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Abstract: The discriminative behavior upon individual personalities that multicultural counselors
have frequently operated causes low neutrality in encountering an issue and individual labeling.
That behavior indicates the counselors lack impartial character. Thus, this study aims to develop a
guidance and counseling media of Badranaya (multicultural counseling board game) that promote
unbiased character, referring to Semar’s great characters. It used modified Borg and Gall development
procedures, while its data were obtained through valid and reliable experts assessment questionnaire
and impartial character scale. The numerical data analysis results from guidance and counseling experts,
as well as educational media development experts, signify that this media is highly feasible to be used.
Meanwhile, the qualitative data from experts in the related fields also confirms the media’s feasibility
to be adopted as a new educational media breaktrough, primarily in prospective counselors’ education.
Additionally, the paired sample test results also show an increase in the multicultural counselors’
impartial character after they play Badranaya.
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Abstrak: Perilaku membeda-bedakan kepribadian individu satu dengan yang lain, kurang netral ketika
menghadapi suatu permasalahan, dan munculnya pelabelan pada individu lain yang dilakukan oleh
para calon konselor multibudaya sering kali terjadi. Perilaku tersebut menandakan kurangnya karakter
adil pada calon konselor multibudaya. Tujuan dari penelitian ini yaitu untuk mengembangkan media
bimbingan dan konseling untuk memperdalam karakter adil yang mengacu pada nilai luhur Semar.
Media yang dipilih adalah Badranaya (Board game Karakter Konselor Multibudaya). Metode penelitian
yang digunakan adalah model pengembangan Borg dan Gall yang dimodifikasi. Data penelitian
digali menggunakan Kuesioner Penilaian Ahli dan Skala Pengukuran Karakter Adil yang valid dan
reliabel. Berdasarkan hasil analisis data numerikal ada ahli materi bimbingan dan konseling serta ahli
pengembangan media pendidikan, media dikategorikan sangat layak digunakan. Setelah ditandingkan
dengan diskusi hasil data verbal pada ahli-ahli terkait ditarik sebuah kesimpulan bahwa media ini
layak digunakan sebagai salah satu terobosan media pendidikan baru khususnya pada pendidikan calon
konselor. Berdasarkan hasil perhitungan paired sample test, dapat disimpulkan bahwa tingkat karakter
adil calon konselor multibudaya naik setelah memainkan Badranaya.
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INTRODUCTION

Multicultural competence is not just emerged from counselors, but it should be trained and habituated
to them (Corey, 2013). It is closely associated with the ideal characters of the multicultural counselor.
Those characters can be connected to one of the local culture characters to preserve the local wisdom.
For instance, Indonesia’s ideal character can adopt 12 excellent characters formulated from Semar’s
great characters (Setyaputri, 2017). Semar is one of Indonesia’s great cultural characters who has been
slowly abandoned. The characters selected from Semar involve religiosity, neutrality, tolerance, sincerity,
discipline, social care, friendliness, fairness, honesty, flexibility, democratic, and curiosity (Setyaputri,
2017). Semar was selected due to his thorough characters for the living picturization (Setyaputri, 2017).

In relation to that characters, the discriminative behavior is observed among the undergraduate
guidance and counseling students in Universitas Nusantara PGRI Kediri. It is shown from their
biased attitude in responding to facing an issue and also their stereotyping behavior. As a prospective
multicultural counselor, they should not stereotype people since counseling service gives no space
for stereotypes and cultural myths (Geldard & Geldard, 2005). Besides, the students have not entirely
internalized the courses’ values, and there has not been a special intervention carried out to minimalize
those behaviors.

According to the definition of impartial character Semar’s great characters, these phenomena are
caused by prospective counselor’s lack of impartial character. Future counselors are expected to master
multicultural competence when they work in a school or other places. Thus, these phenomena bring
great concern since that competence is an effort to realize excellent guidance and counseling service
with cultural values. One of the efforts to enhance counselor’s competencies is by promoting indigenous
values, cultures, and customs (Alfadla & Trisnawati, 2019). It aims to manifest indigenous personal
in the multicultural counselor. Indigenous multicultural counselors place tradition as the primary
component of culture. The indigenous term covers the elements of spirituality, emotional, mental, and
physical elements of a being (Absolon, 2010). Those elements become a complete unit on an individual
that remains to be acknowledged, forever. Individuals with those elements can accept and survive
the changes of the era. Consequently, a guidance and counseling innovation media that enhances the
prospective counselors’ impartial character by internalizing Semar’s great values is required. The use of
media in a guidance and counseling service is highly suggested since it is an essential component in the
service (Nursalim, 2013).

