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ABSTRACT  
This study aims to improve student learning outcomes in Islamic 

religious education learning using Project Based Learning. This study 

is a classroom action research that uses four steps, namely planning, 

action, observation and reflection. The subjects of this study were 

junior high school students. The data for this study were obtained 

using test and observation techniques. Tests are used to measure 

learning outcomes and observations are used to analyze teacher and 

student learning activities. The data analysis technique used in this 

study is descriptive statistics by comparing the results obtained with 

indicators of research success. The results of the study indicate that 

Project Based Learning can improve student learning outcomes in 

Islamic religious education learning. This can be seen from the 

increase in the percentage of student learning completion in each 

cycle with details of the pre-cycle 48.71%, the first cycle 65.39% and 

in the second cycle it increased to 89.76%. Thus, the use of Project 

Based Learning can be used as an alternative to improve student 

learning outcomes in Islamic religious education learning. 
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Introduction  

Education is an important foundation in character building and developing children's 

potential. At the junior high school level, students are not only required to acquire basic 

knowledge, but also to develop attitudes, moral values, and social skills that will take 

them to the next level of education. One important aspect of religious education is the 

introduction and understanding of basic concepts in religion, which not only provide 

theoretical understanding but also shape students' behavior and character. In the 

context of Islamic religious education, teaching about Asmaul Husna, namely the 99 

good names of Allah listed in the Qur'an, is an important part of introducing students to 

the attributes of God Almighty. Asmaul Husna not only functions as information that 

needs to be memorized, but also as a foundation for students in forming their 

character. Each name in Asmaul Husna has a deep meaning and can inspire students to 
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apply these values in their daily lives. Therefore, it is important for educators to teach 

Asmaul Husna in an interesting, interactive, and relevant way to students' lives. 

However, in reality, teaching Asmaul Husna in many schools, including in SMP 

Negeri 1 Barumun Baru class VII, still experiences several obstacles. One of the main 

problems found is the lack of student interest in learning this material. Students often 

consider Asmaul Husna material as boring and difficult to understand, especially 

because the delivery method tends to be monotonous and does not involve students 

actively. This causes a low level of student understanding of Asmaul Husna, and 

furthermore, reduces the opportunity to apply the values contained in the names of 

Allah in their lives. In addition, conventional teaching methods, such as lectures or 

assignments that are less varied, also affect students' low interest in learning. In the 

conventional learning process, students tend to be passive and less interactive with the 

learning material. This also affects their character development. Character education, 

which should be reflected in the understanding of Asmaul Husna, cannot develop 

optimally if students are not given the opportunity to feel and apply these values directly 

in their lives. 

For this reason, a more innovative and enjoyable approach is needed in learning, 

so that students can be more active, enthusiastic, and gain a deeper understanding of 

the Asmaul Husna material. One method that can be used is Project-Based Learning 

(PjBL), which is a project-based and problem-based learning model that integrates 

technology to help students understand concepts in a more interactive, practical, and 

applicable way. Project-Based Learning (PjBL) is a learning model that focuses on 

project-based learning. In this model, students will be given assignments or projects that 

require them to conduct research, collaboration, and presentations, so that they can 

understand the material directly through experience. Through PjBL, students can learn 

to connect theory with practice, develop critical thinking skills, and enhance creativity. By 

using this model, students can more easily understand Asmaul Husna not only as a 

concept that must be memorized, but also as a value that can be applied in everyday 

life. 

The Role Play method is a technique that can be an effective addition to learning 

Asmaul Husna. In Role Play, students act as characters that reflect the characters in 

Asmaul Husna or situations related to the values in the names of Allah. By playing a 

direct role, students not only memorize but also feel and understand the meaning 

contained in each name. This will provide a more comprehensive and impressive 

learning experience for students. 

Based on the description above, it is very clear that learning Asmaul Husna at SMP 

Negeri 1 Barumun Baru needs to be carried out with a more creative and innovative 

approach to increase student interest and understanding. Therefore, this study aims to 
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explore the extent to which the implementation of Project-Based Learning (PjBL, with 

the Role Play method can increase students' interest in learning the Asmaul Husna 

material and support the development of student character in grade 7 of SMP Negeri 1 

Barumun Baru. It is hoped that through this approach, students will not only gain better 

knowledge about Asmaul Husna, but can also apply these values in their daily lives. The 

implementation of a learning model based on active student involvement and the use of 

technology is expected to have a positive impact not only on increasing interest in 

learning, but also on the development of student character, especially in developing 

morals that are in accordance with the values contained in Asmaul Husna. Therefore, 

this study is very relevant and important to be carried out at SMP Negeri 1 Barumun 

Baru. 

