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Abstract. The objective of this research is to analyze the relationship between
the consumption of anime and the influence it has on its cultural appropriation
based on Japanese culture. From this, it will be analyzed how anime affects
various cultural aspects of the lives of young Peruvians and the impact that this
influence has on their way of being. The purpose of this research fell on the
current context in which many young Peruvians tend to consume anime and adopt
customs from these programs. As a result of this, many young people have
appropriated elements of Japanese culture. In addition, it is known that this type
of animation has a large number of fanatic followers, in this particular case, the
research work will refer How anime influences the cultural appropriation of
young Peruvians. The methodology used for this research work has a qualitative
descriptive approach, for this reason the interview tool was used to collect
information. The main result was that anime does have a great influence on the
cultural appropriation of young Peruvians and due to this, a large part of anime
consumers use what they see in these programs in their daily lives. The main
conclusion of the work is that anime is constantly expanding and because of this,
many Peruvians have begun to consume this audiovisual content.
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1.1

Introduction

Television
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updates

Television has remained one of the main means of entertainment in modern society.
One of the television genres that has gained a lot of relevance lately is animation,
especially the Japanese one, which is known as Anime. To corroborate this, data from
Crunchyroll was taken into account, where Peru stands out as one of the countries that
consumed anime the most during the pandemic. Animes are cartoons created in Japan
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and these have become more accessible to the Western world [1]. This means that anime
has managed to overcome language barriers and has managed to penetrate Western
culture. For many, anime can be a simple means of entertainment, but for others it is
not. Anime is a means of disseminating Japanese culture, starting from its etymology,
the analysis of its origins, then going through the reception process [2]. Based on the
statement of these two authors, it can be corroborated that anime is more than just
animation, it is an element of transculturality. In the current context, talking about
anime from a cinematographic perspective, leaving aside production intended for
television, means referring to the great contemporary masters: Hayao Miyazaki, Isao
Takahata, Katsuhiro Otomo, Mamoru Oshii, Satoshi Kon [3]. This means that anime
has not only taken the television format, but has also reached the film format.

1.2  Anime

Anime has become very popular among young Peruvians in recent years. Based on
this, it can be stated that young people identify with the characters in the series they
watch. In other words, they have a feeling of belonging. There are various festivals
where young people demonstrate their fanaticism, but the best known in the country is
the Otakufest. The Otaku scene in Lima has been consolidated in recent years, this is
reflected in the creation and permanent versions of Otakufest in recent years [4]. One
way in which young people demonstrate their fanaticism is by cosplaying. This activity
consists of dressing up and representing your favorite characters. But at Otakufest not
only cosplay activities are carried out, but concerts are also held. The concert, which
was the main course at the “Otakufest 2010” event held at the Eduardo Dibds Coliseum,
had an average of 15,000 attendees, a figure that set a precedent. [5]. Anime continues
to be an element that allows many research articles to be carried out in the Peruvian
context. This research is important because anime is still as relevant today as it was at
the beginning of its origins. A sociocultural product of Japan that expresses new
realities and contains values, representations and symbols that allow the culture of that
country to be recognized and communicated in other parts of the world [6]. Anime has
been around for several decades as a means of entertainment and cultural construction.
It follows that anime is a medium that allows Japanese culture to be transmitted to other
parts of the world [7]. Over the years, the animation genre has been gaining popularity
in the world. Anime has been gaining importance and weight within today's society [8].
What the author mentions is that over time anime has remained relevant within society's
standards. Anime is not only a medium of entertainment, but it is also a cultural
element, in which many young people tend to have influence and admiration. The
objectives set for the research work are divided into two headings. The general and the
specific. The general objective will analyze how the consumption of anime influences
the reappropriation of Japanese culture by young Peruvians. That is, how is it that when
consuming animes, young Peruvians begin to copy models of Japanese culture. Based
on the specific objectives, three were proposed. The first of these objectives is to
analyze how the consumption of action anime influences communities made up of
Peruvians. In this way, it will be measured how Peruvian communities are affected by
the audiovisual consumption of anime. The second would be the analysis of the
influence of action anime on the sense of belonging of young Peruvians; That is, how
animes affect the way of being of the consumer user. Finally, the third and final
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objective of this research work is to determine how anime consumption affects the
cultural diversity of Peruvian young people. There are various theses and research
articles that have talked about the concept of anime and cultural appropriation.
Currently, studies related to anime are diverse and are present in psychological and
social areas. On the one hand, the cultural identity of the individual and its relationship
with action animes will be studied. For example, the research carried out by Gonzalez
Torrents [9] for the autonomous university of Barcelona studies the impact that anime
has as a thinking device on the body, technology and identity. The research carried out
by Cornejo Huerta [10] for the Academic University of Christian Humanism of Chile,
which is focused on the contemporary phenomenon of Japanese animation and how it
becomes a new form of culture, resulting in the generation of a cultural identity in the
young. Another research carried out by Vallespir Soler [11] states that every culture
represents a group of unique values through which each people can manifest its
presence in the world.

