
 
 

ANTHROPOMORPHISM AND ANIMAL SYMBOLISM IN 

KOREAN VARIETY SHOW “RUNNING MAN”: THE 

ANIMATED VERSION 

A Thesis Presented as a Partial Fulfillment of the Requirements for the Degree 

of Sarjana Sastra in the English Study Program 

 

By 

16.J1.0012 

ENGLISH STUDY PROGRAM 

FACULTY OF LANGUAGE AND ARTS 

SOEGIJAPRANATA CATHOLIC UNIVERSITY 

        SEMARANG 

2021

Novia Trivena S. 



ii 

 

ANTHROPOMORPHISM AND ANIMAL SYMBOLISM IN 

KOREAN VARIETY SHOW “RUNNING MAN": THE 

ANIMATED VERSION 

A Thesis Presented as a Partial Fulfillment for the Requirements for the Degree 

of Sarjana Sastra in the English Study Program 

 

By 

Novia Trivena S. 

16.J1.0012 

ENGLISH DEPARTMENT 

FACULTY OF LANGUAGE AND ARTS 

SOEGIJAPRANATA CATHOLIC UNIVERSITY 

SEMARANG 

2021 



iii 

 



iv 

 



v 

 

A thesis defended in front of the Board of Examiners on 

July 19, 2021  

and declared acceptable 

 

 

BOARD OF EXAMINERS 

 

 

First Examiner      : G.M. Adhyanggono, PhD.               

Second Examiner  : Dr. Dra. Ekawati Marhaenny Dukut, M.Hum      

Third Examiner    : Angelika Riyandari, Ph.D               

 

Semarang, July 19, 2021 

Faculty of Language and Arts 

Dean 

 

 

 

B. Retang Wohangara, SS., M.Hum  

NPP. 058.1.1999.230 

 



vi 

 



vii 

 



viii 

 

TABLE OF CONTENTS 

 

PAGE OF TITLE 

COVER PAGE ....................................................................................................... iii 

PAGE OF APPROVAL ........................................................................................ iiii 

BOARD OF EXAMINERS..................................................................................... v 

ACKNOWLEDGEMENT ..................................................................................... vi 

TABLE OF CONTENTS ..................................................................................... viii 

ABSTRACT .......................................................................................................... xii 

ABSTRAK ............................................................................................................ xiii 

CHAPTER 1 

INTRODUCTION ................................................................................................ 14 

1.1. Background .............................................................................................. 14 

1.2 Field of the Study ..................................................................................... 20 

1.3 Scope of the Study .................................................................................... 20 

1.4 Problem Formulation ................................................................................ 20 

1.5 Objectives of the Study ............................................................................. 20 

1.6 Significance of the Study .......................................................................... 21 



ix 

 

1.7 Definition of Term .................................................................................... 21 

CHAPTER 2 

REVIEW OF LITERATURE............................................................................... 23 

2.1 Running Man – Korean Variety Show............................................................ 23 

2.2 Anthropomorphism ........................................................................................ 24 

2.3 Animal Symbolism ........................................................................................ 28 

CHAPTER 3 

METHOD OF DATA COLLECTION AND ANALYSIS ................................... 32 

3.1 Data Collection .............................................................................................. 32 

3.2 Method Data Collection ................................................................................. 32 

3.2.1 Source .................................................................................................... 32 

3.2.2 Procedure ............................................................................................... 33 

3.2.3 Data Analysis ......................................................................................... 33 

CHAPTER 4 

DATA ANALYSIS ................................................................................................ 34 

4.1 The imagined behaviors of animal blended with humanlike characteristics in 

Running Man, the animated series ....................................................................... 34 

4.1.1 Grasshopper (Liu) ................................................................................... 35 



x 

 

4.1.2 Tiger (Kuga) ........................................................................................... 37 

4.1.3 Giraffe (Lonky) ...................................................................................... 39 

4.1.4 Cat (Miyo) .............................................................................................. 40 

4.1.5 Monkey (Gai) ......................................................................................... 41 

4.1.6 Penguin (Popo) ....................................................................................... 42 

4.1.7 Impala (Pala) .......................................................................................... 44 

4.2 The Anthropomorphism (attribution of human mental states such as thoughts, 

feelings, motivaations, and beliefs) to Animals in Running Man, the Animated 

Series   ................................................................................................................ 46 

