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ABSTRAK 

 

PENGARUH MODEL PEMBELAJARAN  ROLE PLAYING 

BERBANTUAN MEDIA VISUAL  TERHADAP HASIL 

BELAJAR IPAS MATERI RANTAI MAKANAN 

DI KELAS V SD SWASTA TARUNA KARYA 

MEDAN T.A. 2024/2025 

 

Valentin Oslin Purba 

210910040 

Program Studi Pendidikan Guru Sekolah Dasar  

Fakultas Keguruan dan Ilmu Pendidikan 

Universitas Katolik Santo Thomas 

 

Penelitian ini bertujuan untuk mengetahui pengaruh model pembelajaran 

Role Playing berbantuan media Visual terhadap hasil belajar IPAS materi rantai 

makanan di kelas V SD Swasta Taruna Karya T.A. 2024/2025. Metode yang 

digunakan adalah metode kuantitatif  jenis eksperimen,sampel penelitian sebanyak 

30 siswa yang dipilih menggunakan teknik non probability. Hasil penelitian ini 

menunjukkan bahwa hasil belajar siswa memiliki peningkatan setelah penerapan 

model pembelajaran Role Playing berbantuan media Visual, dengan nilai rata-rata 

pretest siswa adalah 56,53 (belum mencapai KKTP)  sedangkan nilai rata-rata 

posttest siswa adalah 81,73 (telah mencapai KKTP). Uji  koefisien korelasi 

menunjukkan bahwa nilai    yaitu 0,734 ≥ 0,361 artinya terdapat hungan yang 

tinggi antara model Role Playing berbantuan media Visual dengan hasil belajar 

siswa. Selanjutnya pengujian  hipotesis uji-t  yang menunjukkan nilai  dengan 

hasil 8,422  ≥  1,697 maka  diterima dan  ditolak. Dengan demikian, dapat 

disimpulkan bahwa terdapat pengaruh yang signifikan antara model pembelajaran 

Role Playing berbantuan media Visual (X) terhadap hasil belajar siswa (Y). 

 

Kata Kunci : Role Playing berbantuan media Visual, IPAS, Hasil Belajar 

Siswa 
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ABSTRACT 

 

THE INFLUENCE OF ROLE PLAYING LEARNING MODEL ASSISTED 

BY VISUAL MEDIA ON SCIENCE LEARNING OUTCOMES ABOUT 

FOOD CHAINS IN GRADE V AT SD SWASTA TARUNA KARYA 

MEDAN A.Y. 2024/2025 

 

Valentin Oslin Purba 

210910040 

 

Elementary School Teacher Education Study Program 

Faculty of Teacher Training and Education 

Saint Thomas Catholic University 

 

This study aims to determine the influence of the Role Playing learning model 

assisted by Visual Media on science (IPAS) learning outcomes about food chains 

in Grade V at SD Swasta Taruna Karya in the academic year 2024/2025. The 

method used is a quantitative experimental method, with a research sample of 30 

students selected using a non-probability technique. The results of this study 

indicate that students’ learning outcomes improved after the implementation of 

the Role Playing learning model assisted by Visual Media, with an average 

pretest score of 56.53 (not yet reaching the Minimum Mastery Criterion) and an 

average posttest score of 81.73 (reaching the Minimum Mastery Criterion). The 

correlation coefficient test showed that the calculated r-value ≥ r-table, namely 

0.734 ≥ 0.361, meaning there is a strong relationship between the Role Playing 

learning model assisted by Visual Media and students’ learning outcomes. 

Furthermore, the hypothesis testing using the t-test showed that the calculated t-

value ≥ t-table with results of 8.422 ≥ 1.697, thus H_a is accepted and H_0 is 

rejected. Therefore, it can be concluded that there is a significant influence of the 

Role Playing learning model assisted by Visual Media (X) on students’ learning 

outcomes (Y). 

 

Keywords: Role Playing assisted by Visual Media, Science (IPAS), Students’ 

Learning Outcomes 
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