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ABSTRAK 

 

Andriyani, Auliya Cindy. 2022. Pengaruh Model Role playing dengan 

Menggunakan Permainan Tradisional Pasaran Terhadap Kemampuan 

Numerik Siswa. Pendidikan Guru Sekolah Dasar. Universitas Muria 

Kudus. Pembimbing (I) Himmatul Ulya, M.Pd., Dosen Pembimbing (II) 

M. Syafruddin Kuryanto , S.Si., M.Or. 

 

Penelitian ini dilatar belakangi oleh rendahnya kemampuan numerik siswa, 

kemampuan numerik adalah kecerdasan dalam menggunakan angka dan penalaran 

(logika), sehingga peneliti melakukan penelitian menggunakan model role playing 

dengan menggunakan permainan tradisional pasaran dalam proses 

pembelajarannya.  Tujuan penelitian ini adalah menganalisis perbedaan rata-rata 

dan menganalisisa peningkatan kemampuan numerik siswa sebelum dan sesudah 

menggunakan model role playing dengan permainan tradisional pasaran. 

Jenis penelitian ini adalah pre-experimental design dengan one-group 

pretest-postest design. Penelitian ini dilaksanakan di kelas V SDN 01 Gemiring 

Kidul, Nalumsari, Jepara. Variabel bebas dari penelitian ini adalah model role 

playing dengan menggunakan permainan tradisional pasaran, sedangkan variabel 

terikatnya adalah kemampuan numerik siswa. Teknik analisis data yang digunakan 

yaitu uji t terhadap hasil pretest dan posttest dengan taraf signifikansi 5 % dan uji 

N-Gain untuk menetukan adanya peningkatan terhadap kemampuan numerik siswa 

setelah diberi perlakuan model role playing. 

Penerapan model role playing dengan menggunakan permainan pasaran 

tradisional memberikan pengaruh terhadap kemampuan numerik siswa sebelum 

diberikan perlakuan sebesar 52,5 dan sesudah diberikan perlakuan sebesar 82,83. 

Perbedaan hasil rata-rata tersebut memiliki selisih sebesar 30,33 yang dapat 

dikatakan cukup signifikan. Model pembelejaran role playing dengan 

menggunakan permainan pasaran memberikan peningkatan kemampuan numerik 

siswa dengan selisih sebesar 9,17 dibandingkan menggunakan model pembalajaran 

konvensional. 

Kata Kunci: Model Role playing, Permainan Tradisional Pasaran, Kemampuan 

Numerik 
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ABSTRACT 

 

Andriyani, Auliya Cindy. 2022. The Effect of Role playing Method Using 

Traditional Market Games on Students' Numerical Ability. Primary 

teacher education. Muria Kudus University. Supervisor (I) Himmatul 

Ulya, M.Pd., Supervisor (II) M. Syafruddin Kuryanto, S.Si., M.Or. 

 

This research was motivated by the low numerical ability of students, 

numerical ability is intelligence in using numbers and reasoning (logic), so the 

researchers conducted research using the roleplaying method using traditional 

market games in the learning process. The purpose of this study was to analyze the 

difference in the average numerical ability of students before and after using the 

role playing method with traditional market games, and to analyze the increase in 

students' numerical abilities after using the Role playing method using traditional 

market games. 

This type of research is pre-experimental design with one-group pretest-

postest design. This study was conducted in Class V SDN 01 Gemiring Kidul, 

Nalumsari, Jepara. The independent variable of this study is the role playing 

method using traditional market games, while the dependent variable is the 

numerical ability of students. The data analysis technique used Is t test on the results 

of pre-test and post-test with a significance level of 5 %, and the N-Gain test was 

conducted to determine the improvement of students ' Numerical Ability after being 

treated with role playing models. 

The application of role playing models using traditional market games have 

an influence on student learning outcome, the average numerical ability of students 

before of 52,5 and after using role playing models with traditional market games of 

82,83. The difference in the average result has a difference of 30,33 which can be 

said to be quite significant. Role playing learning models using traditional market 

games provide an increase in student learning outcomes and numerical ability of 

students with difference of 9,17 compared to using conventional learning models. 

Keywords: Role playing Method, Market Traditional Game, Numerical 

Ability. 
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