1.3 Cultural appropriation

Cultural appropriation is a term that is linked to many aspects that define a culture.
Cultural appropriation is the phenomenon of taking elements of a minority culture and
using them without their original meanings in a foreign context [12]. What the author
tells us with this definition is that cultural appropriation would be the action of
acquiring elements from other cultures and manifesting them in a foreign culture.
Cultural appropriation results from the unauthorized adoption without accreditation or
compensation for the property. intellectual, cultural expressions, traditional knowledge
or artifacts of a culture [13]. Cultural appropriation is a term acquired from Western
legal culture that has focused on the study of art as a commercial commodity, analyzing
and contrasting the historical and social implications that this entails [12]. In reference
to what was mentioned above, it can be stated that the main elements taken into account
in cultural appropriation would be those that are related to art. Cultural appropriation is
the use of traditions of a minority ethnic community by a majority group, ignoring the
meaning and history that it represents for the community [14]. Based on the quote
mentioned above, it can be corroborated that cultural appropriation is the use of
community traditions for a majority purpose.

2 Methodology

The paradigm used in the following research work will be an interpretive one. The
interpretive paradigm is a coherent system not only of scientific theories, but also
methodological ones, ways of conceiving reality, shared values, scientific exemplars,
etc. [15]. Likewise, it can be stated that all these elements are related to each other. The
interpretive paradigm seeks to deepen the research, proposing open and emerging
designs from globality and contextualization. In this research work, the relationship
between the consumption of action anime and the cultural appropriation of young
Peruvians will be analyzed [16]. . This will be done based on interviews with young
people called otakus. The objectives of this research are based on three existing
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dimensions. The first is the way of expressing oneself with one's environment or in
social situations. The second is to express your fanaticism towards animes. Finally, the
third dimension is how your consumption has affected your cultural identity, whether
in a positive or negative way. Based on what was mentioned above, the paradigm of
this research is interpretive, because the analysis of the results is based on an
interpretation based on the collection of information in the interviews. To complement
the methodological design, a qualitative method will be used. Qualitative research has
emerged as a new paradigm in the social sciences inthe last 25 years and was born as a
response to the experiences of people and social groups that are not measurable but
contribute to the knowledge of human experience and social phenomena [17].
Qualitative research is guided by significant areas or themes of research; however,
qualitative studies can develop questions and hypotheses before, during, or after data
collection and analysis [18]. This study is aimed at collecting information by the
interviewer and analyzing the interviewee's responses. Qualitative research explores
people's experiences in their everyday lives; It is known as naturalistic inquiry, as it is
used to naturally understand the phenomena that occur [19]. Qualitative research
processes are of a multi-cyclical nature or spiral development and obey a semi-
structured and flexible design modality [20]. The research work presents a qualitative
approach because the main objective is to analyze the relationship between the
consumption of action anime and the cultural identity of Peruvian young people
between the ages of 15 and 25. Likewise, this research is qualitative because the
measurement of data is not sought; but rather the collection of data and the discovery
of new findings are sought. The objective of this study is based on investigating a small
group of anime fans who are mostly located in the Arenales shopping center [Place
where young people gather to buy and exchange anime-themed items]. The following
research work will be built from the collection of data based on experiences on how the
cultural identity of young Peruvians influences and is related to the mass consumption
of so-called action animes. The design for the research work is the case study because
it focuses on a specific group of people; in this case young anime consumers. According
to the case study method, it is a valuable research tool and its greatest strength lies in
the fact that through it the behaviors of the people involved in the studied phenomenon
can be recorded and described [21]. The case study has been considered an excellent
research method to understand in depth a phenomenon or object, from its internal
dynamics and from the phenomenon to which it belongs [22]. Case-control studies are
a type of design usually used in clinical research that aims to identify risk factors [23].
The objective of this research work is to analyze the relationship between the cultural
identity of young Peruvians and how this is affected by your consumption of action
anime. In this case, the young participants will be the unit of analysis, because they will
be a sample of the collection and analysis of a variety of data to make a subsequent
report that allows us to know and decipher the relationship between the cultural identity
of young Peruvians and their consumption of action anime. For the sample of
interviewees, young people who consume anime and who visit the Arenales center
frequently were selected.