Methods  

This research is a classroom action research (CAR) that aims to increase students' 

interest in learning and their character development through the application of the 

Project-Based Learning (PjBL) learning model with the Role Play method on the Asmaul 

Husna material in class 7 of SMP Negeri 1 Barumun Baru. This research was conducted 

in order to provide solutions to problems in the classroom, namely the low interest of 

students in understanding the concept of Asmaul Husna and the lack of character 

development, such as honesty and respect for others. Classroom action research (CAR) 

is a form of research conducted by teachers or education practitioners to improve the 

quality of learning through improvements that are carried out systematically and 

continuously in the classroom environment. This research focuses on the actions taken 

by researchers to overcome problems in the classroom and measure the results of the 

actions implemented. 

The characteristics of Classroom Action Research (CAR) in this study are as follows: 

1) Focus on learning practices: This research focuses more on actions taken in the 

classroom, which aim to improve the learning process; 2) Participatory and reflective: 

This study involves researchers and students actively in the learning process and 

reflection on the results achieved; 3) Continuous cycle: This study will be carried out in 

cycles consisting of planning, action, observation, and reflection. Each cycle will be used 

as evaluation material for improvement in the next cycle; 4) Approach based on real 

problems: This study began by identifying problems that occurred in the classroom, 

namely the low interest of students in learning the Asmaul Husna material and the lack 

of their character development. By using the PjBL and Role Play methods, this study 

aims to explore how these learning models can be applied effectively to improve 

students' understanding of Asmaul Husna and support their character development, 

especially in terms of honesty and respect for others. The Role Play method will also be 
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used to provide students with direct experience in bringing the values of Asmaul Husna 

and moral character to life in contextual and relevant situations. 

The steps of this classroom action research consist of: 1) Planning: The researcher 

designs learning steps that include the use of the PjBL model and Role Play activities to 

teach the concept of Asmaul Husna and character; 2) Action: The researcher implements 

the action in the classroom according to the plan that has been made; 3) Observation: 

The researcher observes and records the development of students' learning interest 

and character development during the implementation of the action; 4) Reflection: The 

researcher evaluates the results of the actions that have been taken to determine 

whether the research objectives have been achieved or whether improvements need to 

be made in the next cycle. Thus, this type of research is expected to provide the right 

solution to increase students' learning interest and develop their character through 

active and project-based learning and real problems. This research also aims to 

contribute to improving the quality of learning at SMP Negeri 1 Barumun Baru, 

especially in teaching Asmaul Husna. 

In this study, there are two main variables that are the main focus for research, 

namely the independent variable and the dependent variable. The following is an 

explanation of the two independent variables in this study, namely the learning model 

applied, which consists of three main approaches, namely: 1) Project-Based Learning 

(PjBL): This learning model prioritizes project-based learning, where students are directly 

involved in planning and implementing projects related to learning materials. In this 

study, PjBL will be used to introduce the concept of Asmaul Husna through challenging 

and relevant projects to students' lives, so that they can learn through practical 

experience and collaboration with their friends; 2) Role Play: The Role Play method or 

role playing is used to bring the concept of Asmaul Husna and character values to life in 

the classroom. By playing certain roles, students can experience firsthand situations that 

illustrate the values contained in Asmaul Husna and practice attitudes of honesty and 

mutual respect in everyday life. These three learning models are independent variables 

that are expected to influence students' learning interests and their character 

development. 

The dependent variables in this study are two aspects that are the focus of 

improvement through the application of the learning models mentioned above, namely: 

a) Student Learning Interest: Learning interest refers to the level of student involvement 

in learning activities, as well as their desire and motivation to understand the material 

being taught, especially regarding the concept of Asmaul Husna. In the context of this 

study, learning interest is measured through observation, interviews, and 

questionnaires given to students to see how much interest they have in participating in 

learning using the PjBL and Role Play models; 2) Student Character Development: The 

characters referred to in this study include the values of honesty, respect for others, and 
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other moral values taught through the concept of Asmaul Husna. Character 

development is measured by observing students' attitudes and behaviors in various 

situations, such as social interactions in class, group assignments, and Role Play 

simulations that reflect these character values. 

