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Technological advancements have driven increasingly dynamic job trends in Indonesia 

each year. This situation becomes problematic when a gap emerges between the skills 

possessed by college graduates and the criteria required in the workplace. According to 

the World Economic Forum (WEF), current job trends are moving towards various jobs 

related to digitalization, such as data analysts, digital marketers, and strategy specialists. 

Meanwhile, the curriculum of various courses in Indonesia remains conventional, 

resulting in graduates' skills being unable to meet job market needs. This study discusses 

the integration of digital skills into Project-based learning (PjBL) as an effort to equip 

students with the skills needed in the workplace. This study uses a qualitative descriptive 

method, with data collection techniques using library research techniques. This study uses 

the concept of Digital Skills as an analytical tool to help answer the research objectives. 

The results show that familiarizing students with the use of digital tools and various 

platforms to academic activities can equip them with the digital skills needed in the 

workplacesupport. On the other hand, INDEF records in 2023 showed that the digital 

literacy rate in Indonesia was only 62%, the lowest compared to other ASEAN countries, 

which averaged 70%. Integrating digital skills into project-based assignments can be one 

solution to improve people's digital skills. 
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1. Introduction 

Rapid technological developments have brought about significant changes in 

workplace trends. These developments required graduates to possess specialized 

technological expertise, particularly in utilizing various digital platforms that have 

become widely used in the workplace. Automation of production in factories reduces the 

need for human labor, while the use of advanced software and algorithms replaces routine 

tasks in the administrative sector. Furthermore, technology, automation, and artificial 

intelligence (AI) have significantly impacted the job structure and skills required in 

various industrial sectors (Buleleng Manpower Office, 2025). These conditions require 

Human Resources (HR) to be able to adapt to technological developments. Graduates and 
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workers cannot be controlled by increasingly sophisticated technology. Instead, they must 

be able to utilize technological developments to support their work as effectively as 

possible, thus producing output that meets consumer and community needs. 

However, technological developments create a gap between graduate skills and 

job market needs. Indonesia faces significant challenges in improving the 

competitiveness of its workforce. The proportion of medium- and high-skilled workers in 

Indonesia is only 39.57 percent, significantly lower than other ASEAN countries such as 

Malaysia and Singapore (Wardhana et al., 2024). The shortage of workers with advanced 

digital skills (STEM) also remains a major national challenge. The number of graduates 

in Science, Technology, Engineering, and Mathematics (STEM) in Indonesia is quite low, 

at 0.8 per 100 graduates, significantly lower than in other countries such as China (3.4) 

or India (2.0) (Gayatri et al., 2023). One cause of this gap is the mismatch between the 

Indonesian National Qualifications Framework (KKNI) and industry needs, which often 

result in specific training that is less relevant to the realities of work (Wardhana et al., 

2024). These data demonstrate problems in educational governance and job market needs. 

This also emphasizes the importance of adapting the curriculum to current technological 

developments to meet the qualifications required by employers. Previous studies have 

analyzed the implementation Project-Based Learning (PjBL), at various levels of 

education in Indonesia.  PjBL refers to a student-centered learning model in which 

learners actively engage in in-depth exploration of specific topics through projects 

designed to address real-world problems or to answer complex questions (Asfihana et al., 

2022; Kurniawan et al., 2024; Rosmiati et al., 2025). This model is grounded in 

Constructivism, which conceptualizes learning as a natural process whereby meaning is 

constructed by learners through interaction and reflection on their ideas and experiences 

(Al-Abdullatif & Gameil, 2021; Chen & Yang, 2021; Rahman et al., 2025). 

A study found that high school students in Surakarta regularly use smartphones 

for more than 6-7 hours a day to gather information or download learning materials, and 

they believe in the positive benefits of using these devices, thus implying the importance 

of using technology in teaching and learning activities (Sari et al., 2020). Subsequent 

research conducted bibliometric insights to explore the implementation of Project-Based 

Learning (PjBL) integrated with the STEAM (Science, Technology, Engineering, Art, 

Mathematics) approach to improve students' creative thinking skills in Indonesia. The 

study found that PjBL-STEAM, which is based on contextual issues or is relevant to 

students' daily lives, is able to develop creative thinking skills (Prasetyawati & Astuti, 

2025). Rahman et al. (2025) investigated the impact of Project-Based Learning (PjBL) 

on the development of 21st-century skills in junior high school students in Indonesia, 

emphasizing the importance of integrating 21st-century skills into learning practices. 

