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Yuvargo Brilianto (2023). ”Gambaran Time Management pada Penjoki Game 

Mobile Legends yang Menjadi Karyawan di Bidang IT”. Skripsi Sarjana Strata 

I. Fakultas Psikologi Universitas Katolik Widya Mandala Surabaya. 

 

ABSTRAK 

 

Penggunaan teknologi oleh manusia saat ini berkembang sangat pesat. Di zaman 

sekarang sudah banyak teknologi baru yang diciptakan manusia untuk 

memudahkan pekerjaan manusia seperti HP, Komputer, Laptop, dan lain-lain. 

Selain itu, game juga berkembang seiring berkembangnya zaman. Salah satu game 

online yang banyak peminatnya di Indonesia yaitu game Mobile Legends. Saat ini 

game online bisa menjadi pilihan karir di dunia kompetitif bagi sebagian pemain. 

Hal itu menciptakan pekerjaan baru berupa atlit E-Sports dan penjoki game. Penjoki 

game bisa dari kalangan mana saja dari anak SMP hingga karyawan di bidang IT. 

Penjoki bisa menghabiskan waktu hingga 10 jam untuk menyelesaikan orderan joki 

sedangkan untuk seorang karyawan di bidang IT bisa bekerja hingga 40-80 jam 

seminggu. Hal ini bisa menjadi masalah dalam time management. Penelitian ini 

bertujuan untuk mengetahui gambaran time management pada penjoki game 

Mobile Legends yang menjadi karyawan di bidang IT. Informan pada penelitian ini 

berupa penjoki game Mobile Legends yang menjadi karyawan di bidang IT selama 

1 tahun. Proses pengambilan data dilakukan secara wawancara selama 3 kali untuk 

1 informan. Hasil penelitian ini ditunjukkan 2 informan memiliki time management 

yang baik dikarenakan 2 informan tersebut sudah terbiasa sejak kecil untuk 

mengatur waktunya dan memiliki pengalaman setelah mencoba berusaha mengatur 

waktu dalam kegiatan sehari-harinya sedangkan 1 informan tidak memiliki 

kebiasaan dari kecil untuk mengatur waktunya dan beranggapan bahwa time 

management akan menghambat rejeki atau penghasilan yang didapat. 

Kesimpulannya adalah terdapat gambaran time management pada penjoki game 

Mobile Legends yang menjadi karyawan di bidang IT.  

 

Kata Kunci: Game Mobile Legends, Time Management, Penjoki Game Online. 
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Yuvargo Brilianto (2023). ”Overview of time management among Mobile Legends 

game boosters who are employed in the IT”. Undergraduate Thesis. Faculty of 

Psychology. Widya Mandala Surabaya Catholic University. 

 

ABSTRACT 

 

The use of technology by humans is currently developing very rapidly. Nowadays, 

many new technologies have been created to facilitate human work, such as mobile 

phones, computers, laptops, and others. In addition, games have also evolved along 

with the progress of the times. One of the online games that has many enthusiasts 

in Indonesia is Mobile Legends. Currently, online games can be a career choice in 

the competitive world for some players. This has created new job opportunities such 

as E-Sports athletes and game boosters. Game boosters can come from various 

backgrounds, from junior high school students to IT professionals. Boosters can 

spend up to 10 hours completing orders, while IT professionals can work up to 40-

80 hours a week. This can pose a problem in time management. This research aims 

to understand the time management of Mobile Legends game boosters who work as 

IT professionals. The informants in this study are Mobile Legends game boosters 

who have been working as IT professionals for 1 year. The data collection process 

was carried out through interviews conducted 3 times for each informant. The 

results of this study show that 2 informants have good time management because 

they have been accustomed to managing their time since childhood and have 

experience from trying to manage their time in their daily activities. On the other 

hand, 1 informant does not have the habit of managing time since childhood and 

believes that time management will hinder their income or earnings. The conclusion 

is that there is an overview of time management among Mobile Legends game 

boosters who work as IT professionals. 

Keywords: Game Mobile Legends, Time Management, Game Booster.  


