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ABSTRACT 

 

Istiqomah, Qiyatun. 2021. The Effectiveness of Role Playing Techniques to 

Improve Student's Assertive Behavior of class XI Vocational High scholl students 

Plus Matholi’ul Anwar Maibit. Undergrade Thesis, Counseling Guidance 

Department Faculty of Teacher Training and Education, Nahdlatul Ulama Sunan 

Giri Bojonegoro University. Main Advisor Zeti Novitasari, M.Pd and Companion 

Advisor Festian Cindarbumi, M.Pd. 

Keywords: Role Playing Techniques, Assertive Behavior. 

High assertive behavior is needed so that individuals can adapt to the 

environment easily, but the phenomena that occur are individuals rarely have high 

assertive behavior, for example being shy when they have to express opinions, not 

daring to refuse other people's requests, and not being confident. So to improve this 

assertive behavior the researcher uses the Role Playing technique, because it is 

considered very appropriate and relevant to the existing problems. This study uses 

a quantitative approach with a pre-experimental research design. With the research 

design of one group pretest posttest design. Based on the results of data processing, 

it is known that the percentage of the average between before and after being given 

group guidance treatment with the Role Playing technique is 57.68% in the low 

category, to 80.07% in the medium category. The difference between the results of 

the average percentage of students before and after being given treatment is 22.39%. 

After conducting a series of research activities, it was found that there was an 

increase in the level of student achievement and it was proven that the Role Playing 

technique was effective for improving student achievement at Matholi'ul Anwar 

Maibit Vocational High School. 
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ABSTRAK 

 

Istiqomah, Qiyatun. 2021. Keefektifan Teknik Role Playing untuk Meningkatkan 

Perilaku Asertif Siswa Kelas XI SMK Plus Matholi’ul Anwar Maibit. Skripsi, 

Program Studi Bimbingan Konseling Fakultas Keguruan dan Ilmu Pendidikan 

Universitas Nahdlatul Ulama Sunan Giri Bojonegoro. Pembimbing Utama Zeti 

Novitasari, M.Pd dan Pembimbing Pendamping Festian Cindarbumi M.Pd. 

Kata kunci: Teknik Role Playing, Perilaku Asertif. 

Perilaku asertif merupakan perilaku yang menekankan pada kepercayaan 

diri dan kemampuan untuk berkomunikasi dengan seseorang secara baik, benar, dan 

tegas. Perilaku asertif yang tinggi dibutuhkan agar individu dapat menyesuaikan 

diri dengan lingkungan dengan mudah.  Akan tetapi fenomena yang terjadi individu 

jarang sekali memiliki perilaku tersebut, contohnya malu-malu ketika harus 

mengutarakan pendapat, tidak berani menolak permintaan orang lain, dan  tidak 

percaya diri.  Maka untuk meningkatkan perilaku asertif ini peneliti menggunakan 

teknik Role Playing, karena dirasa sangat sesuai dan relevan dengan permasalahan 

yang ada. Penelitian ini menggunakan pendekatan kuantitatif dengan rancangan 

penelitian Pre-eksperimen. Dengan desain penelitian one group pretest posttest 

design. Berdasarkan hasil pengolahan data, diketahui bahwa persentase dari rata–

rata antara sebelum dan setelah diberikan treatment bimbingan kelompok dengan 

teknik Role Playing yaitu 57,68% dengan kategori rendah, menjadi 80,07% dengan 

kategori sedang. Perbedaan antar hasil rata - rata persentase siswa sebelum dan 

setelah diberikan treatment yaitu sebesar 22,39%. Setelah melakukan rangkaian 

kegiatan penelitian, diketahui adanya peningkatan tingkat prestasi belajar siswa dan 

terbukti bahwa teknik Role Playing efektif untuk meningkatkan prestasi belajar 

siswa SMK Plus Matholi’ul Anwar Maibit. 
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