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Article Info Abstract

Received: 25 October 2024 This qualitative observational study investigates the relationship
Accepted: 18 June 2025 between Effort Expectancy (EE) and Behavioral Intention (BI) to use
Available online: 30 June 2025 Social Media (SM) among K-pop fans, drawing on the Unified Theory of

Acceptance and Use of Technology (UTAUT). Utilizing non-participant
observation, the researcher systematically documented participants'

Keywords SM activities on platform X (formerly Twitter), focusing on their
K-pop, Social Media, Effort interactions, posting habits, and comments regarding various SM
Expectancy, Behavioural Intention, platforms. Findings indicate that K-pop fans perceive significant
Technology Acceptance, UTAUT differences in the ease of use of these platforms, with user interface

design and functionality significantly shaping their judgments of EE.
Despite these variations, participants consistently demonstrated a
strong intention to use SM for fan-related activities, such as connecting
with other fans and supporting their favorite artists. This highlights the
critical role of EE in driving fan engagement, while also suggesting that
emotional connections to fandom and social interactions influence BI.
The study contributes to understanding technology adoption in fan
communities and the applicability of UTAUT in SM contexts. Future
research should explore additional factors like social influence and
perceived value, as well as investigate other platforms to provide a
broader understanding of fan engagement across different cultural
contexts.

1. Introduction

The Korean pop phenomenon, also referred to as K-pop, has been attracting millions of fans worldwide [1] and
breaking through cultural barriers to become an international hit in recent years [2]. The dynamic and
enthusiastic involvement of K-pop's fan base, which creates lively online communities and actively engages in a
variety of fandom activities, is crucial to the genre's immense popularity [3]. Fans of K-pop can connect with one
another, share content, and show support for their favorite artists through Social Media (SM) platforms, which are
essential channels for communication, interaction, and information exchange [4].

Understanding what factors are impacting K-pop fans' use of SM is crucial for academics and professionals
who aim to understand the dynamics of fan communities in the digital era. Effort Expectancy (EE), which has to
do with how simple people think SM platforms are to use, is one such factor [5]. According to the Unified Theory
of Acceptance and Use of Technology (UTAUT) and other technology acceptance models (TAM), EE is a crucial
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factor in determining people's intentions to adopt and use technology. Its precise impact on the K-pop fandom,
however, has not yet been fully studied.

To fill this knowledge gap, this study will look at the relationship between K-pop fans' Behavioral Intention
(BI) to use SM platforms and the EE in the context of UTAUT. This study aims to provide insight into the basic
principles influencing SM usage among K-pop fans by examining the degree to which fans' intentions to interact
with SM are influenced by perceived ease of use.

This study's potential contributions to theory and practice make it significant. Theoretically, it aims to deepen
the knowledge to understand the technology acceptance theories by examining how social and cultural elements
influence people's perceptions of technology usability and applying them to the unique context of fan
communities. In practical terms, the findings of the study could help marketers, K-pop agencies, SM platform
developers, and other stakeholders optimize their approaches to connecting with and satisfying the demands and
preferences of K-pop fans.

In the following sections, relevant literature will be reviewed on technology acceptance theories, SM usage
among K-pop fans, and related concepts. Subsequently, the research methodology, results, and discussion will be
presented, culminating in a conclusion that summarizes the key findings and implications of the study.

2. Literature Review

2.1 Technology Acceptance Theories

Within the field of information systems and related disciplines, the study of technology adoption and usage has
become the center of attention. Venkatesh et al.'s UTAUT is a well-known theoretical framework in this field [5].
To provide a thorough understanding of the factors influencing people's acceptance and usage of technology,
UTAUT incorporates elements from several current theories, such as the Innovation Diffusion Theory (IDT), the
Theory of Reasoned Action (TRA), and the TAM [6].

The idea of EE, or the perceived ease of using a specific technology, is fundamental to UTAUT [5]. EE is a
significant predictor of people's intentions to use technology, according to research based on UTAUT, and
adoption behavior is positively influenced by perceived ease of use (PEoU) [5,7-10].

