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ABSTRAK 

 

Fenomena roleplay (RP) K-pop di platform X menjadi bentuk interaksi sosial 

virtual yang semakin populer di kalangan generasi muda. Aktivitas ini tidak hanya 

berfungsi sebagai hiburan, tetapi juga merefleksikan dinamika sosial kompleks, di 

mana identitas fiktif idola K-pop digunakan sebagai medium komunikasi. Dalam 

konteks hiperrealitas, batas antara realitas dan simulasi kerap kabur sehingga 

pengalaman roleplay dapat berimplikasi pada kehidupan nyata. Penelitian ini 

bertujuan menganalisis pengaruh hiperrealitas terhadap pembentukan ikatan sosial 

dan dukungan sosial dalam komunitas roleplay K-pop di platform X. Metode yang 

digunakan adalah kualitatif dengan pendekatan fenomenologi melalui wawancara 

mendalam,observasi partisipatif kemudian dianalisis melalui reduksi, penyajian, 

dan penarikan kesimpulan. Hasil penelitian menunjukkan ikatan sosial terbentuk 

melalui frekuensi interaksi, rasa percaya, serta kedekatan emosional yang 

berkembang melalui tahap pengenalan, penguatan, kelekatan, dan pemeliharaan. 

Dukungan sosial yang muncul meliputi dukungan emosional, informasional, 

instrumental, dan validasi, yang memperkuat solidaritas serta memberi rasa aman. 

Namun, keterlibatan intens juga menimbulkan kondisi hiperrealitas, di mana emosi 

dan relasi virtual terbawa ke dunia nyata, berdampak pada meningkatnya 

kepercayaan diri sekaligus risiko keterikatan berlebih. Dengan demikian, 

komunitas roleplay K-pop di platform X tidak hanya menjadi sarana hiburan, tetapi 

juga ruang sosial alternatif yang signifikan bagi pembentukan identitas, relasi, serta 

kesejahteraan psikologis anggotanya. 

 

Kata kunci: Dukungan Sosial, Hiperrealitas, Ikatan Sosial, Komunitas Roleplay, 

Platform X 
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ABSTRACT 

 

The phenomenon of K-pop roleplay (RP) on platform X has become an increasingly 

popular form of virtual social interaction among young people. This activity not 

only serves as entertainment but also reflects complex social dynamics, where 

fictional K-pop idol identities are used as a medium of communication. Within the 

context of hyperreality, the boundaries between reality and simulation often blur, 

allowing RP experiences to influence real life. This study aims to analyze the 

influence of hyperreality on the formation of social bonds and social support within 

the K-pop RP community on platform X. The research employed a qualitative 

method with a phenomenological approach through in-depth interviews and 

participatory observation, then analyzed through data reduction, presentation, and 

conclusion drawing. The findings show that social bonds are formed through 

interaction frequency, trust, and emotional closeness, which develop through stages 

of introduction, reinforcement, attachment, and maintenance. Social support that 

emerges includes emotional, informational, instrumental, and validation support, 

which strengthen solidarity and provide a sense of security. However, intense 

involvement also generates hyperreality conditions, where emotions and virtual 

relationships extend into real life, leading to increased self-confidence as well as 

risks of excessive attachment. Thus, the K-pop RP community on platform X 

functions not only as entertainment but also as an alternative social space 

significant for identity formation, relationships, and members’ psychological well-

being. 

 

Keywords: Hyperreality, Platform X, Roleplay Community, Social Bonds, Social 

Support
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