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INTISARI

Pengenalan tentang pahlawan sejatinya sudah diajarkan pada anak saat anak
masih duduk di bangku sekolah dasar. Mempelajari sejarah pahlawan adalah hal
yang penting untuk dilakukan terutama pada anak, mengingat pendidikan sejarah
dan pendidikan budi pekerti erat kaitannya dalam pembentukan sikap dan perilaku
pada masing-masing anak. Selain itu mempelajari sejarah dari tokoh pahlawan
dapat meningkatkan jiwa nasionalisme dan patfiotisme dalam diri setiap individu
masyarakat.

Namun metode

xvii




ABSTRACT

Introduction about the true hero is already taught in a child while the child
is still sitting in elementary school. Learn the history of the hero is the important
thing to do especially in children, given the history of education and character
education closely related in the formation of attitudes and behavior on each child.
Besides studying the history of heroes can increase the soul of nationalism and
patriotism in each individual community.

However, the methads used for th there are still conventional
that is delivered by te in the classroom and
reading the book o, so as to reduce the
attractiveness , history of the

hero. Kids is where the
) help the

are less

study of the history of the hero by lev
orm to introduce the history of heroes i
se knowledge and improve children's insighis

tory, Hero, x‘iﬂd’.
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