Several studies have emphasized the importance of technology integration in the 

curriculum and teaching and learning activities. However, these studies have not 

specifically addressed its relevance to the world of work. 
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On the other hand, regarding the world of work, Gayatri et al. (2023) projected 

Indonesia's digital labor gap for 2021–2025 and found that the supply of digital workers 

would exceed demand, estimated at 600,000 workers per year. Research by Sulintang et 

al. (2024) further highlighted the scarcity of studies linking fintech developments to 

employment issues, despite fintech offering promising career prospects. The authors 

observed a knowledge gap in these studies. Previous research has not specifically linked 

the integration of digital skills based on project-based learning to shifting workplace 

trends. Therefore, the authors conducted this study to address this gap. 

Based on the various data and information above, it is understandable that there 

is a gap between the digital skills possessed by graduates and the skills needed in the 

workplace. The workplace trend has transitioned to technology-based skills, which 

require workers to be skilled in operating various tools. This gap arises from various 

factors, such as the curriculum not adapting to technological developments. Therefore, 

this study will analyze the process of integrating digital skills into PjBL as a response to 

shifting workplace trends in Indonesia. This research focuses on the implementation of 

PjBL in higher education. 

 

2. Methods 

This research employed qualitative methods. Qualitative methods are research 

procedures that produce descriptive data in the form of spoken or written words, or policy 

actions (Moleong, 2012). This research employed document analysis to obtain data and 

information. Document analysis is a systematic procedure for examining or evaluating 

documents, both printed and electronic (computer-based and delivered via the internet). 

The purpose of document analysis is to gain meaning, understanding, and developing 

empirical knowledge (Bowen, 2009; Corbin & Strauss, 2008). These data collection 

methods and techniques were used to analyze the integration of digital skills in PjBL in 

response to shifting job trends in the Indonesian workforce. The concept used in this 

research is digital skills. 

The concept of digital skills is part of the concept of digital literacy. "Digital 

literacy" is used as an umbrella term for various technological literacies, such as 

information literacy, computer literacy, and media literacy. Digital literacy is simply 

defined as the awareness, ability, and behavior of using information technology. Digital 

literacy consists of four pillars: digital skills, digital ethics, digital culture, and digital 

safety (Azanda et al., 2024; Siberkreasi, 2023). In this context, digital skills refer to an 

individual's ability to know, understand, and use ICT hardware and software, as well as 

digital operating systems, in everyday life (Hari & Prihantoro, 2023). This concept is used 

by the authors in this study to examine how digital skills can help students produce quality 

output through Project-Based Learning (PjBL). The combination of digital skills and 

Project-Based Learning (PjBL) can familiarize students with mastering the skills needed 

in the workplace, thus utilizing this concept as an analytical tool in this paper.. 
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3. Results and Discussion 

3.1. Digital Potential and Gap in Indonesia 

Technology has become ingrained in various aspects of people's lives, including 

university students. Sari et al. (2020) found that students regularly use smartphones (more 

than 6–7 hours a day) to gather information or download course materials. Respondents 

in the study noted that the use of mobile devices aids in mastering new material and has 

a positive impact on students' psychological and cultural aspects (Sari et al., 2020). In a 

professional context, technology has become a crucial instrument in supporting the 

operational activities of various institutions, from government agencies to private 

companies. Technological advances have given rise to various digital platforms that can 

support human work. Digital platforms are categorized into various types, such as 

marketplaces or e-commerce, government services, healthcare services, transportation 

services, and information services. 

However, a problem in this context is the gap between graduates' capacities and 

the skills needed in the workforce. According to a World Economic Forum report, 54% 

of workers in Indonesia require retraining to cope with technological change (LPKIA, 

2025). Data from the Smeru Institute also shows the same thing; in 2020, it was found 

that almost half (or 49%) of Indonesian workers were unskilled. They have little exposure 

to simple digital technology. Less than 1% of workers have advanced skills, namely 

workers with digital skills who are usually placed in high-level positions (Smeru Institute, 

2022). Meanwhile, according to the Head of the Agency, for Indonesia to become a 

developed country, the development of nine million digital talents is needed by 2030. 

Currently, Indonesia can only produce between 100,000 and 200,000 digital talents 

annually. Based on the BPSDM Kominfo's own analysis of Indonesia's digital talent 

needs for 2023–2030, there was a gap of approximately three years in digital talent in 

2020, whereas Indonesia ideally needs an increase to 458,043 digital talents per year 

(Komdigi, 2024).  