In this study, the relationship between independent and dependent variables is as 

follows: Project-Based Learning (PjBL) and Role Play (independent variables) are 

expected to increase students' interest in learning and character development, 

especially in terms of honesty and respect for others (dependent variables). The 

application of project-based learning models and real problems is expected to arouse 

students' curiosity and increase their involvement in learning. On the other hand, the 

use of the Role Play method can provide direct experience that strengthens the 

internalization of character and moral values in students. Thus, this study focuses on 

efforts to determine how much influence the PjBL and Role Play learning models have 

on increasing students' interest in learning and character development in the context of 

Asmaul Husna learning. 

The population in this study were all 7th grade students at SMP Negeri 1 Barumun 

Baru, which is the group that is the main subject in this classroom action research. 

Based on the available data, there are around 20 students enrolled in 7th grade of SMP 

Negeri 1 Barumun Baru in the 2024/2025 academic year. This population consists of 

students with various characteristics, including varying levels of knowledge, skills, and 

learning interests, but overall shows a need to improve their understanding of Asmaul 

Husna and their character development. This population was chosen because the 

identified problems are related to students' low interest in learning the Asmaul Husna 

material, as well as the lack of character development, such as honesty and mutual 

respect among students. In addition, this population is considered representative for 

testing the effectiveness of the learning model and Role Play in improving students' 

learning interest and character. The sample of this study is part of the population that 

will be used as the subject of the research. In classroom action research (CAR), sample 

selection is carried out using purposive sampling techniques, namely sample selection 

techniques based on certain considerations that are relevant to the research objectives. 

Therefore, the sample selected in this study was class 7 of SMP Negeri 1 Barumun Baru, 

consisting of 25 students. In this classroom action research, data collection was carried 

out to obtain the information needed to evaluate the increase in learning interest and 

character development of students through the application of the Project-Based 

Learning (PjBL) and Role Play learning models. The collected data will be analyzed to 

determine the extent to which this learning model is effective in achieving the research 

objectives. 

The following is an explanation of the types, sources, and techniques of data 

collection in this study. The types of data used in this study are qualitative and 
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quantitative data obtained from various sources to provide a more comprehensive 

picture of the influence of learning models on students' learning interests and character 

development. 1) Qualitative Data: This data focuses on descriptive aspects, such as 

observations of student behavior, student interactions during learning, and notes from 

interviews. This qualitative data provides an in-depth picture of how students respond 

to learning and how their character develops over time; 2) Quantitative Data: This data 

refers to numbers or statistics that can be used to measure changes in students' 

learning interests and character. This quantitative data is obtained through 

questionnaires or tests given to students before and after the implementation of 

learning with the applied model. The data sources in this study come from two main 

categories, namely primary sources and secondary sources: 1) Grade 7 students of SMP 

Negeri 1 Barumun Baru who are the objects of research. Primary data were obtained 

from direct observation, questionnaires, and interviews with students regarding their 

learning interests and character; 2) Teachers who provide information related to the 

learning process, evaluation, and observation of the development of students' learning 

interests and character during the implementation of the learning model.  

School Documents: Such as the curriculum used, previous student learning 

outcome reports, and notes on the teaching of Asmaul Husna at school. These 

secondary sources provide a useful background for understanding the context and 

problems that exist before the intervention is carried out. Related Literature: Relevant 

books, articles, and journals on the PjBL and Role Play learning models, as well as 

research related to increasing learning interests and character development through 

innovative learning models. Data collection techniques were carried out using several 

different methods to obtain valid and reliable information. The techniques used in this 

study are as follows: Direct observation was carried out during the implementation of 

learning to observe changes in students' learning interests and their character 

development, especially in terms of honesty and respect for others. This observation 

was carried out by researchers and teachers involved to record student behavior, their 

interactions in groups, and their reactions to learning activities. Interviews were 

conducted with several students and teachers to gain in-depth insights into the 

influence of learning models on students' learning interests and character. These 

interviews were conducted individually or in small groups to explore their perceptions of 

the implementation of learning using PjBL, PBL, and Role Play. Interviews with teachers 

will also include their observations of classroom dynamics and student attitudes during 

the learning process. 

