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ABSTRAK

Analisis Tindak Tutur Kalimat Asertif dalam Anime Go Toubun no
Hanayome Karya Negi Haruba

Oleh: Bintang Ramadhan

Penelitian ini bertujuan untuk mendeskripsikan bentuk dan fungsi tindak tutur
asertif dalam anime Go-Toubun no Hanayome musim pertama. Penelitian ini
merupakan penelitian kualitatif deskriptif dengan metode simak dan teknik catat
dalam pengumpulan data, serta dianalisis menggunakan teori tindak tutur dan
fungsi ilokusi menurut Leech. Berdasarkan Hasil penelitian bahwa kalimat asertif
menyatakan ditandai oleh partikel akhir yaitu &, @, X, 72 &, dan Z. Secara
pragmatik, tuturan tersebut memiliki fungsi competitive berupa menuntut dan
meminta, convival berupa -menjanjikan dan mengucapkan terimakasih,
collaborative berupa menyampaikan' opini, dan' convlictive berupa kritikan dan
penilaian negative.

Kata kunci: pragmatik, tindak tutur, kalimat asertif, Anime, Go-Toubun no
Hanayome.
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ABSTRACT

Analysis of Asertive Speech Acts in the Anime Go-Toubun no Hanayome by
Negi Haruba

By: Bintang Ramadhan

This research aims to describe the forms and functions of declarative assertive
sentences in the first season of Go-Toubun no Hanayome. This research employs a
descriptive qualitative approach using the observation method and note-taking
technique for data collection, and the data are analyzed based on speech act theory
and Leech’s theory of illocutionary functions. The results indicate that declarative
assertive sentences are marked by Japanese sentence-final particles such as sa, no,
yo, naa, and zo, Pragmatically, these, utterances perform competitive functions in
the form of demanding and requesting, convivial functions in the form of promising
and expressing gratitude, collaborative functions in the form of conveying opinions,
and conflictive functions in the form of criticism and negative evaluation.

Keywords: pragmatics, assertive speech acts, Animation, Go-Toubun no
Hanayome.
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