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Communication and collaboration skills are essential competencies in elementary school
learning. This study examined the effect of a folklore-based role-playing learning model on
fourth-grade students’ communication and collaboration skills in Indonesian language
learning. The research used a quantitative quasi-experimental method with a non-equivalent
control group pre-test-post-test design. The population consisted of fourth-grade students
from four public elementary schools in Kadia and Kambu Districts. Samples were selected
through purposive sampling, with SD Negeri 100 Kendari as the experimental and control
school. Data were analyzed using Paired Sample T-test and MANOVA. The results of the study
show that: 1) there is an influence of the Role Playing Folklore learning model in Indonesian
language subjects on students' communication skills in elementary schools, evidenced by a
significance value of 0.019 <0.05. 2) there is an influence of the Role Playing Folklore learning
model in Indonesian language subjects on students' collaboration skills in elementary schools,
evidenced by a significance value of 0.011 <0.05. 3) The results of the analysis using the
Manova Pillai's Trace, Wilk Lambda, Hotelling's Trace, and Roy's Largest Root tables, show a
significance of 0.000 <0.05, so it can be said that using the Role Playing Folklore learning
model in Indonesian language subjects has an effect on students’ communication and
collaboration skills in elementary schools .
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Penelitian ini bertujuan untuk mengetahui: 1) pengaruh model pembelajaran Role Playing
berbasis cerita rakyat terhadap keterampilan komunikasi siswa pada mata pelajaran Bahasa
Indonesia kelas IV SD; 2) pengaruh model tersebut terhadap keterampilan kerja sama siswa;
dan 3) pengaruhnya terhadap keterampilan komunikasi dan kerja sama siswa secara
simultan. Penelitian menggunakan pendekatan kuantitatif dengan metode eksperimen semu
dan desain non-equivalent control group pretest-posttest. Populasi penelitian meliputi
seluruh siswa kelas IV SD negeri di Kecamatan Kadia dan Kambu yang terdiri atas empat
sekolah. Sampel dipilih menggunakan teknik purposive sampling, dengan SD Negeri 100
Kendari sebagai kelas eksperimen dan kontrol. Pengumpulan data dilakukan melalui
instrumen pretest dan posttest. Reliabilitas instrumen diuji menggunakan Alpha Cronbach,
sedangkan analisis data menggunakan uji Paired Sample T-test dan MANOVA. Hasil penelitian
menunjukkan bahwa model pembelajaran Role Playing berbasis cerita rakyat berpengaruh
signifikan terhadap kemampuan komunikasi siswa dengan nilai signifikansi 0,019 &lIt; 0,05,
serta terhadap kemampuan kolaborasi siswa dengan nilai signifikansi 0,011 &It; 0,05. Hasil
analisis MANOVA juga menunjukkan nilai signifikansi 0,000 &lIt; 0,05, sehingga model
pembelajaran tersebut terbukti berpengaruh terhadap kemampuan komunikasi dan
kolaborasi siswa sekolah dasar secara simultan.
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1. Pendahuluan

21st-century skills are competencies that
students must possess in order to compete in the era
of globalization. The development of the 21st
century has brought significant impacts to various
aspects of life. This era is characterized by rapid
advancements in science, technology, information
availability, and communication, which pose
challenges for educational systems in preparing
competitive and high-quality human resources in the
global era.

The increasingly advanced development of
technology requires individuals to master 21st-
century skills to face future challenges, particularly
in education. Twenty-first-century education has its
own characteristics and uniqueness, where learning
is designed with a focus on 2lst-century
competencies, including: 1) critical thinking skills, 2)
creative and innovative thinking skills, 3)
communication skills, and 4) collaboration skills [1].

Communication is the process of language
exchange that occurs in human interactions.
Therefore, communication always involves humans,
whether in intrapersonal, group, or mass contexts.
Communication researchers have proven that
language remains the most effective medium for
communication in interactions such as counseling
and training activities, teaching and learning
processes, workplace meetings, and others [2].

In the learning process, teachers must
encourage students to communicate with one
another, both about lessons and other matters, with
teachers and peers alike. The language students use
in communication has an impact on themselves. The
use of inappropriate words in communication can
lead to negative consequences, as messages may not
be properly received, causing misunderstandings or
conflicts in interactions. In addition, allowing
students to use harsh language may create bad habits.
On the other hand, the use of good language in
communication has positive impacts. Students feel
satisfied when their communication goals are
achieved, which in turn increases their self-
confidence.

Good communication skills are highly valuable
in both academic settings and students’ daily lives.

Communication skills include the ability to express
thoughts clearly and persuasively, both orally and in
writing, convey opinions in clear sentences, give
instructions effectively, and motivate others through
speaking  abilities. = Students = with  good
communication skills are able to express their ideas
to peers, teachers, and the school environment. The
assessed aspects include: a) articulating thoughts and
ideas effectively using oral, written, and nonverbal
communication skills in various forms and contexts;
b) using communication for various purposes (e.g.,
informing, instructing, motivating, and persuading);
¢) utilizing multiple media and technologies while
understanding their effectiveness and impacts; and d)
communicating effectively in diverse environments

[3].

