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The objectives of this research are to undertake the semantic analysis using the General Theory of Verbal Humor (GTVH) and pragmatic analysis of diexis, implicature, presupposition and speech act of English used in comic strips which are published in the Bangkok Post, to analyze humor in the comic strips produced by the language and to study the vocabulary and idioms used ti the comic strips.
Results are as follows:
1. Semantic analysis of the comic strips using the General Theory of Verbal Humor (GTVH) theory research, namely happy vs. unhappy, diligent vs. lazy, kind vs. mean, big vs. small, polite vs. impolite and credible vs. incredible, adding to the finding in the previous research on humorous text; 20 logical mechanisms (LM) which are mostly found in the previous research; the most frequent situations (SI) are at the workplace, followed by residential areas and other places such as restaurants and pubs; the targets (TA) frequent used as the butt of the joke are general topics and self-deprecation by the cartoon characters, followed by the third party in the conversation and the second party in the conversation
	Pragmatic analysis of the comic strips reveals that humor in the punchline is from ambiguity of diexis. The most frequent implicature found in the analysis is conversational implicature, namely manner, quality, relevance and quantity. Cultural presuppositions found in the analysis mostly relate to value and customs, followed by social background. The analysis of speech act in the punchline reveals that comic strips mostly exploit satirical speech, followed by representative speech, teasing speech, directive speech, blaming speech, expressive speech, boasting speech and expressing condescending speech respectively.
2. Semantic analysis of humor in the comic strips reveals that they exploit 6 more script oppositions (SO) , adding to the previous findings, and most logical mechanism (LM) are uncomplicated for explicit humorous effects. The most frequent situations (SI) are at the workplace, followed by residential areas and the targets (TA) are mostly general topics and self-deprecation. Pragmatic analysis reveals that the comic strips exploit ambiguous diexis, conversational implicature, cultural presupposition and satirical speech. 
3. The analysis of vocabulary and idioms found in the comic strips reveals a variety of languages used in creating humor namely puns, general vocabulary, jargon, polysemy and English idioms.
