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Abstract

Since the enactment of the Indonesian Government regulation, namely Pemberlakuan Pembatasan Kegiatan Masyarakat
(PPKM), many community activities have to be carried out from home. It is undeniable that the presence of negative
and positive emotions in the young generation of productive age during this pandemic have an impact on their
creativity. They are more open to new creative ideas. In addition, the feeling of boredom facing this pandemic can also
be reduced by doing creative activities, one of which is video editing. One way to increase creativity in video editing is
found through skills training and in this case, the group of 8 KKN FK UNAIR held an online workshop in the METHADONE
event series as a platform that facilitates basic training in video editing. This study was conducted with the aim of
knowing the description of the character, knowledge, and behavior of participants before and after participating in the
METHADONE 2021 video editing workshop. The research design chosen was descriptive analysis using primary data
based on the results of pre-test and post-test questionnaires whose validity had been tested using correlation value
(Pearson Correlation) and reliability test with Cronbach's Alpha method. Samples were taken using Total Sampling
technique that met the research inclusion criteria. Then, the data were analyzed using SPSS software and presented
descriptively with a frequency distribution table. Most participants were women aged 17-25 years old. This study shows
that this workshop provided has an effect and improves the participants' understanding and ability in editing videos.
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1. Introduction

The COVID-19 Pandemic started in Indonesia in March 2020 and has affected multiple aspects of human life. These
include economy, health, social, culture, education, tourism, and so much more. The government has conducted much
effort to reduce the infection rate of COVID-19, one of which is Large-Scale Social Restrictions or known as Pembatasan
Sosial Berskala Besar (PSBB), which later turned into Enforcement of Restrictions on Community Activities or known as
Pemberlakuan Pembatasan Kegiatan Masyarakat (PPKM). A couple of policies established during the PPKM from the
3rd to the 25th of July 2021 include online learning and the obligation for non-essential sector workers to 100% work
from home [1]. Working and learning from home brought a lot of positive and negative effects. The positive effects
include (i) reduced travel time, and transportation cost; (ii) workers can organize their work schedule and environment;
(iii) balanced work-life [2]; (iv) learning activities can be practical, quick, and relaxed; (v) acquire new experiences [3];
(vi) increased productivity and creativity [4]. On the other hand, a couple of adverse effects includes (i) difficulty in
adapting and coordinating with coworkers; (ii) unclear working time limit, which tends to lead to limitless working time
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[2]; (iii) limited facilities and connections; (iv) high cost of internet data; (v) reduced understanding of learning
materials; (vi) reduced motivation to follow online learning activities [3].

People in the productive age group are arguably the most affected by the pandemic. The massive amount of time spent
at home, to some even losing their jobs, forced them to unlock their potential, one of which is through increasing their
creativity [5]. Many methods can be used to increase one's creativity, including experimenting with new things, doing
research, being involved in real-life action, and training specific skills. According to David Campbell, creativity can create
results that feel new, innovative, never before seen, exciting, eccentric, and valuable for the general public [6].
Developing creativity has positive effects, from personal happiness to creating a new work environment. The
development of and the inseparable connection of the younger generation to technology has allowed the creative
economy to develop rapidly [7]. The emergence of a creative economy is evidence that with a vast outlook along with
high motivation, the younger generation has a chance to move the economic sector, including times of pandemic such
as this one. According to Antariksa in Handayani [7], there are fifteen sub-sectors in a creative economy which include
architecture, design, film, video, and photography, culinary arts, artisan goods, fashion, music, publishing and printing,
interactive, commercial, research, arts, drama, IT, television, as well as radio.

One's creativity could be an adaptive response towards hardships, including the ongoing pandemic [8]. A negative mood
during the pandemic could make a person more critical and intelligent, producing creative and valuable ideas. The
presence of positive and negative emotions during the pandemic affects creativity. When someone feels happy and sad
simultaneously, they are more open to new and creative perspectives and thoughts. To remove the feeling of boredom,
many people create a strategy to lighten their moods. Creative activities are one of the sources of satisfaction in fighting
boredom felt during the pandemic [9]. A creative activity that is quite interesting is video editing. The ability to edit
videos has garnered some attention in the current day and age, starting with the reasons of hobby, work, to school work
that must be submitted in the form of a video. Both students in school and universities are expected to have the essential
ability to edit a video. Other than that, many social media users usually induce interest in millennials to create exciting
content either in a photo or video. Video editing has also become an attractive business opportunity due to its promising
market. Businesses that started as a hobby are starting to gain public interest. Almost every activity nowadays requires
the media to remember that moment, one of which is in the form of a video. Other than the chance of the business
starting from a hobby, a video editing business is also simple; the work can be done anywhere, including at home, the
skills necessary can be learned from anywhere, and the income produced is also promising [10]. In this age of a
pandemic, one could learn and add to their skills from anywhere, including an online workshop. After changing all
activities into online activities, various instances begin conducting online seminars that are either free or require a fee,
making it easier to obtain new knowledge from various fields, wherever and whenever one might be.