Besides the importance of communication skills,
another skill closely related to 2l1st-century
competencies is collaboration skills. Several
researchers have proven that students learn better
when they are actively involved in learning
processes within small groups. Students working in
small groups tend to learn more about the subject
matter and retain it longer compared to lecture-based
learning, regardless of the learning materials
presented.

A learning process is considered collaborative
when group members are not predetermined and
may consist of two, several, or more than seven
individuals. Collaborative learning can occur
anytime, not only in schools; for example, students
helping each other with homework. Collaborative
learning can even occur between students from
different classes or schools. Thus, collaborative
learning can be informal and does not need to be
strictly structured within a classroom setting.

Collaboration and teamwork can develop
students through experiences both inside and outside
school. Students can work collaboratively on
authentic project-based tasks and develop their skills
through peer tutoring within groups. Collaboration is
a trend in 21st-century learning that shifts teacher-
centered learning into collaborative learning.
Collaborative learning challenges students to
express and defend their positions and generate their
own ideas through reflection. They discuss ideas
with peers, exchange perspectives, seek clarification,
and participate in higher-order thinking processes
such as managing, organizing, critically analyzing,
problem-solving, and creating deeper understanding
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[4].

Collaborative  learning  also  promotes
metacognitive  development, improves idea
formulation, and  encourages  higher-order
discussions and debates. It provides opportunities for
students to learn from one another, identify mistakes,
and understand how to correct them. This differs
from lecture-based learning because collaborative
learning emphasizes student interaction in
constructing knowledge collectively.

Collaboration skills are also part of 21st-century
competencies. According to [5], collaboration skills
developed through learning include responsibility
for teamwork, respect for differing opinions, the
ability to work effectively and flexibly, and the
ability to compromise with team members.
Collaboration skills in learning activities encourage
students to interact with one another in helping and
completing certain tasks [6]. These skills can also
develop student interaction, metacognition through
discussions and debates, and higher-order thinking
abilities.

Communication and collaboration skills consist
of three levels that need attention: macro, meso, and
micro. At the macro level, the focus is on interaction
and collaboration on a larger scale, such as among
students, teachers, and the school community. At
this level, students are involved in collaborative
projects involving more than one group or class.
They learn the importance of teamwork,
communication with various people, and respecting
others within the school environment [7]. At the
meso level, students communicate and collaborate
within small groups, such as study groups or project
teams. They learn the importance of sharing ideas,
working together toward common goals, and
appreciating each member’s role. At the micro level,
students focus on one-on-one interactions or very
small groups. They learn how to communicate
effectively, listen attentively, and provide feedback
to classmates [8].

Under ideal conditions, classroom learning
should be designed to actively train students’
communication and collaboration skills. Teachers
are expected to create engaging, participatory, and
inclusive learning environments. Through the use of
varied teaching methods such as Role Playing,
students not only gain understanding of the material
but also practice speaking, expressing opinions, and
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collaborating with peers. Folklore content in Role
Playing also strengthens students’ cultural identity
while increasing learning motivation.

Based on interviews conducted on July 18, 2023,
at SDN 88 Kendari with Mrs. NR, a fourth-grade
homeroom teacher, communication skills among
fourth-grade students were found to be less than
optimal. During learning activities, students tended
to remain silent rather than expressing opinions or
asking questions. When asked to come to the front
of the class and tell stories about their experiences,
students appeared less expressive, shy, lacked
confidence in speaking, and were confused about
what to convey. Students also had difficulty
organizing words into coherent sentences. This
indicates limited experience in public speaking,
which hinders students’ communication fluency,
compounded by teaching methods that have not
effectively  encouraged communication  skill
development.

Based on interviews with Mrs. MD, a fourth-
grade teacher at SDN 100 Kendari, students’
collaboration skills were also not optimal. This was
caused by a lack of teamwork, conflicts, low
responsibility, and poor communication among
students during group work. Another factor from the
teacher’s perspective was the limited variation in
teaching models, resulting in low student interest
during lessons. Group activities were not fully
implemented, students had difficulty completing
assigned tasks on time, were inactive in expressing
ideas or opinions, lacked initiative in seeking
learning resources, struggled to reach conclusions in
activities, and showed low confidence in presenting
in front of the class.

These findings are supported by preliminary
research [9], which stated that communication and
collaboration skills were still low and not yet optimal
because students often spent learning time chatting
or playing, lacked teamwork, and only one or two
students completed group assignments while others
remained inactive. Similarly, [10] reported that
students’ ability to apply 21st-century 4C skills was
low. Students tended to only listen to teachers
without curiosity to seek further information, rarely
asked or answered questions, resulting in one-way
learning interactions. Student involvement in
communication and collaboration with peers and
teachers remained limited because learning was
teacher-centered and managed in a classical, less
134
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varied manner.

These problems indicate that students’
communication and collaboration skills have not
been fully optimized in learning. One of the causes
is the inappropriate application of learning models
and limited learning resources. Therefore, as a
solution, learning should implement a role-playing
model combined with folklore content.

