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ABSTRAK 

RAFIFAH ULAYYA. Penggunaan Slang pada Tuturan Komentator Pemain Gim 

Windah Basudara: Kajian Sosiolinguistik. Skripsi, Program Studi Sastra Indonesia, 

Fakultas Bahasa dan Seni, Universitas Negeri Jakarta. 2025 

Penelitian ini mengkaji penggunaan slang dalam tuturan komentator pemain gim 

Windah Basudara di media sosial YouTube miliknya. Penelitian ini menggunakan 

metode kualitatif. Data penelitian ini adalah tuturan yang mengandung slang dalam 

rekamannya bermain gim “That’s Not My Neighbor” dengan Nightmare Mode di 

kanal YouTube pada tanggal 22 sampai 26 Mei 2024. Metode pengumpulan data 

yang digunakan dalam penelitian ini adalah teknik dokumentasi. Data dalam 

penelitian ini dianalisis menggunakan teknik analisis data metode Miles dan 

Huberman yang terdiri dari reduksi data, penyajian data, dan penarikan kesimpulan. 

Berdasarkan penelitian yang telah dilakukan, ditemukan hasil penelitian berupa 

kata dan frasa slang yang digunakan dalam tuturan komentator gim Windah 

Basudara sebanyak 52 data dalam ragam bentuk slang dengan bentuk akronim 

sebanyak 2 data, abreviasi sebanyak 2 data, kliping sebanyak 9 data, ragam walikan 

sebanyak 2 data, bahasa asing sebanyak 13 data, asosiasi sebanyak 13 data, 

monoftongisasi sebanyak 2 data, dan improvisasi kata asal sebanyak 9 data. 

Kata Kunci: Slang, Tuturan Komentator Gim, Windah Basudara, Sosiolinguistik. 
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ABSTRACT 

RAFIFAH ULAYYA. Slang Usage in the Speech of the Game Player Commentator 

Windah Basudara: a Sociolinguistic Study. Thesis, Indonesian Literature Study 

Program, Faculty of Language and Arts, Universitas Negeri Jakarta. 2025 

This study examines the use of slang in the speech of Windah Basudara game player 

commentators on his YouTube social media. This research uses qualitative method. 

The data of this research are slang-containing utterances in his recordings of playing 

the game “That's Not My Neighbor” with Nightmare Mode on his YouTube channel 

from 22 to 26 May 2024. The data collection method used in this research is 

documentation technique. The data in this study were analyzed using the Miles and 

Huberman method data analysis technique which consists of data reduction, data 

presentation, and conclusion drawing. Based on the research that has been 

conducted, the results of the research are found in the form of slang words and 

phrases used in the speech of Windah Basudara game commentators as much as 52 

data in various forms of slang with acronyms as much as 2 data, abbreviations as 

much as 2 data, clipping as much as 9 data, walikan variety as much as 2 data, 

foreign language as much as 13 data, association as much as 13 data, 

monophthongization as much as 2 data, and improvisation of the original word as 

much as 9 data. 

Keywords: Slang, Game Commentator Speech, Windah Basudara, 

Sociolinguistics.
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