4.2.1 Grasshopper (Liu) ................................................................................... 47 

4.2.2 Tiger (Kuga) ........................................................................................... 48 

4.2.3 Giraffe (Lonky) ...................................................................................... 49 

4.2.4 Cat (Miyo) .............................................................................................. 53 

4.2.5 Monkey (Gai) ......................................................................................... 53 

4.2.6 Penguin (Popo) ....................................................................................... 54 

4.2.7 Impala (Pala) .......................................................................................... 55 

4.3 Animal Symbolism in the Running Man, the animated series ......................... 56 

4.3.1 Grasshopper (Liu) ................................................................................... 57 

4.3.2 Tiger (Kuga) ........................................................................................... 57 



xi 

 

4.3.3 Giraffe (Lonky) ...................................................................................... 58 

4.3.4 Cat (Miyo) .............................................................................................. 59 

4.3.5 Monkey (Gai) ......................................................................................... 59 

4.3.6 Penguin (Popo) ....................................................................................... 60 

4.3.7 Impala (Pala) .......................................................................................... 61 

CHAPTER 5 

CONCLUSION AND SUGGESTIONS ............................................................... 62 

5.1 Conclusion .................................................................................................... 62 

5.2 Suggestion ..................................................................................................... 63 

BIBLIOGRAPHY ................................................................................................. 64 

 

 

 

 

 

 

 

 

 

 



xii 

 

ABSTRACT 

A variety show is one of the Korean pop cultures that is well known in Indonesia, one 

of those is, Running Man. It has an animated story version of animalistic humanlike 

characters. The objective of this study is to reveal the behaviors of animals that are 

blended with humanlike characteristics in Running Man, the animated series. The 

qualitative method is used to collect the data. Animal behaviors are found in the 

characters: Liu the agile grasshopper, Kuga the strong tiger, Lonky the tallest giraffe, 

Miyo the agile cat, Gai the agile monkey, Popo the slow penguin, and Pala the sharp-

nosed impala. Humanlike behaviors are also found in the characters. Liu is an 

excellent strategy planner and great leader, Kuga is competitive and temperamental, 

Lonky is shifty and chatty, Miyo is fierce, Gai is romantic, Popo is narcissistic and 

grumpy, and Pala is smart. From the characters, animal symbolism is found based on 

the anthropomorphism in the series. Liu symbolizes wisdom; Kuga symbolizes 

strength; Lonky symbolizes cunning; Miyo symbolizes emancipation; Gai symbolizes 

romantic; Popo symbolizes childishness, and Pala symbolizes knowledge. 

Keywords: anthropomorphism, animal symbolism, running man animated 

version 
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ABSTRAK 

Acara ragam adalah salah satu budaya pop Korea yang terkenal di Indonesia, 

contohnya Running Man yang sangat terkenal. Running Man memiliki versi animasi 

dengan hewan-hewan yang bertingkah laku seperti manusia sebagai karakternya. 

Tujuan dari penelitian ini adalah untuk menunjukkan tingkah laku hewan yang 

bercampur dengan karakteristik seperti manusia pada Running Man versi animasi. 

Penulis menggunakan metode kualitatif untuk mengumpulkan data.  Tingkah laku 

hewan ditemukan pada karakter, mereka adalah; Liu si belalang gesit, Kuga si 

harimau kuat, Lonky si jerapah yang paling tinggi, Miyo si kucing gesit, Gai si 

monyet gesit, Popo si penguin lamban, dan Pala yang memiliki penciuman tajam. 

Tingkah laku seperti manusia juga ditemukan pada para karakter. Liu adalah pembuat 

strategi yang sangat baik dan pemimpin hebat, Kuga yang kompetitif dan 

temperamental, Lonky yang licik dan cerewet, Miyo yang galak, Gai si romantic, 

Popo yang narsis dan pemarah, dan Pala yang pintar. Dari karakter tersebut, 

simbolisme hewan ditemukan berdasarkan anthropomorfisme dari series. Liu 

disimbolkan sebagai kebijaksanaan, Kuga menyimbolkan kekuatan, Lonky 

menyimbolkan kelicikan, Miyo disimbolkan sebagai emansipasi, Gai disimbolkan 

sebagai keromantisan, Popo menyimbolkan kekanakan, dan Pala disimbolkan sebagai 

pengetahuan. 

Kata kunci: antropomorfisme, simbolisme hewan, running man versi animasi
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