Learning Interest Questionnaire: This questionnaire was designed to measure 

students' learning interest related to the Asmaul Husna material before and after the 

designed learning model was implemented. This questionnaire consists of several 

closed questions that focus on the level of student motivation and involvement in 
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learning. Character Development Questionnaire: This questionnaire contains questions 

designed to assess students' character development, such as honesty, respect for 

others, and moral values related to the Asmaul Husna concept. This questionnaire was 

given before and after the learning intervention. Documentation is used to collect data 

related to learning activities that have been carried out, such as photos of Role Play 

activities, notes from teachers, and project results worked on by students. This 

documentation is a source of supporting data that is useful for describing the learning 

process and the changes that occur. A written test will be used to assess students' 

understanding of the Asmaul Husna material after implementing the learning model. 

This test will focus on understanding the concept, recognizing the names of Asmaul 

Husna, and students' ability to relate these values to everyday behavior.  

Data collection in this study was carried out in several stages, namely: 1) Pre-test: 

Before the implementation of the learning model, students will be given tests and 

questionnaires to measure their initial learning interest and character development; 2) 

Learning Implementation: The PjBL and Role Play models are implemented in several 

learning meetings. During this process, observation and documentation will be carried 

out to record student activities and changes that occur; 3) Post-test: After the 

implementation of learning, students will be given the same tests and questionnaires to 

measure changes in their learning interest and character; 4) Interviews and Discussions: 

Interviews with students and teachers will be conducted to obtain additional 

information regarding the changes that occurred during the learning process. By using a 

combination of these techniques, it is hoped that the data collected will provide a clear 

picture of the influence of the PjBL and Role learning models. At this stage, after the 

data has been collected through various data collection techniques, the next step is to 

analyze the data to determine the extent to which the Project-Based Learning (PjBL) and 

Role Play learning models can increase students' learning interest and character 

development in the Asmaul Husna material. The following is an explanation of the data 

analysis techniques and hypothesis testing in this study: To analyze the data obtained, 

qualitative and quantitative analysis techniques are used, according to the type of data 

collected. Observation Data Analysis: Data obtained from observations will be analyzed 

descriptively, by assessing changes in student behavior during the learning process. 

Peneliti akan mencatat dinamika interaksi siswa dalam aktivitas Role Play, serta 

bagaimana mereka mengaplikasikan nilai-nilai Asmaul Husna dalam kehidupan sehari-

hari, seperti kejujuran dan penghormatan terhadap orang lain. Analisis Wawancara: 

Wawancara dengan siswa dan guru akan dianalisis untuk memperoleh pemahaman 

lebih dalam mengenai persepsi mereka tentang pembelajaran dan perkembangan 

karakter siswa. Data wawancara akan dikelompokkan berdasarkan tema yang relevan, 

seperti minat belajar, perubahan karakter, dan pengalaman mereka terhadap 

pembelajaran yang dilakukan. Analisis Dokumentasi: Hasil dokumentasi, seperti foto 
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kegiatan Role Play dan laporan proyek yang dilakukan siswa, akan digunakan untuk 

menggambarkan implementasi model pembelajaran yang diterapkan, serta untuk 

mendukung temuan-temuan dari observasi dan wawancara. Analisis Data Kuantitatif: 1) 

Analisis Angket Minat Belajar: Angket minat belajar siswa yang diberikan sebelum dan 

setelah penerapan model pembelajaran akan dianalisis dengan cara membandingkan 

rata-rata skor sebelum dan setelah intervensi. Perubahan skor ini akan menunjukkan 

peningkatan atau penurunan dalam minat belajar siswa terhadap materi Asmaul Husna; 

2) Analisis Angket Pengembangan Karakter: Demikian pula, angket pengembangan 

karakter yang berfokus pada aspek kejujuran dan penghormatan terhadap orang lain 

akan dianalisis dengan cara membandingkan skor yang diperoleh siswa sebelum dan 

setelah intervensi. Hal ini akan memberikan gambaran mengenai perubahan dalam 

aspek karakter siswa selama pembelajaran berlangsung; ) Analisis Tes Tertulis: Tes 

tertulis yang diberikan sebelum dan setelah penerapan pembelajaran akan dianalisis 

untuk melihat peningkatan pemahaman siswa terhadap materi Asmaul Husna. Skor tes 

siswa akan dianalisis secara deskriptif dengan melihat perbedaan skor rata-rata 

sebelum dan setelah pembelajaran. 