Table 1. Interviewees

Name Age Gender
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El 23 Male
E2 23 Female
E3 22 Female
E4 22 Male
ES 23 Male
E6 25 Male
E7 23 Male
E8 22 Male
E9 23 Male
E10 23 Male
3 Results

Cultural appropriation through the consumption of anime is an issue that
requires due interpretation based on the point of view of the users who
consume it. To contrast this information, data collection was carried out
through eleven interviewed users

3.1 Influence on communities

The first question is related to the users' membership in different anime communities
in Peru [whether in-person groups or virtual groups]. Interviewees were asked if they
were part of these groups. The vast majority had a negative response mentioning that
they are not part of these groups, while some have responded that they do belong to
these virtual communities, however one user mentioned that despite not being part of
these communities, he usually follows them on the Internet. content they publish.

Many of those interviewed responded that they are open to recommendations
because in this way they can learn about animes that they did not know and at the same
time interact with many more people. Finally, another user mentioned that:

Another question asked has to do with the creation of communities based on the
influence of anime. The majority of users responded yes, that the influence of anime is
one of the main existing factors for the creation of anime communities in Peru. Based
on the question about the direct or indirect influence that anime have on the members
of the communities created in Peru, users responded that there is a direct influence. One
of the two most important questions in the communities category was whether users
consider the members of these anime communities to imitate Japanese culture. A small
part of those interviewed answered no, that the members of these communities do not
imitate Japanese culture. On the other hand, the other part of the interviewees responded
that the members of these communities do have a tendency to imitate Japanese culture.
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The aspects that stand out the most in the imitation of Japanese culture, according to
those interviewed, are: Cosplays [Dressing up as a character], special events where
members of these communities meet [generally you can buy Japanese items and
exchange collectibles ], the expressions [which are usually copied when speaking
and/or expressing oneself], the language [learning or using Japanese words in one's
vocabulary]. The second most relevant question in this area is related to otakus (extreme
anime fans) and Japanese culture. Based on whether the users mentioned above
appropriate Japanese culture.

3.2 The sense of belonging

From a personal and belonging aspect, those interviewed stated that the vast majority
of anime consumers have a need to be part of the Japanese environment; In addition,
they usually imitate and adapt some character models that they usually see in these
series. They want to feel part of this trend, part of this movement, they want to feel
Japanese, that they belong to a culture, which is not their own; because what these
young people are looking for is appropriate Japanese culture.

The participants were asked if they would be willing or, at some point in their lives,
had the idea of cosplaying (dressing up) as one of their favorite characters from an
anime series. Some of the users mentioned that they did have this need but only during
their childhood. One user mentioned that they have cosplayed to go to conventions and
for the Halloween holiday. The other part of those interviewed mentioned that they
have never had the need to cosplay their favorite characters. Based on the behavior and
character analysis, most of the interviewees mentioned that they have adopted
behaviors from anime characters, that is, they took these fictional characters as models
and replicated their behaviors in real life. Another question that covers the same theme
as the question posed previously and that was asked for the users was whether they
identified with an anime character or with an existing plot. Many of those interviewed
mentioned that at some point in their lives they have managed to feel identified with an
anime plot. This is due to the arguments that these series raise; Because of this, it is
common to address current issues and issues that are represented in society. Based on
the comfort and consumption by the users, the question was asked if they felt in their
environment (that is, comfort) when consuming animes. The responses were entirely
positive, suggesting that users are not ashamed of watching anime and that they even
consider it a means of entertainment.