2.2 SM Usage Among K-pop Fans

Due to the success of Korean popular music, or K-pop, there is now a growing, international fan community that
uses SM platforms to interact with other fans, show support for their favorite artists, and take part in fandom
activities [11]. For K-pop fans, SM is the primary platform for community building, communication, and
information sharing [12].

Many researchers have investigated various aspects of K-pop fans' use of SM. For instance, social interaction,
entertainment, and information seeking were found to be among the main reasons why fans engaged with K-pop
fan communities on X, formerly known as Twitter, according to Maros et al. [13]. Similar to this, Syawal [14] looked
athow SM helps fans and K-pop idols engage in parasocial interactions, emphasizing how crucial SM is for creating
a feeling of closeness and connection.

2.3 Gaps in the Literature

Even though K-pop is becoming more and more popular, and its fans are using SM extensively, there is still a lack
of thorough knowledge about the precise factors influencing K-pop fans' intentions to interact on SM, particularly
when it comes to the relationship between BI to use SM and EE in the context of K-pop fandom. Although EE has
been found to be a significant factor in the adoption of technology generally, more research is necessary to fully
understand its importance and how it affects K-pop fans' use of SM.

According to arecent study by Mohd Jenol & Ahmad Pazil's [15], K-pop artists' continuous production of goods
and distribution of user-generated content on SM platforms significantly boost their popularity and recognition.
Their study investigates the reasons behind the creation and promotion of SM content by K-pop fans. The findings
show that fans participate in a collaborative culture where they actively create media content and assume roles
of authority in their respective fan communities.

With the help of the V Live app, K-Pop idol groups from different and various entertainment companies can
communicate with their fans online and stream live. "Live broadcasting” is the practice of allowing viewers to
directly comment or react on the screen during a live broadcast [16]. Even though V Live has been around for
nearly five years and has seen steady growth in both size and profits, Ham & Lee [17] claim that most research
being done today concentrates on live streaming services such as Periscope, Twitch, and Afreeca TV. There is not
enough user-level research on V Live.

To close this gap in knowledge, this study looks at user-level research on SM in general and how EE affects K-
pop fans' BI to use SM platforms. Additionally, this study aims to shed light on the variables influencing K-pop
fans' tendency to use SM. Through the application of technology acceptance theories to the context of fan
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communities, this study attempts to advance the knowledge to understand the variables influencing the use of SM
among K-pop fans.

2.4 EE in the Context of K-pop Fandom

The world of K-pop fans on SM is influenced by EE factors for several reasons. Firstly, K-pop fans take a sense of
fulfilment in staying up to date on the newest releases, events, and idols and groups they admire [18]. K-pop fans
typically go to concerts, meet-and-greets, and other events to support and keep in touch with their idols, according
to an article [4]. Fans have a better overall experience because SM platforms make it simple for them to stay in
touch and get real-time updates [19].

One of the many benefits of SM is that it facilitates communication between users more easily than traditional
systems [20]. According to motivation experts, reinforcement, whether positive or negative, can affect an
individual's behavior [21, 22]. EE has been shown in prior research to have a positive impact on the willingness
of individuals to use technology [23-26]. SM platforms are user-friendly, support visual content, have tools for
multimedia communication, hashtags, push notifications, gamification elements, and are mobile friendly. All these
efforts are intended to increase K-pop fans' online support for EE. Fans can easily join the committed K-pop
fandom because these platforms are designed to meet their needs. Thus, it is expected that among K-pop fans, EE
and BI will have a strong and positive relationship when using SM.

H1: EE has a significant effect on BI to use SM among K-pop fans.

