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ABSTRAK 

 

Perkembangan media digital telah mengubah pola konsumsi informasi masyarakat, 

khususnya Generasi Z, sehingga minat terhadap budaya tradisional, seperti wayang 

orang, cenderung menurun. Kondisi tersebut mendorong perlunya media yang 

mampu mengemas informasi budaya secara menarik, edukatif, dan sesuai dengan 

karakteristik generasi muda. Karya ini bertujuan menghasilkan program feature 

Suara Gen Z Episode Wayang Orang serta mendeskripsikan proses 

penyuntingannya dengan penulis berperan sebagai editor. 

Metode yang digunakan adalah metode penciptaan karya audiovisual yang meliputi 

tiga tahapan, yaitu pra-produksi, produksi, dan pascaproduksi. Pada tahap pra-

produksi, editor berperan dalam memahami konsep program, menganalisis naskah, 

dan menyusun kebutuhan penyuntingan sebagai acuan proses editing. Tahap 

produksi meliputi pengambilan gambar, wawancara, dan dokumentasi di Wayang 

Orang Baratha dengan memperhatikan kebutuhan visual untuk mendukung proses 

penyuntingan. Tahap pascaproduksi menjadi fokus utama editor melalui proses 

seleksi footage, penyusunan alur cerita, penerapan teknik continuity editing dan cut 

to cut, penambahan grafis, musik, efek suara, color correction, color grading, hingga 

finalisasi video. 

Hasil karya berupa program feature berdurasi 15 menit yang mengangkat upaya 

pelestarian wayang orang melalui pendekatan human interest, visual sinematik, dan 

narasi komunikatif agar lebih dekat dengan Generasi Z. Peran editor berkontribusi 

dalam membangun ritme, menjaga kesinambungan visual, memperkuat emosi, serta 

menyajikan informasi secara menarik sehingga pesan pelestarian budaya dapat 

tersampaikan secara efektif. Program feature ini diharapkan menjadi media 

informasi dan edukasi yang mampu meningkatkan pengetahuan, apresiasi, serta 

kepedulian Generasi Z terhadap pelestarian wayang orang sebagai salah satu 

warisan budaya Indonesia. 

 

Kata Kunci: program feature, editor, penyuntingan video, wayang orang, Generasi 

Z, pelestarian budaya. 
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ABSTRAK 

 

The development of digital media has transformed the way people consume 

information, particularly among Generation Z, resulting in a declining interest in 

traditional cultural arts such as Wayang Orang. This condition highlights the need 

for media that can present cultural information in an engaging, educational, and 

youth-oriented manner. This project aims to produce the feature program Suara 

Gen Z: Wayang Orang Episode and describe its video editing process, with the 

author serving as the editor. 

The project employed an audiovisual production method consisting of three stages: 

pre-production, production, and post-production. During the pre-production stage, 

the editor was responsible for understanding the program concept, analyzing the 

script, and preparing editing requirements as the basis for the post-production 

process. The production stage involved video shooting, interviews, and 

documentation at Wayang Orang Baratha while considering visual requirements to 

support the editing process. The post-production stage became the editor's primary 

focus, including footage selection, story sequencing, the application of continuity 

editing and cut-to-cut editing techniques, the addition of graphics, music, sound 

effects, color correction, color grading, and final video rendering. 

The final output is a 15-minute feature program highlighting the preservation of 

Wayang Orang through a human-interest approach, cinematic visuals, and 

communicative storytelling to make the cultural performance more appealing to 

Generation Z. The editor played a significant role in establishing the program's 

rhythm, maintaining visual continuity, strengthening emotional impact, and 

presenting information in an engaging way, ensuring that the message of cultural 

preservation was effectively conveyed. This feature program is expected to serve as 

an informative and educational medium that enhances Generation Z's knowledge, 

appreciation, and awareness of preserving Wayang Orang as one of Indonesia's 

cultural heritage traditions. 

 

Keywords: feature program, editor, video editing, Wayang Orang, Generation Z, 

cultural preservation. 
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