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ABSTRACT 

 

This thesis, entitled “An Analysis of Speech Acts used in RF online game”, 

discusses the kinds of speech acts in the chat box in RF online game by using the 

theory of Yule (1996). The problems that have been analyzed are (1) the speech 

acts used in RF online game (2) the context each type of speech acts used in RF 

online game (3) the most dominant of speech acts which appear in RF online 

game. Analysis result obtained from 1048 utterances shows that the speech acts 

used are declarations (17.75%), representatives (22.9%), expressives (4.2%), 

directives (54.3%) and commissives (0.85%). Thus, the most dominant speech 

acts in RF online game is Declarations because the game is about a war between 

three races to achieve limited resources in Novus Galaxy.  



ABSTRAK 

 

Tesis ini berjudul “An Analysis of Speech Acts Used in RF Online Game” 

membahas jenis-jenis dari speech act yang ada di kotak percakapan game RF 

dengan menggunakan teori Yule (1996). Permasalahan yang telah dianalisa adalah 

(1) the speech acts used in RF online game, (2) the context each type of speech 

acts used in RF online game (3) the most dominant of speech acts which appear in 

RF online game. Hasil analisa diperoleh dari 1048 ucapan menjelaskan jika 

speech acts yang digunakan adalah declarations (17.75%), representatives 

(22.9%), expressives (4.2%), directives (54.3%) and commissives (0.85%). Jadi, 

speech act yang lebih dominan di dalam game RF adalah Declarations karena 

game ini menceritakan sebuah kisah mengenai perang antara tiga bangsa 

memperebutkan sumberdaya yang terbatas di planet Novus. 
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