The abundance of online-based seminars, as well as the high demand for learning new things during the current
pandemic era, causes the 8th KKN group from the COVID module of the Medicine Faculty of Universitas Airlangga to be
interested in including a workshop that discusses the basic skills in video editing in the activities of METHADONE. This
activity aims to provide a chance to learn video editing to increase productivity in this current pandemic era. The
participants are expected to gain knowledge, from video-taking techniques to editing and adding transitions and
background audio. Then, the group will also give pre-test and post-test questionnaires to determine the effects of the
workshop. From the results of the questionnaires, the group will research the participants' changes of character,
knowledge, and behavior before and after participating in the METHADONE 2021 video editing workshop.

2. Material and methods

The chosen research design is descriptive analysis using primary data based on the results of the questionnaire which
are pre-test and post-test of METHADONE 2021 video editing workshop. The sample is taken with the total sampling
technique which fits in the inclusion criteria of the research, which are participants of METHADONE 2021 video editing
workshop within the ages 12 - 35 years old, and has filled both pre-test and post-test given during the workshop. This
research will be done online by spreading the pre-test and post-test links through the Zoom Meeting from the 9t to the
19t of July 2021. The data collected will then be analyzed descriptively and shown in the form of a frequency
distribution table.

To measure the validity of the questionnaire, the Product Moment Correlation Formula from Pearson is used. The
validity test is done using SPSS software. The instrument is determined to be valid if the Pearson Correlation value is

positive and the Correlation Probability value [sig. (2-tailed)] is less than the significance level of 0,01.

From the table, it is found that the result of the Correlation Probability Value [sig. (2-tailed)] of each question is less
than 0,01, therefore the questions listed in the questionnaire are valid.
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Item Sig. (2-tailed) | Criteria
Desc1PRE 0.000 VALID
Desc3PRE 0.000 VALID
Desc4PRE 0.000 VALID
Desc5PRE 0.000 VALID
totaldescPRE 0.000 VALID

To measure the questionnaire reliability, Cronbach's Alpha method is used. The reliability test is done using SPSS
software. If the results found by using Cronbach’s Alpha method is more than 0,90, then the reliability of the
questionnaire is perfect. If the results found by using Cronbach’s Alpha method is between 0,70 - 0,90, then the reliability
of the questionnaire is high. If the results found by using Cronbach’s Alpha method is between 0,50 - 0,70, then the
reliability of the questionnaire is moderate. If the results found by using Cronbach’s Alpha method is less than 0,50, then
the reliability of the questionnaire is low.

Cronbach’s Alpha | N of Items
0,814 5

From the table above, it is found that in the Reliability Statistics section the Cronbach’s Alpha value is equal to 0,814.
This proves that the questionnaire is highly reliable.

3. Results and discussion

3.1. Participant Age Distribution
Table 1 Participant Age Distribution

Age Group Frequency | Percentage (%)
12 - 16 years old 199 21.4
17 - 25 years old 716 77.0
26 - 35 years old 15 1.6
Total 930 100

Table 1. shows the distribution of the age of the participants that participated in METHADONE video editing workshop.
From this table, it is known that the late adolescents age group (17-25 years old) has the highest number of participants
which are 716 (77%) participants. On the other hand the early adulthood age group (26-35 years old) has the lowest
number of participants which are 15 (1,6%) participants. This could be explained by the curiosity of the late adolescents
age group. The presence of curiosity makes and motivates a person to want to continue learning and developing.
Curiosity is also needed by everyone to increase their skills. For example, in a late adolescent’s life, curiosity will
motivate them into developing their own potential. Also, curiosity is needed to sustain themselves when entering the
workforce [11].