3.3 Cultural identity

With respect to the cultural identity of the interviewees regarding their main ideals and
customs, interesting data and relevant information on this aspect could be retrieved.
Based on the customs that they have seen in animes; users were asked if they had
adopted any of these. Most of those interviewed responded that they have not adopted
these Japanese customs after watching anime. On the other hand, a small part of the
sample of interviewees responded that they have adopted these customs in their
lifestyle. Based on the adaptation of the users, they were asked the question about which
culture they identified best with, having two options to choose from (Peruvian and
Japanese). The vast majority of users responded that they feel clearly identified with
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Peruvian culture; because it is their country of origin. However, one of the interviewees
mentioned that he identifies more with Japanese culture.

4 Discussion and Conclusions

4.1 Discussion

Regarding the belonging of the communities, a large part of the sample commented that
they are not part of any community that consumes anime; While a small part of the
sample is part of Facebook groups, on the Internet there are virtual communities where
users can share their opinions through forums [24]. This agrees with what was found
by the author Gonzales [24] who states that there are other types of communities and
that these are called virtual communities. In the communities there are two fundamental
pillars, understanding and cohesion between the members of these communities. Other
redeemable points of the interviewed sample is the imitation and appropriation by
young Peruvians when consuming anime. A large part of the users responded that the
members of these communities do tend to imitate Japanese culture. Cultural
appropriation is the phenomenon of taking elements of a minority culture and using
them without their original meanings in a foreign context [12]. The use of a culture by
those who do not belong to it, either through the implementation of new development
policies, where the diverse, ethnic and multicultural is celebrated [25]. Regarding the
sense of belonging, the interviewed sample stated that many of these Users do tend to
feel identified with this culture, in this way a feeling of belonging is born in them.
Anime has been around for several decades as a means of entertainment and cultural
construction, and based on this statement by the author, it follows that anime is a
medium that allows Japanese culture to be transmitted to other parts of the world [7].
The sense of belonging is linked to the popularity that anime has had in recent years
among Peruvian users. The sense of belonging is interpreted as the identification and
satisfaction of the real needs of each individual and how this can be interpreted [26].
The sense of belonging implies a conscious and affectively committed attitude towards
the significant universe that singles out a certain community within which the subject
actively participates [27]. Regarding cultural identity, the sample stated that they feel
much more curious about Japanese culture after watching anime. Cultural identity
contains a sense of belonging to a social group with which cultural traits, such as
customs, values and beliefs, are compared [28]. Cultural identity is linked to the
development of a place and originates thanks to its evolution [29]. Regarding this
statement, the author tells us that it is necessary to be linked to the place of development
to develop a cultural identity.

Anime is an entertainment medium that is constantly expanding in Peruvian
territory. Every day more users prefer to consume these Eastern contents than their
Western counterparts, due to the complex plots that are usually seen in these programs.
In this research, we have studied how the cultural appropriation of anime influences the
lives of young Peruvians. In the research carried out, a methodology has been proposed
that addresses the opinion of those interviewed from a personal and cultural point of
view.
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4.2 Conclusions

Firstly, the communities, it was determined that the majority of the participants do not
belong to these; but some of them are part of these communities. On the other hand;
some users belong to so-called virtual communities; among which Facebook groups
stand out. Although some users do not belong to the communities, they do have
knowledge of them and also about the events that take place in various shopping centers
(the Arenales shopping center is very popular with fans of Japanese culture). Based on
those who are part of the communities, it is concluded that the opinions and perceptions
of the members of the communities do influence their tastes; Because of this, users
often take these perceptions as recommendations. Based on the adaptation of
community members regarding the anime. Many interviewees believed that their
adaptability has to do with fanaticism and influence based on the perception of Japanese
culture.

