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Abstract. This research investigates the efficacy of a counseling model that utilizes
traditional games to increase self-efficacy in elementary school children. Using a
developmental approach rooted in the Borg and Gall model, this research develops a
counseling framework that centers on traditional games as an interactive medium for client
involvement. Specifically, this research pioneers the exploration of traditional play-based
counseling interventions specifically designed to improve children's self-efficacy; an area
hitherto unexplored in the literature. Traditional play, chosen for its inherent capacity to
facilitate emotional expression and character development in children, serves as an
appropriate channel for therapeutic interaction. Through rigorous testing and data analysis,
the efficacy of the developed counseling model was confirmed, proven by its high validity
and practical usefulness. The results show the effectiveness of the model in increasing the
level of self-efficacy in all dimensions, so that this model is declared worthy as an
intervention strategy because it is easy to access, culturally appropriate, and age appropriate
for elementary school children.
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Introduction

This paper is part of a research that raises the theme of traditional games to increase elementary
school students' self-efficacy. Elementary schools are an essential foundation for developing students'
basic attitudes, knowledge, and skills to become healthy, capable, and confident learners, and ready to
continue their studies (Aminah et al., 2022). Optimal development at elementary school age becomes
a strong foundation for the next stage of development (Donnelly et al., 2016).

There is a fact that children experience difficulties with developmental demands (Eccles, 1999;
Freud, 2018). Children also show helplessness and worry about learning because of low self-efficacy
(Freud, 2018; Zhou et al., 2020). Meanwhile, this belief is an individual resource that is poured into a
framework of behavior that regulates individuals in presenting themselves (Ding, 2022).

Self-efficacy is a person's subjective belief in overcoming problems, and carrying out actions
and tasks that are goal-oriented (Bandura, 1993). Self-efficacy is not related to the skills possessed but
to individual beliefs about things that can be done with their skills (Ghufron & Suminta, 2013). The
results of testing the Self-efficacy scale that the researcher distributed to 506 elementary school
students in Pringsewu Regency obtained the following results: 107 students (21.15%) in the high Self-
efficacy category, 323 students (63.83%) in the medium class, and 76 people (15.02%) in the low
category. This condition needs treatment.

Guidance and counseling can facilitate and be seen as effective in resolving problems. Game-
based counseling is a child counseling approach that uses games to create interactions with clients
through media that children understand (Adiputra & Mujiyati, 2017; Irawan et al., 2021), one of
which is the traditional game (Gobak Sodor).
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The author believes that playing Gobak Sodor can increase the self-efficacy of elementary
school students. Unfortunately, there is still little empirical data that shows the strength of this game
based on background, theory, population, methods, and knowledge. If data is obtained about the
effectiveness of the Gobak Sodor game based on background gaps, theory, population, methods, and
knowledge, the authors can be convincing and offer alternative solutions to the problem of self-
efficacy deficiency in elementary school students so that students can grow and develop optimally.

This research aims to develop a traditional game-based counseling model that can be used to
increase the self-efficacy of elementary school children, guided by the research question, "What is a
valid and effective traditional game-based counseling model for increasing the self-efficacy of
elementary school children?"

Method

The research method used is research and development. Research and development are a
process used to develop and validate educational products (Gall et al., 1996). The product in question
is a traditional game-based counseling model to increase children's self-efficacy with a qualitative and
quantitative approach that is used simultaneously through a mixed methodology design approach
(Creswell, 2002). In accordance with the needs of this research, the 10 stages were adapted into 4
(four) stages, namely: (1) preliminary study, (2) development and validation, (3) field testing, and (4)
dissemination. In detail the development stages can be seen in figure 1.
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Figure 1. Model Development Flow

The location of this research was carried out at SD Muhammadiyah and MI Alfajar which are
located in Pringsewu Regency. The population in this study were all fifth-grade students at
Muhammadiyah Elementary School and MI Alfajar, a total of 261 students. Instruments related to the
results of the implementation of counseling using a questionnaire.

