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INTISARI

Istilah pelatihan berbasis kompetensi muncul sebagai akibat adanya
ketidaksepadanan (mismatch) antara supply lulusan lembaga pendidikan dan
lembaga pelatihan dengan demand (kebutuhan) pasar kerja/industri. Standar
kompetensi/skema sertifikasi kemudian akan dijadikan sebagai acuan oleh
lembaga diklat untuk mengembangkan paket pembelajaran/pelatihan dan
sertifikasi kompetensi dilakukan untuk memastikan kualitas tenaga kerja industri
sesuai kebutuhan dan persyaratan industri

BDI Denpasar beserta stekeholder telah menyusun beberapa program
pelatihan berbasis kompetensi. Salah satu program pelatihan yang telah dirancang
dan diselenggarakan oleh BDI Denpasar adalah pelatihan Pembuatan Gerak 3
Dimensi. Diklat tersebut merupakan diklat 3 in 1 bertujuan untuk menciptakan
SDM yang berkompetensi sesuai Standar Kompetensi Kerja Nasional Indonesia
(SKKNI) bidang Animasi yang telah ditetapkan pada Keputusan Menteri
Ketenagakerjaan RI No: 400 Tahun 2014.

Menyadari akan pentingnya keahlian pembuatan gerak animasi 3D dalam
industri animasi. Oleh karena itu penulis mengikuti program sertifikasi tersebut
guna mengembangkan potensi yang dimiliki serta bisa menyesuaikan kompetensi
dengan standar industri animasi di Indonesia.

Kata kunci: BDI Denpasar, Kompetensi.
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ABSTRACT

The term competency-based training emerged as a result of a mismatch

between the supply of graduates from educational institutions and training

institutions and the demand for the labor market/industry. Competency

standards/certification schemes will then be used as a reference by education and

training institutions to develop learning/training packages and competency

certification is carried out to ensure the quality of industrial workforce according

to industrial needs and requirements

BDI Denpasar and its stakeholders have developed several competency-

based training programs. One of the training programs that have been designed

and organized by BDI Denpasar is the 3D Motion Creation training. The training

is a 3 in 1 training aimed at creating competent human resources according to the

Indonesian National Work Competency Standards (SKKNI) in the field of

Animation which have been stipulated in the Decree of the Minister of Manpower

of the Republic of Indonesia No: 400 of 2014.

Recognizing the importance of 3D motion animation skills in the

animation industry. Therefore, the authors took part in the certification program

in order to develop their potential and be able to adjust their competencies to the

standards of the animation industry in Indonesia.

Keyword: BDI Denpasar, competence.
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