Behavioural
Intention

»

Effort Expectancy

Fig. 1 Research Framework.
3. Methods

3.1 Research Design

To examine the relationship between K-pop fans' Bl to use SM and their expectations regarding EE, this study used
an observational qualitative research design. In the context of this study, EE refers to the PEoU of SM platforms,
while BI refers to the motivation of K-pop fans to continue engaging with these platforms. Through SM account
observation, the researcher was able to learn more about the posting habits, interactions, and usage patterns of
K-pop fans. Researchers used non-participant observation and documentation as a form of data collection.
Witnessing people without engaging in their activities is known as non-participant observation [27].

3.2 Data Collection

The participants in this study are K-pop fans who actively use SM for K-pop-related activities. They will be selected
through purposive sampling, focusing on individuals who identify as K-pop fans and regularly use SM platforms
like X, to represent a range of engagement levels and roles within the fan community. Rather than employing a
direct observational approach, the researcher will use the X SM platform to gather data on the behaviors, usage
patterns, and perceptions of K-pop fans in relation to usage of SM. The researcher intends to document the
observations made by several SM users using this method, which will be done in accordance with Widya &
Wahyuengsih's methodology [28], by observing the participants without interacting with them directly. Table 1
contains specific information on the selected accounts, such as their usernames, user IDs, account creation dates,
and total followers. By examining these various accounts, the study hopes to gain a holistic picture of how different
aspects of EE interact within the K-pop fandom on SM.
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Table 1 Participants detalils.

Username User ID Account creation Total followers
Berns @ 7= @° @borastarblooded 04/2021 180
mish’ B4 @Kkoookieberry 04/2012 6,556

ON || NCT MENFESS @nct_menfess 06/2020 642,700
BLUEJAYSHOP @bluejayshop 01/2021 99,400

ky® @cheowielne 07/2023 2,467
Allie” @ | semi ia @romanvante 07/2019 146
crystal raine @sunscrolls 12/2022 103

Cris @CristCh__22 02/2013 315

3.3 Data Analysis

To find patterns, themes, and trends pertaining to K-pop fans' Bl and EE when using SM, data analysis involving
qualitative interpretation of the SM activity has been observed. The researcher methodically examined the
gathered information, seeking out recurrent patterns and significant findings.

The goal of the analysis was to find illustrations of how participants' interactions and posting behaviors on
SM content reflected their expectations regarding the usefulness and advantages of using these platforms for K-
pop-related activities. These events were analyzed with respect to the larger background of K-pop fandom and
the interaction of the participants with SM.

3.4 Conclusion Drawing

The relationship between K-pop fans' Bl to use SM and the EE was determined through an analysis of their
observed SM activity. The UTAUT and other theoretical frameworks were taken into consideration when
interpreting patterns and trends found in the posting behaviors and interactions of the participants.

4. Results and Discussion

The qualitative observational study's findings provided important insights into the relationship between K-pop
fans' Bl to use SM and the EE. The observations from the X platform allowed the researcher to analyze public posts
and interactions to assess the impact of EE on Bl in the context of K-pop fandom.

4.1 User Interface Design

First, a review of the SM content that was seen revealed that K-pop fans have different opinions about how user-
friendly different SM platforms are. In their discussions of their experiences using various SM platforms,
participants frequently brought up how functionality, navigation, and UI design affected how they perceived the
EE. Participants, for instance, appreciated platforms with user-friendly interfaces and streamlined features, calling
them simple to use and navigate.

2 soms @ D e i <
o @borastarblooded ¢ @koookieberry
Random thought: | like the simple upgrades to the oh damn weverse the interface is so nice omg

Weverse Concerts interface. | can now hide the
chat, and switch between single and multi view
with more ease. Nice! i @ O 0 Q H &

10:15 - 01/07/2019 From Earth

16:27 - 10/06/2023 From Earth - 67 Views

®)] n V] R

(@) (b)
Fig. 2 Screen capture from the user's post (a) @borastarblooded; (b) @koookieberry.

3

One noteworthy example of this can be found in the comments left by users sharing their Weverse app
experiences on the X platform. User @borastarblooded noted how much they liked the new Weverse Concerts
interface improvements, particularly how simple it was to hide the chat and switch between single and multi-view
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modes (Fig. 2(a)). The fact that the user finds the new features to improve the overall experience by making it
easier and more efficient to navigate, suggests that the platform's usability and EE are viewed favorably.

