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TEKNIK PENYUNTINGAN GAMBAR PADA PROGRAM FEATURE 
”MAXKULIN” 

PRAMUDITA JULIANSYAH 
 

ABSTRAK 
 

program feature merupakan salah satu bentuk karya jurnalistik audiovisual yang 
menyajikan informasi secara mendalam dengan memadukan fakta dan unsur human 
interest melalui penyajian visual yang menarik. Dalam proses produksinya, 
penyuntingan gambar memiliki peran penting dalam membangun alur cerita, 
menjaga kesinambungan visual, serta memperkuat penyampaian pesan kepada 
penonton. Program feature "Maxkulin" mengangkat perjalanan bengkel spesialis 
Vespa matic, Matescoot, dalam menghadapi perkembangan dunia otomotif dan 
perubahan kebutuhan masyarakat terhadap transportasi perkotaan. Permasalahan 
dalam perancangan ini adalah bagaimana teknik penyuntingan gambar diterapkan 
pada proses produksi program feature "Maxkulin", dengan tujuan mengetahui hasil 
proses pascaproduksi melalui penerapan teknik penyuntingan gambar pada 
program tersebut. Proses perancangan dilakukan melalui tahapan praproduksi, 
produksi, dan pascaproduksi dengan penulis berperan sebagai editor. Pada tahap 
pascaproduksi dilakukan offline editing yang meliputi pemilihan gambar (logging), 
penyusunan rough cut, dan sinkronisasi audio dengan visual. Selanjutnya dilakukan 
online editing dengan menerapkan teknik continuity editing, J-Cut/L-Cut, fade in 
dan fade out, penyesuaian perpindahan gambar berdasarkan ritme musik, color 
correction menggunakan konsep natural color, penambahan bumper, tipografi, 
musik latar, serta proses rendering dalam format MP4. Hasil perancangan berupa 
program feature berdurasi 20 menit 48 detik yang menyajikan perjalanan Matescoot 
secara runtut dan informatif. Berdasarkan hasil perancangan, penerapan teknik 
penyuntingan gambar mampu membangun kesinambungan visual, memperjelas 
alur cerita, serta meningkatkan kualitas penyampaian informasi kepada penonton. 
Keberhasilan proses penyuntingan juga didukung oleh koordinasi yang baik antara 
editor, sutradara, dan juru kamera selama proses produksi sehingga menghasilkan 
tayangan yang sesuai dengan konsep kreatif dan tujuan program. 

 

Kata kunci: Program feature, penyuntingan gambar, editor, pascaproduksi, 
continuity editing, Maxkulin. 
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IMAGE EDITING TECHNIQUES IN THE “MASCULINE” FEATURE 
PROGRAM 

PRAMUDITA JULIANSYAH 
 

ABSTRACT 

 

A feature program is a form of audiovisual journalism that presents information in 
depth by combining factual content with elements of human interest through 
engaging visual storytelling. In its production process, video editing plays a crucial 
role in constructing the narrative, maintaining visual continuity, and strengthening 
the delivery of information to the audience. The feature program "Maxkulin" 
highlights the journey of Matescoot, a workshop specializing in automatic Vespa 
scooters, in responding to the development of the automotive industry and the 
changing transportation needs of urban communities. The problem addressed in 
this project is how video editing techniques are applied in the production process 
of the feature program "Maxkulin." Therefore, the objective of this project is to 
determine the results of the post-production process through the application of 
video editing techniques in the feature program "Maxkulin." The production 
process consisted of three stages: pre-production, production, and post-production, 
with the author serving as the editor. During the post-production stage, offline 
editing was carried out, including footage selection (logging), rough cut 
arrangement, and audio-visual synchronization. This was followed by online 
editing, which involved the application of continuity editing, J-Cut and L-Cut 
techniques, fade-in and fade-out transitions, image transitions adjusted to the 
rhythm of the background music, color correction using a natural color concept, 
the addition of bumpers, typography, background music, and the final rendering 
process in MP4 format. The final output was a feature program with a duration of 
20 minutes and 48 seconds, presenting the story of Matescoot in a coherent and 
informative manner. The results indicate that the application of video editing 
techniques successfully established visual continuity, clarified the narrative flow, 
and enhanced the quality of information delivery to the audience. The success of 
the editing process was also supported by effective coordination among the editor, 
director, and cinematographer throughout the production process, resulting in a 
program that met both the creative concept and the intended production objectives. 

 

Keywords: video editing, editor, feature program, continuity editing, Maxkulin. 
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