Result 

In the pre-cycle stage, learning in grade 7 of SMP Negeri 1 Barumun Baru still uses 

conventional methods with a lecture approach. Students often seem less interested and 

involved in learning activities. When the Asmaul Husna material is taught, most students 

are only able to memorize the names of Allah without a deep understanding of the 

values contained therein. The average score of students' understanding of the Asmaul 

Husna material is around 60, which shows that most students have not reached the 

Minimum Completion Criteria (KKM) set, which is 75. In addition, students' interest in 

learning this material is also relatively low, because they memorize more without 

understanding the context of the values contained in Asmaul Husna. In the pre-cycle 

stage, the evaluation results showed that all students had not reached the Minimum 

Completion Criteria (KKM) set at 75. The average student score only reached 60, which 

indicated that their understanding of the Asmaul Husna material was still not optimal. 

This is the basis for implementing the Project-Based Learning learning model with the 

Role Play method in the next cycle. 

In the first cycle, the Project-Based Learning (PjBL) learning model is applied by 

combining the Role Play method to improve students' understanding of Asmaul Husna 

and the development of students' characters, such as honesty and respect for others. 

The teacher explains the learning objectives and provides an explanation of Asmaul 

Husna and the meaning of each of Allah's names. Students are divided into small groups 

and given a project to create a drama scenario (role play) that describes the values 

contained in Asmaul Husna. Each group chooses several names of Allah that they want 
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to play and interpret into everyday life through drama scenes. Based on the results of 

the study in cycle 1, the application of the Project-Based Learning model with the Role 

Play method has proven effective in increasing students' interest in learning and their 

understanding of the Asmaul Husna material. All students managed to achieve the 

Minimum Completion Criteria (KKM) with an average score of 80. In addition, this 

method also has a positive impact on the development of students' character, especially 

in terms of honesty and mutual respect. This project-based learning is more interesting 

and provides an opportunity for students to better understand the values contained in 

Asmaul Husna through direct application in everyday life. 

After implementing the Project-Based Learning model with the Role Play method in 

Cycle 1, in Cycle 2 a further evaluation was conducted to see the development of 

students' understanding of the Asmaul Husna material and changes in their characters. 

Based on the results of the reflection from Cycle 1, learning was improved by providing 

more guidance to students who had difficulty and adding time to prepare for role play 

so that students were more prepared and confident in presenting their work. In Cycle 2, 

the implementation of the Project-Based Learning model with the Role Play method 

showed very positive results. All students managed to achieve the Minimum Completion 

Criteria (KKM) set at 75. The average value of students' understanding of the Asmaul 

Husna material increased to 82, which indicates a better understanding. In addition, 

through this learning, students not only memorize the names of Allah but also begin to 

understand and apply the values contained in Asmaul Husna, such as honesty, 

compassion, and wisdom, in their daily lives. Project-based learning with the Role Play 

method has proven effective in improving students' understanding and developing their 

character, especially in terms of honesty and mutual respect.  

Discussion  

Based on the results of the study conducted in Cycle 1 and Cycle 2 in class 7 of SMP 

Negeri 1 Barumun Baru, which focused on the application of the Project-Based Learning 

(PjBL) learning model with the Role Play method for the Asmaul Husna material, several 

important findings can be discussed as follows: In the pre-cycle stage, students' interest 

in learning the Asmaul Husna material was still low. This is reflected in the lack of 

student involvement in the learning process, with an average score in the sufficient 

category (60), far from the Minimum Completion Criteria (KKM) of 75. Most students 

were only able to memorize the names of Allah without understanding the values 

contained therein. Learning with the conventional method used previously was not 

interesting enough for students, so their interest in the Asmaul Husna material did not 

develop optimally. However, after the application of the Project-Based Learning (PjBL) 

learning model with the Role Play method in Cycles 1 and 2, significant changes 

occurred. Project-based learning, which provides students with the opportunity to work 
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in groups and be directly involved in the process of making dramas (role plays) that 

depict the values in Asmaul Husana, has succeeded in increasing students' interest in 

learning.  

In Cycle 2, all students (100%) achieved the KKM with an average score of 82, which 

shows a significant increase compared to the results in the pre-cycle (average 60). The 

application of the Role Play method provides students with direct experience in 

understanding and applying the values of Asmaul Husana in everyday life. This makes 

students more involved, because they not only memorize, but also directly feel the 

essence of each name of Allah that they learn. This emotional involvement can increase 

their curiosity and interest in participating in learning. (1) Increasing Understanding of 

Asmaul Husana Material. In the pre-cycle stage, students' understanding of Asmaul 

Husana material is still limited to memorization without deeper appreciation. Most 

students only know the names of Allah, but have not been able to associate the meaning 

of these names with everyday attitudes or behavior. The average score of students at 

the pre-cycle stage was 60, which shows that their understanding is still not sufficient to 

meet the established KKM.  

