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INTISARI

Penelitian ini bertujuan untuk mengungkap fungsi dan jenis tindak tutur direktif
yang terdapat dalam subtitle Arab dialog game Assassin’s Creed Mirage. Tindak
tutur direktif yang terdapat dalam game tersebut dianalisis dengan memanfaatkan
teori pragmatik. Penelitian ini menggunakan metode kualitatif yang terdiri dari tiga
tahapan, yaitu pengumpulan data, analisis data, dan penyajian hasil analisis data.
Data berupa tuturan yang terdapat dalam dialog game tersebut dikumpulkan dengan
metode simak dan catat, dianalisis dengan menggunakan metode padan pragmatis,
dan hasil analisis data disajikan dengan metode informal.

Dalam penelitian ini, ditemukan 50 data tuturan direktif yang terdiri atas 35 data
tindak tutur langsung dan 15 data tindak tutur tidak langsung. Tindak tutur direktif
tersebut memiliki berbagai fungsi tuturan, yaitu 17 tuturan memerintah, 7 tuturan
bertanya, 17 tuturan meminta, 3 tuturan menyarankan, dan 6 tuturan melarang.
Terdapat beberapa faktor yang memengaruhi fungsi tindak tutur dalam dialog game
Assassin’s Creed Mirage, yaitu konteks tuturan, situasi ketika tuturan dituturkan,
dan strata sosial antara penutur dan mitra tutur.

Kata kunci: tindak tutur direktif, game, Assassin’s Creed, Ubisoft, pragmatik.
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ABSTRACT

This research aims to describe the functions and types of directive speech acts
contained in the Arabic subtitles of the game dialogue Assassin’s Creed Mirage.
The directive speech acts contained in the game dialogue were analyzed using
pragmatic theory. This research uses a qualitative method consisting of three stages,
namely data collection, data analysis, and presentation of the results of data
analysis. Data in the form of conversations contained in the game dialogue were
collected using the listening and note-taking method, analyzed using the pragmatic
matching method, and the results of data analysis were presented using the informal
method.

In this research, 50 directive speech data were collected, consisting of 35
direct speech acts and 15 indirect speech acts. These direct and indirect directive
speech acts have various functions, including 17 requirements, 7 questions, 17
requestives, 3 advisories, and 6 prohibitives. There are several factors that influence
the function of speech acts in the dialogue of Assassin’s Creed Mirage, such as the
context of the speech, the situation in which the speech is spoken, and the social
strata between the speaker and the speech partner.

Keywords: directive speech act, game, Assassin’s Creed, Ubisoft, pragmatic.
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