The role-playing learning model is a branch of
simulation models in which participants are asked to
assume the roles of others to understand how others
think, act, and feel [11]. The advantages of the role-
playing model include: 1) students are trained to
dramatize situations and build confidence; 2) the
classroom becomes lively and engaging; 3) students
can internalize events and draw conclusions based
on their own experiences; and 4) students are trained
to arrange sentences systematically [12]. The role-
playing model can be combined with folklore media
to improve students’ communication and
collaboration skills.

Folklore is a form of oral literary work that
develops within traditional communities and is
passed down collectively over time using relatively
fixed expressions [13]. Generally, folklore tells
stories about events or the origins of places.
Characters in folklore are often represented as
animals, humans, or deities. Folklore can also be
understood as a cultural expression of society
conveyed through spoken language that relates
directly to various cultural aspects and social values
[14]. Therefore, the role-playing learning model
combined with folklore is highly effective in
learning  processes to  improve  students’
communication and collaboration skills.

The selection of folklore as content in the Role
Playing learning model has significant advantages in
improving students’ communication and
collaboration skills. Folklore, as a reflection of
cultural values and noble traditions, has its own
appeal for students. Folklore content stimulates
students’ interest and imagination, making them
more enthusiastic in participating in role-playing
activities. In addition, folklore contains moral values
that can become materials for reflection and
discussion. By acting out characters in folklore,
students gain meaningful experiences. Compared to
other materials, folklore is more closely related to
students’ daily lives, making it easier for them to

understand and internalize the messages conveyed.
Folklore also serves as a bridge for students to
recognize and appreciate Indonesia’s cultural
diversity.

However, this contrasts with observations
conducted at SDN 100 Kendari on October 21, 2024,
which showed that the implementation of role-
playing learning using folklore was rarely utilized by
teachers. Interviews with teachers Mrs. A and Mrs.
M revealed that Indonesian language learning rarely
used role-playing models with folklore storytelling.
Lessons usually relied on conventional, teacher-
centered methods, resulting in passive learning and
student boredom.

The limitations in communication and
collaboration skills are also supported by research
[15], which stated that role-playing learning assisted
by folklore is highly suitable for elementary schools
because it enables students to express feelings
confidently and enjoyably. Another study [16] found
that role-playing assisted by folklore improved
students’ communication and collaboration skills,
enabling them to express ideas in simple sentences
and work effectively with groups.

Furthermore, observations conducted on
October 21, 2024, at SD Negeri 100 Kendari with
fourth-grade students in classes A and B showed that
students  still lacked communication and
collaboration skills, particularly in Indonesian
language subjects. Although teachers had applied
varied learning models, students had not yet
maximally developed these skills. This was evident
during learning activities, where teachers still
needed to guide students in  improving
communication and collaboration skills.

Based on the background above, this
educational research entitled “The Effect of the Role
Playing Learning Model with Folklore Content on
the Communication and Collaboration Skills of
Fourth-Grade Students in Indonesian Language
Subjects at Elementary Schools” was conducted.
This study was chosen to address the concrete
problems described above. By combining an
interactive and engaging role-playing learning
model with folklore as educational content, it is
expected that students will more easily develop more
confident and effective communication skills, as
well as better collaboration skills.
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2. METHOD

This research uses a quasi-experimental
research type with a quantitative approach. This type
of research was chosen because it was appropriate to
the circumstances of the research location. The use
of a quasi-experiment was due to the researcher's
inability to control all influencing variables, and in
certain cases, it limited the research aspects . In
general, the purpose of this study was to examine the
influence of the role-playing learning model on
folklore. on communication skills and collaboration
skills by forming an experimental class and a control
class as a comparison. The research design used was
Pretest-Posttest nonequivalent Control  Group
Design [21] . This research design has two classes,
namely one experimental class or class that receives
treatment and one control class. The purpose of
having a control and experimental class is to
determine the influence and different treatments on
research subjects. This research was conducted at
SD Negeri 100 Kendari, Kambu District, Kendari
City, Southeast Sulawesi Province. With
experimental class IV A and control class IV B. The
research was carried out in October 2024 -
November 13, 2024. It was carried out for 3
meetings for the experimental class and 3 meetings
for the control class.

Y2

Gambar 1. Model hipotesis variabel penelitian

Population is the entire element that will be used
as the overall area or generalization of a subject that
will be measured and will be studied [22] . The
population in this study were all fourth grade students
of Public Elementary Schools in Kadia and Kambu
Districts, Kendari City, Southeast Sulawesi Province,
Kadia and Kambu Districts consisting of 4 Public
Schools, namely SDN 87 Kendari, SDN 88 Kendari,
SDN 100 Kendari, and SDN 59 Kendari. The
sampling technique used in this study was purposive
random sampling. The reason the researcher took
purposive random sampling was that there were
certain considerations including 1) the number of
students who were not homogeneous from each
school, 2) schools that implemented the independent
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curriculum, 3) the average number of daily
Indonesian language test scores was low, namely
44.80 (IV A) and 46.80 (IV B), 4) limited number of
students in each school, 5) minimal costs and time
and geographical conditions per school.