This study aims to develop a board game media that extends multicultural counselors’ impartial
character. The board game is a visual media that can be operated as a game (Prameswara & Siswanto,
2016; Setyanugrah & Setyadi, 2017) and used as a simulation tool and learning media (Elianta,
Prestiliano, & Setiawan, 2019). Additionally, it is proven to improve high school students’ learning
interest (Yunita & Wirawan, 2017). A game was selected since people have a natural instinct to play a
game as a refreshment, while it can also be a catharsis from their current problem. By playing games,
an individual experiences an authentic emotion creates their private world, gains new experiences,
responds to a new situation, adapts to various conditions, creates friendship, and learns to establish
self-confidence and self-defense, self-reward, and self-determination (Gleave & Cole-Hamilton, 2012).
Therefore, a board game was selected as the media to increase the prospective multicultural counselors’
impartial character. Besides, it can also be used to simulate the materials formulated to enhance impartial
character, consisting of brainstorming, role play, and practicing to conceive new behavior. The board
game was named Badranaya.

METHOD

This study used Borg and Gall’s research and development procedure (Borg & Gall, 1983). Form
the ten Borg and Gall procedures, only six stages were carried out. First, a data-gathering involving an
introduction study, literature study, and study on the developed counseling and guidance media was
carried out. Second, planning that covered commentary on the skills required during the research. Third,
the initial product development, which included the planning of prototype, instruments, and materials
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development. Fourth, the initial field tries out, where the media was consulted to an educational media
expert and a guidance and counseling expert and tried out to six undergraduate guidance and counseling
students of Universitas Nusantara PGRI Kediri. The last stage was the final product of Badranaya.

The instrument used to assess the developed product was an expert assessment questionnaire and
impartial character scale. The questionnaire was developed based on the guidance and counseling media
selection criteria, while the impartial character scale was formulated according to impartial character
indicators based on Semar’s great character. After the instrument outline was formulated, 20 items were
explained from each indicator. The instrument validity test revealed 12 valid and eight invalid items with
a reliability score of 0.834. The test results indicate that the instrument was classified as accurate and
reliable to be used to assess the impartial character of a prospective multicultural counselor (Setyaputri,
Krisphianti, & Nawantara, 2020).

The small group of subjects was purposively selected from the population. It was limited to six
students with low and poor impartial character. The quantitative analysis results on data obtained from
the experts’ test determine the range of each criterion. Simultaneously, the percentage was decided using
Formula 1 (Sudjana, 2011).

observation result score 9]
x 100%

maximal score

The category used for expert assessment questionairre is presented in Table 1, while the criteria
used to interpret pretest and posttest are shown in Table 2. The qualitative data obtained from experts’
and small try out subjects’ suggestion was analyzed by drawing conclusions from their explanation. The
hypothesis was tested using Paired T-Test Sample using SPSS IBM Statistic 20.0. If the significance
is less than 0.5, then the null hypothesis is rejected, but if the significance score is more than 0.05,
then the null hypothesis is accepted. The null hypothesis was no difference of prospective multicultural
counselors’ impartial character before and after playing Badranaya. Meanwhile, the alternative
hypothesis was a difference of impartial character from future multicultural counselors before and after
playing Badranaya.

Table 1. Expert Assessment Category

No. Range Category
1. 0%—25% Not feasible
2. 26%50% Less feasible
3. 51%-75% Feasible
4. 76%—100%  Highly feasible

Table 2. Criteria Used to Interpret Pretest and Posttest Results

No. Range Category
1 12-20 Poor
2. 21-29 Low
3. 30-38 High
4 3948 Very High

RESULTS

Universally, the term ‘Badranaya’ refers to the journey of a knight to find Semar’s treasure. The knight
represents the undergraduate guidance and counseling students who play this game. Simultaneously, the
treasure in this game is a counselor with impartial character. During the journey to discover the prize,
the player will find materials related to impartial character indicators. The materials are placed in the
cards on the board.
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Badranaya can be played by two to four teams of three to five people. Each team should have a
leader who will move the pawn with Semar shape. The teams are built to create group dynamics during
the game to complete a task from the presented material on each column. The tasks become the knight
journey representation, while the punishment and reward have been ruled in each task column following
the material. All teams compete to obtain the Semar’s treasure.