In a comparable manner, user @koookieberry expressed admiration for the enhanced Weverse interface on
Fig. 2(b), saying it is "so nice." This simple but dedicated remark emphasizes how crucial user interface design is
in influencing users' conceptions of EE. A visually appealing and intuitive interface can greatly improve the user
experience by lowering the amount of work needed to complete desired actions on the platform.

The examples provided show how much users appreciate SM sites that put an emphasis on usability through
well-thought-out layout and useful additions. User-friendly features and intuitive navigation increase EE,
increasing the likelihood that users will interact with the platform on a regular basis. These findings support the
hypothesis (H1) that EE has a significant effect on BI, as users are more likely to interact with platforms that offer
a smoother, more user-friendly experience, consistent with the UTAUT framework.

4.2 Easy to Connect with Other Fans

The SM content that has been observed offers important insights into how participants intend to use SM in the
context of K-pop fandom. Users showed a strong BI to engage with SM for a variety of purposes, including
supporting their favorite artists, interacting with other fans, and sharing content, despite differences in EE across
platforms.

Ky @ @cheowielne - 07/05/2024
ON || NCT MENFESS & a9 BLUEJAYSHOP ﬂ 9— GIVEAWAY—e
@nct_menfess v - @bluejayshop
@ Automated 1 winner of SEVENTEEN BEST ALBUM
#Bluejayshop_GA '17 IS RIGHT HERE' Weverse Version
nctmoots! RANDOM UNSEALED ALBUM GIVEAWAY! 2 ikehRiEE:
! NCTZEN ONLY ! WINNERS E3 —like &t '
— mbf me and @jinjjagyu_ (will check)
NCTZEN FOLLOW SPREE - follow us + @jiims - replY proof of Maestro yt stregm, with UN,
NCTZEN FOLLOW SPREE i show timestamp starting today till the GA ends.
like and retweet — PH CARATS ONLY
- reply
drp """ n follow everyone who likes ur reply!! ENDS ON MAY 17. 7PM
don't forget to followback. ends in 24hrs {

06:45 - 28/05/2024 From Earth - 5.5K Views

22:25 - 28/05/2024 From Earth - 3.8K Views

160 Reposts 1 Quote 231 Likes 9 Bookmarks

() (b) (0
Fig. 3 Method to connect with other users (a) Follow for Follow Method; (b) Follow and Win Method; (c) Task,
Follow and Win Method.

The "Follow for Follow" approach, for instance, as demonstrated by the post in Fig. 3(a), shows participants’
goal to develop and widen their network within the K-pop community. By encouraging mutually beneficial
following, this technique strengthens bonds between fans. The regularity of these posts reveals participants’
commitment to expanding their fan base and increasing their SM presence, indicating a strong BI to use SM for
community building.

In the same way, Fig. 3(b) illustrates the users' intention to interact on SM to be eligible to win K-pop-related
merchandise through the "Follow and Win" method. By encouraging interaction with likes, reposts, and follows,
this approach encourages users to actively engage in SM activities that provide material benefits. Because of the
possibility of receiving exclusive content or merchandise, these posts are very popular, which indicates a high
level of engagement and a strong Bl influenced by perceived rewards.

Fig. 3(c) illustrates the "Task, Follow and Win" method, which shows how willing participants are to complete
tasks to receive rewards. In order to use this method, users, who will received the reward, must follow the user's
account, who will give the reward, by interacting with posts (such as likes, comments or repost), and show proof
of completion (by streaming, voting, or interacting), all while expressing their desire to support their favorite
artists and take part in fan-driven promotional events. The difficulty of the tasks suggests a high degree of
dedication and a strong BI to use SM to support their idols' success.

