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CHAPTER FOUR

The Otaku Lifestyle
Expressing an interest in, respect for, and bond with a popular 
form of entertainment is a time-honored tradition that goes 
back at least one hundred years with the hero worship of fi g-
ures like baseball player Babe Ruth, movie star Charlie Chap-
lin, and cartoon character Mickey Mouse. Fans often surround 
themselves with mementos of their idols—such as collectible 
cards, dolls, posters, and clothing. For example, sports fans 
often wear their favorite team’s jerseys to show their loyalty to 
the franchise or to certain players. The consumer data com-
pany Statista reports that in 2024, the sales of sports jerseys 
in the United States surpassed $14 billion. Fans of anime and 
manga are no different, but their ranks among Americans aged 
twelve to twenty-fi ve are even larger than those of the three 
largest professional sports. According to a 2022 survey by 
the Japanese public relations company Dentsu, 37.9 percent 
of American Gen Z survey respondents said they like action 
anime, 35.6 percent like family anime, and 34.3 percent like 
heroine anime. When asked about their interest in professional 
football, basketball, baseball, the percentages were lower—
ranging from 30.2 percent to 21.7 percent. 

In their survey, the Dentsu researchers asked their Gen Z 
sample group whether they considered themselves to be an 
otaku. The term otaku was coined in 1983 by humorist and 
editor Akio Nakamori to describe people with consuming in-
terests, particularly in manga, anime, video games, or com-
puters, often to the detriment of their social skills. Nakamori 
applied the term not only to fans of anime and manga but also 
to science-fi ction fans and those who idolize pop stars.
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As the popularity of anime and manga spread around the 
world, the word otaku began to lose its negative connotations, 
especially outside Japan. Being known as an otaku became a 
badge of honor for many anime and manga fans. Now it is an 
affectionate term for people outside Japan who love Japanese 
products, art forms, and culture. In the Dentsu survey, 34 per-
cent of respondents identifi ed as an otaku. The researchers were 
taken aback. “In other words, an astounding 34% of America’s 
Gen Z, or around 15 million people, acknowledge themselves as 
anime otaku. Amazing, isn’t it?”48

According to a recent 
survey, more American Gen 
Z respondents said they 
like anime more than they 
did professional football, 
basketball, or baseball.
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Like sports fans, anime and manga fans like to show their 
solidarity in their favorite pastime. Otakus often express their 
enthusiasm for their favorite characters and series in their en-
tire lifestyle—what they wear, how they decorate their room or 
home, and sometimes even how they customize their cars. “I 
am a girl, I love anime, and I am not ashamed of it,” says Taylor 
Hall, a student at the University of Connecticut. “Being an Otaku 
is a part of who I am.”49

A Massive Market
Commercial entities are happy to satisfy the customer demands 
of anime and manga fans, creating an endless stream of anime- 
and manga-related products, including clothing, jewelry, posters, 
fi gures, backpacks, notebooks, stickers, and decals. This, in turn, 
feeds more consumer demand. When fans of one character or 
series see a product featuring another, they often want the same 
item for themselves but emblazoned with their preferred manga 
or anime artwork.

Because of the fragmentation of the anime 
and manga worlds into various categories, it 
might seem impossible for manufacturers to 
satisfy such diverse demand. After all, there are 
hundreds of popular characters and series. It 
might seem unlikely that each one would have 
enough followers to create a viable market for 
anime- and manga-themed merchandise. Thanks to the internet, 
however, fans around the world can search for and fi nd items 
from any supplier, no matter how small or specialized. Stephen 
Reysen, a professor in the Department of Psychology and Special 
Education at East Texas A&M University, writes:

New digital technology facilitated online shopping for an-
ime, especially as it became more common for teens and 
young adults to have their own computers and access to 

“I am a girl, I love 
anime, and I am not 
ashamed of it. . . . 
Being an Otaku is a 
part of who I am.”49

— Taylor Hall, student at the 
University of Connecticut



the internet, allowing them to watch their shows without 
needing to put them on the family television. . . . Technol-
ogy also increased the ease with which fans could digi-
tally download anime and contributed to the makers’ profi t 
margins.50

Another reason niche products can be successful is that the 
overall anime and manga market is huge. Konvoy Ventures, a 
gaming venture capital fi rm, reports that there are about 600 mil-
lion anime and manga fans outside of China. Crunchyroll esti-
mates that there were more than 800 million anime and manga 
fans globally by 2025. Since Crunchyroll excludes China and Ja-
pan from its estimate, the actual number of anime and manga 
fans is likely to be more than 1 billion people by 2025. Because 
anime and manga are visual media, the related products are not 
restricted by language. Konvoy Ventures estimated that the glob-
al anime market was $31 billion in 2024 and would grow to $44 
billion by 2027. In such a huge marketplace, the makers of niche 

