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ABSTRAK

Ahmad Fikram 2026. Pengembangan Media Permainan Dakon Berbasis
Teori Dillard Sebagai Sarana Pendukung Perencanaan Karir Siswa di
SMP Negeri 3 Pagerwojo. Skripsi, Program Studi Bimbingan Konseling
Islam, Fakultas Ushuluddin Adab dan Dakwah, Universitas Islam Negeri
Sayyid Ali Rahmatullah Tulungagung. Dosen Pembimbing: Febri Tri
Cahyono, M.Pd.
Kata Kunci :Media Permainan Dakon, Bimbingan Kelompok,
Perencanaan Karir, Teori Dillard, R&D

Perencanaan karir merupakan kemampuan penting yang harus
dimiliki peserta didik sejak jenjang Sekolah Menengah Pertama (SMP). Hasil
studi awal yang dilakukan terhadap 78 siswa SMP Negeri 3 Pagerwojo
menunjukkan bahwa rata-rata skor perencanaan karir siswa berada pada
angka 132,47 dengan distribusi kategori rendah 10 siswa (12,8%), kategori
sedang 59 siswa (75,6%), dan tinggi 9 siswa (11,5%). Kondisi ini
mengindikasikan bahwa mayoritas siswa belum memiliki perencanaan karir
yang optimal, khususnya pada aspek keterampilan pengambilan keputusan
karir.

Penelitian ini bertujuan mendeskripsikan proses pengembangan
Media Dakon Berbasis Teori Dillard sebagai sarana pendukung perencanaan
karir, serta mengetahui validitas media. Penelitian menggunakan pendekatan
Research and Development (R&D) model Borg and Gall tujuh tahapan.

Hasil validasi menunjukkan bahwa media ini dinyatakan sangat layak
digunakan, dengan persentase validasi ahli media 97,5%, ahli materi 90,0%,
dan ahli praktisi (guru BK) 95,0%, dengan rata-rata keseluruhan 94,2%
(kategori Sangat Layak). Respon siswa terhadap kepraktisan media mencapai
94,0% (kategori Sangat Layak). Dengan demikian, Media Permainan Dakon
Berbasis Teori Dillard dinyatakan valid dan praktis sebagai sarana pendukung
perencanaan karir siswa SMP Negeri 3 Pagerwojo.
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ABSTRACT

Ahmad Fikram 2026. Development of Dakon Game Media Based on
Dillard's Theory as a Supporting Tool for Career Planning of Students
at SMP Negeri 3 Pagerwojo. Thesis, Islamic Guidance and Counseling
Study Program, Faculty of Ushuluddin, Adab and Da'wah, State Islamic
University of Sayyid Ali Rahmatullah Tulungagung. Advisor: Febri Tri
Cahyono, M.Pd.
Keywords:Dakon Game Media, Group Guidance, Career Planning, Dillard's
Theory, R&D

Career planning is an essential skill that students must develop at the
junior high school level. However, a preliminary study conducted on 78
students of SMP Negeri 3 Pagerwojo revealed that the average career
planning score was 132.47, with 10 students (12.8%) in the low category, 59
students (75.6%) in the medium category, and only 9 students (11.5%) in the
high category. These findings indicate that the majority of students do not yet
possess optimal career planning abilities, particularly in the career decision-
making skills aspect.

This study aims to describe the development process of Dakon Game
Media Based on Dillard's Theory as a supporting tool for career planning
within group guidance services, and to determine the media's validity. The
study employed a Research and Development (R&D) approach using the
Borg and Gall model in seven stages.

Validation results showed: media expert 97.5%, material expert
90.0%, practitioner expert 95.0%, with an overall average of 94.2% (Very
Feasible). Validation results showed: media expert 97.5%, material expert
90.0%, practitioner expert 95.0%, with an overall average of 94.2% (Very
Feasible). Student response reached 94.0% (Very Feasible). Thus, the Dillard
Theory-Based Dakon Game Medium is deemed valid and practical as a tool
to support career planning for students at Pagerwojo State Junior High School
3.
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ستخبحث

تخطيمةألظرةىقامة»و»عبةيةطور.2026يكرمد

مسايفوطلةمدةديةحكوق3جوجير.ةأطر،خررن

توجي،ليةأصود،ودعةيدجما

تريةفجستيرهيونو،رفيبر:مشر.وونغونفحكويةلية .

ماكيةمفتا:اعبة،وا،جماتخطي،يفوةظر،لبح

تطور

دةمدةرةنذطلمتكهاجهمةهاويفتخطيعد (SMP).

هرتاةديةترى78بًااةمدةديةحكو3

ل10وز132.47،طلويفتخطياتوايرو

(12.8%) فئة،منخفضة59بًاا(75.6%)فئة،طةمتو9ل(11.5%)

يماثايًا،هنيًاخطيطًاعدمتكوطلابيةىنتاذشير.عايةفئة

اهاخاقرمهنية .

هدذبحىيةمرطوةي«و»مةقاىةظرلأمة

تخطي،يفوةااىدحدحةذةيو.دتخدبحهبحرتطو

(R&D) ربمكواونموقًا .

هرتاتحقصحةذةيوحةاًد،تخدليغسبةتحق

عم(ممايبرء٪،90.0محتوبرء٪،97.5وابرءبصحة

يتوا)95.0،٪متوما94.2٪(ئة”قبوًد“).غةتجاطلجا

طاعمةيو94,0% دوعبة”لذ،.(“دًنابة”ئة) “ ىقامة

دةمدةطلمهنمساتخطيمةأميةاحةلظرة حكوية

3ويرا .