K-pop fans regularly exhibit a strong BI to use SM, despite variations in EE across different platforms,
according to the observed SM content. SM plays a crucial role in the K-pop fandom experience, as evidenced by
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their frequent posts, interactions, and contributions to online fan communities, which highlight their commitment
to fostering relationships with other fans, exchanging content, and supporting their favorite artists. These patterns
suggest that while EE may vary, K-pop fans maintain a strong BI to use SM for community engagement and
fandom-related activities, further confirming H1 that EE plays a significant role in shaping BI.

4.3 User Experience with the User Interface

Finally, the SM content that was analyzed showed that K-pop fans' Bl and EE had complex relationships. Most
participants still intended to use SM, despite some expressing irritation or discontent with specific features or
technical problems of these platforms. According to this, K-pop fans' Bl may also be greatly influenced by variables
other than EE, such as social influence, perceived value, and emotional attachment to the fandom.

@ Allie” & |semiia ,’ ") crystal raine & 1§ Cris m
@romanvante Q @sunscrolls {Qp @CristCh__22

| find the weverse interface so hard to use. It needs IM SO CONFUSED which comment is it & i hate I think Weverse is very confusing and not very

to be simplified badly i rarely ever watch the stuff i the weverse interface user-friendly. | use the app because of BTS
bought cause i have trouble finding it & & & & livestreams and posts.

POV 0113 - 20/02/2024 From Earth - 34 Views Following several artists makes the interface even

more confusing. Too many layers and panels to
get to what you want to see.
| ended up unfollowing several artists.

06:47 - 24042024 From Earth - 37 Views

13:34 - 26/01/2024 From Earth - 26 Views

(@) (b) (©
Fig. 4 Posts from K-pop fans on SM (a) User @romanvante; (b) User @sunscrolls; (c) User @CristCh__22.

Weverse's complicated interface and technical problems are among the features that users are most
frustrated and dissatisfied with, as evidenced by their posts. For example, user @romanvante notes on Fig. 4(a)
that the interface must be simplified as it is difficult to use, making it difficult to locate purchased content and
causing users to watch it infrequently. Fig. 4(c) displays user @CristCh__22's criticism of the app, stating that it is
confusing and not user-friendly, especially when following multiple artists. User @sunscrolls, as shown in fig. 3(b),
on the other hand, expresses confusion and dislike for the interface. Despite these negative experiences with EE,
participants continued to use the platform due to other influential factors, such as social influence, perceived
value, and emotional attachment to the fandom.

The impact of social influence, perceived value, and emotional attachment is highlighted by the users'
continued use of the platform, even though some of them expressed severe frustration with the Weverse
interface's complexity and usability problems. These factors are critical in sustaining a high BI to use SM among
K-pop fans, indicating that fandom contexts have complex motivations that go beyond simple Expectancy of Effort.

5. Discussion

The findings of this study contribute to understanding of the dynamics of SM usage within the K-pop fandom and
the role of EE in influencing Bl among fans. The observed variations in EE across different SM platforms highlight
the importance of platform design and functionality in shaping users' perceptions of ease of use. SM platforms
that prioritize user-friendly interfaces and seamless navigation are likely to be more appealing to K-pop fans,
fostering greater engagement and participation within fan communities. This study agrees with the statement
proposed by Sutcliffe [29], a positive mood can be produced by a pleasant and enjoyable user experience.

Despite variations in EE, the observed high levels of BI to use SM among K-pop fans underscore the
significance of these platforms as central hubs for fan interaction and engagement. According to Chung's research
[30], users are more likely to participate in online communities more frequently and intensely if they are willing
to put in the necessary effort. The necessary effort in the context of this study such as the strong sense of
community due to shared identity, and collective fandom experience, it is observed among participants contribute
to the sustained and active participation within online fan communities.

6. Conclusion

As Roslan et al. [31] suggested, this study used a qualitative observational approach to evaluate the association
between EE and BI to Use SM among K-pop fans. Therefore, the relationship between EE and BI to use SM among
K-pop fans has been investigated in this qualitative observational study. By tracking participants' SM activity, the
researcher has found enough evidence to support the hypothesis that EE has a major impact on BI's use of SM for
K-pop-related activities.