Tabel 1. Populasi Penelitian

TIDAK Contoh Jumlah
siswa
1 SD Negeri 87 Kendari 38
2 SD Negeri 86 Kendari 40
3 SD Negeri 100 32
Kendari
4 SD Negeri 59 Kendari 44
Jumlah 154

Tabel 2. Distribusi Sampel Penelitian

TIDAK Contoh Nilai ujian
harian rata-
rata
1 SD Negeri 86 68,40
Kendari
2 SD Negeri 87 57,05
Kendari
3 SD  Negeri 100 44,80 (IV A)
Kendari 46,80
4 SD Negeri 59 71,27
Kendari
Research  variables involving independent

variables (X) role-playing learning models
containing folk tales and dependent variables (Y1)
Communication skills and collaboration skills (Y2).
Data collection techniques used to analyze research
data are questionnaires and documentation. In
conducting research, the most strategic approach is to
remember that the main need of research is data
analysis. In this study, the collection techniques used
are through observation, questionnaires and
documentation. Data collection instruments are
devices to measure the data obtained by research. In
this study, the instruments applied by this researcher
consist of questionnaire instruments. Validity and
reliability of the test instrument The test used is a
validity test where to measure variables namely the
validity, accuracy, or precision of a question item. An
item is said to be valid if it has r count > r table. The
validity test is carried out using Pearson product
- 136
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moment with the help of the SPSS program version
26 for Windows. Reliability is seen by measuring the
cronalpha value . One example of the acquisition of
test scores when given to different groups of students,
or when identical tests are given to different groups
of students, then the same group will experience the
same results.

Data analysis techniques conducted through
statistical procedures often utilize various software,
one of which is the SPSS software program.
Similarly, this study utilized SPSS 26 for data
analysis. This study employed statistical techniques
for data analysis, focusing on the MANOVA test.
Two types of parametric analysis were used:
normality and homogeneity .

Students' Communication Skills in Indonesian
Language Subjects in Grade IV of Elementary
School" is accepted.

The results of the second hypothesis test,
Paired Sample T-Test, were used to determine the
Effect of the Role Playing Learning Model
Containing Folk Tales in Indonesian Language
Subjects on the Collaboration Skills of Fourth Grade
Elementary School Students. The second hypothesis
test used Paired Sample T-Test with a parametric
method, because all data in the study were normally
distributed. The following is a presentation of the
results of the Paired Sample T-Test using SPSS 26

software .
Table 2 Results of the Paired Sample T-Test for Collaboration
Skills

Paired Samples Test

Result and Discussion

Hypothesis testing is an important step in the
research process that aims to test the truth of an
assumption or statement. In the context of

Paired Differences

correlation analysis, the purpose of hypathesis

testing is to determine whether there is a significant
influence between two or more variables. ThB¥E fect
of Role Playing Learning Model Containing

Mean Standard Std. Error 95% Cor
Deviation Mean Interva!
Diffes
Lower
Collaboration Skills -9,267 12,326 3,182 -16,092
Experiment Posttest
Collaboration Skills Control -5,588 10,817 2,624 -11,150

Pretest - Collaboration Skills
Control Posttest

Folktales on Communication Skills. Hypothesis
testing is carried out using the Paired Sample T-Test.
Decision making can be seen from the significant
value, namely if the Sig. (2-tailed) value is smaller
than <0-05, then H al is accepted, then there is an influence of the role
playing learning model containing folktales on
students' communication skills in Indonesian

language subjects in grade I'V of elementary school .
Table 1 Results of the Paired Sample T-Test for
Communication Skills

Based on the results of the Paired Sample T-
Test, a significance value of 0.011 was obtained,
which is smaller than 0.05 (sig. 0.011 < 0.05), which
means there is a significant influence. So the
hypothesis stating "There is an Influence of the Role
Playing Learning Model Containing Folk Tales on
Students' Collaboration Skills in Indonesian
Language Subjects in Grade IV of Elementary
School" is accepted.

Paired Samples Test Hypothesis testing regarding the Iniluence

Paired lefereﬁfeaROle Playzng Learnzng MOD’el Con‘t&lmngsﬁol

Commu?ﬁéaﬁ@}fide’é‘"ri’d Collaboratlon Skllls in

Standard Std. EHOElemel'l t Interv,

Mean Deviation Mean ary: o€ re% eTs using the Multivariate of

VariancgyJMANGEYA) Test or known as the

Pair 1 Communication Skills multivariate test. The multivareste testids used 609

Experiment — Pretest - 7.067 10327 2 666 determinecwhethey there is a significant influence

Communication Skills between the independent (free) variable and the
Experiment Posttest

Pair 2 Communication Skills Control dependent-{bound) variable: Ufjfgw uml‘é”um‘g ”(560

Pretest - Communication -8,765 7,554 1,832 multlvqy@‘{g test, ﬁgﬁﬁ determine the homogeneity

