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ABSTRACT  ARTICLE INFO 

Mathematics is a field of study whose study is 
global so it is always available and needed in other 
fields of study as well as in the application of 
everyday life. Therefore, it is important for students 
to understand mathematics. The background of 
the problem in this research is the low mathematics 
learning outcomes of class II students at SDN 
Sumobito 1 Jombang. The purpose of this 
research is to improve students' mathematics 
learning outcomes through the application of role 
playing models. The required data were taken by 
using the methods of tests, interviews, 
observation, and documentation. The collected 
data was then analyzed using quantitative 
descriptive analysis techniques. The result of the 
research is that there is an increase in the number 
of students who complete before arriving after the 
action. Before the action, the percentage of 
students who completed the first cycle was 12.5% 
and after being given the action in the second cycle 
it became 93.75%. The average learning 
outcomes also increased from 46.25 initially, after 
the action in the second cycle to 84.37, this shows 
the role playing learning model can improve 
mathematics learning outcomes for second grade 
students at SDN Sumobito. 
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A. Introduction 

Learning is the process of student interaction with teachers and learning 

resources in the learning environment so as to help students learn better 

(Djamaluddin, 2019). Self-study means the progress of changing one's behavior 

(Rohmah, 2017). Learning can also be interpreted as changes that occur in the 

ability of attitudes or changes in student behavior due to experience or training 

(Emda, 2017). From these two definitions, it can be concluded that learning is a 

process of training and providing experience that aims to change a person's 

attitude and behavior in a certain direction. Therefore, good learning should be 

held interactively, inspiring, fun, and motivating students to participate actively so 

that the learning process can run optimally. 

Often we see students who are lazy, sleepy, and bored to follow lessons, 

especially when learning mathematics. One of the contributing factors is because 

students always think mathematics is a very difficult subject, so they are not 

enthusiastic or even afraid to take mathematics lessons (Kholil & Sulfiani, 2020). 

The reason students are afraid and lazy to learn mathematics is the lack of 

knowledge about the benefits of the mathematical material they learn in everyday 

life. Whereas mathematics is a global study of science that is always there and 

needed in the study of other sciences (Kamarullah, 2017). In addition, a good 

understanding of mathematics can improve one's ability to understand lessons 

faster and can train thinking to be more rational, critical, logical, analytical, and 

systematic (Waskitoningtyas, 2016). 

Efforts to be made to improve mathematics learning outcomes are to make 

mathematics learning more meaningful and fun (Gazali, 2016). One of them is to 

apply a fun learning model and make students active in class. Fun and active 

learning models for example with game-based learning models or role playing can 

make students more enthusiastic about learning (Trinova, 2012). 

Based on a preliminary study conducted by researchers on second grade 

students of SDN Sumobito I, teachers have not been able to provide meaningful 

and fun mathematics learning so that students feel comfortable and fun when 

learning mathematics. Learning is monotonous and students tend to only listen to 

the teacher's explanation and respond without asking questions. Mathematics 

learning that only runs in one direction and monotonous and unpleasant learning 

activities cause student learning outcomes in the class to be low (Abdillah, 2015). 
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Therefore, researchers conducted classroom action research by applying a 

role playing learning model to improve mathematics learning outcomes for class II 

students at SDN Sumobito 1. The role playing learning model itself is a learning 

model in which students are assigned to play a character in the material whose 

implementation process is designed in such a way. likeness by the teacher 

(Tarigan, 5 C.E.). This role playing model has advantages such as making students 

better understand and remember the material used as drama material, increasing 

student activity and creativity in class, increasing students' sense of collaboration 

and communication skills, and training students' responsible attitudes (Yanto, 

2015). This learning model is expected to provide a meaningful and fun 

mathematics learning experience for students. 

 

B. Method 

The type of research used in this Classroom Action Research (CAR) uses a 

collaborative research type. Collaborative CAR is a form of collaboration with 

school principals, class teachers, and peers who have roles and responsibilities to 

achieve goals and examine actual problems faced by teachers and students during 

classroom learning activities (Zulfiani et al., 2016). This type of research was 

chosen according to the problems that occur in the practice of learning in the 

classroom, namely the lack of student learning outcomes. The research design 

used in this study uses the Suharsimi Arikunto cycle model which consists of 

planning, implementing, observing, and reflecting (Arikunto, 2016). Data collection 

techniques used in the study consisted of observation, interviews, and 

documentation, with data analysis using quantitative data analysis techniques, 

namely data in the form of numbers or numbers. Quantitative data is obtained 

through student learning outcomes which will be analyzed descriptively to 

determine the improvement of student learning outcomes in the material of 

currency value equality using the role playing learning model. The increase in 

student learning outcomes can be seen from the comparison results when cycle 1 

and cycle 2. The tools for data analysis are in the form of pretest and posttest, with 

a maximum score for each test which is 100 points. 
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C. Result and Discussion 

Cycle I 

This research was conducted in the even semester of the 2022 academic 

year. The location or place of the research was conducted at SDN Sumobito 1, 

Jombang. Second grade students at SDN Sumobito 1 with a total of 16 students 

consisting of 8 male students and 8 female students who are taking mathematics 

courses with the basic competence of "explaining the value and equality of 

currency fractions". 

