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ABSTRAK 

The writing of this final project report for the situational comedy program "Cuma 

Petshop Biasa" is motivated by the challenge of effectively visualizing identity-

based humor. The author, acting as the Program Director, plays a central role in 

directing visual and technical elements to ensure that the comedic message is 

conveyed optimally. The objective of this writing is to examine the techniques used 

in visualizing identity-based humor and to understand the role of the Program 

Director in shaping thematic messages through comedy. This study employs a 

descriptive method with observation, questionnaires, and literature review as its 

main approaches. Theoretical foundations include identity humor theory (Sugiarto, 

2016), character visualization (Hartono, 2014), and the role of the Program 

Director in television production (Latief, 2020). The discussion focuses on the 

application of identity humor dimensions such as burlesque, stereotype, 

impersonation, and grotesque, visualized through staging, props, costumes, body 

gestures, and camera treatments. The results show that well-directed visualization 

of identity-based humor can effectively shape strong comedic characters and 

support the delivery of thematic messages. In conclusion, the Program Director 

plays a vital role in translating scripts into communicative visual comedy and in 

managing the production team to create content that is fresh, relevant, and 

entertaining. 

Keyword: Program Director, Humor Visualization, Situasion Comedy 

 

Penulisan laporan tugas akhir program situasi komedi "Cuma Petshop Biasa" 

dilatarbelakangi oleh tantangan dalam memvisualisasikan humor identitas secara 

efektif. Penulis, yang berperan sebagai Program Director, memegang peran sentral 

dalam mengarahkan elemen visual dan teknis agar pesan humor dapat tersampaikan 

secara optimal. Tujuan dari penulisan ini adalah untuk mengkaji teknik visualisasi 

humor identitas serta memahami peran Program Director dalam mengemas pesan 

tematik melalui pendekatan komedi. Penelitian ini menggunakan metode deskriptif 

dengan pendekatan observasi, kuesioner, dan studi pustaka. Teori utama yang 

digunakan meliputi teori humor identitas (Sugiarto, 2016), visualisasi karakter 

(Hartono, 2014), serta peran Program Director dalam produksi televisi (Latief, 

2020). Pembahasan berfokus pada penerapan dimensi-dimensi humor identitas 

seperti burlesque, stereotype, impersonation, dan grotesque, yang divisualisasikan 

melalui pengadeganan, penggunaan properti, kostum, gestur tubuh, serta treatment 

kamera. Hasil pembahasan menunjukkan bahwa visualisasi humor identitas yang 

terarah mampu membentuk karakter komedi yang kuat dan mendukung 

penyampaian pesan tematik program. Kesimpulannya, peran Program Director 

sangat krusial dalam menerjemahkan naskah ke dalam bahasa visual komedi yang 

komunikatif serta dalam mengelola tim produksi untuk menghasilkan tayangan 

yang segar, relevan, dan menghibur. 

Kata Kunci: Penata Program, Visualisasi Humor, Situasi Komedi. 
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