Results

1. Expert Validation Result
Expert assessment is carried out using a validation sheet which is filled in by the validator by
giving a score and providing comments or suggestions for improvement, then the scores from the
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validator are averaged. The validity of the expert assessment is determined by the range of attainment
of the expert assessment from the specified maximum score. Expert assessment of the developed
model and research instruments was carried out by five validators. The results of the expert
assessment of the hypothetical model developed can be seen in table 1.

Table 1. Expert assessment of traditional game-based counseling models

Assessment from Validators Achievement Information
Number Rated Aspect s (%)
I I im v v
1 Rational (max score = 12) 9 12 9 12 12 90 \AY
2 Goals (max score = 8) 8 8 8 8 8 100 \VAY
3 Assumption (max score=4) 3 3 3 3 3 75 \AY
4 Target (max score = 4) 3 3 3 3 3 75 \YAY
5 Counselor role and 3 3 3 3 3 75 \VAY
qualifications (max score =
4)
6 Media (skor maks = 8) 6 6 6 6 6 75 \YAY
7 Stage/syntax (max score = 6 6 8 8 8 90 \AY
8)
8 Evaluation (max score = 4) 3 3 3 3 3 75 \YAY
9 Implementation guide (max 6 6 6 6 6 75 AVAY/
score = 8)
10 Group members (max score 6 6 6 8 6 80 \AY
= 8)
Amount 53 56 55 58 60 82.94 VvV

G VG G VG VG

Table 1 shows that the lowest score from the expert/validator assessment was 53 (77.94%)
from the ideal score of 68. Thus, it can be said that all components of the counseling model are in
accordance with the objectives and characteristics of the development of the counseling model based
on traditional games. The experts/validators consisting of 5 people decided that the traditional game-
based counseling model was suitable for use with improvements according to input and suggestions
from the experts/validators. It can be said that based on the assessment of experts/validators, the
traditional game-based counseling model developed can be used to increase the self-efficacy of
elementary school children. All validators/experts gave a high total score with an average score of
56.4 with an average achievement of (82.94%). Based on the results of the validator/expert
assessment, the traditional game-based counseling model developed was declared very valid.

2. Practitioner Validation Results

Practitioner validation is the process of collecting and analyzing feedback from counseling
practitioners, such as psychologists, counselors, or therapists, who use or interact with the counseling
model that has been developed. In this case the researchers involved a number of respondents who in
their daily lives carry out their functions as counselors. The aim of practitioner validation is to ensure
that the model can be used effectively in daily counseling practice, in accordance with applicable
needs and standards. Practitioner validation of the counseling model developed is an important
process in ensuring that the model is effective and meets the needs of counseling practitioners and
counselees.

Table 2 provides information that the lowest score given by the validator was 17 (85%
achievement level) and the highest score was 20 (100% achievement level) from the ideal score of 20.
Then, based on the proposed criteria, the five validators concluded that this was ready to be used. with
slight improvements according to suggestions (SS). If we look at the assessment components, the
lowest score is in the counselor ability component with an achievement level of 80%, then the
practicality component is 90%, then the model contribution component is 95%, while the opportunity
component and model suitability component get the maximum score at an achievement level of 100%.
Then, if we look at the average of the validator assessment results, we get an achievement level score
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of 93%. Thus, it can be concluded that the traditional game-based counseling model developed is
declared very valid or in other words meets the appropriateness standards based on practitioners'
opinions.

