexual orientation and lower 
commitment compared to the non-cosplayer group. 
Contrary to our hypotheses, we found that cosplayers 
had higher commitment and lower relationship 
satisfaction compared to the non-cosplaying group; 
there was no significant difference between the two 
groups on sociosexual orientation. To our knowledge, 
there has never been a study that measured how 
cosplaying as a hobby could impact sociosexual 
orientation, couple satisfaction or commitment in 
relationships. Thus, despite having found no evidence 
in support of the expected hypotheses, the current 
article is the basis for studying the link between 
cosplay and interpersonal relations. 

 While there was a difference of commitment 
between the two groups (greater in cosplayers), the 
direction of it was not as predicted. The reason for this 
may be the low reliability of the commitment scale. 
Further, in the current study, commitment is 
negatively correlated with couple satisfaction. This is 
in contrast to previous studies showing a positive 
correlation with couple satisfaction (Funk & Rogge, 
2007; Rusbult & Buunk, 1993). These contrasting 

correlations suggest that the scale for commitment did 
not measure what it had endeavored to measure. 

There was also a significant difference between 
relationships involving and not involving cosplay on 
couple satisfaction. It was theorized that, because 
people in relationships involving cosplay may have a 
shared hobby or may get more satisfaction out of 
cosplay, those relationships would have higher 
relationship satisfaction. However, what was found 
was that cosplayers had lower couple satisfaction 
relative to non-cosplayers, suggesting that this is not 
the case. A lower couple satisfaction reported by 
cosplayers may explain why there was a negative 
correlation between couple satisfaction and 
commitment despite previous research implying the 
opposite (Rusbult & Buunk, 1993), and this may be 
specific to relationships involving cosplay, or it could 
be related to an error in measurement, which was 
previously mentioned for commitment. While 
previous research has shown that a shared hobby can 
improve satisfaction in a relationship (Gonzaga et al., 
2007), our present data suggests that either cosplay is 
not a shared hobby, or that the satisfaction that comes 
from cosplay (Rahman et al., 2012) is not shared. This 
specific analysis suggests that cosplay predicts lower 
couple satisfaction. However, the negative correlation 
with commitment, despite previous research finding 
conflicting data, suggests these findings should be 
taken with a grain of salt. 

 Finally, it is somewhat surprising that sociosexual 
orientation did not differ between the two groups. 
Given that cosplay has certain implications concerning 
how the cosplayer (and perhaps their partner as well) 
may see both their own and others’ bodies, the 
evidence in this paper suggests that cosplay by itself is 
not enough to be attracted to others outside of one’s 
relationship.  

Limitations 

 One limitation was a lack of access to a broader 
participant pool; while we had a well-powered sample, 
there was no opportunity during data collection to 
measure people outside of Comicon attendees. Future 
studies could compare Comicon attendees and the 
general population to ensure the greatest possible 
generalizability beyond just Comicon attendees. 
Having multiple subject pools from different 
conventions could also ensure more accurate and 
heterogenous answers, as different populations both 
nationally and internationally may host a variety of 
answers. Further, this research is only correlational 
and hence causality cannot be assumed. Future 
research should aim to validate the claims made in this 
article. However, these limits must be contrasted to its 
strengths. Unlike most social psychological studies, 
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the current study was conducted with a sample that 
encompasses a variety of people of different ages, 
ethnicities and backgrounds, as opposed to 
undergraduate students at major research universities 
(Henrich, Heine, & Norenzayan, 2010). While this 
may have added additional variance, and the 
population of Comicon attendees may have little 
practice taking survey about relationships or sexual 
proclivities (Bradburn, Sudman, Blair, & Stocking, 
1978; Catania, McDermott, & Pollack, 1986; Marín & 
Marín, 1989), it should be noted that the study was 
conducted with the niche population of interest, 
instead of relying on an undergraduate sample. 

