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I ABSTRAK 

Abel. Naim Telaull\baaua. Peningkatan H.asil Belajar Siswa Melalui Penerapan 
Model RD!e Playing di K.elas II-A SO Negeri 10047 Sei Alim Ulu K.abupaten 
Asahan. Tesis. Program Pascuarjana Universitas Negeri Medan. 2011. 

Penelitian ini didasark.an pada rendahoya hasil bela jar siswa kelas Il·A SO 
Negeri 010047 Sei Alim Ulu pada bc:berapa kompetensi dasar yang disebabkan 
oleh orientasi pembc:lajaran masih berpusat pada gt~ru, metodologi yang 
didominasi ekspositori, dan pendekatan y1111g masih bmifat telcsrua/. Penelitian 
ini bc:rtujuan untuk mengetahui peningkatan basil belajar siswa dengan 
menerapkan model role playing pada pembelajaran tema "Aktivitas Keluarga" 
yang mengaitk!Ul beberapa kompetensi dasar dar! mata pelajaran PKn, Bahasa 
Indonesia, Matematika, dan IPS. 

Penelitian ini merupakan penelitian tindakan kelas yang dilaksanakan 
dalam dua siklus. Siklus pertama dilaksanak.an da\am empat kali pertemuan dan 
sik\us kedua dengan dua k.ali pertemuan. Setiap pmemuan beralokasi wak:tu 6x35 
menit. Setiap siklus dilalui dengan kegiatan perencanaan tindalcan, pelaksanaan 
tindakan, observasi proses dan basil be\ajar, serta kegiatan retleksi. 

Setelah data dikumpulk.an melalui observasi dan ulangan harlan serta 
dianalisis, indikator keberh.asilan tindakan telah tercliP&i secara signiftbn pada 
siklus kedua. Berdasark.an indib.tor kebertwilan tindakan diperoleh hasil 
penelitian beCllpa keterlak58Jlaan model role playing dan peningkatao hasil belaj ar 
slswa. Kcterlaksanaan model role playi11g pada pembelajaran tema "Aktivitas 
Keluarga" di kelas 1!-A SD Negeri OIOQ47 Sei Alim Ulu Kecamatan Air Batu 
Kabupaten Asahan tahum pelajaran 20101201 I bericategori "baik", yairu tahapan· 
tahapan dan aktivitas setiap tabapan dal.am struktur pembelajaran role playing 
terlalcsana dengan beoar dan sesuai urutan. Kategoti ini diperoleh dari basil 
konversi nilai observasi keterlalcsanaan model role playing yaitu rata-rata nilai 92 
pada siklus I dan 97 pada sildus 11. Peningkatan basil belajar yang diperoleh 
melalui nilai ulangan harlan beberapa kompetensi dasar cukup signifikan dengan 
penerapan model rule playing pada pembelajanm tema "Aktivitas Kehwga", 
yaitu: I) rata-rata nilai KD 3.2 Me11ghory.ai suara rerbanyak (mayoritru) pada 
mata pe\ajaran PK.n adalah 86,4.6 dengan ketunwan 90%; 2) rata-rata nilai K.D 
5.2 MenceritaJ:an kemb<Jii isi dongeng yang ditkngomya pada mata pelajaran 
Bahasa Indonesia adalah 80,71 dengan ketuntasan 87o/o; 3) rata-rata nilai KD 6.1 
Mendesh'ipsik.an tumbuhon atau binatang di ~kittll' .resuai ciri-cirinya dengan 
mengguMk.an kalimat yang rrtu.dah clipahami orang lain pada mata pelajaran 
Bahasa Indonesia adalah 80,26 dengan ketwllasan 82~; 4) rata-rata nilai KD 3.2 
Melalcukan pembagian bilangan dua anglco pada roata pelajaran Materoatik.a 
adalah 93,33 dengan ketuntasan 92%; dan 5) rata-rata nilai KD 2.1 
Mendeslr:rip.sikon kcdudukan dan pcran anggora keluarga pada mata pelajaran IPS 
adalah 84,67 dengan ketuntasan 92%. 



ABSTRACT 

Abd. Naim Tela11mbanur.. Using Role Playing Model to improve students' 
learning achievemenl of grade Jl-A in SD Negeri 10047 Sei Alim Ulu Kabupaten 
Asahan. Thesis. Postgraduate Program of Stale University ofMedan. 201!. 

The study has been done due to the low achi~vcment of the students of 
grade ll·A in SD Negeri 10047 Sei Alim Ulu in some basic com~tence. It was 
caused by learning orientation used in class is teac~r-«ntered learning and 
dominated with expository and textual approtlch. 'Ibis Sl\ldy aimed to improve 
students' learning achievement by using Role Playing Model for leaming about 
"Family's Activities" which related to some basic competence in some subjects 
which are Civic Studies, Indonesian Studies, Mathematics, and Social Studies. 

This study was classroom action research (CAR) which was done with two 
cycles. The first cycle was done with four m~:eti.ngs while the second cycle was 
Only twO meetings.. The time allotment for the first cycle iS 6 X J5 ffi in Utes. each 
cycle had the four components of CAR which were lesson planning, 
implementing, observing and reflecting. 

After collecting data by using observation and having daily test which was 
analyzed, the success indicator was achieved in the second cycle. The success 
indicator shown that Role Playing Model was applied and there was an 
improvement of students' achievement The application of Role Playing Mode! in 
learning theme "Family Activities" for grade II-A in SO Negeri 10047 Sei A lim 
Ulu Kabupaten Asahan academic year 20101201 I was categorized "good". It 
meant that the steps and activities in each component were done well and in 
sequence. The category was produced from convening the score is 92 as the 
average score of the first cycle and 97 as the average score of ~ond cycle. 111e 
improvement of the acllie.,.ement was taken from daily tests of some basic 
competence which is ~ignificant 'With the application or Role Playing Model for 
theme "Family Activities''. Here they ilte: 1) the average score of ~>elsie 

competence 3.2 "to respect the majority vt>te" in Ci.,.ic Studies was 86.46 and 
exceeding the grade level expectation 90%; 2) the a"c:rage score of basic 
competence 5.2 ''to retell stories that you have beard" in Indonesian Studies was 
80.71 and e:ot=ding the grade level expectation 87%; 3} ) the average score of 
basic competence 6.1 "10 describe the characteristics plants or animals using a 
sentence that was easily to understand" in Indonesian Srudies was 80.26 and 
exceeding the grade level expectation 82%; 4) ) the average score of basic 
competence 3.2 "to divide two digits of numbers" in Mathematics was 93.33 and 
exceeding the grade level expectation 92%; and 5) ) the average score of basic 
competence 2.1 "to describe the position and roles of each memher of family" in 
Social Studies was 84.67 and exceeding the grade level expectation 92%. 