Table 2. Practitioner assessment of traditional game-based counseling models

Assessment from Validators Achievement Informat

Number Rated Aspect s (%) ion
I 1 i1 v

1 Model contribution to
achieving service objectives 4 4 3 4 4 95 \AY
(max score = 4)

2 Probability of model 4 4 4 4 4 100 \YAY
implementation (max score
= 4)

3 Counselor's ability to apply \YAY
(max score = 4) 3 3 3 3 4 80

4 Suitability of the model to \YAY
student characteristics (max 4 4 4 4 4 100
score = 4)

5 Practicality/easy to 4 3 3 4 4 90 \YAY
understand model (max
score = 4)
Amount 19 18 17 19 20 93 \A%

VS VS VS VS VS

3. Model Effectiveness

The effectiveness test of the designed model was carried out on a number of
samples/respondents who had self-efficacy in the low category. Below we will present data regarding
the pre-test and post-test results of the experimental group and control group.

Table 3. Pre-test and post-test data for the experimental group and control group

KBPT Model Difference Conventional Difference
Pretest Posttest Pretest Posttest
Average 54.05 75.90 21.85 52.95 63.58 10.63

It can be observed that the experimental group that received the KBPT model treatment and
the control group that received conventional services both experienced an increase in the average
score from pre-test to post-test. Comparison between the two models shows that the average increase
in post-test scores in the KBPT Model (21.85) is higher than in the Conventional Model (10.63). This
shows that the KBPT model produces a greater increase in value compared to the conventional model.

This interpretation not only reflects the success of the KBPT model in increasing self-efficacy
more significantly compared to conventional models, but also shows the effectiveness of the
counseling service approach or strategy that uses the KBPT model. A higher increase in scores in the
KBPT model can be interpreted as an indicator that this model has the potential to provide a better
learning experience for students.

4. Hypothesis Testing

Based on the information presented in table 3, the average self-efficacy score in the
experimental class was 75.90 while in the control class it was 63.58. Thus, it can be interpreted that
there is a difference in the average self-efficacy score in the experimental class and the control group.
Then, to find out whether the difference is significant or not, further tests need to be carried out.

Hypothesis testing was carried out using independent sample T-test statistical analysis. This
test is used to determine whether there are significant differences between two groups of data
originating from different/unpaired subjects. Independent sample T-test analysis results.
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Table 4. Independent sample T-test analysis results

Independent Samples Test

Levene's Test for
Equality of
Variances t-test for Equality of Means
Std. 95% Confidence
Mean Error Interval of the
Sig. (2- DifferencDifferenc Difference
F Sig. t df tailed) e e Lower Upper
Self-  Equal
efficacyvariances  8.118 .007 15279 37 .000 12.321 .806 10.687 13.955
assumed
Equal
‘r:?){'ances 15.036 25.949 .000 12.321 .819 10.636  14.006
assumed

Based on the output of independent test samples in the Equal variances assumed section, the
Sig value is known. (2-tailed) is 0.000 < 0.05, so as is the basis for decision making in the
independent sample t test, it can be concluded that Ho is rejected and Ha is accepted. Thus, it can be
concluded that there is a significant (real) difference between the average self-efficacy in the
experimental group and the control group.

Based on the table above, it is known that t count = 15.275 and t table = 2.026. Thus, because
t count > t table, there is a difference in the average results of applying the traditional game-based
counseling model to the conventional counseling model, or in other words, the game-based counseling
model. traditional methods are effective for increasing the self-efficacy of elementary school children.
Discussion

Traditional game-based counseling models offer a different approach from conventional
counseling approaches. The use of games as a medium allows counselors to bring variety and
creativity to counseling services. This effort is made to attract the interest and involvement of
counselees, especially children and adolescents, who may feel more comfortable communicating
through games rather than communicating verbally in the counseling process (Edwards, 2009; Widha
& Aulia, 2019).

Some counselees may have difficulty expressing their emotions and feelings verbally.
Traditional games can be an alternative means of conveying feelings and thoughts that may be
difficult to express through words. This helps deepen the counselor's understanding of the client's
problems and facilitates the emotional exploration process (Garcia, 2019; Zilcha-Mano & Ramseyer,
2020). The use of traditional games can help build positive and strong counselor-counselee
relationships. Counselors can actively participate in games with counselees, build deeper trust and
closeness, and provide the support and encouragement that counselees need to communicate openly
(Loesch & Vacc, 2021; Muallifah & Hannani, 2023). Traditional games can also be used to teach
social skills, manage emotions, or solve problems. Through games, clients can learn and hone these
skills interactively, so that the learning process becomes more fun and effective (Cafiabate et al.,
2018; Huwae et al., 2023).