The need for digital skills in the workplace is quite diverse. According to the Mark 

Institute, various digital skills are required in jobs such as social media officers, data 

analysts, content marketers, and multimedia skills like design and videography (Hira, 

2023). These skills can help make work more efficient. For example, data analysts can 

contribute to various considerations in the policy-making process. On the other hand, 

social media skills can help a company or institution build a positive image. Furthermore, 

multimedia skills are essential in marketing activities, particularly in attracting consumers 

by showcasing visual designs related to a company's or institution's products. In fact, for 

information services, various online media outlets in Indonesia currently use infographics 

to package their news. Creating infographics that meet professional standards requires 

strong multimedia skills. Therefore, graduates and workers must possess at least one or 

more of these skills to compete in the workforce. 

Currently, job trends in Indonesia are shifting from conventional to technology- 

and digital-based jobs. This shift has become increasingly apparent since the COVID-19 
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pandemic. Several studies have shown a shift in consumer behavior from offline to online 

consumption due to various government restrictions (Anatan & Nur, 2023; Rakhmawan, 

2022). This shift requires businesses and individuals to adopt digital media and 

information technology to maintain productivity (Rakhmawan, 2022). This shift 

emphasizes the importance of improving digital skills to meet the requirements for 

digital-era jobs in Indonesia. Furthermore, for Micro, Small, and Medium Enterprises 

(MSMEs), operational digitization is the "best solution" for survival amidst the 

disruptions of the pandemic (Anatan & Nur, 2023). 

Despite the digital divide, Indonesia has significant digital potential. According 

to a survey by the Indonesian Internet Service Providers Association (APJII), the majority 

of Indonesians are connected to the internet, creating a vast digital market. By 2025, the 

total number of Indonesians connected to the internet will reach 229,428,417, or 80.66% 

of the total population. Internet penetration rates have continued to increase, growing 

from 64.80% in 2018 to 80.66% in 2019 (APJII, 2025). Gen Z (89.12%) and Millennials 

(87.8%) have the highest penetration rates, indicating that the digital market is driven by 

the younger generation. Meanwhile, activities supporting the digital economy include 

online transactions (14.95%) and accessing financial services (5.84%) (APJII, 2025). The 

above data implies that technology has become an inseparable part of people's lives, 

especially the younger generation. The majority of users also come from Gen Z (12-27) 

and Millennials (28-43). In other words, users are mostly from people of productive age, 

making the use of digital platforms a crucial element in supporting productivity. 

 

3.2. Strengthening Digital Skills in Project-Based Assignments in Higher 

Education 

Project-based assignments are a term often associated with activities in Project-Based 

Learning (PjBL). The term PjBL, or "project-based learning," is commonly used to 

describe various ways of organizing educational programs. A "project" typically refers to 

a task, or series of tasks, that focuses on a product and lasts for an extended period, 

typically two weeks or more. The final product is crucial, as most school projects 

culminate in a public demonstration or exhibition (EBSCO, 2024). The concept of PjBL 

is widely recognized as originating from the definition provided by Thomas (2005). The 

initial idea originated with John Dewey and was further developed by W.H. Kilpatrick, 

who advocated purposeful activities as a key link in the teaching process and the basis for 

effective learning (Chen & Yang, 2021). PjBL focuses on problem-solving, creativity, 

and real-world applications (Kurniawan et al., 2024). Therefore, learners in this model 

are encouraged to produce and present projects as creatively as possible to hone their 

critical thinking skills (Asfihana et al., 2022). 

Integrating digital skills into Project-Based Learning (PjBL) is a viable approach 

to equip and familiarize students with the use of technology to produce projects. This 

integration does not eliminate conventional models, but rather encourages the use of 

digital skills to maximize existing capabilities. Currently, information dissemination 
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methods are quite diverse, ranging from audio and visual to a combination of both. The 

integration of digital skills into Project-Based Learning (PjBL) is targeted to produce 

high-quality products that meet professional standards. In today's digital era, one of the 

most popular jobs is content creation. Content creator jobs (such as graphic designers, 

video editors, and creative designers) are among the most popular digital products 

produced by the Indonesian industry. During the analysis period of 2021–2025, the 

number of requests for the content/content creation/creative designer/video editor/graphic 

designer categories reached 257,672 (Gayatri et al., 2023). These findings demonstrate 

the growing importance of content creators in various industries. 

