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ABSTRAK 

Antonius Sandy Triyoso, NRP. 1423021051. AKTIVITAS VIDEO EDITOR DAN 

VISUAL JOCKEY DI SIDEROOM STUDIO 

Sideroom Studio merupakan rumah produksi pembuatan konten audiovisual 

dengan spesialisasi 3D, CGI, dan Animasi untuk membuat iklan dan stage visual 

yang sesuai dengan keinginan klien. Didalamnya terdapat aktivitas video editor dan 

visual Jockey. Pada kerja praktik ini, penulis berperan sebagai Editor dan Visual 

Jockey di sideroom studio. Proses editing dibagi menjadi dua, yaitu editing offline 

yang meliputi preview, assembly, rough cut, fine cut, trimming dan editing online 

yang meliputi titling, color grading, mixing. Proses Visual Jockey dibagi menjadi 

empat tahapan yang meliputi Persiapaan bidang, Pembuatan Konten Visual, 

Pemilihan software, dan Persiapaan dan Uji Coba. Hasil Laporan kerja praktik ini 

membahas tentang proses Editing dan Visual Jockey yang dialami oleh penulis saat 

malakukan kerja praktek di Sideroom Studio. 

 

Kata kunci: Video Editor, Visual Jockey, Konten Atudiovisual 
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ABSTRACT 

Antonius Sandy Triyoso, NRP. 1423021051. VIDEO EDITOR AND VISUAL 

JOCKEY ACTIVITIES AT SIDEROOM STUDIO 

Sideroom Studio is an audiovisual content production house specializing in 3D, 

CGI, and Animation to create advertisements and visual stages according to client 

desires. In it, there are video editor and visual Jockey activities. In this internship, 

the author acts as an Editor and Visual Jockey at Sideroom Studio. The editing 

process is divided into two, namely offline editing which includes preview, 

assembly, rough cut, fine cut, trimming and online editing which includes titling, 

color grading, mixing. The Visual Jockey process is divided into four stages which 

include Field Preparation, Visual Content Creation, Software Selection, and 

Preparation and Testing. The results of this internship report discuss the Editing and 

Visual Jockey processes experienced by the author while doing internship at 

Sideroom Studio. 

 

Keywords: Video Editor, Visual Jockey, Audio Visual Content