 A second limitation was the method of participant 
recruitment and data collection. In relationship 
research, many investigators will test both partners in 
a relationship to get a full picture of how it affects 
individuals and their relationships (Cook & Kenny, 
2005). This study only had individuals answer 
questions about their relationships, rather than having 
the couple answer these questions. As such, it is 
impossible to tell from this data whether there were 
individual differences within couples. Future research 
should study both members of the couple so that 
within-couple differences can be both studied and 
ruled out. 

 Lastly, a significant limitation of this research was 
the fact that it was cross-sectional and not 
longitudinal. Measuring changes in relationships over 
time would be important to see if cosplay was the 
main predictor of difference, or if there is some other 
effect such as differences in age, relationship status 
(e.g., committed relationships versus married 
relationships) or relationship length. Ultimately, this 
study was exploratory, and was able to gather 
preliminary data to use in future studies with 
cosplayers. Though there were several limitations in 
the data collection, the existence of some weak effects 
warrants future examinations on cosplay and 
relationships. 

Future Directions 

 As this study was exploratory, the next step should 
be to further investigate the differences found between 
cosplayers and non cosplayers. This could be done by 
perhaps creating a study that has members of both 
groups take a pre- and post-test, or a separate 
procedure with cosplayers taking one test in cosplay 
and one test out of cosplay. Because cosplay has never 
been used as an independent variable, further research 
confirming that this is a valid variable of research is 
also needed. This would also help clarify the effects 
observed in this study while building a strong 
foundation for future cosplay research. Another 
possible study would be to examining relationships 
that began specifically at Comicon, and follow dyads 

where neither actor cosplays, where one actor 
cosplays, and where both actors cosplay. Comparing 
these couples with a longitudinal design would allow 
us to see which relationships, if any, have a higher 
likelihood of success.  

 Also, in this study, while we did separate 
participants into groups based on whether cosplay was 
meaningful or important to them or their relationships, 
we did not delve too deeply into how cosplay is 
meaningful to the individual or relationship. Future 
iterations of this research should aim to determine the 
meaning of cosplay to the individual and the 
relationship, while also assessing questions related to 
the creation and development costumes (such as time 
taken to create a costume, money spent on a costume, 
and number of costumes created annually). This 
would could have significant implications for how 
focusing on one’s hobby might affect a relationship, or 
how a costume might have short- and long-term 
effects on an individual’s personality, or how 
investing in a hobby may have downstream 
implications for acceptance by or tolerance toward 
one’s partner. These are just a few possible studies 
that could be conducted, and all of them exist within 
the scope of cosplaying. 

Lastly, while creating future studies, it could prove 
especially fruitful to begin the creation of a secure 
database of willing convention attendees who are 
willing to take surveys rather than having to 
constantly call on different conventions to send 
surveys out. Some measures, such as those in this 
study pertaining to sociosexual orientation were 
concerning to several attendees who received the 
survey, which created a moral backlash against the 
Phoenix Comicon administration. If a database 
existed, it would increase the validity of surveys 
because the population could volunteer to complete 
measures, and participants could be screened to avoid 
possible issues relating to age or ability to give 
consent. Ultimately, when building the groundwork to 
study a population growing so rapidly, the methods of 
data collection need to adapt and grow at the same 
speed.  

Conclusion 

 Cosplay is a versatile activity performed by many 
people from a variety of backgrounds, including 
different ethnicities, socioeconomic status, religions, 
education, and ages. Beyond cosplaying, convention 
attendees visit different venues nationally and 
internationally to connect to a community of like-
minded people. The need for research follows from 
these people and their experiences and interactions: 
while researchers and others can theorize about how 
these convention goers interact, a lack of knowledge 
not only makes it harder to understand an area of 
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individual difference but may lead to negative beliefs 
toward this population (Reysen et al., 2016). 
Understanding this topic is important because dressing 
up as a hobby could have a lasting impact on 
relationship, whether it is simply the use of nice 
clothes or even a full-blown costume.  
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