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PENERAPAN LEARNING ANALYTICS PADA WEB PEMBELAJARAN 

INTERAKTIF FRAMEWORK CSS TAILWIND DASAR DENGAN MODEL 

TUTORIAL (Oleh: Taufik Raihandani; Pembimbing: Novan Alkaf Bahraini 

Saputra; Muhammad Hifdzi Adini 2026; 97 halaman) 

ABSTRAK 

Dalam pembelajaran pemrograman web, pengguna berinteraksi dengan materi, 

kode, latihan, dan hasil tampilan pada peramban. Pada web pembelajaran, aktivitas 

tersebut dapat direkam sebagai data progres, percobaan, durasi belajar, hasil kuis, 

hasil evaluasi, dan status ketuntasan. Agar data tersebut dapat digunakan untuk 

pemantauan pembelajaran, diperlukan penerapan learning analytics yang mengolah 

dan menyajikannya sebagai informasi bagi pengguna dan pendidik. Penelitian ini 

bertujuan menerapkan learning analytics pada web pembelajaran interaktif 

framework CSS Tailwind dasar dengan model tutorial serta mengetahui validitas 

materi dan media yang dikembangkan. Penelitian menggunakan metode Research 

and Development dengan model DDD-E yang meliputi Decide, Design, Develop, 

dan Evaluate. Data dikumpulkan melalui angket validasi yang melibatkan dua ahli 

materi dan dua ahli media. Web dikembangkan menggunakan HTML, CSS, 

Tailwind CSS, JavaScript, PHP, Laravel, MySQL, Ace Editor, Monaco Editor, 

Chart.js, dan SweetAlert2. Fitur utama mencakup materi bertahap, contoh kode, 

simulasi, latihan, praktik berbasis tugas, code editor, live preview, kuis, evaluasi, 

umpan balik, pengulangan, pengaturan akses, dan dashboard learning analytics. 

Dashboard menyajikan progres, penyelesaian praktik, jumlah percobaan, durasi 

belajar, skor, aktivitas terakhir, dan ketuntasan. Hasil validasi ahli materi mencapai 

74,84% dengan kriteria tinggi, sedangkan validasi ahli media mencapai 81,48% 

dengan kriteria sangat tinggi. Hasil tersebut menunjukkan bahwa web memenuhi 

kriteria valid dan dapat menjadi alternatif pembelajaran mandiri serta sarana 

pemantauan aktivitas belajar. Penelitian ini terbatas pada validasi ahli dan belum 

mengukur kepraktisan serta efektivitas pada pengguna sasaran. 

Kata kunci: DDD-E, learning analytics, media pembelajaran interaktif, model 

tutorial, tailwind CSS. 
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IMPLEMENTATION OF LEARNING ANALYTICS IN AN INTERACTIVE 

WEB-BASED LEARNING MEDIA FOR BASIC TAILWIND CSS USING A 

TUTORIAL MODEL (By: Taufik Raihandani; Supervisors: Novan Alkaf Bahraini 

Saputra; Muhammad Hifdzi Adini, 2026; 97 pages) 

ABSTRACT 

In web programming instruction, users interact with learning materials, code, 

exercises, and browser-based visual outputs. Within a learning website, these 

activities can be recorded as data on progress, attempts, learning duration, quiz 

results, evaluation results, and completion status. To support learning monitoring, 

learning analytics is applied to process and present the data as meaningful 

information for users and instructors. This study aims to apply learning analytics to 

an interactive learning website for basic Tailwind CSS using the tutorial model and 

to determine the validity of the developed content and media. The study employed 

a Research and Development method using the DDD-E model, which consists of 

Decide, Design, Develop, and Evaluate stages. Data were collected through 

validation questionnaires involving two subject matter experts and two media 

experts. The website was developed using HTML, CSS, Tailwind CSS, JavaScript, 

PHP, Laravel, MySQL, Ace Editor, Monaco Editor, Chart.js, and SweetAlert2. Its 

main features include structured learning materials, code examples, simulations, 

exercises, task-based practices, a code editor, live preview, quizzes, evaluations, 

feedback, repetition, learning access settings, and a learning analytics dashboard. 

The dashboard presents learning progress, practice completion, number of attempts, 

learning duration, scores, recent activities, and completion status. Subject matter 

validation achieved 74.84%, categorized as high, while media validation achieved 

81.48%, categorized as very high. These results indicate that the website meets the 

validity criteria and can serve as an alternative for independent learning and 

monitoring learning activities. This study was limited to expert validation and did 

not assess its practicality or effectiveness with target users. 

Keywords: DDD-E, interactive learning media, learning analytics, tailwind CSS, 

tutorial model. 
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