The global anime market is expected to grow to 
$44 billion by 2027. In such a huge marketplace, 
niche anime products like action � gures can still 
� nd enough buyers to make their production viable.
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series that aired on Kids’ WB. Taco Bell also had a multiyear pro-
motion of Digimon collectible cards and toys. One of the more 
distinctive Taco Bell collectibles were the Digimon collector cels—
translucent cards that allow light to shine through them like movie 
fi lm. The cels featured still frames from Digimon: The Movie.

Anime Cafés
Fast-food chains are not the only restaurants catering to otaku 
diners. Anime-themed cafés have long been a staple in Japan and 
are now popping up all around the world. Pokémon Cafe in Tokyo 

The Impact of Anime on an Athlete’s Life
An anonymous contributor to the My Anime Story blog tells how anime 
has provided him with inspiration to become a better sports competitor.

Anime isn’t just a form of entertainment; it’s a source of inspira-
tion that has enriched my life as a sports player. . . .

The story of Naruto Uzumaki, a young ninja determined to be-
come the Hokage, struck a chord with me. His undying spirit and 
relentless determination taught me the value of pushing beyond 
my limits on the fi eld. When I face a tough opponent or a chal-
lenging practice session, Naruto’s unwavering spirit reminds me 
to never give up, no matter the odds. This determination has 
made me a more resilient and committed sports player. . . . 

Anime often immerses us in surreal worlds, but it also teaches 
us the power of focus and visualization. Characters like Saitama 
from One Punch Man and Takumi Fujiwara from Initial D demon-
strate unwavering focus on their goals. Their dedication to mas-
tering their skills has inspired me to set clear objectives in sports 
and visualize my success.

Before a game, I take a moment to mentally rehearse my moves 
and imagine myself excelling. This newfound mental preparation 
has boosted my confi dence and performance in a range of sports.

Anonymous, “How My Passion for Anime Transformed My Journey as a Sports Player,” My Anime 
Story (blog), October 22, 2023. https://myanimestory.org.



55

SOURCE NOTES

Introduction: A Deep Connection
  1.  Giacco Danielle, “Fandom Unleashed: Exploring the Unique Subcul-

tures of Anime,” Medium, November 2, 2023. https://medium.com.
  2.  Hacker-chan, email interview with the author, November 18, 2024.
  3.  Rachael Lefl er, “Why Do People Get So Obsessed with Anime?,” Hub-

Pages, March 28, 2023. https://discover.hubpages.com.

Chapter One: Sharing a Passion
  4.  Christian Markle, “From Reddit to MyAnimeList, Why Anime Fans Need 

Online Discussions,” CBR, July 26, 2023. www.cbr.com.
  5.  Markle, “From Reddit to MyAnimeList, Why Anime Fans Need Online 

Discussions.”
  6.  Melissa Ojeda, “10 Harsh Realities of Being a My Hero Academia Fan,” 

CBR, June 3, 2022. www.cbr.com.
  7.  A.J. Riley, “The Dark Side of Fandom,” Medium, July 27, 2023. https://

ajrileyarticles.medium.com.
  8.  Quoted in Fritz Lalley, “Thriving Anime Club Refl ects Nationwide Trend,” 

Amherst Student, March 1, 2023. https://amherststudent.com.
  9.  Lalley, “Thriving Anime Club Refl ects Nationwide Trend.”
10.  Iyashikei, “The Role of Modern Anime,” Medium, October 3, 2017. 

https://medium.com.
11.  Danielle, “Fandom Unleashed.” 
12.  Moonbear Tsukino, “Kagero Sketch from Yusuke Kozaki!!!,” Amino, 

July 7, 2019. https://aminoapps.com.
13.  Quoted in IMDb, “Kunal Nayyar Quotes.” www.imdb.com.
14.  Quoted in Philiana Ng, “Chris Hardwick Reveals Details of BBC Amer-

ica Deal, How Nerdist Podcast Will Be Adapted for TV (Q&A),” Holly-
wood Reporter, May 25, 2011. www.hollywoodreporter.com.

15.  Quoted in John Gaudiosi, “The Queen of Comic-Con, Felicia Day, Talks 
Games, Tech and Geek and Sundry,” Forbes, July 12, 2012. www
.forbes.com. 

