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ABSTRAK

The increasing popularity of online games among teenagers has created
opportunities to develop game-based media content that is both informative and
entertaining. This Final Project aims to describe the implementation of workload
management by the producer in the production of the magazine show Game Start!.
The program presents information about online games through various segments
for teenagers aged 13—17 years and is distributed via YouTube. During the
production process, the author implemented workload management through
structured task distribution and work monitoring to support coordination among
production divisions. Data were collected through observation, literature study,
questionnaires, and interviews. As the producer, the author was responsible for
developing the program concept, preparing the production timeline, coordinating
production requirements, managing the budget, supervising the production process,
monitoring editing, and evaluating the production budget realization. The
implementation of workload management helped improve coordination, clarify the
responsibilities of each division, minimize overlapping tasks, and ensure that every
stage of production was completed according to schedule.

Keywords: Producer, Workload Management, Magazine Show, Production
Management, Game Start!

Meningkatnya minat remaja terhadap game omline membuka peluang untuk
menghadirkan tayangan yang tidak hanya menghibur, tetapi juga informatif. Tugas
Akhir ini bertujuan menjelaskan penerapan workload management oleh produser
dalam proses produksi program magazine show Game Start!. Program ini
menyajikan informasi seputar game online melalui berbagai rubrik untuk remaja
usia 13—17 tahun dan didistribusikan melalui YouTube. Dalam proses produksinya,
penulis menerapkan sistem workload management melalui pembagian tugas dan
monitoring kerja untuk mendukung koordinasi antardivisi. Pengumpulan data
dilakukan melalui observasi, studi pustaka, kuesioner, dan wawancara. Sebagai
produser, penulis bertanggung jawab mengembangkan konsep program, menyusun
timeline produksi, mengoordinasikan kebutuhan produksi, menyusun anggaran,
mengawasi jalannya produksi, memantau proses editing, serta melakukan evaluasi
realisasi anggaran produksi. Penerapan workload management membantu
meningkatkan  koordinasi, memperjelas tanggung jawab setiap divisi,
meminimalkan tumpang tindih pekerjaan, serta memastikan seluruh tahapan
produksi berjalan sesuai jadwal yang telah direncanakan.

Kata Kunci: Produser, Manajemen Beban Kerja, Magazine Show, Manajemen
Produksi, Game Start!
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