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ABSTRAK

Penelitian ini bertujuan untuk mengetahui gambaran subjective well-being pada
roleplayer Korea dalam media sosial twitter. Metode penelitian yang dilakukan dalam
penelitian ini adalah metode penelitian kualitatif studi kasus. Data yang dikumpulkan
berupa data yang didapatkan melalui proses wawancara dan observasi pada tiga
subjek. Subjek penelitian ini adalah individu yang aktif bermain roleplayer dan berusia
diatas 17 tahun. Hasil penelitian didapatkan bahwa ketiga subjek mencapai subjective
well-being dengan merasakan lebih banyak afeksi positif dan jarang merasakan afeksi
negatif. Subjective well-being ketiga subjek juga dipengaruhi oleh faktor yang
berbeda-beda.

Kata kunci: subjective well-being, roleplayer Korea
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ABSTRACT

This purpose of this research is to find out the description subjective well-being of
Korean roleplayer in social media twitter. The research method used in this study is a
case study qualitative research method. The data obtained comes from the result of
interviewing and observing on three subjects. The subjects of this study were
individuals who were active playing roleplayer and were over 17 years of age. The
results showed that the three subjects achieved subjective well-being by feeling more
positive affection and rarely feeling negative affection. Subjective well-being of the
three subjects is influenced by different factors.

Keywords: subjective well-being, Korean roleplayer
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