Project-Based Learning (PjBL) can help students acquire the skills needed for 

content creator jobs without compromising the core essence of education. Some products 

that can be produced through PjBL related to content include podcasts, infographics, and 

audiovisual displays that can be uploaded to popular platforms like YouTube. This can 

be done by converting learning materials and case studies into content such as podcasts, 

infographics, and videos. This can provide more interactive learning. Various studies 

have found that podcasts can provide better accessibility and flexibility in learning. 

Podcasts are easy to find and can be listened to regardless of time and place, thus 

facilitating learning anytime and anywhere (Mahyani et al., 2022; Sutrisno & Fajar, 

2024). Users can also choose to listen directly or download them to save and listen 

anytime without an internet connection (offline). Podcasts have the advantage of 

providing users or listeners with control (Kesumaningtyas et al., 2022; Mahyani et al., 

2022). Additionally, parents will find podcasts more convenient because they don't 

require a lot of internet data (Mahyani et al., 2022; Sutrisno & Fajar, 2024). Furthermore, 

podcasts save bandwidth due to their small digital file sizes when downloaded and 

uploaded (Mahyani et al., 2022). 

 In a career context, podcast production skills can be beneficial for professionalism 

in the workplace. Numerous podcasts offer educational insights into entrepreneurship, 

from the journey of starting a business to award-winning stories. This content is useful 

for improving theoretical understanding of entrepreneurship, leadership, organizational 

skills, and practical skills (Hutahaean & Juhana, 2024). In general, the cognitive benefits 

of podcasts for students include improving communication and personal relationships. 

These skills are relevant and needed in various professional work environments 

(Hutabarat, 2023). By integrating these skills into PjBL, students can become accustomed 

to creating quality podcasts and absorb the various materials contained within them. This 

way, when students enter the workforce, particularly in the creative industry, they can be 

more adaptable to various tasks assigned by their employers, thus contributing to user 

satisfaction. Furthermore, podcasts can enhance portfolios required during job 

recruitment. Prospective employees with relevant portfolios have added value compared 

to their competitors. 

In addition to podcasts, infographics have become a contemporary medium for 

learning. Infographics are generally defined as the visual display of various data, 
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information, and designs (Budiman & Kodri, 2024) or are also referred to as visual 

representations of collections of data, information, and designs (Budiman & Kodri, 2024; 

Masluhah et al., 2022). Wicaksono, Satria Agung & Pujosusanto (2024) define 

infographics as the display of data, ideas, information, or knowledge through charts, 

graphs, schedules, and other means, so that they can be presented more than just text and 

have a strong and engaging visual impact. Infographics can compact complex data 

without compromising the core substance of the information being presented. 

Infographics present engaging visuals and help audiences understand an explanation 

quickly. 

Infographics, in several studies, have a positive impact on student learning 

outcomes and comprehension. One study was conducted on third-grade students in Arts 

and Crafts Learning in elementary schools. The results showed a significant impact on 

improving student learning outcomes and proven effective in improving student 

understanding of the subject matter (Budiman & Kodri, 2024). This is partly because 

infographics can help students grasp each key point within a learning theme (Tanjung & 

Lubis, 2024). Infographics simplify information through visualization, making it easier 

to understand. This helps students grasp the essence of the information quickly and clearly 

(Sudewi et al., 2025). By understanding the main points in a learning theme, students can 

explore those key points in greater depth and, in turn, improvise on various materials 

related to them. Ultimately, this can promote time efficiency in understanding a material 

without limiting students' creativity and critical thinking. 

Another product of digital skills is a combination of audio and visuals, or video. 

Video products can be uploaded and accessed on popular digital platforms like YouTube 

and Instagram. Videos provide an engaging learning experience because they can display 

illustrations of the material being presented, making it easier for students to understand. 

Additionally, the audio combination can provide a comfortable learning experience for 

students. YouTube has a vast and varied library of instructional videos covering a wide 

range of academic and professional topics. This content can accommodate various 

learning styles and serve as a useful alternative to traditional learning (Hayirli, 2025). In 

fact, various studies have shown the positive impact of YouTube on developing academic 

skills, particularly in English language acquisition among students (Hudri et al., 2025). 

Similar to podcasts and infographics, learning through video platforms like YouTube can 

be done flexibly without being limited by space and time. 

