ABSTRAK

Skripsi dengan judul “Pengaruh Penggunaan Model Role Playing
Terhadap Motivasi dan Hasil Belajar Peserta Didik Pada Mata Pelajaran
Akidah Akhlak Kelas VII di MTsN 2 Blitar” ditulis oleh Nihal
Febritianingrum, NIM. 12201173440, Prodi Prodi Pendidikan Agama Islam,
dengan Pembimbing Dr. Khoirul Anam, M.Pd.I.

Kata Kunci: Pengaruh, Model Role Playing, Motivasi dan Hasil Belajar, Akidah
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Penelitian ini mempunyai konteks tentang pengaruh motivasi belajar dan
hasilnya pada mata pelajaran akidah akhlak dengan metode pengajaran model role
playing. Pada zaman modern seperti sekarang moral (akhlak) peserta didik
semakin merosot. Ini dikarenakan teknologi yang berkembang pesat tanpa
diimbangi pembelajaran serta doktrin keagamaan (akhlak) yang baik. Rasa
tolenransi antar sesama juga berkurang karena banyak peserta didik yang sedikit
sekali memiliki semangat dalam mempelajari Pendidikan Agama Islam (PAI)
salah satunya mata pelajaran akidah akhlak. Mata pelajaran akidah akhlak
merupakan bagian dari pelajaran di sekolah dengan basis keagamaan maupun
umum yang berisi ajaran Islam, seperti aqidah (keyakinan), akhlak serta adab.
Mata pelajaran ini sesungguhnya mempunyai posisi sangat penting guna
membangun pondasi akhlak. Pengajaran sejak sekolah dasar amat sangat
diharapkan mampu membawa perubahan lebih baik pada akhlak peserta didik
sebagai generasi ke depannya. Permasalahan yang sering dijumpai adalah
pembelajaran akidah akhlak kurang diperhatikan oleh pendidik. Penggunaan
metode mengajar pada dasarnya adalah kunci utama dalam menarik minat peserta
didik untuk mempelajari mata pelajaran tersebut. Selama ini penggunaan metode
ceramah menjadi pilihan utama pendidik untuk menyampaikan materi kepada
peserta didik. Namun, model pembelajaran tersebut juga sering menimbulkan
kejenuhan peserta didik, sehingga mereka kurang begitu memperhatikan,
akibatnya materi yang disampaikan kurang begitu efektif. Artinya, harus dicarikan
alternatif model pembelajaran lain yang lebih menarik. Banyak sekali pendidik
pada zaman sekarang ini yang mengusai berbagai macam model pembelajaran
yang menarik dan sesuai perkembangan zaman. Namun, dalam hal pengajaran
tentang akhlak, model pembelajaran yang paling tepat adalah dengan role playing
(bermain peran). Berdasarkan beberapa penelitian yang telah ada, model
pembelajaran dengan role playing mempunyai daya tarik tersendiri dalam
memotivasi peserta didik dalam belajar. Peneliti akan melakukan penelitian
tentang model role playing ini di MTsN 2 Blitar pada subjek kelas VII.

Fokus dan pertanyaan pada penelitian ini antara lain (1) Adakah pengaruh
model role playing (bermain peran) terhadap motivasi peserta didik untuk
mempelajari akidah akhlak kelas VII di MTsN 2 Blitar?, (2) Adakah pengaruh
penggunaan model role playing (bermain peran) terhadap hasil belajar peserta
didik pada mata pelajaran akidah akhlak kelas VII di MTsN 2 Blitar?, dan (3)
Adakah pengaruh penggunaan model role playing terhadap motivasi dan hasil
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belajar peserta didik pada mata pelajaran akidah akhlak kelas VII di MTsN 2
Blitar?

Penelitian ini termasuk ke dalam jenis penelitian dengan pendekatan
kuantitatif. Penelitian ini tergolong ke dalam eksperimen Quasi Eksperimen
Desaign atau eksperimen semu dengan desaign Non Equivalent Posstest-Only
Control Group Desaign. Lokasi penelitian bertempat di MTsN 2 Blitar. Sumber
data primer dalam penelitian ini adalah guru mata pelajaran akhidah akhlak dan
siswa kelas VII MTsN 2 Blitar. Data primer diperoleh dari hasil tes, observasi dan
wawancara. Sedangkan, sumber data sekunder berupa hasil belajar siswa kelas
VII, data kesiswaan, data guru akidah akhlak, struktur organisasi, sarana
prasarana, dan data yang relevan lainnya. Teknik pengumpulan data yang
digunakan adalah berupa angket dan tes. Sedangkan, tahap-tahap analisis data
peneliti menggunakan uji homogenitas, uji normalitas, dan uji hipotesis.