The traditional game-based counseling model allows counselors to adapt to various situations
and client needs more creatively and flexibly. This approach allows the counselor to adapt the game to
the counseling goals and characteristics of the client (Trajkovik et al., 2018).

Expert validators provide the decision that the traditional game-based counseling model is
suitable for use with slight improvements. It can be said that based on the validator's assessment, the
traditional game-based counseling model developed can be used as an alternative technique for
elementary school children. All validators provide a high total score as well as the average
achievement score. Based on the results of the validator assessment, the traditional game-based
counseling model developed was declared very valid. The assessment results provided by the
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validator provide evidence that the game-based counseling model developed meets the feasibility
standards for implementation in the field.

Based on the results of testing and data analysis, this research has provided evidence that the
traditional game-based counseling model is effective for increasing the self-efficacy of elementary
school children. The traditional game-based counseling model is one effort that has proven effective
in increasing children's low self-efficacy, because this model has positive aspects. Traditional game-
based counseling models also have a specific set of characteristics such as; association between
stimulus-response (S-R), learning through experience (Experiential learning), reinforcement-based,
and collaborative and interactive. This characteristic is one of the strengths of the traditional game-
based counseling model as an effort to overcome the problem of low self-efficacy of elementary
school students.

Apart from its characteristics, the traditional game-based counseling model also meets
feasibility standards in terms of the validity and practicality of the model. The meaning is that the
traditional game-based counseling model is acceptable and has the opportunity to be implemented as
an alternative approach in counseling. The counseling model developed is proven to have high
validity because it is built on a clear theory and is supported by reliable empirical data. Apart from
that, the traditional game-based counseling model is said to be practical because the model is easy to
access. The model does not require sophisticated technology or high costs, making it easy to obtain
and use in counseling sessions. This model is flexible and can be modified according to the client's
needs and counseling goals. The traditional game-based counseling model is appropriate for a variety
of age groups. In addition, traditional game-based counseling is culturally acceptable.

The game-based counseling model was developed based on the concept of play as a way of
communication so that children can express the child's natural characteristics, then counselors can
intervene and create a feeling of comfort for children, so that children are able to overcome the
problems they face. Counseling is carried out in a group setting using traditional games as a
counseling medium. Group counseling can be interpreted as an effort to provide assistance from the
group leader to a number of group members in a group atmosphere that is healing, preventive and
developmental in nature, and is directed at achieving optimal development [61, 62]. Group counseling
focuses on interpersonal processes and problem-solving strategies related to conscious thoughts,
feelings, and behavior. The method used is interactive support and feedback in a here and now
thinking framework (Berg et al., 2017; Corey, 2015).

Group counseling can provide the sense of security that group members need to spontaneously
and freely interact and take risks thereby increasing the possibility of sharing experiences with other
people who have similar experiences (Burlingame et al., 2018; Lumongga, 2017). Group counseling
can provide individuals with a variety of group experiences that help them learn to function
effectively, develop tolerance for stress and anxiety, and find mutual satisfaction in working and
living with others (Asro et al., 2021; Fitri & Kushendar, 2019). Through group counseling, group
contact brings individuals to self-awareness that there are perspectives that are different from
themselves, and the dynamics created in the group can lead someone to consider other perceptions
about themselves (Bion, 2018; Rasimin & Hamdi, 2021). This happens with true awareness,
facilitated by group interaction.

Through interaction with group members, individuals will also develop various skills which
essentially increase self-confidence, trust in other people, and positive ways of thinking about people
and the problems they face (Sakinah, 2018).