Skills Control Posttest

value for the third hypothesis using Box's M. The

Based on the results of the Paired Sample T-
Test, a significance value of 0.019 was obtained,
which is smaller than 0.05 (sig. 0.019 < 0.05), which
means there is a significant influence. So the
hypothesis stating "There is an Influence of the Role
Playing Learning Model Containing Folk Tales on

following are the results of the homogeneity test on
the communication and collaboration skills variables
of the experimental and control groups using SPSS

26 software :
Table 3 Results of Box's M Homogeneity Test
Box's M F Sig.
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9,383 975 0.458

Based on the homogeneity test results in the
table, the Box's M value was 9.383 and the
significance value was 0.458. Therefore, since the
significance value of 0.458 is greater than 0.05, the
communication and collaboration skills variables in
the experimental and control classes have
homogeneous data variances. Therefore, a
multivariate test can be conducted .

Multivariate test decision-making is based
on a significance value that is less than 0.05,

Communication and Collaboration Skills of Grade
IV Elementary School Students which is Significant.
After conducting the multivariate test, the next stage
is to test the independent and dependent variables
through the Manova test .

The MANOVA test is conducted to test the
effect of one independent variable on each
dependent variable . The following is a presentation
of the statistical results of the MANOVA test using

SPSS 26 software .
Table S MANOVA Test Results

meaning the value is significant at the 95%

Tests of Between-Subjects Effects

confidence level, or can be said to have a greater Source Dependent Variable Typeslﬂafgsm of Df
influence. The following presents the statistigal - qioel Communication Skills 15504507 3
results of Multivariate Tests using SPSS 26 sofiware. Collaboration Skills 1159.067° 3
Table 4 Multivariate Test Results Intercept Communication Skills 420174.017 1
Multivariate Tests * Collaboration Skills 368793.600 1
Effect Val F Hypoth  dwgup Sig. Communication Skills 1550.450 3
ue esisdf  or Collaboration Skills 1159,067 3
Edlor Communication Skills 3614.533 56
Interc Pillai's .99 7882 2,000 55, .00 Collaboration Skills 3637333 56
ept Trace T B TIY Communication Skills 425339.000 60
— Collaboration Skills 373590.000 60
I\i\; ‘rlrll‘; 9 -0(3) 722? 2,000 Cirected ial Communication Skills 5164.983 59
T Collaboration Skills 4796.400 59
— a_R-Squared=".300 (Adjusted R Squared =.263
IT{r‘:ilmg s 222 7323 2,000 t%;% S':luar'?%: 242 ((Adjjusted R Sguared = .201%
s b The results of the MANOVA test analysis in
Roy's 286 7882 2,000 55,  the Tests of Between-Subjects Effect table show that
Largest ,63 457 000  the significance value of the dependent variable ,
Root S ° namely communication skills, has a value of 0.000,
Grou [T)lrl;i‘gs = (5) 6’32 6,000 1 (1)3 0%t can be said that the significance value of 0.000
P "o is smaller than 0.05. Thus, it can be said that the
Wilks' 50 7,51 6,000 110  cbasses in the experimental and control groups use
Lambda 3 7° 00 different treatments in each group, which has a
— 0 significant influence on students' communication
I;f;ilmg s '9; 8’72 6,000 182 S&dlls in elementary schools.
"o dependent variable , learning outcomes, has
Roy's 95 17,8 3,000 56, aosignificance value of 0.000, or it can be said that a
lﬁargest 6 51¢ 000  sifnificance value of 0.000 is less than 0.000. In this
0ot

a. Design: Intercept + Group

regard, the classes in the experimental and control

b. Exact statistics

sroups used different treatments in each group,

e .. . .
c. The statistic is an upper bound on F that yields a lower bound on thareh had a significant influence on students

significance level.

collaboration skills in elementary schools. Thus, it

multivariate test analysis in the table show
that the significance value of Pilllai’s Trace, Wilk's
Lambda, Hotelling's Trace, or Roy's Largest Root
has the same value, which is 0.000. This shows that
the significance value of 0.000 is smaller than 0.05,
so it can be said that Ho is rejected and Ha is
accepted. Thus, the results of the analysis can be
concluded that There is a Simultaneous Influence of
the Role Playing Learning Model Containing Folk
Tales in Indonesian Language Subjects on the

can be concluded that the results of the hypothesis
test analysis using multivariate testing can answer
the hypothesis question.

Discussion
This study aims to determine the effect of a
role-playing learning model containing folk tales in
Indonesian language lessons on elementary school
students' communication and collaboration skills.
There are three hypothetical questions in this study,
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so based on the analysis, the following discussion
can be conducted.

Role Playing Learning Model Containing
Folk Tales on Students' Communication Skills in the
Indonesian Language Subject in Grade IV
Elementary School.

Based on the hypothesis test, it is known that
the probability value of communication skills is
0.019 < 005, so HO1 accepted, so it can be concluded that Role
Playing learning containing folk stories has an
impact on the communication skills of fourth grade
elementary school students.