Based on the results of the first cycle of research, the actions taken consisted 

of action planning, action implementation, observation, and reflection which were 

carried out on Saturday, May 21, 2022 in class II SDN Sumobito 1 Jombang. At 

the beginning of the activity, the teacher gave a pretest. Based on the results of 

the Pretest cycle I, only 2 students were declared "Completed" or 12.5%, while 14 

students were stated to be "Not Complete" with a percentage of 87.5%. The 

completeness standard uses the minimum school completeness criteria, which is 

70. The average learning outcome in the class is 46.25. Based on the mastery 

learning theory from (Trianto, 2012), which says that a class is said to be classically 

complete if the number of students has completed at least 85%, then this class 

when viewed from the results of the pretest shows incomplete criteria. This shows 

that there are still many students who have difficulty in learning. The following table 

shows the pre-test (pre-test) to see the learning needs of the currency value 

equivalence material for the second grade students of SDN Sumobito 1 Jombang. 

After the pretest, the teacher forms groups of students, each consisting of 8 

people, to act out the scenarios that have been prepared. After completing the role 

play, students were given a written test that had been prepared by the researcher. 

The preliminary and closing activities are not much different from the lesson plan. 

At the end of the first cycle of learning, students are given a post test which aims 

to see the results of the given action.  

Based on the post test of the first cycle, it can be seen that 7 students have 

a percentage of 43.75% of students who are "completed", while 9 students have a 

percentage of 56.25% of students who are "not completed". In this first cycle, the 

students' average score was 60.62. Learning outcomes from this posttest, it is seen 

that there is an increase in the number of students who complete learning and the 

average student learning outcomes. This shows an increase in student learning 

outcomes after taking action. However, the results of this increase still cannot be 
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categorized as classically complete. Therefore, the action will be repeated in cycle 

II. This is in accordance with what was conveyed (Mulyatiningsih, 2015), which 

said that repetition of actions in classroom action research can be done if the 

results in the previous cycle have not reached the desired target and the 

researcher wants to find out more about the impact of the actions taken. fix things 

that are lacking based on observations from the observer. 

In this study, there were two observers who were colleagues of the 

researcher, while the researcher himself acted as a model teacher. Based on the 

results of observations, the results obtained that the teaching quality of educators 

is in the good category. However, there are several points of input from the 

observer that can be considered for repeating actions in cycle II, namely making 

fewer student group members, adding currency nominal media, and conveying 

learning objectives at the beginning of learning. 

Cycle II 

 At the stage of implementing the action activities, Cycle II took place the 

same as Cycle I. The difference was the division of groups by the teacher. In the 

first cycle, they were divided into 2 groups of 8 students each, while in the second 

cycle, the teacher divided the students by pairing with a classmate. The teacher 

continues to carry out the pretest and posttest before and after the action 

In the results of the Pre-Test cycle II that was carried out, it was found that 

only 10 students were blind with a percentage of 62.50%, while 6 people were 

declared to be still incomplete with a percentage of 37.5%. From these data, 

because the number of students who finished studying was still below 85%, the 

class could not be said to have completed learning. There is also the average 

pretest result in the second cycle, which is 69.38%. This average result indicates 

that there is an increase between the pretest cycle I, posttest cycle I, and pretest 

cycle II but cannot be said to be complete classical. 

At the end of the second cycle of learning, as in the first cycle, students are 

given a post test which aims to see the results of the given action. Based on the 

second cycle post test conducted, 15 students completed with a percentage of 

93.75%, while as many as 1 other student did not complete with a percentage of 

6.25%. This shows that the class has completed classically because the number 

of students who have completed has exceeded 85%. Other data, namely the 

average data on learning outcomes shows a score of 84.37. This shows a 

significant increase in average learning outcomes from the pretest cycle I, which is 
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46.25 to the posttest cycle II of 60.62 then to the pretest cycle II of 69.38, until 

finally in the posttest cycle II it reaches 84.37. There are also observations in cycle 

II that show very good criteria. 

 

D. Conclusion 

Learning with the Role Playing learning model assisted by learning media 

can improve mathematics learning outcomes for class II students at SD Negeri 

Sumobito 1. This is evidenced by the increasing number of students who 

completed from the beginning before the action was taken by 12.5% in the pretest 

cycle I with the classical incomplete category. to 93.75% in the posttest cycle II 

with the classical complete category. In addition, it can also be seen from the 

increase in the average student learning outcomes before taking the action from 

46.25 in the first cycle pretest to 84.37 in the second cycle posttest. 
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