Conclusions

This research produces a new concept regarding the development of a traditional game-based
counseling model as an alternative counseling approach that can be used by counselors or class
teachers as implementers of guidance and counseling services in elementary schools. The counseling
model developed explores the noble values contained in the traditional game gobag sodor, as an effort
to increase the self-efficacy of elementary school children.

The traditional game-based counseling model has high validity based on the results of validator
assessments. The assessment results provided by the validator provide evidence that the game-based
counseling model developed meets the feasibility standards for implementation in the field. The
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counseling model developed has high validity due to several things such as; there is relevant
theoretical support, empirical evidence, and the accuracy of the techniques and media used.

Based on the results of trials conducted, the traditional game-based counseling model has been
empirically proven to be effective and can be used as an alternative approach to overcome the
problems of students who experience deficits in self-confidence (low self-efficacy). Based on the data
analysis carried out, there was an average difference between pre-test and post-test scores in
groups/classes that received treatment in the form of traditional game-based counseling services.
Based on the results of the examination carried out, this counseling model is able to increase the three
dimensions of self-efficacy (level, generativity and strength dimensions).

The results obtained are evidence that the traditional game-based counseling model is effective
for increasing self-efficacy. The traditional game-based counseling model has a positive impact in
increasing the self-efficacy of elementary school children. In this context, this counseling model is not
only recognized as an effective method, but also as an appropriate and successful approach in helping
children develop their self-confidence. In other words, this approach has the potential to provide real
benefits in building children's self-confidence, so that it can be used as a viable and valuable
alternative counseling approach in the context of counseling in elementary schools.

References

Adiputra, S., & Mujiyati, M. (2017). Play therapy in perspective theory of eco systemic therapy.
Teraputik: Jurnal Bimbingan dan Konseling, 1(2), 119-124.

Aminah, A., Hairida, H., & Hartoyo, A. (2022). Penguatan Pendidikan Karakter Peserta Didik melalui
Pendekatan Pembelajaran Kontekstual di Sekolah Dasar. Jurnal Basicedu, 6(5), 8349-8358.

Asro, M., Sugiharto, D., & Awalya, A. (2021). Mengatasi Perilaku Bullying Siswa Melalui Konseling
Kelompok Teknik Role Playing. Indonesian Journal of Educational Counseling, 5(2), 35-41.

Bandura, A. (1993). Perceived self-efficacy in cognitive development and functioning. Educational
psychologist, 28(2), 117-148.

Berg, R. C., Landreth, G. L., & Fall, K. A. (2017). Group counseling: Concepts and procedures.
Routledge.

Bion, W. R. (2018). Group dynamics: A re-view. New directions in psychoanalysis, 440-477.

Burlingame, G. M., McClendon, D. T., & Yang, C. (2018). Cohesion in group therapy: A meta-
analysis. Psychotherapy, 55(4), 384.

Cafiabate, D., Martinez, G., Rodriguez, D., & Colomer, J. (2018). Analysing emotions and social
skills in physical education. Sustainability, 10(5), 1585.

Corey, G. (2015). Theory and practice of group counseling. Cengage Learning.

Creswell, J. W. (2002). Educational research: Planning, conducting, and evaluating quantitative
(\Vol. 7). Prentice Hall Upper Saddle River, NJ.

Ding, L. (2022). The effects of self-efficacy and collective efficacy on customer food waste reduction
intention: the mediating role of ethical judgment. Journal of Hospitality and Tourism Insights,
5(4), 752-770.

Donnelly, F. C., Mueller, S. S., & Gallahue, D. L. (2016). Developmental physical education for all
children: theory into practice. Human Kinetics.

Eccles, J. S. (1999). The development of children ages 6 to 14. The future of children, 30-44.