3.2. Gender Distribution of Participants

Table 2. shows the sex distribution of participants who attended the METHADONE workshop. From the table, it is known
that most of the participants who attended the workshop were women, as many as 851 (91.5%) participants. Creative
thinking skills trigger someone to do creative activities, one example is video editing. A study shows that gender has no
effect on a person's creative thinking skills. However, there are also studies which say that there is a significant
difference where women have higher creative thinking skills than men [12].
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Table 2 Gender Distribution of Participants

Gender | Frequency | Percentage (%)
Male 79 8.5
Female 851 91.5
Total 930 100

3.3. Differences in Participants’ Pre-test and Post-test Scores

Table 3 Participants' Pre-Test Score

Pre-test | Frequency (n) | Percentage (%)
0 282 30.3
1 338 36.3
2 156 16.8
3 93 10.0
4 34 3.7
5 27 2.9
Total 930 100

Table 3. shows the participants' Pre-Test scores, namely before participating in the METHADONE workshop. From the
table, it is known that the score "1" is the most common score obtained by the participants, namely 338 (36.3%)
participants, while the score "5" or correctly answering all questions is the least common score obtained by participants,
which is 27 ( 2.9%) of participants.

Table 4 Participants' Post-Test Score

Pre-test | Frequency (n) | Percentage (%)
0 165 17.7
1 177 19.0
2 154 16.6
3 142 15.3
4 130 14.0
5 162 17.4
Total 930 100

Table 4. shows the participants' Post-Test scores, namely after attending the METHADONE workshop. From the table,
it is known that the value "1" is still the most common score obtained by participants, namely 177 (19%) participants.
However, this shows that there is an increase in participants' knowledge about basic video editing after attending the
METHADONE workshop because the number of participants who scored "0" and "1" has decreased compared to the
Pre-Test data before attending the workshop. Then, the number of participants who scored "4" became the least number
of participants, namely 130 (14%) participants.

3.4. Habits of participants in video editing

Table 5. shows the participants' habits in editing videos. The level of habit of the METHADONE workshop participants
in editing videos was written in the range of “1” (never) to “5” (very often). Participants who answered "4" (often edit
videos) became the largest group that attended the workshop, namely 232 (24.9%) participants, while participants who
answered "1" (never edited videos) became the smallest group that took part in the workshop, namely as many as 7
(0.8%) participants. The data shows that almost all workshop participants have edited videos before.
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Table 5 Habits of participants in video editing

Frequency (n) | Percentage (%)
1 7 0.8
2 34 3.7
3 141 15.2
4 232 24.9
5 516 55.5
Total 930 100

3.5. Tools used by participants to edit videos
Table 6 Tools used by participants to edit videos

Device | Frequency (n) | Percentage (%)

HP 890 95.7
Laptop 228 24.5
Others 9 1.0

*One participant can use > 1 tool to edit video

Table 6 shows the distribution of tools used by METHADONE video editing workshop participants to edit videos. From
the table, the results show that participants who use cellphones to edit videos are the largest group that attends the
workshop, namely 890 (95.7%) participants, while there are only 9 (1.0%) participants who use other tools. such as
Computers/PCs and iPads. In this section each participant can use more than one tool to edit the video.

3.6. Participants' desire to learn how to edit videos

Table 7 Participants' desire to learn how to edit videos before the workshop

Frequency (n) | Percentage (%)
1 8 0.9
2 41 4.4
3 199 21.4
4 314 33.8
5 368 39.6
Total 930 100

Table 7 shows the distribution of the level of participants' desire to learn video editing before getting the METHADONE
video editing workshop. The level of participants' desire to learn to edit videos before getting to the workshop was
measured by a number ranging from “1” (very unwilling) to “5” (very wanting). From the table above, it is found that
most participants really want to learn video editing, as shown by as many as 368 (39.6%) participants answered "5",
while only 8 (0.9%) participants answered "1" which means the participants are unwilling to learn to edit videos before

attending the workshop.

Table 8 shows the distribution of participants' level of desire to learn video editing after receiving the METHADONE
video editing workshop. The level of participants' desire to learn to edit videos after receiving the workshop was
measured with a number ranging from “1” (very unwilling) to “5” (very wanting). From the table above, it was found
that most participants really wanted to learn to edit videos, as shown by as many as 529 (56.9%) participants answered
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"5" and there were no participants who answered "1" (very unwilling to edit videos). This shows that the basic video
editing workshop provided can increase the participants' desire to learn video editing.

