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ABSTRAK 

 

Television program production requires structured work management to ensure 

that the process runs effectively and efficiently. The producer plays a key role in 

managing working hours, creating production schedules, coordinating crews, and 

ensuring that the production process aligns with Occupational Safety and Health 

(OSH) principles. This research aims to examine how producers apply OSH-based 

work systems through production management in the magazine show Games 

Corner. This study uses a descriptive qualitative method with a case study 

approach. Data were collected through interviews, observations, documentation, 

and expert judgment from industry practitioners. The findings show that the 

producer successfully managed the production process according to regulated 

working hours, provided appropriate rest periods, and maintained optimal crew 

coordination. The Games Corner program was completed without overtime, 

demonstrating responsible production management. These results prove that OSH 

principles can be effectively implemented in media production without 

compromising the quality of the content. 

Keywords: producer, production management, OSH, television program, Games 

Corner 

 

 

Produksi program televisi membutuhkan manajemen kerja yang terstruktur agar 

prosesnya berjalan efektif dan efisien. Produser memiliki peran penting dalam 

mengatur waktu kerja, menyusun jadwal produksi, mengelola kru, serta 

memastikan seluruh proses produksi berjalan sesuai prinsip Keselamatan dan 

Kesehatan Kerja (K3). Penelitian ini bertujuan untuk mengetahui bagaimana 

produser menerapkan sistem kerja yang sesuai dengan prinsip K3 melalui 

manajemen produksi pada program magazine show Games Corner. Metode yang 

digunakan adalah deskriptif kualitatif dengan pendekatan studi kasus. Data 

diperoleh melalui wawancara, observasi, dokumentasi, serta expert judgment dari 

praktisi industri. Hasil penelitian menunjukkan bahwa produser berhasil mengatur 

proses produksi sesuai dengan ketentuan waktu kerja maksimal, memberikan waktu 

istirahat yang layak, serta menjaga koordinasi antar kru agar tetap optimal. Program 

Games Corner dapat diselesaikan tanpa kerja lembur, mencerminkan penerapan 

manajemen produksi yang bertanggung jawab. Hal ini membuktikan bahwa prinsip 

K3 dapat diterapkan secara nyata dalam produksi media tanpa mengurangi kualitas 

tayangan. 

Kata Kunci: produser, manajemen produksi, K3, program televisi, Games 

Corner 
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