Based on the research findings that, the
indicators of students having an interest in the Role
Playing learning model during the Indonesian
language learning process involve active student
roles and improve the communication skills
possessed by students such as being able to express
ideas and opinions effectively and being able to
convey information well, in understanding lessons
using new models taught in class. In relation to this,
the Role Playing learning model is learning carried
out with role-playing games through small study
groups so that students are active in learning
activities by expressing themselves according to
their abilities. Through group discussions, students
will practice to prepare the roles that will be played
in front of the class so that when students play their
roles, students can communicate well. In addition,
discussions carried out during the learning process
can increase students' language experience thereby
increasing vocabulary [23]

This theory is supported by the results of
research conducted [24], the more often students
engage in speaking or interacting activities, the more
fluent they will be in communicating. In this study,
the increase in students' communication skills was
obtained from the results of the post-test in the form
of performance. The results of this study are in line
with the statement [25] which conveys that the Role
Playing model is a learning model that can optimize
learning outcomes, especially communication skills.

Students' speaking skills also improved due
to the learning conducted in an unusual atmosphere,
so that students became enthusiastic and were able
to master the material well. In addition, students'
speaking skills increased because students practiced
directly with their friends who were their
conversation partners. This was also evident from
before the treatment, students still seemed shy to
answer questions and ask questions. After doing the
role play, students found it easier to express their

opinions, answer questions and also ask questions.
Students also did not discriminate against their
conversation partners after this role play.

The role-playing learning model has been
proven effective in improving students' speaking
skills. Research conducted at SDN 100 Kendari
showed that students often feel a lack of confidence
and have difficulty mastering vocabulary when
speaking. Through the implementation of role-
playing, students are encouraged to express
themselves boldly, expand their vocabulary, practice
pronunciation, and increase their confidence when
performing in front of the class. Role-playing
activities also create a more lively and enjoyable
learning atmosphere so that students are more
motivated and active in participating. Thus, the use
of role-playing in speaking learning can help
students overcome awkwardness, foster courage,
and strengthen their communication skills [26] .

Based on the analysis results through theory
and previous research results, it can be concluded
that Role Playing Learning containing folklore is
very effective in improving students' communication
skills, namely having an interest in conveying
information well and expressing ideas and opinions
effectively. The fact found that students enjoyed the
application of role playing learning containing
folklore, they were trained to express ideas and
feelings intelligently and creatively.

Role Playing Learning Model Containing
Folk Tales on Students' Collaboration Skills in the
Indonesian Language Subject in Grade IV
Elementary School.

Based on the hypothesis test, it is known that
the probability value of collaboration skills is 0.011
< 0057 so HO2 is accepted, so it can be concluded lhatROle Playlng
learning containing folk stories has an impact on the
collaboration skills of fourth grade elementary
school students.

Based on the research findings, the
indicators show that students can contribute actively,
work productively, and take responsibility for the
tasks given by the teacher. Students are happy to
collaborate with peer tutors because it is something
new that they have ever done in learning activities.
They share materials with friends based on materials
that have been developed by the teacher. They are
able to listen and pay attention to their friends'
explanations when they speak. An atmosphere of
familiarity and togetherness is created in the group
collaboration process. They are very enthusiastic
about participating in Indonesian language lessons
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by playing dramas as national figures, with a
compact and orderly learning model of role playing .
In this case, the improvement of students' ability to
collaborate is: 1) students working together to
complete tasks, 2) discussing teaching materials
appropriately, 3) exchanging opinions, and 4)
togetherness in role playing [27] .

role playing learning model has a positive
impact on the situation when learning becomes more
active, students can improve their speaking, listening,
reading and writing skills [28] . The ability to
cooperate and educational learning outcomes are
closely related [29]. This educational collaboration
has a positive connotation. Collaboration in the case
of cheating cannot be considered a collaborative skill,
because it is negative. Teachers must be clever in
selecting and selecting their learning materials, so
that this collaborative learning can be passed on to
other elementary school teachers. This collaboration
is not only between students, but also between
parents and teachers [30] .

Based on the results of the analysis through
theory and research results, it can be concluded that
role playing learning containing folk tales is very
effective for students' collaboration skills, namely
being able to contribute effectively, work together
productively and respect each other so that learning
becomes more active, students respect each other's
opinions more and students can work together with
teachers or with other friends.

Role Playing Learning Model Containing
Folk Tales on Students’ Communication and
Collaboration Skills in Indonesian Language
Subjects in Grade IV Elementary Schools.

Based on the hypothesis test, it is known that
the probability value of communication skills is
0.000 < 0.05, so HO is accepted, so it can be
concluded that Role Playing learning containing folk
tales has an impact on the communication skills of
fourth grade elementary school students.

The role-playing method has weaknesses,
namely that most children who do not participate in
drama become less active, and it takes a lot of time.
Both preparation time for understanding the content
of the lesson and the performance itself require a
fairly large space. If the playing area is narrow, the
players' movements are less free, and other classes
are often disturbed by the players' voices and the
audience's occasional applause, etc.

