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ABSTRACT  ARTICLE INFO 
This research was conducted to improve students 
understanding and learning outcomes through 
classroom action research using picture story media in 
the form of power point. This research was conducted 
in class II SD Negeri Kesamben 02, District Kesamben 
Jombang with a total of 16 students consisting of 10 
boys and 6 girls. This classroom action research uses 
the Cooperative Learning (CIRC) learning model and 
aims to use illustrated story media in Indonesian 
language learning, as an effort to improve students' 
understanding and learning outcomes related to the 
content of fables. Collecting data in this study through 
observation, documentation, and student learning 
outcomes. The data that has been collected was 
analyzed using qualitative and quantitative data 
analysis. The results of this study indicate an increase 
in both learning outcomes and student activity in 
learning. student learning outcomes showed an 
increase as follows: before the increase in the average 
grade of 75% and after the increase to 88%. Then for 
the percentage of students' activeness value in cycle 1 
is 37.7% and in cycle 2 is 62.5%. So it can be concluded 
that learning Indonesian about the content of fables 
through picture story media in the form of power point 
can improve students' understanding and learning 
outcomes. 
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A. Introduction 

Education is a process of forming a complete human being, both physically 

and mentally, intelligently, and with noble character (Rini, 2013). Education can 

also be interpreted as a conscious effort that is carried out systematically in 

creating a teaching and learning atmosphere with the aim that students can 

improve and develop their potential (Nurkholis, 2013). With education, individuals 

will have intelligence, noble character, personality, spiritual strength, and skills that 

can be utilized for themselves and their environment (Sebayang & Rajajuguk, 

2019). 

Education also has an important role, namely improving the quality of human 

resources, realizing general welfare, and educating the nation's life (Hermanto, 

2020). This is in line with what was conveyed (Inanna, 2018), that education plays 

an important role in shaping human resources who are developed, independent, 

responsible, creative, knowledgeable, healthy and have good morals physically 

and spiritually. An intelligent nation must have quality human resources, therefore 

it is very important to maintain and improve the quality of education in order to 

realize human resources that are able to compete with the changes and challenges 

of globalization that are increasingly developing and challenging. 

The education system in Indonesia itself has educational goals that are 

classified into three parts, namely the cognitive, affective and psychomotor 

domains (Magdalena et al., 2020). Children's learning outcomes in the three 

domains. One of the materials studied and taught is Indonesian language material. 

Indonesian language education is one of the important materials to be taught to 

students starting from elementary school with the aim of providing understanding, 

mastery and being able to implement language skills. These language skills 

include reading, writing, listening, and speaking. Because language skills are the 

basis of individuals in communicating, expressing, conveying information and 

capturing information from other people and the environment (Aini, 2020). 

One of the Indonesian language materials taught at the elementary school 

level is understanding the content of fables. Fables are stories about things or 

events that don't make sense, are not true, imaginary about animal life that are told 

like human life (Gusal, 2015). Fairy tales themselves are a means of providing 

interesting teaching to convey various messages of life for children, especially for 

elementary school children and as a means of character education (Purwaningsih 

et al., 2022). Based on the activity of reading fable fairy tales carried out by the 
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grade 2 teacher at SDN Kesamben 02, not all of them were able to understand the 

contents of the fable story. The activities carried out by the teacher are still without 

media so that students are invited to imagine themselves based on the fairy tales 

they hear. After the fable is told by the teacher, then a question and answer activity 

is carried out related to the content of the fable, only a few students are able to 

answer. So this indicates that the fables that have been read are not listened to 

carefully and carefully by students. In addition, listening activities may be less 

interesting for students so that when the fables are read, students do not pay full 

attention. And for learning outcomes in the form of giving questions the results are 

not satisfactory. 

There are external factors that cause the problem of low student learning 

outcomes in understanding the contents of the fable story above. This factor is the 

lack of learning media which ultimately causes students to find it difficult to 

understand the material, not interested, and the class becomes not conducive. This 

is in accordance with what was conveyed by (Wahyuni, 2020), which states that 

70% of student learning outcomes in schools are influenced by students' abilities 

and the remaining 30% is influenced by the environment. Therefore, learning 

outcomes are not only influenced by internal factors, but can also be influenced by 

the external environment. The external environment here is defined in the student 

learning environment related to the quality of teaching or learning carried out by a 

teacher.  

Therefore, the researcher conducted classroom action research to overcome 

the above problems. Referring to the results of research conducted by (Nur’aini & 

Sudianto, 2014), that the use of picture story media can improve student learning 

outcomes by making them more interested during learning activities. Therefore, 

the researchers made use of the use of PowerPoint-shaped picture story media to 

improve student learning outcomes. Indicators used in improving students' 

understanding and learning outcomes individually and classically. The purpose of 

this classroom action research is to use picture story media in the form of 

PowerPoint in Indonesian language learning as an effort to improve students' 

understanding and learning outcomes regarding the content of fables. 

 

B. Method 

This Classroom Action Research was conducted in class 2 of SDN 

Kesamben 02, Kesamben District, Jombang. The number of students as many as 
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16 children. The Classroom Action Research model used in this study is the 

Cooperative Learning (CIRC) model with the Discussion and Demonstration 

method. The focus of this research is on students' understanding and learning 

outcomes through the use of picture story media in the form of Powerpoint by giving 

formative tests at the end of each learning cycle. The research was carried out at 

SDN Kesamben 2 for two meetings or through two cycles. The instruments in this 

classroom action research consist of lesson plans, student books, observation 

sheets, performance or psychomotor assessment sheets in the form of 

presentations and assessment sheets. Cognitive assessment sheets in the form of 

written tests are given at the end of each individual and classical learning cycle. 