The players are prospective multicultural counselors who have to improve their impartial character.
These counselors are asked to fill the impartial character scale before and after they finish their game
to see their impartial character improvement. Then, their responses on the scale were analyzed using
a t-test. The complete instrument format is presented in the Badranaya Guidebook. The research and
data gathering, planning, as well as initial product development, resulting in a Badranaya prototype. It
consists of four tools, namely the game board, game guidebook, task cards, and Semar pawn.

Board Game

This board game is one of the visual media in the form of a board with a Semar posture shape. In
the game, this board is named “Semar Island.” The board summarizes all local culture-based materials
that are specified in the guidebook. The size of this board is 100cm x 100cm.

Badranaya Game Guidebook

The Badranaya guidebook was constructed as a reference to playing it correctly and adequately.
Besides, it also aims to help the team leader comprehend the game’s purpose and objectives, basic
concepts, rules, steps of group counseling using it, and the ways to evaluate the game process, along
with the evaluation results interpretation.

Task Cards

There are nine task cards of nine assignments adjusted to three indicators of impartial characters.
Thus, each indicator is represented by three cards. The prospective multicultural councelors should
complete these cards sequentially to finish this game, which is illustrated as Semar’s treasure hunt.

Semar Pawn

The pawn in the shape of Semar marked the groups’ journey in this board game. The group leaders
deliver the summary of the Badranaya game procedures and the materials to their members, as shown
in Table 3.

Table 3. Details of Procedures and Materials

Meeting Step Duration Activity and Material Description

Pre-Group Preparation of the training and member selection using a
valid and reliable impartial character scale (pretest)

Meeting 1 Initial Stage 40 minutes  The team leader explains the activity they are going
to do. Then, the members are asked to introduce each
other to create an atmosphere of comfort, cohessive, and
acceptance.

Transition Stage 30 minutes  The team leader asks the member to adapt to the next
stage. The leader also clearly explains the attitude,
role, and task of the leader and member so that they are
confident to do their task during the activities.

Working Stage (meeting 2—4)

Meeting 2 The implementation of 70 minutes  The delivered materials are related to the equal

the Badranaya Game indicator that is summarized in tasks 1 to 3.
Meeting 3 The implementation of 70 minutes  The delivered materials are related to the neutral

the Badranaya Game indicator that is summarized in task 4 to 6.
Meeting 4 The implementation of 70 minutes  The delivered materials are related to the non-

the Badranaya Game stereotyping indicator that is summarized in task 7 to 9.
Meeting 5  Final Stage 70 minutes  Conclusion and evaluation of the activity, along with the

impartial character scale filling by the groups' members
(posttest)
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After the prototype of Badranaya was obtained, a test by experts and the small group try out were
carried out as the fourth procedure (initial field try out). This stage covers a test by educational media
development and guidance and counseling materials experts, along with a small group try out on six
undergraduate guidance and counseling students of Universitas Nusantara PGRI Kediri. The quantitative
analysis of data from guidance and counseling materials and educational media development experts
shows an 86% and 83% score, respectively, categorized as very feasible. Additionally, the experts’ verbal
data also indicate that this media can be used as new innovative educational media, primarily in the
guidance and counseling field. The details of experts’ test analysis results are shown in Tables 4 and 5.

After the media had been declared feasible, a try out on six undergraduate students of the guidance
and counseling program of Universitas Nusantara PGRI Kediri was carried out to discover the efficacy
of Badranaya. The summary of the pretest and posttest results is presented in Table 6.

According to the pretest and posttest scores, a transformation on the criteria is observed, from the
majority of very low to high and very high. To investigate the efficacy of Badranaya, paired sample
t-test was conducted. The parametric statistical test was selected since the research data distribution
was normal and homogenous. The data distribution had been tested using the Kolmogorov-Smirnov
normality test, resulted in 0.995 and 0.615 for the pretest and posttest, respectively. Both scores exceed

Table 4. Results of Guidance and Counseling Expert Test

Numerical Data Non-Numerical Data
Item Score Suggestion from the Researchers’ Responds Conclusion
Experts
1 4 In general, the materials No revision is required The analysis on
2 3 and counseling tasks have on the product, but quantitative and
followed the aspects that following the suggestion, qualitative data
3 4 were aimed to improve and  the intellectual property  indicate that
4 4 carried novelty in guidance  right for this product has  materials in this
and counseling media. It been proposed. media is feasible to
5 3 will be better if the product’s be used for future
6 4 intellectual property right is studies.
proposed.
7 3
8 3
9 4
10 4
11 3
12 3
13 3
14 4
15 3
16 3
17 4
18 3
19 3
20 4
21 3
22 3
23 4
24 4
25 3
Total 86
% 86%

Category Very
Feasible
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the significant standard of 0.05. Meanwhile, the homogeneity test was completed using Levene Statistic,
resulting in a 0.806 significance score, higher than 0.05. These results indicate a positive difference in
the subjects’ impartial character level, before and after playing Badranaya. Thus, the subjects’ impartial
character has been improved through playing Badranaya. It is also supported by a higher average posttest
score of 39 (classified as very high) than the average pretest score of 25 (categorized as very low). The
detailed paired sample test is shown in Table 7.