The above shortcomings can be overcome
by the Role Playing method , namely the teacher
must explain to students, to introduce this method,
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that through sociodrama students are expected to be
able to solve actual social relationship problems in
society. Then the teacher appoints several students
to play a role, each of whom will find a solution to
the problem according to their role, and other
students become spectators with certain tasks as well,
the teacher must choose an urgent problem so that it
attracts children's interest. He can explain well and
interestingly, so that students are stimulated to solve
the problem, so that students understand the event,
the teacher must be able to tell while arranging the
first scene and the weight or extent of the lesson
material to be dramatized must be appropriate to the
time available. Therefore, efforts must be made so
that the players speak and do movements without too
many variations that are less useful.

The role-playing learning model has been
proven effective in improving students' speaking
skills, especially in Indonesian language learning.
Through the application of role-playing, students are
given the opportunity to play a role in a scenario so
they can practice expressing ideas, thoughts, and
feelings more confidently. Research shows that the
use of role-playing models can improve students'
pronunciation, intonation, and expression in
speaking. In addition, students become more active,
motivated, and respond positively to the learning
process with a percentage of responses reaching the
very good category. Thus, role-playing not only
provides a meaningful learning experience but also
encourages oral communication skills which are
very important for language acquisition and social
interaction [31] .

The role-playing learning model is an
effective method for improving students' speaking
skills, especially in Indonesian language learning at
the elementary school level. Through this method,
students are invited to be directly involved in the
learning process by playing a character according to
the material being studied. This approach not only
improves speaking skills, such as pronunciation,
intonation, and verbal expression, but also fosters
students' confidence in expressing opinions and
articulating ideas. In addition, assistance by audio-
visual media can strengthen students' understanding
of the story content and how to play roles, so that
learning outcomes are more optimal. Thus, the role-
playing model helps create an interactive and
enjoyable learning atmosphere, and encourages
active student participation in the language learning
process [32] .

The role-playing learning model has been
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proven effective in improving elementary school
students' speaking skills. Through role-playing
activities, students are trained to express ideas,
convey opinions, and interact actively with peers.
Research shows that this method can increase
students' self-confidence, motivation, and ability to
use vocabulary, intonation, and expression
appropriately. In addition, role-playing makes the
learning atmosphere more enjoyable and meaningful,
because students not only practice speaking, but also
develop creativity and the ability to work together.
Thus, the role-playing method can be used as an
alternative, innovative, student-centered learning
strategy to effectively improve oral communication
skills [33] .

The role-playing model is a learning strategy
that emphasizes active student involvement through
role-playing activities. With this model, students are
not only required to understand the material
theoretically, but also to practice it in the form of
simulations that resemble real-life situations.
Research shows that the application of role-playing
models can improve students' conceptual
understanding, social skills, and confidence in
expressing opinions. In addition, this model is able
to create a fun and meaningful learning atmosphere,
because students are given the opportunity to interact,
collaborate, and develop their imagination [34] .

For students who receive the Role Playing
model , they will be helped through the development
of imagination and appreciation of students in which
there are rules, goals, and elements of fun in carrying
out the teaching and learning process [23] . In
addition, they will also be trained to express ideas
and feelings intelligently and creatively, be able to
communicate effectively and efficiently in
accordance with applicable ethics, and be able to
find and use analytical and imaginative abilities that
exist within themselves in facing problems that arise
in everyday life.

This theory underlies the use of the Role
Playing model in improving speaking skills in
Indonesian language learning. The teacher will share
the prepared scenario, then distribute it to each group
and call on students who have been appointed to act
out the prepared scenario. The Role Playing learning
model of students' spoken language can be
developed into good language that is easily
understood by others and the right way for students
to learn and practice speaking by assessing aspects
of speaking expressing feelings through movements
and facial expressions, so that students' speaking

skills are increasingly improved.

The implementation of collaborative
learning actually adopts Bandura's social learning
theory. In his theory, Bandura states that students'
skills can develop rapidly if they learn from their
peers. Similar age and level factors facilitate the
delivery of information during learning. This can
also be proven when the age difference between the
teacher and the students they teach is significant,
resulting in gaps and a loss of communication. Social
intelligence also significantly influences the learning
outcomes of elementary school students. Learning
models and methods in elementary school
significantly influence student motivation. The
selection of appropriate learning models can also
influence student engagement. Learning that is not
boring is highly desired by elementary school
students in Indonesia.

The role-playing learning model is an
interactive method that emphasizes the active
involvement of students in the learning process.
Through roles played according to scenarios,
students can connect theory with real-world practice,
making the learning experience more meaningful.
Research shows that role-playing can improve
learning outcomes, communication skills, problem-
solving, and students' empathy for the situations they
face. In addition, this method also helps reduce the
gap between theory and practice, increases self-
confidence, and motivates students to be more active
in learning. Therefore, role-playing is considered
effective for application in various subjects,
especially those that require communication skills,
collaboration, and the application of social skills
[35].

