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ABSTRAK 

Perkembangan acara kuliner di televisi Indonesia telah mengalami 

transformasi signifikan, dari format resep di era 90-an hingga ulasan makanan yang 

berfokus pada pengalaman sensorik saat ini. Kemunculan program ikonik seperti 

Wisata Kuliner dan fenomena food vlogger di media sosial telah memengaruhi 

lanskap kuliner digital dan televisi. Food vlogger, dengan konten video yang 

menarik dan ulasan yang informatif, telah menjadi panduan bagi penonton dalam 

memilih tempat makan dan mencari inspirasi menu. Fenomena ini menginspirasi 

lahirnya program televisi yang lebih dekat dengan masyarakat, salah satunya adalah 

program televisi "Jajan Skuy" di RBTV Yogyakarta. Program ini mengadaptasi 

konten media sosial yang informatif, edukatif, dan menghibur, dikemas dengan 

gaya yang menyenangkan. "Jajan Skuy" berfokus pada destinasi wisata kuliner 

potensial di Yogyakarta, memberikan informasi tentang makanan dan tempat 

makan menarik, serta dilengkapi dengan penilaian makanan oleh pembawa acara. 

Program ini menggunakan format majalah televisi yang menggabungkan informasi, 

pengetahuan, dan hiburan dalam satu tayangan. Penulisan ini membahas strategi 

penyajian visual dalam merepresentasikan identitas program "Jajan Skuy," 

khususnya pada episode Kuliner Balai Yasa. Pengkarya, yang bertanggung jawab 

atas proses online editing dan motion design, berperan penting dalam pengemasan 

visual program. Penerapan berbagai teknik motion graphic, seperti kinetic 

typography, animasi teks judul, animasi logo, lower thirds, dan ilustrasi karakter, 

bertujuan untuk meningkatkan variasi dan daya tarik visual program. Penelitian ini 

juga membahas manfaat akademis dan praktis termasuk peningkatan keterampilan 

teknis, pemahaman proses kerja industri kreatif, pengembangan kreativitas, serta 

penambahan portofolio profesional.  

Kata kunci: Program Televisi, Kuliner Yogyakarta, Desain Visual, Pasca 

Produksi, Identitas Program. 
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ABSTRACT 

The development of culinary shows on Indonesian television has undergone 

a significant transformation, from the recipe format of the 90s to today's sensory 

experience-focused food reviews. The emergence of iconic programs such as 

Wisata Kuliner and the phenomenon of food vloggers on social media have 

influenced the digital and televised culinary landscape. Food vloggers, with their 

engaging video content and informative reviews, have become a guide for viewers 

in choosing where to eat and looking for menu inspiration. This phenomenon has 

inspired the birth of television programs that are closer to the community, one of 

which is the television program “Jajan Skuy” at RBTV Yogyakarta. This program 

adapts social media content that is informative, educative, and entertaining, 

packaged in a playful style. “Jajan Skuy” focuses on potential culinary tourism 

destinations in Yogyakarta, providing information about food and interesting 

places to eat, and is complemented by food ratings by the host. This program uses 

a television format that combines information, knowledge, and entertainment in one 

show. This paper discusses the visual presentation strategy in representing the 

identity of the program “Jajan Skuy,” especially in the Balai Yasa Culinary 

episode. The writer was responsible for the online editing and motion design 

process, plays an important role in the visual packaging of the program. The 

application of various motion graphic techniques, such as kinetic typography, title 

text animation, logo animation, lower thirds, and character illustrations, aims to 

increase the variety and visual appeal of the program. This research also discusses 

the academic and practical benefits including the enhancement of technical skills, 

understanding of creative industry work processes, development of creativity, as 

well as the addition of a professional portfolio. 

Keywords: Television program, Yogyakarta culinary, Visual design, post-

production, program identity. 


