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ABSTRAK 

 

Mareta, Nihlathul Herna Wulan. 2025. Distorsi identitas dan Simulasi Realitas 

Dalam Novel High Reputation Karya Quinn (Kajian Hiperrealitas Jean 

Baudrillard). Program Studi Sastra Indonesia, Fakultas Adab dan Humaniora, 

UIN Sunan Ampel Surabaya. Pembimbing: (I) Haris Shofiyuddin, M.Fil.I.. 

(II) Guntur Sekti Wijaya, M.A.  

 

Penelitian ini membahas bagaimana fanfiction yang menghasilkan sebuah 

novel High Reputation karya Quinn menciptakan hiperrealitas melalui tambahan 

atau perubahan yang dilakukan oleh penggemar serta bagaimana pembaca 

menanggapi narasi baru tersebut. Menggunakan teori hiperrealitas Jean Baudrillard, 

penelitian ini menganalisis distorsi identitas karakter fiksi dan penerimaan pembaca 

terhadap alternatif realitas yang dihasilkan dalam fanfiction. Fokus penelitian 

terletak pada dua hal utama, yaitu bagaimana perubahan elemen cerita menciptakan 

simulasi realitas baru yang tampak lebih nyata dibandingkan kenyataan dalam 

novel asli, serta bagaimana tanggapan pembaca menunjukkan keberhasilan 

fanfiction dalam membangun realitas tersebut. 

Penelitian ini menggunakan metode deskriptif kualitatif dengan menganalisis 

teks novel, fanfiction, dan respon pembaca melalui platform digital. Analisis 

dilakukan dengan menyoroti elemen-elemen naratif yang dimodifikasi dalam 

fanfiction serta pola komentar atau ulasan pembaca yang menunjukkan penerimaan 

terhadap hiperrealitas baru. 

Hasil penelitian menunjukkan bahwa fanfiction tidak hanya memodifikasi 

cerita, tetapi juga menciptakan realitas alternatif yang diterima pembaca sebagai 

bentuk narasi baru yang relevan. Hal ini membuktikan bahwa fanfiction berperan 

dalam membaurkan batas antara fiksi dan kenyataan, memperkuat konsep 

hiperrealitas di era literasi digital. 

Kata Kunci: Hiperrealitas, Fanfiction, High Reputation, Jean Baudrillard, 

Alternative Universe (AU). 
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ABSTRACT 

 

Mareta, Nihlathul Herna Wulan. 2025. Identity Distortion and Reality Simulation 

in Quinn's Novel High Reputation (A Study of Jean Baudrillard's 

Hyperreality). Indonesian Literature Study Program, Faculty of Adab and 

Humanities, UIN Sunan Ampel Surabaya. Advisors: (I) Haris Shofiyuddin, 

M.Fil.I.. (II) Guntur Sekti Wijaya, M.A.  

 

This study discusses how fanfiction that resulted in Quinn's novel High 

Reputation creates hyperreality through additions or changes made by fans and how 

readers respond to the new narrative. Using Jean Baudrillard's theory of 

hyperreality, this study analyzes the distortion of fictional character identities and 

readers' acceptance of alternative realities produced in fanfiction. The focus of the 

study lies on two main things, namely how changes in story elements create a 

simulation of a new reality that seems more real than the reality in the original 

novel, and how readers' responses show the success of fanfiction in building this 

reality. 

This study uses a qualitative descriptive method by analyzing novel texts, 

fanfiction, and reader responses through digital platforms. The analysis was carried 

out by highlighting the narrative elements that were modified in fanfiction as well 

as the pattern of reader comments or reviews that showed acceptance of the new 

hyperreality. 

The results of the study show that fanfiction not only modifies the story, but 

also creates an alternative reality that is accepted by readers as a form of new, 

relevant narrative. This proves that fanfiction plays a role in blending the 

boundaries between fiction and reality, strengthening the concept of hyperreality in 

the era of digital literacy. 

Keywords: Hyperreality, Fanfiction, High Reputation, Jean Baudrillard, 

Alternative Universe (AU). 
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