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ABSTRAK 

Hermawan, Hery.2024.  Pembelajaran Role Playing Berbantuan Media Wayang Kertas Untuk  

Meningkatkan Hasil Belajar Pendidikan Pancasila  Kelas IV SDN Mekar Raya. Skripsi Program 

S-1 Pendidikan Guru Sekolah Dasar. Fakultas keguruan dan Ilmu Pendidikan. Universitas 

Nahdlatul Ulama Kalimantan Selatan. Pembimbing (I) M. Hafiz Fathony, M.Pd. Pembimbing 

(II) Siti Rahmah, M.Pd. 

Kata-kata Kunci :  Hasil Belajar, Pendidikan Pancasila, Role Playing, Media Wayang Kertas. 

Permasalahan yang dihadapi di SDN Mekar Raya adalah hasil belajar siswa mata pelajaran 

pendidikan Pancasila Kelas IV kurang optimal karena kurangnya keterlibatan siswa dalam proses 

pembelajaran, metode pengajaran yang tidak menarik, siswa kurang aktif. Oleh sebab itu, perlu 

dilalukan inovasi pembelajaran menggunakan model Role Playing  berbantuan media wayang kertas. 

Penelitian ini menggunakan pendekatan penelitian kualitatif dan kuantitatif dengan jenis 

Penelitian Tindakan Kelas. Penelitian dilaksanakan dalam satu siklus dengan tiga pertemuan. Setiap 

pertemuan terdiri dari 4 tahap yaitu perencanaan, pelaksanaan, pengamatan, dan refleksi. Setting 

penelitian di SDN Mekar Raya, siswa kelas IV yang sejumlah 24 siswa terdiri dari 16 siswa laki-laki 

dan 8 siswa perempuan. Pengumpulan data dilakukan dengan observasi. Pendekatan dalam penelitian 

ini adalah pendekatan campuran  yaitu pendekatan kuantitatif dan kualitatif. Jenis penelitian yang di 

gunakan adalah penelitian kelas. Penelitian ini di kelas IV SDN Mekar Raya di kelas, di kelas IV SDN 

Mekar Raya adalah sebanyak 24 siswa. Faktor-faktor yang di teliti aktivitas guru, aktivitas siswa dan 

Hasil belajar. Jenis data kualitatif dan kuantitatif dengan teknik pengelolaan dan analisis data, di peroleh 

hasil observasi dan wawancara. Data diperoleh dari persentase dari persentase dan ketuntasan belajar 

yaitu berupa nilai siswa. Indikator keberhasilan yaitu apabila hasil belajar siswa memenuhi ketuntasan 

individu yaitu ≥ 65 dengan ketuntasan ≥66%. Aktivitas guru dan siswa minimal berkriteria baik/aktif. 

Hasil penelitian yang diperoleh pada aktivitas guru dalam kegiatan pembelajaran yaitu pada 

siklus I pertemuan satu yaitu 16, pertemuan kedua yaitu 17 dan pertemuan tiga yaitu 18. Persentase 

aktivasi siswa pada siklus I pertemuan satu mencapai 50%, pertemuan dua mencapai 58%, dan 

pertemuan ketiga 70%. Ketuntasan hasil belajar siswa Siklus I pada pertemuan satu mencapai 50% dan 

meningkat pada pertemuan tiga 70%. Hal ini menunjukkan bahwa sudah tercapainya indikator 

keberhasilan yang telah ditatapkan sebelumnya. 

Berdasarkan temuan hasil tersebut dapat disimpulkan bahwa dengan menggunakan  Model Role 

Playing Berbantuan Media wayang kertas dapat Meningkatkan Hasil Belajar Muatan Pendidikan 

Pancasila dan Kewarganegaraan pada Siswa Kelas IV SDN Mekar Raya pada tahun ajaran 2023/2024. 

Berdasarkan temuan hasil penelitian ini dapat diharapkan kepada guru agar menggunakan model Role 

Playing dan Media wayang kertas sebagai salah satu alternatif dalam upaya memudahkan proses 

pembelajaran sehingga hasil belajar siswa akan meningkat. 

 

 

 

 

 

 

 

 

 



ABSTRACT 

Hermawan, Hery. 2024.  Role Playing Learning Assisted by Paper Puppet Media to Improve 

Learning Outcomes in Class IV Pancasila Education at SDN Mekar Raya. Primary 

School Teacher Education Bachelor's Thesis. Faculty of Teacher Training and Education. 

Nahdlatul Ulama University, South Kalimantan. Supervisor (I) M. Hafiz Fathony, M.Pd. 

Supervisor (II) Siti Rahmah, M.Pd. 

Keywords: Learning Outcomes, Pancasila Education, Role Playing, Paper Puppet Media. 

The problem faced at SDN Mekar Raya is that the learning outcomes of students in 

Class IV Pancasila education subjects are less than optimal due to a lack of student involvement 

in the learning process, uninteresting teaching methods, students are less active. Therefore, it 

is necessary to carry out learning innovations using the Role Playing model assisted by paper 

puppet media. 

This research uses a qualitative and quantitative research approach with the type of 

Classroom Action Research. The research was carried out in one cycle with three meetings. 

Each meeting consists of 4 stages, namely planning, implementation, observation and 

reflection. The research setting was at SDN Mekar Raya, there were 24 class IV students 

consisting of 16 male students and 8 female students. Data collection was carried out by 

observation. The approach in this research is a mixed approach, namely a quantitative and 

qualitative approach. The type of research used is classroom research. This research was in 

class IV at SDN Mekar Raya in class, in class IV at SDN Mekar Raya there were 24 students. 

The factors examined were teacher activity, student activity and learning outcomes. Types of 

qualitative and quantitative data with data management and analysis techniques, obtained from 

observations and interviews. Data is obtained from the percentage of the percentage and 

learning completeness, namely in the form of student grades. The indicator of success is if the 

student's learning outcomes meet individual completeness, namely ≥ 65 with ≥66% 

completeness. Teacher and student activities have at least good/active criteria. 

The research results obtained on teacher activity in learning activities were in cycle I, 

meeting one, namely 16, meeting two, namely 17, and meeting three, namely 18. The 

percentage of student activation in cycle I, meeting one, reached 50%, meeting two reached 

58%, and meeting three. 70%. Completeness of Cycle I student learning outcomes at meeting 

one reached 50% and increased at meeting three to 70%. This shows that the success indicators 

that have been set previously have been achieved. 

Based on these findings, it can be concluded that using the Role Playing Model Assisted 

by Paper Puppet Media can improve the Learning Outcomes of Pancasila and Citizenship 

Education Content in Class IV Students at SDN Mekar Raya in the 2023/2024 academic year. 

Based on the findings of this research, it can be hoped that teachers will use the Role Playing 

model and paper puppet media as an alternative in an effort to facilitate the learning process so 

that student learning outcomes will increase. 

 
 