Table 5. Results of Educational Media Development Expert Test

Numerical Data Non-Numerical Data

. Conclusion
Item Score  Suggestion from the Experts Researchers’ Responds
1 3 1. The board material is 1. The Dutch teak was chosen The quantitative
2 3 gorgeous, from Dutch due to its durability since it and qualitative
teak. However, it will be was expected to be used for analysis of
3 4 better if the material is future studies with different the data from
4 3 adjusted to the school’s characters. However, the educational
condition, to be easily researchers have given their media
5 4 modified with a lighter consent to change its necessary development
6 3 and more economical materials to be adjusted to the ~ experts shows
material. school’s condition. that the media
7 3 2. The terms in the card 2. The terms have been reviewed is feasible to
3 3 tasks have to be reviewed and revised according to the be used as an
and adjusted to subjects’ subjects’ psychological state. innovative
9 4 psychological conditions. 3. The task cards’ stories are educational
10 3 3. The stories within the built following the observation media in the
task cards will be better on subjects’ condition so that guidance and
11 3 if replaced by the wayang the discussion topics can counseling field.
12 3 shadow puppet stories be easily reflected to form
relevant to the indicators. new characters. Despite the
13 3 experts’ great suggestion, the
researchers decided not to
14 4 change stories since there may
15 3 be a chance that the subjects
do not understand the wayang
16 3 stories.
17 4
18 3
19 4
20 3
Total 66
% 83%
Category Very
Feasible

Table 6. Summary of Pretest and Posttest Data

No. Name Pretest Posttest
(nitial) Score Criteria Score  Criteria
1 CKMI 20 Poor 32 High
2 CKM2 25 Low 41  Very High
3 CKM3 29 Low 44 Very High
4  CKM4 27 Low 38 High
5 CKMS5 27 Low 40  Very High
6 CKM6 24 Low 38 High

Table 7. Results of Paired Sample Test

Paired Samples Test Sig. (2-tailed)

0.000

Pair 1  Posttest score — pretest score
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DISCUSSION

The developed Badranaya has been proven to improve the impartial character of the prospective
multicultural counselors. These prospective counselors who are practically still in the undergraduate
level are expected to be the practitioners who have fullfiled multicultural competencies after going
to the working field. It is forecasted to reduce the field problems of guidance and counseling practice
caused by the counselors. According to the fact, school counselors still stereotype their counselees.
They, frequently tell the counseling results to others, and cannot resist imposing their cultural principle
on their counselees. Thus, impartial character is highly required to realize healthy social living and
proper and harmonious interaction between indivudual and groups (Peterson & Seligman, 2004).

The impartial character needs to be expanded on individuals to attain success on personal-social,
educational, and career aspects, as well as ensuring the behavior of the graduates in the education field
(Arumsari, 2018; Borba, 2001; Setyaputri, Krisphianti, & Puspitarini, 2018). The impartial character
reinforcement on prospective multicultural counselors helps them welcome differences on other people,
including their counselees. It is due to counselors’ cultural background, such as their tribe and ethnicity,
cannot be a measurement to be a fanatic and erase social tolerance (Mustari, 2014).

It is essential since most people do not always stay in their land of birth, including these prospective
multicultural counselors who may not work in their place of birth. Therefore, they need to possess a
robust, impartial character to respect and benefit others in every place they go. Consequently, a particular
intervention to enhance their impartial character is required. One of the ways is by using media. A great
message delivery process in guidance and counseling service is affected by the media used in the process
(Alhadi, Supriyanto, & Dina, 2016; Setyaputri, Ramli, & Mappiare-AT, 2015). Linear to that idea, this
study aims to develop a media that carries novelty, named Badranaya.