Secondly, cultural identity determined that some interviewees have felt identified
with some characters or plots of the anime. Of the sample interviewed, a small part
commented that in their childhood they did feel identified with the characters they saw
in animes and that some plots reminded them of their life and childhood. Others have
had a greater and deeper need to imitate certain characters; this in order to adapt the
models and lifestyles of some characters to their daily lives. For some interviewees,
anime did not have a big impact on their respective lives, but for others, anime has had
greater relevance. Based on this, the entire sample responded that they do feel
comfortable consuming anime and that they enjoy it in its entirety.

Thirdly, the cultural identity of the sample was identified and how it changes based
on anime consumption. A large part of the sample claimed to have adopted a Japanese
custom after consuming anime, among which the following stand out: values, traditions
and models. All of the interviewees mentioned that they feel more curious about
Japanese culture after consuming anime and finally, as a whole, the sample tends to
identify with Peruvian culture.

The following recommendations were found during the development of the study.
There are very few studies on the impact of anime in Peru, therefore some sources from
other countries had to be consulted respectively. Based on the sample, there was not
much difficulty because a large part of Peruvians tend to consume anime as a means of
entertainment. The application of the discoveries presented in this research work
implies the incentive for more studies on the anime theme in different universities and
institutes. On the other hand, users are recommended to consume anime or try to do so,
because it is a different entertainment medium than its Western counterpart.

References

—

Pera Palacio, E. (2022). Cultural appropriation, a moral dilemma.

2. Alvarez, J, & Melguizo, Y. (2020). Duality in the definition of anime.
http://hdl.handle.net/10784/17696

3. Montero Plata, L. (2014). The forgotten pioneers of anime: The case of Kenzo Masaoka.

With A for Animation, 4, 126-142. https://doi.org/10.4995/caa.2014.2167



10.

11.

12.

13.

14.

15.

16.

17.

18.

19.

20.
21.
22.

23.
24.

Influence of Anime Consumption on the Cultural Appropriation 159

Machado Castro, G. A., Calvo Gémez, V., Villarreal Albujar, M. R., & Alvarez Zevallos, P.
J. (2018). Aidoru Café—Club. Peruvian University of Applied Sciences (UPC).
https://renati.sunedu.gob.pe/handle/sunedu/3008494

Aledo Uema, L. N., & Huamani Ventosilla, P. D. (2016). Positioning campaign of the
musical group Animatissimo in the B and C+ segments of Metropolitan Lima. Technological
University of Peru. http://repositorio.utp.edu.pe/handle/20.500.12867/632

Romero Avila, C. (2014). Anime as a cultural instrument: Meanings that young Colombians
construct [bachelorThesis, Universidad de La Sabana]. At the University of La Sabana.
Lasprilla Martinez, J. E. (2022). The Rise of the Demon King: Anime as a Teaching Material
for Teaching Ethics How to use the anime Maoyii Mad Yisha as a teaching material in the
ninth grade ethics class? [Bachelor thesis, Universidad Santo Tomas].
https://repository.usta.edu.co/handle/11634/43758

. Pablo Rodriguez, A. de. (2014). The tragedy of the rose and the sword. Symbolic elements

of masculinization in the phallic woman of Shonen Manga. Kokoro: Magazine for the
dissemination of Japanese culture, 14, 14-22.

Gonzalez Torrents, A. (2017). Anime as a thinking device: Body, technology and identity
[Ph.D. Thesis, Autonomous University of Barcelona]. In TDX (Doctoral Theses in Xarxa).
https://www.tdx.cat/handle/10803/409727

Cornejo Huerta, S., Jimenez Huerta, F., & Fuente Gonzalez, D. de la. (2008). Anime:
Generating cultural identity [Thesis, University Academy of Christian Humanism].
http://bibliotecadigital.academia.cl/xmlui/handle/123456789/2150

Vallespir Soler, J. (1999). Interculturalism and cultural identity. Interuniversity magazine of
teacher training. https://redined.educacion.gob.es/xmlui/handle/11162/33631

Gonzalez Tostado, F. J. (2020). On the dilemma of cultural appropriation: Art, design and
society. Studies on Current Art, 8, 311-320.

