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                                          Abstract 
Congregational prayer serves to nurture and shape the 
character of a Muslim, as well as fulfilling a social function. 
By becoming a good person, a Muslim's sense of social 
responsibility will shape a good character. In this context, 
Islam requires congregational prayer. Although 
congregational prayer is not obligatory, it offers greater 
rewards, namely twenty-seven degrees higher than praying 
alone. The purpose of this study is to identify the character 
values obtained through the habit of performing 
congregational Zuhr prayer. This study employs a 
qualitative method with a case study approach. Data 
sources were obtained from thirteen informants through 
direct interviews using a pre-designed interview protocol. 
All interview data were analyzed thematically using the 
Interactive Model Analysis technique by Milles & 
Hubberman. The analysis results indicate that the activity 
of performing Zuhr prayer in congregation is essentially an 
extracurricular activity at State Elementary School 10 
Sungai Lundang aimed at instilling the habit of performing 
congregational prayer among students, as well as 
developing character traits such as religiosity, discipline, 
responsibility, honesty, and others. The findings of this 
study can serve as initial data for future researchers in 
examining this issue in different contexts and problems. 

 
INTRODUCTION 

Education is an effort to help humans achieve a meaningful life, thereby 
attaining happiness both individually and collectively (Kasanah et al., 2019; Pratiwi, 
2020; Sanga & Wangdra, 2023; Sugiarta et al., 2019; R. Wulandari et al., 2021). As a 
process, education requires a structured and stable system, as well as clear objectives 
to ensure that the desired direction is easily achieved. The education system in 
Indonesia has established and defined that the purpose of education is to develop  
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and shape the character and civilization of the nation in a dignified manner, with the 
aim of enhancing the potential of students to become individuals who are faithful 
and devout to the one and only God. The role-playing learning model is a model 
used when the intended learning involves explaining an event that involves many 
people and is better dramatized than narrated  (Afri Naldi et al., 2024; Maria Ulfah & 
Budiman, 2019; Priatna & Setyarini, 2019; Purwantoro, 2021; Saputri & Yamin, 2022; 
Tulak et al., 2023). The concept of role-playing as a learning model is one of the 
social interaction learning models that provides students with opportunities to engage 
in active learning activities through personal interaction by assigning specific roles to 
students and dramatizing them on a stage. Educators must be able to identify the 
learning interests of the students they teach. Therefore, students must have effective 
learning strategies so that they can actively participate in the learning process. 

A learning model is a conceptual framework and systematic procedure for 
grouping learning experiences in order to achieve the objectives of a particular 
learning process and serves as a guideline for instructional designers and teachers in 
conducting teaching and learning activities. Thus, the existence of this learning model 
ensures that teaching and learning activities are systematically organized and can 
achieve their objectives (Dewita et al., 2022; Sukandar & Rifmasari, 2022). Careful 
consideration is needed in selecting the learning model to be used in delivering 
instructional material to create an effective and appropriate learning model for the 
learning process. This aligns with the verse from the Quran, Surah an-Nahl, Verse 
125, which states: 

هُوَ اَعْلَمُ بِنَْ  ادُعُْ اِلٰى سَبِيْلِ ربَِ كَ بِِلِْْكْمَةِ وَالْمَوْعِظَةِ الَْْسَنَةِ وَجَادِلْْمُْ بِِلَّتِِْ هِيَ اَحْسَنُُۗ اِنَّ ربََّكَ 
( ١٢٥لْمُهْتَدِيْنَ )النحل:  ضَلَّ عَنْ سَبِيْلِهِ وَهُوَ اَعْلَمُ بِِ   

Meaning: “Invite (people) to the path of your Lord with wisdom and good instruction, and 
debate with them in a way that is better. Indeed, your Lord is the one who knows best who 
has strayed from His path, and He is the one who knows best who has been guided” (QS. 
An-Nahl: 125). 
The above verse concerns the obligation to learn and teach, as well as the 

methods used (Khasanah, 2021; Permana et al., 2024). In this verse, Allah SWT 
commands Prophet Muhammad SAW and his followers to learn and teach using 
good teaching methods (billatiy hiya ahsan). From this verse, it can be correlated with 
other verses that contain interpretations about learning and teaching methods based 
on Qur’anic concepts. Various learning models include the discovery learning model, 
the inquiry learning model, the problem-based learning model, the role-playing 
learning model, the contextual learning model, the cooperative learning model, and 
the project-based learning model. 

Terminologically, interest is defined as a desire, liking, and willingness toward 
something that is of interest (Heri, 2019). Interest can also be interpreted as a drive 
that causes an individual's attention to be drawn to a particular object, such as work, 
lessons, objects, and people. Etymologically, the word “interest” in the Indonesian 
dictionary can be interpreted as attention and liking. Interest is a determining factor 
in a student's success in learning. Interest is a state in which an individual has 
attention toward an object that aligns with the desire to know, learn, or further 
explore that object, accompanied by a tendency to engage more actively with it. 
Interest is an aspect that can determine a person's motivation to engage in a 
particular activity. It can be concluded that someone who is interested in a particular 
activity will consistently pay attention to that activity with a sense of enjoyment 
because it stems from within the individual, based on a sense of liking and interest in 
a particular thing or activity, without any external pressure. 

The steps in the role-playing model include warming up, selecting players or 
participants, setting up the stage, the teacher appointing several students to be 
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observers, starting the role-play, initial discussion and evaluation, replaying the role-
play, and a second discussion and evaluation. Every method has its strengths and 
weaknesses, and the same applies to the role-playing method. However, what is 
important here is that the weaknesses of one method can be compensated for by 
using another method. One of the weaknesses of this method is that not all materials 
can be presented using this method. Therefore, the solution is for teachers to select 
appropriate materials for use with this model (Febriani et al., 2020; Oktavia et al., 
2024; Rahman et al., 2020).  