Table 8 Participant’s desire to learn how to edit videos after the workshop

Frequency (n) | Percentage (%)
1 0 0
2 9 1.0
3 98 10.5
4 294 31.6
5 529 56.9
Total 930 100

3.7. Participants’' understanding of how to edit videos

Table 9 Participants' understanding of how to edit videos before getting a workshop

Frequency (n) | Percentage (%)
1 25 2.7
2 158 17.0
3 394 42.4
4 222 23.9
5 131 14.1
Total 930 100

Table 9 shows the distribution of participants' level of understanding on how to edit videos before getting the
METHADONE video editing workshop. The level of participants' understanding of how to edit videos before getting to
the workshop was measured by a number ranging from “1” (very clueless) to “5” (very understanding). From the table
above, it was found that most of the workshop participants, as many as 394 (42.4%) participants answered with "3"
which means they have little understanding of how to edit videos. A small number of participants, namely as many as
25 (2.7%) participants did not really understand how to edit videos before attending the workshop.

Table 10 Participants' understanding of how to edit videos after receiving the workshop

Frequency (n) | Percentage (%)
1 1 0.1
2 11 1.2
3 138 14.8
4 357 38.4
5 423 45.5
Total 930 100

Table 10 shows the distribution of participants' level of understanding on how to edit videos after receiving the
METHADONE video editing workshop. The level of participants' understanding of how to edit videos after receiving the
workshop was measured from the number “1” (very clueless) to “5” (very understanding). From the table above, the
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results show that most of the participants really understand how to edit videos, as evidenced by as many as 423 (45.5%)
participants answering "5", while only 1 (0.1%) participants answered with "1" which means they are still really don't
know how to edit videos. This shows that the participants' understanding of how to edit videos increased after getting
a basic video editing workshop.

3.8. Ability of participants to edit videos before getting a workshop
Table 11 Ability of participants to edit videos before getting a workshop

Frequency (n) | Precentage (%)
1 23 2.5
2 117 12.6
3 372 40.0
4 280 30.1
5 138 14.8
Total 930 100

Table 11 shows the distribution of the level of participants' ability to edit videos before getting The METHADONE video
editing workshop. The level of participants' ability to edit videos before getting to the workshop was measured with a
number ranging from "1" (very poor) to "5" (very capable). From the table above, it was found that most of the workshop
participants were slightly able to edit videos, as shown by as many as 372 (40%) participants answered "3". A small
number of participants, namely as many as 23 (2.5%) participants felt that they were very incapable of editing videos
before attending the workshop.

Table 12 Ability of participants to edit videos after getting the workshop

Frequency (n) | Precentage (%)
1 1 0.1
2 8 0.9
3 163 17.5
4 387 41.6
5 371 39.9
Total 930 100

Table 12 shows the distribution of participants' ability levels to edit videos after receiving the METHADONE video
editing workshop. The level of participants' ability to edit videos after receiving the workshop was measured with a
number ranging from "1" (very poor) to "5" (very capable). From the table, it was found that most of the participants
were quite capable of editing videos, as evidenced by as many as 387 (41.6%) participants answered "4", while only 1
(0.1%) participant answered with "1" which means he still felt very incapable to edit video. This shows that the basic
video editing workshop provided improves the participants' ability to edit videos.

4., Conclusion

Based on the results of this study, the following conclusions are obtained regarding the description of the character,
knowledge, and behavior of participants before and after participating in The METHADONE 2021 video editing
workshop. From 930 workshop participants, the largest group of participants was found in the 17-25 year age group as
many as 715 (77%) participants. Almost all workshop participants were women with a total of 851 (91.5%)
participants. From the results of the pre-test and post-test questionnaires given, it was found that the participants’
knowledge of basic video editing increased after attending the workshop. Most of the participants have edited videos
before, with the most widely used tool being the mobile phone. This study also found that there were increase in the
level of participants' desire to learn video editing, the level of understanding on how to edit videos, and their ability to
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edit videos after getting the METHADONE basic video editing workshop. This shows that the basic METHADONE video
editing workshop provided has an effect and improves the participants' understanding and ability in editing videos.
Hopefully, some event of this kind of workshop can be created and followed to increase any productivity skills during
this COVID-19 pandemic.
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