Berdasarkan hasil penelitian yang telah dilakukan, dapat disimpulkan
bahwa: (1) Hasil uji t-test motivasi Hasil uji t-test motivasi belajar aqidah akhlaq
peserta didik diketahui nilai Sig. (2-tailed) adalah 0,000 yaitu 0,000 < 0,05 maka
Ha diterima. Sehingga ada pengaruh yang signifikan metode role playing terhadap
motivasi belajar peserta didik kelas 7 di MTsN 2 Blitar. (2) Hasil uji t-test peserta
didik diketahui nilai Sig.(2-tailed) adalah 0,000 yaitu 0,000 < 0,05 maka Ha
diterima. Sehingga ada pengaruh yang signifikan metode role playing terhadap
hasil belajar aqidah akhlaq peserta didik kelas 7 MTsN 2 Blitar. (3) Berdasarkan
kriteria pengambilan keputusan 0,000 < 0,05 maka Ha diterima dan Ho ditolak.
Jadi dapat diambil kesimpulan bahwa ada pengaruh metode role playing terhadap
motivasi dan hasil belajar aqidah akhlaq peserta didik kelas 7 di MTsN 2 Blitar.
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ABSTRACT

This research with the title "Use Influence Model Role Playing to
Motivating and Result Of Learning Educative Competitor at Subject Belief
and Behavior of Class VII in MTsN 2 Blitar" writed by Nihal
Febritianingrum, NIM. 12201173440, The majors of Islamic Religion
Education, with the Counsellor Dr. Khoirul Anam, M.Pd.I.

Keyword: Influence, Model Role Playing, Motivating and Result of Learning,
Belief and Behavior

This research have the context about influence motivate to learn and its
result at subject of belief and behavior with the instruction method model the role
playing. Like now moral (belief) students educated progressively decline. This is
because of technology which rapidly grow without made balance to by study and
also religious doctrine (good belief). Feel the tolerance usher the humanity also
decrease because a lot of students educated which pittance own the spirit of
learning Islamic Religion Education (PAI) one of them is subject of belief and
behavior. Subject beliaef and behavior represent the part of lesson at school with
the religious bases and also containing public of Islam teaching, like aqidah
(confidence), civil behavior and also. This subject in fact have the position of vital
importance utilize to develop; build the behavior foundation. Instruction since
elementary school is very-very expected able to bring the better change at students
behavior educated as next generation. Problems which is often met by study of
aqidah behavior less be paid attention to by educator. Method use teach basically
is main key in drawing competitor enthusiasm educated to learn the the subject.
During the time use of discourse method become the especial choice of educator
to submit the items to competitor educated. But, model the the study also often
generate the competitor saturation educated, so that they less so pay attention to,
as a result items submitted/sent less be effective so. Its meaning, have to be
looked for a alternative model the more interesting other; dissimilar study. A lot
of educator at the present day this which is after assorted model the interesting
study and according to epoch growth. But, in the case of instruction about
behavior, the model most precise study by role playing (playing at role). Pursuant
to some research which there have, modeled the study by role playing have the
separate fascination in motivating competitor educated in learning. Researcher
will conduct the research about this model role playing in MTsN 2 Blitar at subjek
of class VII.

Focus and question of this research for example (1) Is there any influence
model the role playing (playing at role) to students motivation educated to learn
the belief and behavior of class VII in MTsN 2 Blitar?, (2) Is there any use
influence model the role playing (playing at role) to result learn the students
educated at subject of belief and behavior of class VII in MTsN 2 Blitar?, and
(3) Is there any use influence model the role playing to motivation and result of
learning students educated at subject of belief and behavior of class VII in MTsN
2 Blitar?
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This research is inclusive of into research type with the quantitative
approach. This research pertained into experiment of Quasi of Experiment of
sham Desaign experiment or by desaign Non Equivalent Posstest-Only Control
Group Desaign. Location of research have place in MTsN 2 Blitar. Source of
primary data in is teacher of subject of belief and behavior and student of class of
VII MTsN 2 Blitar. Primary data obtained from result test, observation and
interview. While, source of secondary data in the form of result learn the student
of class VII, student data, data learn subject belief and behavior, organization
chart, medium prasarana, and other relevant data. Technique of collecting data
used by is in this form of enquette and test. While, phase analyse the researcher
data use the homogeneity test, the normalitas test, and hypothesis test.

