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ABSTRAK
PENERAPAN MODEL PEMBELAJARAN ROLE PLAYING
UNTUK MENINGKATKAN AKTIVITAS DAN HASIL BELAJAR PESERTA DIDIK
PADA PEMBELAJARAN IPAS DI KELAS V SDK WOLOTOPO 1

Agustina Sura Langkamau

Program Studi Pendidikan Guru Sekolah Dasar, Fakultas Keguruan Dan
Ilmu Pendidikan, Universitas Flores 2025

Email: Langkamauagustina2021@gmail.com

Penelitian ini dilatarbelakangi oleh aktivitas dan hasil belajar peserta didik SDK
Wolotopo 1 yang masih rendah. Untuk mengatasi masalah tersebut maka diterapkan
model pembelajaran Role Playing. Penelitian ini bertujuan untuk mengetahui
bagaimana penerapan model pembelajaran Role Playing dan untuk mengetahui
aktivitas dan hasil belajar peserta didik setelah diterapkan model pembelajaran Role
Playing pada pembelajaran IPAS peserta didik kelas V. SDK Wolotopo 1. Jenis
penelitian yang digunakan adalah Penelitian Tindakan Kelas yang dimulai dengan
siklus pertama yang terdiri dari empat bagian yaitu: perencanaan, pelaksanaan,
observasi, dan refleksi. Teknik pengumpulan data dalam penelitian ini adalah
menggunakan teknik wawancara, observasi, tes, dan dokumentasi. Hasil penelitian
dilihat dari observasi aktivitas guru pada siklus I dengan presentase 70,58% dan
siklus II diperoleh presentase 95,58%. Aktivitas peserta didik siklus 1 dengan
presentase 60,18% dan pada siklus II 86,42%. Sedangkan hasil belajar peserta didik
pada siklus I diperoleh presentase sebesar 61,53% dan pada siklus II diperoleh
presentase 100%. Berdasarkan hasil tersebut menunjukan bahwa model
pembelajaran Role Playing dapat meningkatkan aktivitas dan hasil belajar peserta
didik.

Kata kunci : Model Role Playing, Aktivitas belajar, Hasil belajar.
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ABSTRACT

APPLICATION OF ROLE PLAYING LEARNING MODEL
TO IMPROVE STUDENTS' ACTIVITIES AND LEARNING OUTCOMES
IN SCIENCE LEARNING CLASSV SDK WOLOTOPO 1

Agustina Sura Langkamau
Elementary School Teacher Education Study Program, Faculty of Teacher

Training and Education, University of Flores 2025

Email: Langkamauagustina2021@gmail.com

This research is motivated by the activities and learning outcomes of SDK
Wolotopo 1 students who are still low. To overcome this problem, the Role Playing
learning model is applied. This study aims to find out how the Role Playing learning
model is applied and to find out the activities and learning outcomes of students
after the application of the Role Playing learning model in science learning studies
for grade V students of SDK Wolotopo 1. The type of research used is Classroom
Action Research which begins with the first cycle which consists of four parts,
namely: planning, implementation, observation, and reflection. The data collection
technique in this study is using interview, observation, test, and documentation
techniques. The results of the study were seen from the observation of teacher
activities in the first cycle with a percentage of 70.58% and the second cycle
obtained a percentage of 95.58%. The activity of students in the first cycle with a
percentage of 60.18% and in the second cycle 86.42%. Meanwhile, the learning
outcomes of students in the first cycle were obtained with a percentage of 61.53%
and in the second cycle a percentage of 100%. Based on these results, it shows that
the Role Playing learning model can improve students' activities and learning
outcomes.

Keywords: Role Playing Model, Learning Activities, Learning Qutcomes.
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