 In the context of this research, producing instructional videos for students can be 

a means of developing their competencies and skills. Instructional videos can enhance 

students' cognitive development, improving their ability to think critically, analytically, 

and creatively (Hayirli, 2025). Furthermore, several studies have found improvements in 

explicitly technology-related skills, such as software learning, after watching YouTube 

videos (Shoufan & Mohamed, 2022). YouTube can also be used as an instrument to shape 

independent and creative student character (Rahmatika et al., 2021). Vlog production and 

role-playing activities also help enhance creativity in learning (Hudri et al., 2025). These 
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various studies demonstrate the benefits of video content production both in learning and 

in honing digital skills. This ultimately leads to optimism that familiarizing students with 

content-based projects can equip them with the skills they will need when entering the 

workforce. This strategy must continue to be encouraged so that students are not only 

competitive in existing jobs but also create new jobs in the digital and related industries. 

Podcasts, infographics, and videos each have their own advantages and disadvantages. 

However, all three are attractive products for learning in the digital age. Furthermore, 

students can utilize various platforms to produce these products, including Corel Draw, 

Canva, and Adobe Premiere. Students' familiarity with these tools can help them hone 

various digital skills, such as design and editing. These are skills that cannot be learned 

instantly, so becoming accustomed to using these tools can improve their professional 

skills. Without eliminating assessment methods such as written exams or paper writing, 

these three products can serve as alternative outputs for assignments. Considering the 

potential and benefits of producing these three types of content, integrating digital skills 

into Project-Based Learning (PjBL) is a strategic move for lecturers and educators. 

 

3.3. Actors' Synergy and Future Job Opportunities 

In this part, the authors analyze the related actors’ role and how digitalization open new 

opportunities in the future. To facilitate analysis, the author created the following mind 

map to categorize various important aspects of this research. 
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Fig 1. Mind Map of Actors' Synergy and Future Job Opportunities in this Digital Era 

Source: Processed by authors from various sources 

 

Digitalization has created new jobs that never existed before. Digital influencer is one job 

clearly related to content creation. Other new job types include software developers, data 

analysts, digital marketers, cybersecurity specialists, and big data analysts (Rosadi & 

Tomy, 2025). The study also shows a growing trend in the digital services sector. The 

digital services sector in Indonesia has shown a rapid increase in the number of workers, 

from 300,000 in 2018, to 500,000 in 2020, and to 750,000 in 2023 (Rosadi & Tomy, 

2025). This data shows that the digital services sector is becoming increasingly strategic 

each year. Therefore, equipping graduates with digital skills is a relevant step. 

Digital skills in content creation are in demand in today's job market. In a digital 

context, these skills are understandably crucial for businesses across various industries, 

especially those seeking to achieve business goals such as increasing brand awareness, 

marketing, generating leads, or increasing profits (Hira, 2023). Both government and 

private institutions view these skills as essential for today's workforce. Nearly every 

government agency, for example, has channels on various social media platforms like 

Instagram and YouTube. This demonstrates the transparency of state institutions with the 

public regarding public information. On the other hand, companies often use social media 
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to market their products and build a positive reputation through various platforms. 

Meanwhile, MSMEs maximize social media to build engagement with consumers. This 

situation illustrates the increasingly central role of social media in various aspects. 

The increase in jobs in the digital services sector demands or increases the demand 

for digital talent. The previous section mentioned the gap between the need for and the 

availability of digital talent in the job market. Therefore, higher education plays a crucial 

role in producing digital talent, ensuring a balance between the demand and supply of 

digital talent. The need for digital talent here is not limited to the availability of majors 

related to digital business, informatics, communication technology, and the like, but also 

includes other study programs that incorporate digital skills into their teaching and 

learning activities. In this context, Project-Based Blended Learning (PjBL) can be an ideal 

model for fostering student creativity and honing their digital skills. A study found that 

the Digital Project-Based Blended Learning (DPBBL) model statistically significantly 

improved critical thinking and problem-solving skills in students (Rahman et al., 2025). 

Furthermore, students with digital skills (ICT skills) are classified according to 

the Indonesian National Qualifications Framework (KKNI) as professional workers with 

complementary and specialist skills (expert group), as well as ICT technicians, analysts, 

and managers (technical and analytical group) (Gayatri et al., 2023). This standardization 

adds value to students with such skills, making it easier for them to find future 

employment, particularly in the digital services sector. As a form of support from 

policymakers, it is necessary to develop an industrial transformation roadmap (as 

implemented in Singapore) that provides information on the impact of technology, career 

paths, required skills, and reskilling options (Jagannathan & Geronimo, 2021). The 

government itself has facilitated this by providing free digital training programs such as 

"Digitalent" to address the challenge of poor digital literacy among teachers and students 

(Rasimin et al., 2024). This program needs to be promoted more widely and inclusively 

to increase the number of beneficiaries. This will foster positive synergy between 

academics and policymakers in improving graduates' digital skills. 