The research data was collected using observation, documentation, and test 

techniques. The KKM for Indonesian subjects is 70. Students will be declared 

complete if the score obtained is more than 70. And students are declared 

incomplete if the score obtained is less than 70 or less than the KKM. The collected 

data is then analyzed using quantitative and qualitative data analysis techniques. 

   

C. Result and Discussion 

In the implementation of cycle 1, it takes about 3 hours. By changing the 

learning model from using the lecture method without learning media, changing to 

learning with the lecture method and Cooperative Learning (CIRC) learning model 

accompanied by media in the form of picture stories in the form of PowerPoint, 

questions and answers and demonstrations can improve understanding and 

learning outcomes as well as student activity. From the results of analysis and 

reflection in cycle 1, it turns out that the level of completeness of student learning 

outcomes has not yet reached the limit criteria that have been set. The data 

obtained for the completeness of learning in the implementation of cycle 1 are as 

follows: 

Table 1. Learning Outcomes Through Tests In Cycle I 
No. Aspect Total students Score Description Percentage 

1. Complete 8 (Group 2 dan 4) 85 >70 50% 

2. Not Complete 8 (Group 1 dan 3) 65 ≤ 70 50% 

 
Then observations related to student learning activities in participating in 

Indonesian learning of fable fairy tale material in cycle 1 obtained data that students 

who showed active learning were 6 students or 37.5%. The results of the reflection 

showed that the other 10 students in the question-and-answer activity tended to 

be silent, the teacher chose several students to ask questions, the teacher did not 
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provide opportunities for all students to answer, many students were busy talking 

alone with their friends, some students were busy playing LCD, playing games. 

projector so that the teacher's sharescreen display is not maximally legible, and 

the lack of sense to put yourself forward to present the results of answering 

questions, indicators of complete understanding and student learning outcomes 

have not been met and students who show activeness during learning are only 6 

students with a total of 16 students. 

In the first cycle, there were 50% of students who did not finish studying. 

According to the theory of (Trianto, 2012), which states that a class is declared 

classically complete only if 85% of students complete. When referring to the theory, 

the trial class in cycle I was declared classically incomplete. In addition, based on 

the results of observations, that the actions taken have not been able to make 

students active and focused in receiving learning. Therefore, the researcher 

repeated the action in cycle II to improve learning outcomes that had not yet 

reached the classical complete target. This is justified by (Mulyatiningsih, 2015) 

which states that repetition of actions in classroom action research is important to 

do if the research results have not reached the target desired by the researcher 

and to re-assure whether the results obtained in the previous cycle have been 

successful or not.  

The implementation of cycle II takes 4 hours. After analyzing the results of 

the first cycle, in the implementation of the improvement in the second cycle, the 

researcher tried to perfect the action by optimizing learning in the form of repeated 

playback of the powerpoint picture story media so that students would read and 

listen repeatedly so that students' memories of the contents of the fable story can 

remember more. It turns out that this effort can improve students' understanding 

and learning outcomes for the better from all aspects even though it takes longer. 

These results can be seen from the results of planning, implementation, 

observation and reflection. From the results of the implementation of the second 

cycle, the following data were obtained: 

Tabel 2. Learning Outcomes Through Tests In Cycle II 
No. Aspect Total students Score Description Percentage 

1. 
 

complete 12 (Group 1,2,3) 90 >70 100% 

4 (Group 4) 85 >70 

2. Not Complete - - ≤ 70 0% 

 

Based on the data in the following table, it shows that all or 100% of students 

in the implementation of the second cycle have completed learning. then the class 
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in cycle II can be said to be classically complete. Then regarding the observation 

of student learning activity in participating in Indonesian learning of fable story 

material in cycle II, it was obtained data that in cycle I, students who had shown 

active learning were 6 students or 37.5%. In the second cycle, the score of student 

activity increased by 10 students or 62.5%. The results of the reflection in cycle II 

showed that in the question and answer session the teacher provided an 

opportunity for all students to participate in asking and answering questions, the 

picture story media that was not only given once but many times could make 

students more curious about the contents of the fable story. and finally asked, the 

students were more focused, no one was playing LCD or projector. 

Based on the data obtained in cycle II, the target for the success of the 

desired action by the researcher was achieved. This can be seen from the learning 

outcomes and student activity scores. In the aspect of learning outcomes, when 

referring to the classical completeness theory of (Trianto, 2012), because in this 

cycle all or 100% of students are declared complete, the class can be said to be 

classically complete. In the aspect of student activity, in this cycle the number of 

students who are active in the class is increasing, from only 6 students with a 

percentage of 37.5% to 10 students with a percentage of 62.5%. Therefore, the 

researcher did not repeat the action again. 

 

 

D. Conclusion 

Based on the results of data analysis and the findings obtained in cycles I 

and II, it can be concluded as follows: 1) the use of picture story media in the form 

of power point in understanding the content of fairy tales can improve student 

learning outcomes. The student learning completeness rate in the first cycle is 

50%, and the second cycle is 100%. The average value of students increased by 

13%, namely from the first cycle of 75% to 88% in the second cycle. 2) the use of 

picture story media in the form of power point in understanding the content of fairy 

tales can increase student learning activities. Figures show student learning 

activity in the first cycle of 37.5%, and 62.5% in the second cycle. With students 

actively asking students will understand the material better so that it can affect the 

level of success and completeness of student learning outcomes. Based on the 

results of the research that has been carried out, the researchers suggest to the 

homeroom teacher of grade 2 SDN Kesamben 2 to be able to apply the use of 

media in the form of power points and the use of the CIRC method in providing 
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fable fairy tale material to increase students' reading interest in fable fairy tales and 

student learning outcomes in identifying content. fables in particular. 
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