The findings highlight the significance of EE in shaping K-pop fans' Bl regarding SM usage. Participants'
perceptions of ease of use varied across different platforms, with factors such as user interface design and
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functionality influencing their judgments. Despite variations in EE, participants demonstrated a consistent and
strong intention to use SM for fan-related activities, such as connecting with other fans, sharing content, and
supporting their favorite artists.

The observed patterns suggest that PEoU plays a crucial role in driving fans' intentions to engage with SM
within the K-pop fandom context. Platforms that are perceived as easy to use and navigate are more likely to
facilitate fan engagement and participation. However, it is important to note that the findings focus specifically on
the influence of EE and do not address other potential factors that may also play a role in shaping SM usage among
K-pop fans.

In conclusion, this study contributes to understanding of technology adoption within fan communities and
underscores the importance of EE in influencing fans' intentions to engage with SM platforms. By providing
insights into the factors shaping SM usage among K-pop fans, this research informs efforts to optimize fan
engagement and interaction within online communities.

Future research should examine additional variables that may contribute to SM usage among K-pop fans, such
as social influence and intrinsic motivation. Expanding the scope to include other fandoms or cultural contexts
could further validate the findings and offer broader insights into fan engagement across different communities.

7. Online License Transfer

By publishing in journals under Penerbit UTHM, the authors implicity transfers copyrights of their article to
Penerbit UTHM. All authors are required to complete the Procedia exclusive license transfer agreement before the
article can be published, which they can do online. This transfer agreement enables Penerbit UTHM to protect the
copyrighted material for the authors but does not relinquish the authors’ proprietary rights. The copyright
transfer covers the exclusive rights to reproduce and distribute the article, including reprints, photographic
reproductions, microfilm or any other reproductions of similar nature and translations. Authors are responsible
for obtaining from the copyright holder, the permission to reproduce any figures for which copyright exists.

Acknowledgement

Thank you, editors and reviewers, for your insightful feedback and guidance. Your contributions have significantly
enhanced the quality and impact of this article.

Conflict of Interest

Authors declare that there is no conflict of interests regarding the publication of the paper.

Author Contribution

The authors confirm contribution to the paper as follows: study conception and design, data collection, analysis
and interpretation of results, and manuscript preparation: Muhammad Amirul Asyraaf Roslan; supervision,
reviews and amendment: Nurul Amelina Nasharuddin, Masrah Azrifah Azmi Murad. All authors reviewed the
results and approved the final version of the manuscript.

References

[11 J. Lee, K-Pop Innovation: The Future of Korean Innovation That Took the World by Storm. World Scientific,
2024.

[2] E. Alexandri “The Illusionary World of K-Pop,” In Explorations in Dynamic Semiosis, Cham, Switzerland:
Springer Nature, 2024, pp. 291-311. doi: 10.1007/978-3-031-47001-1_13.

[3] K.J.Nam, H. W. Kim, S. W. Kang, & H. ]. Kim, “The BTS ARMY on Twitter flocks together: How transnational
fandom on Social Media build a viable system,” Telemat. Inform., vol. 91, p. 102143, 2024. doi:
10.1016/j.tele.2024.102143.

[4] C. Tai, “The K-pop superfans who can make, and break, musical careers in South Korea,” South China
Morning Post, 2018. [Online] Available: https://www.scmp.com/culture/music/article/2136573 /k-pop-

superfans-who-can-make-and-break-musical-careers-south-korea. [Accessed: Jan. 17, 2024].

[5] V.Venkatesh, M. G. Morris, G. B. Davis, & F. D. Davis, “User Acceptance of Information Technology: Toward
a Unified View,”. MIS Quarterly., pp. 425-478, 2003. doi: 10.2307/30036540.