16.  Trey Bates, “The Rise of Anime and Manga in Japan: A Cultural Shift 
That Has Captivated the World,” Medium, April 8, 2023. https://
medium.com. 

Chapter Two: The World of Cosplay
17.  Quoted in Ayako Nakano, “Japan’s Innovative Performance Wins at 

World Cosplay Summit ESG/SDGs,” Japan Times (Tokyo), August 30, 
2024. https://sustainable.japantimes.com.

18.  Admin, “Some Cosplay Ideas That Are Popular and Relevant for 2023,” 
Anime Costume Blog, February 10, 2023. www.animecustome.com.



58

FOR FURTHER RESEARCH

Books
Cecilia Aragon and Katie Davis, Writers in the Secret Garden. 
Cambridge, MA: MIT Press, 2019.

Jonathan Clements, Anime: A History. 2nd ed. London: British 
Film Institute, 2023.

Robert Henderson, Quick Guide to Anime and Manga. San Di-
ego, CA: ReferencePoint, 2022.

Brigitte Koyama-Richard, One Thousand Years of Manga. Lon-
don: Thames & Hudson, 2022.

Remi Lopez, The Impact of Akira: A Manga (R)evolution. Tou-
louse, France: Third Editions, 2021.

Bradley Steffens, The Rise of Anime and Manga. San Diego, CA: 
ReferencePoint, 2023.

Internet Sources 
Matija Ferjan, “20+ Anime Statistics & Facts: How Many People 
Watch Anime? (2024).” Headphones Addict, January 8, 2024. 
https://headphonesaddict.com.

Will Heath, “20 Best Female Manga Artists You Need to Know,” 
Japan Objects, October 9, 2020. https://japanobjects.com.

IGN Staff, “25 Best Anime of All Time,” Japan Web Magazine, 
August 30, 2023. www.ign.com.

Interac Network, “Otaku Culture in Japan—Japanese Anime, 
Manga, Idols & Video Games,” November 24, 2021. https://in-
teracnetwork.com.

Okuha, “The Best Anime Artists of All Time,” March 8, 2023. 
https://okuha.com.

Websites
Anime News Network 
www.animenewsnetwork.com
This website provides news, reviews, and feature reports on anime, 
manga, and video games, as well as brief bios of manga and anime 
artists.



60

Note: Boldface page numbers 
indicate illustrations.

Ampere Consumer (research 
fi rm), 4

anime
appeal of, 5
thematic genres of, 5–7
as uplifting escape, 7
viewership of, 4

Anime Costume Blog, 23–24
Anime Expo (Los Angeles), 

15–16, 17, 18, 22
Anime News Network 

(website), 58
Anime Tube (online discussion 

group), 8
Anno, Hideaki, 17
Aragon, Cecilia, 35–36, 37, 

40
Attack on Titan (manga 

series), 12, 12, 50
augmented reality (AR), 11, 47
automobiles

depicting anime/manga 
scenes, 53–54

Beckford, Andrew, 54
Black, Rebecca, 40
Black Anime Nerds (fan club), 

15
Bleach (manga series), 6

cafés, anime-themed, 49–51
characters

selecting, in cosplay, 26–28
shipping and, 41

Charaum Cafe (Tokyo), 50
Chelsea (cosplayer), 30–31

Comic-Con (San Diego), 16, 
17, 18

conventions/expositions, 
15–19, 16

Cosplay Advice (website), 29
cosplay/cosplayers, 6, 16, 25, 

28, 32, 44
choosing how to, 30–31
human connection built 

through, 23
as journey of self-discovery, 

27
as means of self-expression, 

24–26
percentage of anime fans 

participating in, 23
selecting character, 26–28

costumes, 28, 28–30
Crunchyroll (online discussion 

group), 8, 24, 48

Danielle, Giacco, 4, 5, 17, 27
Davis, Katie, 35–36, 40
Day, Felicia, 19
Dekocars, 53–54
Demon Slayer: Kimetsu no 

Yaiba (anime series), 17
Dentsu (Japanese public 

relations company), 8, 43, 
44

DeviantArt (art-sharing 
platform), 42

discussion groups, online, 
8–12

Dragon Ball (manga series), 
17

ecchi, 6
Evangelion (anime series), 17

INDEX


	RPP_Specsheets_single_F25 2
	9781678210694
	Contents
	Introduction: A Deep Connection
	Chapter One: Sharing a Passion
	Chapter Two: The World of Cosplay
	Chapter Three: Artistic Endeavors
	Chapter Four: The Otaku Lifestyle
	Source Notes
	For Further Research
	Index
	Picture Credits
	About the Author


