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1. INTRODUCTION

Learning mathematics is an important aspect of basic education, because it functions as a basis
for students to develop logical, analytical and systematic thinking skills. One of the topics taught
to grade 1 students are addition story problems. Word problems involve the application of
mathematical concepts in everyday contexts, aiming to help students connect theory with real
practice. However, in practice, many students experience difficulty in understanding story
problems. This difficulty is caused by various factors, such as a lack of understanding of the
language of the questions, low critical thinking skills, and lack of student motivation to learn.

This condition was also experienced by grade 1 students at UPTD SDN 191 Barru. Based on
initial observations, most students showed low learning outcomes in addition to story problems.
Only around 60% of students are able to reach the Minimum Completion Criteria (KKM). This
shows that the learning approach used so far has not been fully effective in increasing students'
understanding of story problems.

To overcome these problems, learning methods are needed that are innovative, interesting,
and able to actively involve students. One method that can be applied is the role-playing method.
This method gives students the opportunity to act in certain scenarios that are relevant to the
mathematical context. Role playing allows students to understand the concept of addition through
direct experience, so that the learning process becomes more meaningful and enjoyable.

The role-playing method has many advantages. First, this method increases student
involvement in learning because they actively participate in the activities carried out. Second, role
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playing provides students with concrete experiences, which can help them understand abstract
concepts in mathematics. Third, this method also improves communication and collaboration
skills between students, which are very important in learning at an early age (Suherman, 2001).

This research aims to evaluate the effectiveness of the role-playing method in improving
student learning outcomes on additional story problems. Through classroom action research
(PTK), it is hoped that learning steps can be found that are not only able to improve learning
outcomes, but also motivate students to like mathematics more.

Thus, this research not only contributes to the development of mathematics learning methods,
but also provides practical benefits for teachers at UPTD SDN 191 Barru and other elementary
schools in overcoming the challenges of learning addition story problems. This is in line with
efforts to improve the quality of basic education which focuses on learning that is creative,
interactive and based on real experiences.

2. METHOD
This research uses a Classroom Action Research (PTK) with the cycle model developed by
Kemmis and McTaggart. PTK was chosen because it allows teachers to directly identify and
correct problems faced by students in learning mathematics, especially in addition to story
problems. The research was carried out in class 1 of UPTD SDN 191 Barru with a total of 25
students as research subjects.

3. RESULTS AND DISCUSSION

This research was conducted in two cycles using the role-playing method to improve the
learning outcomes of grade 1 students in learning mathematics about addition story problems at
UPTD SDN 191 Barru. Each cycle includes the stages of planning, implementation, observation
and reflection. The following are the results and discussion in detail:
Research result
Cycle 1

In the first cycle, learning is carried out using a simple designed role-playing scenario, namely
a simulation of buying and selling transactions in the market. Students are divided into small
groups with the roles of sellers, buyers and counters. The teacher begins the lesson by explaining
the story problem, then guides the students in carrying out their respective roles.
Cycle 1 Test Results:

e Of the 21 students, 16 students (72%) achieved the Minimum Completeness Criteria

(KKM) with a class average score of 74.

e There were 7 students (28%) who had not reached the KKM, mainly because of difficulties
in understanding word problems and connecting them with the addition process.
Cycle 1 Observation:
1. Students Engagement:

o Most students showed enthusiasm in role playing, but some students were passive and

lacked the confidence to participate.
2. Concept Understanding:

o Students begin to understand the concept of addition through the context of buying
and selling transactions, but some still have difficulty understanding the language of
the questions.

3. Teacher's Reflection:
o Teachers realize the need to simplify scenarios and adjust the difficulty level of story
questions to make them easier for students to understand.
Improvements for Cycle 2:
e Developing scenarios that are simpler and more relevant to students' lives.
e Use props, such as toy fruit or toy banknotes, to help students visualize the concept of
addition.
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e Providing more intensive guidance to students who are passive or experiencing
difficulties.
Cycle 2
In the second cycle, learning focuses on the use of props to support role-playing scenarios.
Students again play the role of buyers and sellers, but this time with the help of props such as
money and pictures of fruit. The teacher gives more contextual story problems, such as buying
apples or oranges at the store, which are easy for students to understand.
Cycle 2 Test Results:
e Of the 21 students, 18 students (88%) achieved the KKM with the class average score
increasing to 80.
e Only 3 students (12%) had not yet reached the KKM, but showed improvement compared
to the first cycle.
Cycle 2 Observation:
1. Students Engagement:
o All students actively participate in role playing, including students who were
previously passive. They look more confident after using the props.
2. Concept Understanding:
o Students understand story problems better because they can visualize the addition
process through visual aids.
3. Motivation and Interaction:
o The class atmosphere becomes more interactive, with students working together in
groups to solve story problems.

Teacher's Reflection:
e Teachers note that the use of visual aids is effective in helping students understand abstract
concepts, such as addition.
e Varying scenarios and story questions are needed so that students stay motivated and don't get
bored.
Discussion
1. Effectiveness of Role Playing in Increasing Student Understanding
Role playing allows students to learn through hands-on experience, which helps them
understand math concepts in real-life contexts. In the second cycle, the use of visual aids
further strengthens students' understanding of story problems, as also found by Suherman
(2001), that contextual learning can make it easier for students to understand abstract
concepts.
2. Increased Students Engagement and Motivation
This method succeeded in increasing student activity and motivation in learning. This can
be seen from the students' enthusiasm in participating and solving story problems. According
to Piaget (1973), at an early age, children learn more effectively through direct activities that
involve social aspects and interactions.
3. Gradual Learning Strategy
The increase in learning outcomes from the first cycle to the second cycle shows the
importance of gradual strategies in learning. Adjusting scenarios, the level of difficulty of
story questions, and the use of props have a positive impact on the learning process.
4. Obstacles and Improvement Efforts
The main obstacle in the first cycle was students who had difficulty understanding story
questions. Improvements in the second cycle, such as the use of additional teaching aids and
guidance, were effective in overcoming these obstacles.

4. CONCLUSION
The application of the role-playing method in these two cycles showed significant results in
improving student learning outcomes on addition story problems. This method not only helps

332 | Improving Grade 1 Students’ Learning Outcomes in Mathematics Learning on Story Problems
Addition Through Role Playing Method UPTD SDN 191 BARRU (Andi Adam)



Jurnal limiah Mandala Education (JIME) e- ISSN: 2656-5862, p-1SSN: 2442-9511

students understand mathematical concepts, but also increases their activeness, motivation and
social skills. Teachers are advised to continue developing this method with a variety of props and
scenarios so that learning remains interesting and relevant.
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