After implementing the PjBL model and Role Play method in Cycle 1, students 

began to understand the values contained in each name of Allah. In Cycle 2, with more 

mature implementation and more intensive guidance, students were increasingly able 

to connect the names of Allah with real actions in their lives. As a result, the average 

student score increased to 82, which is in the "good" category. This shows that students 

not only memorize the names of Allah, but also begin to understand the moral values 

and character contained in Asmaul Husna, such as honesty, compassion, wisdom, and 

generosity. (2) Student Character Development. One of the important goals of 

implementing Project-Based Learning and the Role Play method is to develop student 

character, especially in terms of honesty and respect for others. Through role play 

activities, students are given the opportunity to apply the values of Asmaul Husna in a 

more real and relevant context to everyday life. For example, students who play the 

names of Allah that contain the attributes of the Most Gracious or the Most Wise are 

expected to reflect these values in their relationships with friends and teachers. In Cycle 

2, students showed improvements in character. They not only focused on academic 

tasks, but also increasingly understood the importance of having good character, such 

as being honest, patient, and respectful of each other. This success can also be seen 

from better interactions between students, where they showed better cooperation in 

groups and respected each other's opinions.  

Thus, project-based learning with the Role Play method also succeeded in 

significantly encouraging student character development. (2) Obstacles Faced. Although 

the implementation of the Project-Based Learning model and the Role Play method gave 

positive results, there were still several obstacles faced during the learning process. One 
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of them is the time needed for the preparation and implementation of the role play. 

Some groups of students took longer to understand the concepts that had to be played 

in their drama, especially when it was related to the values contained in Asmaul Husana. 

In addition, there were several students who had difficulty communicating or working 

together in groups, although this could be overcome with intensive guidance from the 

teacher. In addition, although the entire class managed to achieve the KKM, there were 

several students who initially had difficulty understanding the material and needed 

extra attention to achieve better understanding. However, with adjustments in learning 

and support provided by teachers, these students were finally able to overcome their 

difficulties. The application of the Project-Based Learning learning model with the Role 

Play method has proven effective in increasing interest in learning, understanding of 

Asmaul Husna material, and character development of grade 7 students of SMP Negeri 1 

Barumun Baru. Students became more enthusiastic, were able to understand and apply 

the values of Asmaul Husna in everyday life, and showed improvements in terms of 

honesty and mutual respect. This project-based learning has succeeded in changing the 

monotonous learning approach into a more enjoyable and meaningful experience for 

students. 

Conclusion  

Based on the results of the study conducted in class 7 of SMP Negeri 1 Barumun Baru 

regarding the application of the Project-Based Learning (PjBL) learning model with the 

Role Play method to the Asmaul Husna material, several things can be concluded as 

follows: 1) Increasing Student Learning Interest: The application of the Project-Based 

Learning (PjBL) learning model with the Role Play method has succeeded in increasing 

student learning interest. In the pre-cycle stage, student learning interest was still low 

with an average score of 60 (fair category). After the application of PjBL in Cycle 2, all 

students (100%) succeeded in achieving the Minimum Completion Criteria (KKM) of 75, 

with the average student score increasing to 82 (good category). This shows that project-

based learning with the Role Play method can make students more interested and 

involved in the learning process; 2) Increasing Understanding of Asmaul Husna Material: 

Students' understanding of Asmaul Husna material also experienced a significant 

increase. In the pre-cycle, most students were only able to memorize the names of Allah 

without a deep understanding. After implementing the PjBL model with the Role Play 

method, students are not only able to memorize, but also understand the values 

contained in the names of Allah and are able to relate them to their daily behavior; 3) 

Student Character Development: Project-based learning with the Role Play method has 

succeeded in supporting the development of student character, especially in terms of 

honesty and respect for others. In role play activities, students learn to apply the values 

contained in Asmaul Husna, such as compassion, wisdom, and honesty, in their 

interactions with friends and teachers. In addition, they also show a better attitude of 



 https://ejournal.mgedukasia.or.id/index.php/deeplearning 
 

105 
 

cooperation in groups; 4) Obstacles Faced: Some obstacles found in implementing this 

learning model include the time needed for preparation and implementation of the role 

play which is longer, as well as some students who need more attention in 

understanding the material. However, with intensive guidance from the teacher, these 

students can overcome their difficulties and achieve satisfactory results.  
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