 Despite the numerous opportunities in the digital services industry, graduates with 

advanced digital skills can become entrepreneurs and create new jobs. The Indonesian 

Ministry of Trade noted that the number of e-commerce users in Indonesia has continued 

to increase since 2020, reaching 58.63 million by 2023. They also estimate that the 

number of e-commerce users in Indonesia will continue to increase, reaching 99.1 million 

by 2029 (Indonesian Ministry of Trade, 2024). Consequently, the need for digital talent, 

such as content creators and IT experts, will also increase, leading to a growing and 

strategic number of jobs in the digital industry. 

Furthermore, working as a digital influencer is a promising career because it can be done 

by anyone with affordable capital. According to the latest data, Indonesia ranked fifth in 

the world as the country with the largest number of influencers in 2024, with a total of 

863,000 accounts, or approximately 3.6% of the global total. Indonesia's position is below 

Brazil, the United States, India, and Iran, which top the list (Fadhila, 2025). Meanwhile, 



PROSIDING  
The 7th International Conference on Technology, Education, and Social Science 
“Driving Innovations for Inclusive and Sustainaible Growth: Shaping the Future of 
Education, Law, Agriculture, Food Technology, Economy, Politics, And Society” 
 

Diandra Varalaksita, Dkk     Integrating Digital Skills Into Project-Based….              11 
 

the total number of content creators in Indonesia has reached 17 million, of which 8 

million make this their primary occupation. 63 percent of them earn above the minimum 

wage (UMR) (Hamurwati, 2025). Armed with digital skills acquired through university, 

higher education graduates can try their luck as content creators or digital influencers. 

Modern developments and technological advances in the employment context in 

general have given rise to the so-called "digital nomad" trend, defined as individuals who 

work remotely or online without being tied to a single location. This type of work has 

become popular in Indonesia since the government announced the possibility of hybrid 

work (Pramudya et al., 2024). This allows individuals to work more flexibly, allowing 

them to manage their time independently regarding when and where they work. However, 

there are challenges associated with the so-called gig economy. The gig economy refers 

to a work system in which companies increasingly rely on part-time freelance workers on 

short-term contracts (Jagannathan & Geronimo, 2021). While seemingly flexible, this 

economic model faces various challenges, such as a lack of social protection, excessive 

working hours, and workers not protected by minimum wage guarantees, insurance, or 

collective bargaining agreements (Jagannathan & Geronimo, 2021). In fact, the gig 

economy and labor market informality in general are closely linked to issues of poverty 

and inequality (Sulintang et al., 2024). Therefore, strong synergy between stakeholders is 

needed to produce high-quality and competitive digital talent. This synergy can be 

achieved according to their respective roles, for example, the government as regulator 

and facilitator, the private sector as provider of training and competency enhancement, 

and academics, who play a crucial role in providing theoretical foundations for digital 

skills. This way, the need for digital talent in the Indonesian labor market can be met.  

 

4. Conclusion 

This study concludes that shifting employment trends in Indonesia have increased the 

demand for digital talent. Digital talent, in this case, relates to the criteria for graduates 

who possess expertise in information and technology and multimedia skills. Currently, 

there is a curriculum gap that is one of the reasons why the quality of human resources 

cannot meet the needs of the job market. Therefore, higher education has a crucial role to 

play in addressing this gap. This can be done by adopting and integrating digital skills 

into the curriculum. Furthermore, learning models in Indonesia are now more varied, one 

of which is project-based learning (PjBL). PjBL encourages students to think more 

critically and creatively in producing a product. By integrating digital skills into PjBL, 

students can hone their digital skills to produce content-based products such as podcasts, 

infographics, and audio-visual content relevant to current job trends. However, this 

growing trend also brings challenges that arise in the gig economy with its various risks. 

To achieve superior and resilient human resources in facing these challenges, synergy is 

needed across all actors, including the government as regulator and facilitator, the private 

sector as training and capital providers, and academics, who play a crucial role in 
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producing quality graduates. This synergy is crucial for producing digital talent that 

adapts to shifting employment trends in Indonesia. 
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