ABSTRAK

Skripsi dengan judul “Pengembangan Media Board Game Emoquest sebagai Media
Bimbingan Kelompok untuk Regulasi Emosi Siswa Kelas VIII di SMPN 1
Ngantru” ini di tulis oleh Hera Mahdavikia Putri, NIM. 1860306221016, dengan
pembimbing Karisma Khoirul Hidayah, M.Pd.

Kata Kunci: Media Board Game Emoquest, Bimbingan Kelompok, Regulasi
Emosi, Penelitian dan Pengembangan (R&D), Model ADDIE.

Penelitian ini bertujuan mengembangkan media board game emoquest sebagai
media bimbingan kelompok untuk regulasi emosi siswa kelas VIII di SMP Negeri
1 Ngantru serta mengetahui tingkat kelayakannya, dilatarbelakangi rendahnya
kemampuan sebagian siswa dalam mengenali, mengelola, dan mengekspresikan
emosi. Regulasi emosi merupakan suatu bentuk kontrol yang dilakukan individu
terhadap emosi yang dialaminya. Berdasarkan observasi PPL, sebagian siswa kelas
VIII menunjukkan gejala regulasi emosi belum optimal, seperti mudah tersulut
emosi, sulit mengendalikan emosi negatif, dan cenderung bereaksi impulsif saat
menghadapi masalah. Penelitian ini menggunakan pendekatan Research and
Development dengan model ADDIE: analysis melalui observasi PPL dan asesmen
skala regulasi emosi; design berupa perancangan papan permainan, kartu emosi,
kartu situasi, kartu tantangan, kartu penambah nyawa, dan buku panduan;
development berupa perwujudan produk yang divalidasi ahli materi dan ahli media
lalu direvisi; implementation berupa uji coba terbatas kepada guru BK dan delapan
siswa kelas VIII; serta evaluation berupa penyempurnaan produk berdasarkan
seluruh masukan. Data dikumpulkan melalui skala, angket, observasi, dan
dokumentasi, dianalisis dengan teknik deskriptif persentase.

Hasil penelitian menunjukkan media board game emoquest sangat layak digunakan
sebagai media bimbingan kelompok, dengan validasi ahli materi 91,67% (sangat
valid, tanpa revisi), validasi ahli media 87,50% (sangat valid, layak dicetak),
kepraktisan menurut guru BK 92,19% (sangat praktis), dan tanggapan siswa pada
uji coba terbatas 96,39% (sangat layak). Media dinilai menarik, mudah digunakan,
mendukung keterlibatan siswa, serta membantu guru BK menyampaikan materi
regulasi emosi secara variatif dan menyenangkan.

Dapat disimpulkan bahwa media board game emoquest yang dikembangkan
melalui model ADDIE sangat layak digunakan sebagai media bimbingan kelompok
untuk regulasi emosi siswa kelas VIII. Media ini disarankan dimanfaatkan guru BK
sebagai alternatif layanan bimbingan kelompok, serta perlu ditindaklanjuti dengan
uji coba skala lebih luas dan pengujian efektivitas pada penelitian selanjutnya.
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ABSTRACT

This undergraduate thesis, entitled “Development of the Emoquest Board Game as
a Tool for Group Counselling to Improve Emotional Regulation in Year 8 Pupils at
SMPN 1 Ngantru”, was written by Hera Mahdavikia Putri, Student 1D No.
1860306221016, under the supervision of Karisma Khoirul Hidayah, M.Pd.

Keywords: Emoquest Board Game, Group Counselling, Emotional Regulation,
Research and Development (R&D), ADDIE Model.

This study aims to develop the Emoquest board game as a group counselling tool
to improve emotional regulation among Year 8 pupils at SMP Negeri 1 Ngantru, as
well as to determine its suitability, prompted by the low ability of some pupils to
recognise, manage and express their emotions. Emotional regulation is a form of
control exercised by an individual over the emotions they experience. Based on PPL
observations, some Year 8 pupils exhibited signs of suboptimal emotional
regulation, such as being easily provoked, struggling to control negative emotions,
and tending to react impulsively when faced with problems. This study employed a
Research and Development approach using the ADDIE model: analysis through
PPL observations and an emotional regulation scale assessment; design involving
the creation of a board game, emotion cards, situation cards, challenge cards, life-
extender cards, and a user guide; development involving the creation of a product
that was validated by subject matter experts and media experts before being
revised; implementation involving a limited trial with a guidance counsellor and
eight Year 8 pupils, and evaluation involving the refinement of the product based
on all feedback. Data were collected via scales, questionnaires, observations and
documentation, and analysed using descriptive percentage techniques.

The research results indicate that the EmoQuest board game is highly suitable for
use as a group guidance tool, with subject matter expert validation at 91.67 per
cent (highly valid, requiring no revision), media expert validation at 87.50 per cent
(highly valid, suitable for printing), practicality as rated by guidance counsellors
at 92.19 per cent (highly practical), and student feedback from the pilot test at 96.39
per cent (highly suitable). The medium was assessed as engaging, easy to use,
enhancing student engagement, and assisting guidance counsellors in delivering
material on emotional regulation in a varied and enjoyable manner.

It can be concluded that the ‘EmoQuest’ board game, developed using the ADDIE
model, is highly suitable for use as a group guidance tool to improve emotional
regulation among Year 8 pupils. It is recommended that guidance counsellors utilise
this resource as an alternative for group guidance sessions, and that it be followed
up with a larger-scale pilot study and an effectiveness test in future research.
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