[6] R.W.Idayani, & E. W. T. Darmaningrat, “Evaluation of factors affecting student acceptance of Zedemy using

the Unified Theory of Acceptance and Use of Technology (UTAUT),”. Proc. Comput. Sci., vol. 234, pp. 1276-
1287,2024. doi: 10.1016/j.procs.2024.03.125.

Penerbit
UTHM


https://www.scmp.com/culture/music/article/2136573/k-pop-superfans-who-can-make-and-break-musical-careers-south-korea
https://www.scmp.com/culture/music/article/2136573/k-pop-superfans-who-can-make-and-break-musical-careers-south-korea

Applied Information Technology and Computer Science Vol. 6 No. 1 (2025) p. 2407-2415 2414

[7]

8]

[9]

[10]

[21]

[22]

Penerbit
UTH

T. Ramakrishnan, L. Ngamassi, &, S. Rahman, “Examining the factors that influence the use of social media
for disaster management by underserved communities,” Int. J. Disaster Risk Sci., vol. 13, no. 1, pp. 52-65,
2022.doi: 10.1007/s13753-022-00399-1.

N. Mohd Suki, N. Mohd Suki, & M. F. Hussin Shokri, “Examining youths’ intention to use Social Media
networks for understanding zakat online campaigns that use creative animation,” J. Islamic Mark., vol. 14,
no. 7, pp. 1696-1714, 2023. doi: 10.1108/JIMA-09-2021-0288.

A. M. Al-Rahmi et al.,, “Integrating the role of UTAUT and TTF model to evaluate social media use for teaching
and learning in higher education,” Front. Public Health, vol. 10, p. 905968, 2022. doi:
10.3389/fpubh.2022.905968.

S. Sangwan, S. K. Sharma, & J. Sharma, “Disclosing customers' intentions to use social media for purchase-
related decisions,” Asia-Pacific . Bus. Admin., vol. 14, no. 1, pp. 145-160, 2022. doi: 10.1108/AP]JBA-02-
2021-0061.

W. Chansanam, K. Tuamsuk, K. Kwiecien, & S. G. Oh, “Korean-popular Facebook fan page analytics in
Thailand,” Int. J. Electr. Comput. Eng., vol. 12, no. 5, p. 5291, 2022. doi: 10.11591 /ijece.v12i5.pp5291-5303.
Z. A. Sandi, & E. Triastuti, “Fandom as a reward industry in Indonesia: Pleasures in pop music fan
engagement and participation within online social networking,” SEARCH J. Media Commun. Res., vol. 12, no.
2, pp- 73-89, 2020.

M. Maros, A. BASEK &, F. NADIA, “Building Online Social Identity and Fandom Activities of K-pop Fans on
Twitter,” 3L: Lang., Linguist,, Lit., vol. 28, no. 3, 2022. doi: 10.17576/3L-2022-2803-18.

M. S. Syawal, “Parasocial Intimacy and Fan Culture with K-Pop Artists in Indonesian Digital Media: A Study
of Fan-Idol Relationships on social media Platforms,” Edunity Kajian Ilmu Sos. dan Pendidik., vol. 2, no. 11,
pp. 1383-1393, 2023. doi: 10.57096/edunity.v2i11.181.

N. A. Mohd Jenol &, N. H. Ahmad Pazil “’I found my talent after [ become a K-pop fan’: K-pop participatory
culture unleashing talents among Malaysian youth,” Cogent Soc. Sci., vol. 8, no. 1, p. 2062914, 2022. doi:
10.1080/23311886.2022.2062914.

A.Kusuma, A. P. Purbantina, V. Nahdiyah & U. U. Khasanah “A virtual ethnography study: Fandom and social
impact in digital era,” Etnosia: ]. Etnografi Indonesia, vol. 5, no. 2, pp. 238-251, 2020. doi:
10.31947 /etnosia.v5i2.10898.

M. Ham & S. W. Lee, “Factors influencing viewing behavior in live streaming: an interview-based survey of
music fans,” Multimodal Technol. Interact., vol. 4, no., 3, p. 50, 2020. doi: 10.3390/mti4030050.

