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INTISARI

Proses belajar mengajar merupakan komponen utama dalam keberhasilan
pendidikan, bertujuan mengembangkan potensi individu secara optimal. Namun,
banyak siswa di Indonesia menghadapi berbagai tantangan, termasuk kesulitan
dalam mengenali gaya belajar yang sesuai dan rendahnya produktivitas belajar.
Faktor internal, seperti motivasi dan pemahaman metode belajar, serta faktor
eksternal, seperti manajemen waktu dan gangguan digital, turut memengaruhi
pembelajaran. Kondisi ini diperparah dengan meningkatnya penggunaan media
sosial dan aplikasi hiburan yang mengurangi fokus siswa.

Penelitian 1ini bertujuan mengembangkan sebuah website berbasis
teknologi digital yang memberikan rekomendasi gaya belajar serta tips
produktivitas yang disesuaikan dengan kebutuhan individu. Platform  ini
memanfaatkan sistem berbasis aturan (rule-based) untuk menyusun rekomendasi
personal sesuai dengan karakteristik gaya belajar dan kebutuhan produktivitas
siswa. Melalui website ini, siswa dapat mengakses panduan belajar, termasuk
strategi produktifitas lainnya.

Hasil dari penelitian ini diharapkan dapat membantu siswa di semua
jenjang pendidikan dalam mengenali gaya belajar mereka, meningkatkan
motivasi, dan mengoptimalkan produktivitas belajar. Dengan memanfaatkan
teknologi digital sebagai media pendukung, penelitian ini berkontribusi pada
pengembangan solusi inovatif untuk menghadapi tantangan pembelajaran di era

modern.

Kata kunci: gaya belajar, produktivitas belajar, teknologi digital, website

edukasi, sistem berbasis aturan.
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ABSTRACT

The teaching and learning process is a key component of educational
success, aimed at developing individual potential optimally. However, many
students in Indonesia face various challenges, including difficulties in identifying
suitable learning styles and low learning productivity. Internal factors, such as
motivation and understanding of learning methods, as well as external factors like
time management and digital distractions, significantly affect learning
effectiveness. These conditions are exacerbated by the increasing use of social

media and entertainment applications, which reduce students' focus.

This study aims to develop a digital technology-based website that
provides learning style recommendations and productivity tips tailored to
individual needs. The platform utilizes a rule-based system to generate
personalized recommendations based on students' learning style characteristics
and productivity requirements. Through this website, students can access

structured learning guides, including other productivity strategies.

The results of this research are expected to assist students at all
educational levels in identifying their learning styles, enhancing motivation, and
optimizing learning productivity. By leveraging digital technology as a supportive
medium, this study contributes to the development of innovative solutions to

address learning challenges in the modern era.

Keyword: learning styles, learning productivity, digital technology, educational

website, rule-based system.
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