Badranaya can be integrated into Independent Learning Curriculum in the graduate guidance and
counseling program, primarily in the Counselor Personal Development, Guidance and Counseling
media, Guidance and Counseling Practice, and Multicultural Counseling courses. This integration relies
on the point being emphasized. For instance, if used to enhance counselors’ impartial character, it can be
assimilated into the Counselor Personal Development course. If the emphasis is on the media development
process, it can be combined in the Guidance and Counseling media development course. While if it is
accentuated on the group counseling practice, the media can be used in Group Guidance and Counseling
Practice course. If the emphasis is on the local culture, then it can be used in the multicultural counseling
course. The integration of Badranaya in the courses and curriculum is the manifestation of new learning
innovation as a transformation of individual potential as an educator. It is following an expression that
the realization of a great future in the individual potential through learning innovations (Means, 2018).

Badranaya is local culture-based guidance and counseling media. The assessment from guidance
and counseling and educational media development experts confirm that this media is feasible to be used
as one of the innovative learning media, primarily in the guidance and counseling field. The novelty
carried by this media can attract the counselees’ interest to attend the guidance and counseling service.
Consequently, their interest will lead them to attend the counseling consistently, from the first to the last
meeting (Setyaputri, 2016; Setyaputri, 2015; Tiirkay, 2016). As proven in this study that the six subjects
were enthusiastically joined the five meetings counseling service because of the novelty of the media.
Additionally, this novelty also minimizes the mortality threat that may reduce the number of subjects
during the treatment (Creswell, 2012).

This game also involves ice breaking, brainstorming, educational video, and materials written in
the task cards to be discussed and role-played. The materials were formulated based on the results of
observation on the subjects. Thus, it represents the events they have experienced. Therefore, they can
quickly reflect and comprehend the stories’ central values. During the subjects’ group counseling, they
energetically finished the task and shared their experiences until they got so immersed in their stories
and cry, with no ability to utter words. This emotion comes from their similar backgrounds, related
to their expectation, perception of people and environment, along with the social setting that aided
them to interpret what has happened to them (Dewi, 2012). That social setting is originated from the
manipulation of situations designed by the researchers in the Badranaya. It reveals that their stereotype,
non-neutrality, and discriminative behaviors emerge from their experience (Jong & Hodges, 2013),
where they have encountered the same treatment.
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The group interaction occurs when the leader facilitates each member to support each other and
construct a positive thought to build a better and more adaptive behavior. Thus, the selected symbolic
models should be considered. Even if age has no significant effects on the modeling technique
effectiveness, but the chosen symbolic model is better to be in the similar age to the counselees, to
help them comprehend the stories better (Oliva, del Mar Aragén, & Cuesta, 2015; Stoffers & Van der
Heijden, 2018).

The board game’s and pawn’s unique shape is expected to attract the counselees’ interest (Clapson,
Gilbert, & Musgrove, 2020). The shapes’ meaning is presented in the introduction chapter in the
guidebook so that the subjects understand it before they play the game. Once they understood why
the Semar figure was choosen, their positive emotions were conceived, and they started to internalize
Semar’s positive value. The guidebook was developed using the most operational terms to help the
subjects to understand Badranaya.

Generally, the members’ instruction was delivered by the teams’ leader, but each member also
contributed to the task accomplishment through the suggestions they made in the discussion process
(Lindblom-Ylanne, Pihlajamiki, & Kotkas, 2003). Besides, group dynamics also appeared during the
discussion, with pro and contra sides. Their ability to respect each other became the initial capital to
finish the game.

However, one of the lack of this study is the duration that lasts longer in each session. The maximum
limit for each session is 70 minutes. The ideal group counseling duration for individuals above nine is
70 minutes (DeLucia-Waack, 2006). The more extended period was frequently caused by a long time
of subjects’ self-reflection session. They needed relatively longer times to disclose their thought and
emotion on the discussed topic. This finding can lead to the improvement required in future studies
that can be solved by the working stage. This stage initially was planned for three meetings with one
indicator and three tasks for each meeting. It can be transformed into one assignment for each session.

CONCLUSION

Badranaya is one of the interactive media that can be transformed into a game. Its uniqueness is
observed in its operational process that integrates local values into the phenomena frequently experience
by the subjects. Its subjects are undergraduate guidance and counseling students who are expected
to be professional multicultural counselors. From the development of Badranaya, the guidance and
counseling program is suggested to integrate it to the Independent Learning Curriculum, primarily
in the Counselor’s Personal Development, Multicultural Counseling, and Guidance and Counseling
courses. Besides, guidance and counseling academicians and practitioners can also use this media as
a means to improve the impartial character of prospective multicultural counselors by following the
rules. Additionally, they can adopt Badranaya in their future research with further dependent variables
adjusted to the observation results and field condition.
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