Teachers must be creative in designing their
lessons because creative elementary school teachers
will produce creative students. Collaboration skills
and educational outcomes are closely related. [29] .
This educational collaboration has a positive
connotation. Collaboration in the case of cheating
cannot be considered a collaborative skill, as it is a
negative one. Teachers must be skilled at sorting and
selecting their learning materials so that this
collaborative learning can be passed on to other
elementary school teachers. This collaboration is not
only between students, but also between parents and
teachers. Good student collaboration must be
followed by good parental cooperation on the school
committee . Parents and teachers must both consider
what is best for their children. This must be done
together, not individually. Good learning is learning
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that can accommodate students' needs through the
roles of parents and teachers. This is very possible
with the increasingly independent curriculum
currently implemented.

Folktales are a literary genre born from the
culture of society and passed down from generation
to generation. As a cultural product, folktales contain
noble values that are highly respected by society,
including moral, social, and religious values. These
values serve as guidelines for life and can be used as
a medium for character education for students.
Folktales can be a means of learning and shaping
students' personalities because they contain
messages of character education, such as honesty,
responsibility, hard work, courage, and mutual
respect [36] .

Learning folklore not only serves as a means
of entertainment, but also has high educational value
because it contains moral, social, and cultural
teachings that can be instilled in students. Through
folklore, students are introduced to local wisdom
that is part of the nation's identity, while also
fostering a love for regional culture. Research shows
that the integration of folklore in Indonesian
language learning can improve students' language
skills, especially in the aspects of reading and
writing, as well as strengthen their understanding of
the life values contained in the stories. Thus,
learning folklore has a strategic role in shaping
students' character that is rooted in the nation's
culture [37] .

Folktales are not just entertainment stories,
but also a means of cultural inheritance and moral
education for future generations. The values
contained within them, such as local wisdom, social
norms, and ethics in society, make folktales relevant
as teaching materials in schools. Research shows
that folktales have great potential in developing
literacy, strengthening character, and fostering a
love of regional culture. Thus, folktale-based
learning can help students recognize cultural identity
while building personalities rooted in the nation's
noble values [38] .

Folktales such as the Smong legend not only
serve as engaging reading material, but also have
important educational value in the context of
disaster awareness. Folktales in Indonesian
language lessons generally instill moral values,
culture, and national identity, while folktales such
as Smong specifically teach disaster preparedness
through narratives that are easy for children to
understand. Thus, the integration of these disaster
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folktales into learning can strengthen students'
understanding not only of language and literature,
but also the importance of preparedness and early
disaster risk mitigation [39] .

Based on the analysis of theory and research
findings, it can be concluded that role-playing based
on folklore is effective in improving students'
communication and collaboration skills, particularly
through the development of their imagination and
appreciation  during the learning process.
Furthermore, they are trained to express ideas and
feelings intelligently and creatively, and are able to
communicate effectively and efficiently.

Conclusion

Based on the results of the hypothesis analysis and
discussion in this study in answering the problem
formulation, a conclusion was obtained as follows:
The Role Playing learning model voicing folk tales
in Indonesian language subjects has an effect on the
communication skills of fourth-grade elementary
school students as proven by a significance value of
0.000 <0.05, so H i is accepted. Thus, it is said that
there is an Influence of the Role Playing Learning
Model Containing Folk Tales in Indonesian
Language Subjects on the Communication Skills of
Fourth-grade Elementary School Students. Role
Playing learning conveying folk tales is very
effective for students' communication skills, namely
having an interest in conveying information well and
expressing ideas and opinions effectively. The fact
found that students are happy with the application of
role playing learning that contains folk tales, they
practice to convey ideas and feelings intelligently and
creatively. The Role Playing learning model
containing folk tales in Indonesian language subjects
has an effect on the collaboration skills of fourth-
grade elementary school students, as evidenced by a
significance value of 0.000 <0.05, so H . is accepted.
Thus, it is said that there is an Influence of the Role
Playing Learning Model Containing Folk Tales in
Indonesian Language Subjects on the Collaboration
Skills of Fourth-grade Elementary School Students.
Role playing learning containing folk tales is very
effective on students' collaboration skills, namely
being able to contribute effectively, work together
productively and respect each other so that learning
becomes more active, students respect each other's
opinions more and students can work together with
teachers or with other friends. The Role Playing
learning model containing folk tales in Indonesian
language subjects has a simultaneous effect on the
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communication and collaboration skills of fourth-
grade elementary school students. Proven by the
significance value of Pillai's Trace, Wilks' Lambda,
Hotelling's Trace, or Roy's Largest Root MANOVA
Tests of Between-Subjects Effects table in the class
section of 0.000 smaller than 0.05. Thus, it can be
said that there is an influence of the role-playing
learning model containing folk tales in Indonesian
language subjects on the communication and
collaboration skills of fourth-grade elementary
school students. The effectiveness of role-playing
learning by listening to folk tales on students'
communication and collaboration skills is more
assisted through the development of students'
imagination and appreciation in carrying out the
learning process. In addition, they will also practice
expressing ideas and feelings intelligently and
creatively, being able to communicate effectively and
efficiently.
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