Z.Malik & S. Haidar, “English language learning and social media: Schematic learning on Kpop Stan twitter,”
E-learning Digit. Media, vol. 18, no. 4, pp. 361-382, 2021. doi: 10.1177/2042753020964589.

J. Y. Cho, Y. Y. Bian, & ]. W. Lee, “Leading digital business model transformation in the K-pop industry: the
case of SM Entertainment,” Asia Pac. Bus. Rev.,, vol. 29, no. 5, pp. 1394-1424, 2023. doi:
10.1080/13602381.2023.2229761.

A.]. Timiyo, & S. Foli, “Knowledge leakage through social networks: a review of existing gaps, strategies for

mitigating potential risk factors and future research direction,” VINE J. Inform. Knowl. Manag. Syst., 2023.
doi: 10.1108/V]JIKMS-12-2021-0313.

P. Stehr, “The benefits of supporting others online-How online communication shapes the provision of
support and its relationship with wellbeing,” Comput.. Hum. Behav., vol. 140, p. 107568, 2023. doi:
10.1016/j.chb.2022.107568.

H. Astleitner, A. Bains, &, S. Hormann, “The effects of personality and social media experiences on mental
health: Examining the mediating role of fear of missing out, ghosting, and vaguebooking,” Comput. Hum.
Behav., vol. 138, p. 107436, 2023. doi: 10.1016/j.chb.2022.107436.

H. Khanchel, “Factors affecting social network use by students in Tunisia,” Hum. Syst. Manag., 42(2), pp-
131-148, 2023. doi: 10.3233/HSM-220017.

S. Kokab, M. Arif, & N. Qaisar, “Factors affecting the university librarians’ use of Social Media technologies
in Pakistan: A structural equation modelling approach,” J. Acad. Librariansh., vol. 49, no. 3, p. 102719, 2023.
doi: 10.1016/j.acalib.2023.102719.

E. M. Abu-Taieh et al., “Factors affecting the use of social networks and its effect on anxiety and depression
among parents and their children: Predictors using ML, SEM and extended TAM,” Int. J. Environ. Res. Public
Health, vol. 19, no. 21, p. 13764, 2022. doi: 10.3390/ijerph192113764.



2415 Applied Information Technology and Computer Science Vol. 6 No. 1 (2025) p. 2407-2415

[26]

[27]

R. Sharma, G. Singh, &, S. Sharma, “Modelling internet banking adoption in Fiji: A developing country
perspective,” Int. J. Inf. Manag., vol. 53, p. 102116, 2020. doi: 10.1016/j.ijinfomgt.2020.102116.

A. McFarlan, “Non-participant observation,”. Better Evaluation, 2024, Available:
https://www.betterevaluation.org/methods-approaches/methods/non-participant-observation.
[Accessed: Apr. 25, 2024].

S. Widya & W. Wahyuengsih, “Motives of cyberbullying behavior by teenage K-pop fans on Twitter Social
Media,” J. Riset Rumpun Ilmu Sosial, Politik dan Humaniora, vol. 2, no. 2, pp. 190-196, 2023. doi:
10.55606/jurrish.v2i2.1351.

A. Sutcliffe, Designing for user engagment: Aesthetic and attractive user interfaces, Springer Nature, 2022.

Y. W. Chuang, “Promoting consumer engagement in online communities through virtual experience and
social identity,” Sustainability, vol. 12, no. 3, p. 855, 2020. doi: 10.3390/su12030855.

M. A. A. Roslan, N. A. Nasharuddin, and M. A. A. Murad, “The impact of Hallyu globalization on attitudes and
behavior of Malaysians,” E-JOURNAL OF MEDIA AND SOCIETY (E-JOMS), vol. 7, no. 3, pp. 121-145, 2024.

Penerbit
UTHM


https://www.betterevaluation.org/methods-approaches/methods/non-participant-observation