Edwards, K. (2009). Traditional games of a timeless land: Play cultures in Aboriginal and Torres
Strait Islander communities. Australian Aboriginal Studies.
https://doi.org/10.3316/informit.650558226312950

Empowering Elementary School Children: Increasing Self-Efficacy Through Traditional Game-Based ...| 57


https://doi.org/10.3316/informit.650558226312950

International Journal of Multicultural Counseling and Development
Vol.1, No.2, September 2024

Fitri, H. U., & Kushendar, K. (2019). Konseling kelompok cognitive restructuring untuk
meningkatkan resiliensi akademik mahasiswa. Bulletin of Counseling and Psychotherapy,
1(2), 67-74.

Freud, A. (2018). Normality and pathology in childhood: Assessments of development. Routledge.

Gall, M. D., Borg, W. R., & Gall, J. P. (1996). Educational research: An introduction. Longman
Publishing.

Garcia, M. B. (2019). A speech therapy game application for aphasia patient neurorehabilitation—a
pilot study of an mHealth app. International Journal of Simulation: Systems
https://manuelgarcia.info/publication/speech-therapy-game.php

Ghufron, M. N., & Suminta, R. R. (2013). Efikasi diri dan hasil belajar matematika: Meta-analisis.
Buletin Psikologi, 21(1), 20-30.

Huwae, A., Djasmita, K. P., Hartantio, E. I., Melalondo, M. C., Meilinda, A., Lasamahu, F. Z.,
Tamon, P. I. K. (2023). Focus Group Playing Program: Meningkatkan Daya Imajinasi
Melalui Media Bermain Serta Visual pada Usia Taman Kanak-Kanak. AWLADY: Jurnal
Pendidikan Anak, 9(2), 87-102.

Irawan, E., Dahlan, S., Haenilah, E. Y., & Puja Kesuma, T. A. R. (2021). Game Techniques to Solve
Students' Adjustment Problems: Evidance From Indonesia. International Journal of
Education and Information Technologies, 15, 191-201.

Loesch, L. C., & Vacc, N. A. (2021). A work behavior analysis of professional counselors. Routledge.
Lumongga, D. N. (2017). Konseling kelompok. Kencana.

Muallifah, M., & Hannani, R. (2023). Psychological Dynamics of Self-Disclosure in Counseling.
Conference of Psychology and Flourishing Humanity (PFH 2022),

Rasimin, M. P., & Hamdi, M. (2021). Bimbingan dan Konseling Kelompok. Bumi Aksara.

Sakinah, A. (2018). Konseling Kelompok Emotional Intellegence Pada Tipe Kepribadian Introvert.
Al-Tazkiah: Jurnal Bimbingan dan Konseling Islam, 7(1), 1-24.

Trajkovik, V., Malinovski, T., & Vasileva-Stojanovska, T. (2018). Traditional games in elementary
school: Relationships of student's personality traits, motivation and experience with learning
outcomes. PloS one.
https://journals.plos.org/plosone/article?id=10.1371/journal.pone.0202172

Widha, L., & Aulia, A. R. (2019). Play therapy sebagai bentuk penanganan konseling trauma healing
pada anak usia dini. Hisbah: Jurnal Bimbingan Konseling dan Dakwah Islam, 16(1), 100-
111.

Zhou, D., Du, X., Hau, K.-T., Luo, H., Feng, P., & Liu, J. (2020). Teacher-student relationship and
mathematical problem-solving ability: mediating roles of self-efficacy and mathematical
anxiety. Educational Psychology, 40(4), 473-4809.

Zilcha-Mano, S., & Ramseyer, F. T. (2020). Innovative approaches to exploring processes of change
in counseling psychology: Insights and principles for future research. Journal of Counseling
Psychology, 67(4), 409.

Empowering Elementary School Children: Increasing Self-Efficacy Through Traditional Game-Based ...| 58


https://manuelgarcia.info/publication/speech-therapy-game.php
https://journals.plos.org/plosone/article?id=10.1371/journal.pone.0202172