Pursuant to research result which have been done, inferential that: (1)
Result test the t-test motivate result of test t-test motivate to learn subject belief
and behavior students educated known by the value Sig. (2-tailed) 0,000 that is
0,000 < 0,05 hence ha accepted. So that there is influence which signifikan of
method of role playing to motivation learn the students educated by class 7 in
MTsN 2 Blitar. (2) Result test the t-test competitor educated known by the value
Sig. (2-Tailed) is 0,000 that is 0,000 <0,05 hence ha accepted. So that there is
influence which signifikan of method of role playing to result learn subject belief
and behavior students educated by class 7 MTsN 2 Blitar. (3) Pursuant to criterion
of decision making 0,000 < 0,05 hence ha accepted and Ho refused. Become can
be taken conclusion that there is influence of method of role playing to motivation
and result of learning subject belief and behavior students educated by class 7 in
MTsN 2 Blitar.

xvii



ekl

@ Ol el Sl 2y fidl e 19Vl 38 plisiaa) 15U Olgiay o)
ol JU B Tl Y s Bglnd Rupde (3 DT Bade Ll il sl

¢ LT dgle 3 jlaandl e 2 Bl Bl el alpdl VY Y NNV EE L

SeY) ¢ phadll sty W) ¢ lea ¥ 38 ¢ I i L )

£

S|

) okl e Bl VT g gmsn (3 amilsg odad) wils ST g Blw o el s
OV sy ool (B3l) Slisine i ¢ OV o gt aall (3L gl IV
S5 an LS (V) Al sty ad el 05 OF 093 A8y gl Lomgl S
G o) oo 1o WA el OO e ) Y aad) g Cm peledl jpad)
fyoge sddll =Y Baose baal a gy o (PAL 20yl 2l 2 aulys
s e g5t Al pladl o gl e 3 ol 3 egs e s 3Dy Baia)
el sl e g Bon o (31 (3 g agll s 3DVl DYy Bdal) e ¢ 2ol
@ bl Sl Sl e BV Al e ) Sz Of 1 w3l s L 3T
bt Y Y e el 0T p WL Lty g ASED s ST OBl BT
ket Fall L (3 el Gb plsal e esd) | olazsl plazal,
oA Sl g 5ol A b plasanl OS¢ OV g L Olegoshl ede Wdad OO
st 3 Ul s adl 2308 (o Lo WLE ¢ M3 g OVl Sl id kel
lag L3l 5T 2l slsht 058G A sy ¢ 3 Glazal Og)gy ¥ gt ¢ L padacd)
Sredall ) asdl dgy alazadU U] ST Al el o3u a4 of ez Ul o
ooty 3l Lo ¢ 2l mny L anll By plaaadl ey degine dales 30 Oty )
OB ¢ I S Gan ) Blaal eVl ol sa ket 2358 sl OB ¢ B3N
O3l S plad) (e OO i 3 U e &) JlaY1 ol el 358

xviii



el gaoge Jsm Sl Y (s Alled Aupde & s Ll Ca 2358 e B
.@LA\

L e Ol ) W) ol 358 T s (1) ot el o (3 ey ST
o (1) ¢ LlahY (goms Bslis dusts 3 mldl Crall 235 Y1 oliad) e O
b 3 Ol el oz e QlesW) () Jl9sY (o 2358 plasenal $5T Vs
z3sf phbsaad U (1) 5 Ol ¥ oo Rglind Zupde & bl el ST Bds
G Bl Crall DUV e aoge (3 ekl 5 wdadlly sl e 1Y)
Sl ¥ Goms Lglind awy

TLIPORPs & P NP CRUC R PG S i SR g ey U T | QUSSR Eee)
B i b W LV WG p (S desas eal B3 WO 1E b ST 02
il ods (3 aeV) SUL plas S il ¥ S Bl Ruyds (3 )
SUL Sl Y s Bgl Bpte @ bl Crall OOy I3 Sde B3l (el
Cand 3l (g oSy ol Sl @ e Lede Jaad) @ G a5V
¢ Ml Sllyy ¢ bl el OB s il e 3 sl UL jslas 0
UL o apdy ¢ Aol adly ¢ o) JSKAly ¢ WY1 B alas e SUL;
3 3y ol Sllae¥l p dedsandl SUL e ol slST L adkall ol
Jlestly daglal) AL Lty il jlestl UL JUE e (3 iUl posinad ¢ anis
Lol 4l

-test il Lol wils (V) 10 pluzeW) S8 ol @ @l Gl s e 2L
SV e e 1 OOl () S ENER L Bt L s Of Cogall e
At s 0 et Ha Js3 o2 ¢ 0.05> 0.000 &f 0.000 55l (tailed
Bglind dupde & b Ciall OO gl odad) 1l e 1Yl ) Akl (ggins
s (tailed-vy wdke 2 Of VLU €Ll w5l @bl (V) Sk Y g
i ol (syme GG a0 et Ha Jps ¢ Ui < 0.05> 0.000 &7 0.000
Y S gl Aupde wludl il M sude OO (el Sl e 1esY1
B Ho 2y Ha Jg3 42 < 0.05> 0.000 130 311 ulae e 2Ly (1) bk
SN=Y el ity gamdl e sV ol Okl Bl sl O sy (S
bk Y g dglid Byde 3 mled) Gl OOl B gl

Xix