Marrero Severino, M. (2019). Cultural appropriation in the fashion industry: inspiration or
plagiarism? Dominican Yearbook of Intellectual Property, 6, 4.

Pera  Palacio, E. (2022). Cultural appropriation, a moral dilemma.
https://drive.google.com/file/d/18FCSKFRNIOJK ZVTJ4Nz2Pk48A6dYP3U/view?usp=s
haring. https://repositorio.cun.edu.co/handle/cun/114

Burgardt, A. G. (2004). “Max Weber's contribution to the constitution of the interpretive
paradigm in social sciences.”

Ricoy, M.-C. (2006). Contribution on research paradigms. Educacdo: Revista do Centro de
Educagdo UFSM, 0. https://doi.org/10.5902/198464441486

Balcazar Nava, P., Gonzalez-Arratia Lopez-Fuentes, N. 1., Gurrola Pefia, G. M., & Moysén
Chimal, A. (2013). Qualitative research. In MINISTRY OF EDUCATION. Autonomous
Mexico State University. https://repositorio.minedu.gob.pe/handle/20.500.12799/4641
Hernandez, H.-P. (2017). Manga, anime and video games: Japanese cross-media narrative.
Presses of the University of Zaragoza.

Mayan. (2001). AN INTRODUCTION TO QUALITATIVE METHODS: TRAINING
MODULE FOR STUDENTS AND PROFESSIONALS. MARIA J. MAYAN,
TRANSLATION BY CESAR A. CISNEROS | Multidisciplinary Research Journal —REMI.
https://revistas.ues.edu.sv/index.php/remi/article/view/2458

Sandoval Casilimas, C. A. (1996). Qualitative research.
http://148.202.167.116:8080/xmlui/handle/123456789/2815

Gonzalez, W. (2013). The case study: An aspect for educational research. Educere:
Venezuelan Journal of Education, 56, 139-144.

Cubillan, L. G. (2009). Case study under the transdisciplinary approach.

Diaz, P., & Fernandez, P. (2022). Calculation of sample size in case-control studies.
Gonzélez, I. S. (s. f.). INTERNET, VIRTUALITY AND COMMUNITY. 2005.



160

25.

26.

27.

28.
29.

J. A. D. Murillo et al.

Pontifical Catholic University of Chile. School of Architecture, & Araya Fuentes, B. M.
(2020). Cultural appropriation of the Selk'nam indigenous heritage [Master in Cultural
Heritage, Pontifical Catholic University of Chile].
https://doi.org/10.7764/tesisUC/ARQ/48450

Huerta Orozco, A. (2018). The sense of belonging and identity as a determinant of behavior,
a perspective from complex thinking. IE Journal of educational research of the REDIECH,
9(16), 83-97.

Loor-Vélez, D. L., & Deroncele-Acosta, P. D. A. (2018). Sense of belonging at work from
a psychosocial formative perspective.

Molano, O. L. (2007). Cultural identity a concept that evolves. Opera Magazine, 7, 69-84.
Ortega, J. C. (2018). AN APPROACH TO THE CONCEPT OF CULTURAL IDENTITY
FROM EXPERIENCES: HERITAGE AND EDUCATION. Tabanque. Pedagogical
Magazine, 31, Article 31. https://doi.org/10.24197/trp.31.2018.244-262

Open Access This chapter is licensed under the terms of the Creative Commons Attribution-
NonCommercial 4.0 International License (http://creativecommons.org/licenses/by-nc/4.0/),
which permits any noncommercial use, sharing, adaptation, distribution and reproduction in any
medium or format, as long as you give appropriate credit to the original author(s) and the source,
provide a link to the Creative Commons license and indicate if changes were made.

The images or other third party material in this chapter are included in the chapter’s Creative

Commons license, unless indicated otherwise in a credit line to the material. If material is not
included in the chapter’s Creative Commons license and your intended use is not permitted by
statutory regulation or exceeds the permitted use, you will need to obtain permission directly from
the copyright holder.



	Influence of Anime Consumption on the Cultural Appropriation of Young Peruvians