To carry out this game, the class can be divided into two groups. Each group 
is given an initial letter corresponding to a category of living things. For example, the 
first group is for plants and the second group is for animals. Then, the teacher gives 
each group a randomly selected letter of the alphabet. For example, the plant group 
is given the letter A. This means that the plant group must name all plants that begin 
with the letter A, such as apple, grape, avocado, and so on. The more plant names 
they mention, the better. This game is intended to hone students' ability to recognize 
the names of plants and animals. 

From several previous studies related to the implementation of role-playing 
learning models in increasing learning interest, Fitrah explains that choosing the right 
learning model is crucial to the success of the learning process in the classroom. 
However, many students do not focus during the implementation of role-playing 
learning models, and quite a few laugh at their friends when they perform in front of 
the class, thereby reducing the enthusiasm of the students. Teachers must be able to 
select materials that can be used through the role-playing learning model, so that 
students understand the material taught by educators. 
METHODS 
This study uses a qualitative method with a case study approach (Case Study Design). 
Data sources were obtained from twenty informants through in-depth interviews 
selected using purposive sampling techniques (Akmal et al., 2024; Engkizar et al., 
2023, 2024; Guspita, 2025; Istiqamah et al., 2024; Mahira et al., 2024; Mustafa et al., 
2025; Wati et al., 2025). The informants selected met four criteria: they had a good 
understanding of the issues being studied, were still active in the field being studied, 
had time to provide information to the researcher, and provided information 
consistent with the facts on the ground. To meet the criteria for being an informant, 
all informants were individuals within the school environment, such as Islamic 
Education teachers, students, and school principals. After the interviews were 
completed with all informants, the transcription process was conducted, and the 
author identified themes relevant to the research objectives. This analysis process was 
carried out using the qualitative analysis software NVivo 10. The data collection 
techniques used were observation, interviews, and documentation. All data were 
analyzed using the Miles and Huberman analysis technique (Engkizar et al., 2021, 
2025; Ikhlas et al., 2025; Khairunisa et al., 2025; W. Wulandari et al., 2024). 
RESULT AND DISCUSSION 

Based on interviews conducted by researchers with Islamic Education teachers 
in fourth grade, they explained how the role-playing model is implemented in the 
classroom. As stated in the following interview excerpt. 

The implementation of the role-playing learning model is considered effective because students 
can actively participate in class, and students can reason or imagine the events being 
dramatized in accordance with the material taught in class, enabling students to better 
understand the material taught through role-playing when they are tested later. 

Steps for implementing the role-playing model: 
First, the teacher explains the implementation technique and determines the 

appropriate students to play simple roles that can be performed in class. Second, the 
teacher shows a video related to the material to be taught in front of the class. Third, 
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the teacher divides the students into groups and allows them to discuss. Fourth, 
students are asked to come to the front and present the results of their discussions 
about their roles. Fifth, the teacher explains the storyline to the students, with the 
aim of resolving potential problems in a general way, thereby giving the audience the 
opportunity to comment and evaluate the role-playing being performed. Sixth, the 
teacher and students can provide comments, conclusions, or notes on the role-
playing process for future improvements. Seventh, the teacher directly evaluates the 
students based on their understanding of the role-playing performance (Engkizar et 
al., 2025). 

This role-playing model is popular among students because it allows them to 
directly act out a problem that focuses on issues related to Islamic Religious 
Education. The effectiveness of a method is closely tied to the variety of engaging 
methods used (Anita & Chairunisa Muh.Said, 2025; Wahyuni et al., 2024). Moreover, 
the role-playing method, which inherently plays a significant role in learning, allows 
students to act and express their feelings and opinions without worrying about 
receiving punishment. Some of the impacts of implementing role-playing are outlined 
in the table below: 

No The Impact of Implementing the Role playing Model 

1 

Students began to show interest when the teacher asked them to role-play. 

They started paying close attention to the lesson, as seen when the teacher 

explained the material and the students did not play with their friends. 

2 

The application of this role-playing learning model can increase interest in 

learning, especially in Islamic Religious Education lessons. Students are active 

and involved in the learning process, and they can also showcase their talents in 

the world of acting. 

3 

Students appear enthusiastic in participating in the learning process, which 

previously often involved them being quiet in class but now becoming active. 

This can increase students' interest in learning PAI. 

4 
This learning model opens up opportunities for students who have a talent for 

acting or performing arts. 

5 

The teachers are looking for models that are effective in the teaching and 

learning process. In a meeting organized by the school principal and attended 

by the teaching staff, it was agreed that the role-playing learning model would 

be one of the methods used in the learning process. 

6 

The application of this role-playing model is expected to create a conducive 

classroom atmosphere because teaching and learning activities are centered on 

role-playing performances. Students are able to play an active role in expressing 

their ideas in groups. Each group is required to collaborate well. 

 
CONCLUSION 
 This study has successfully revealed five impacts of implementing the role-
playing learning model, including: i) students began to pay close attention to the 
learning process, ii) students were active and engaged in the learning process and 
were also able to showcase their talents in the world of acting, iii) students appeared 
enthusiastic in participating in the learning process, iv) this learning model opened up 
opportunities for students with talents in acting or performing arts, v) it created a 
conducive atmosphere. At the very least, this study can serve as a foundation and 
reference for future researchers to investigate this issue in different contexts and 
issues. 
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