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Abstract. One of the periods of growth and development that individuals will face is
adolescence. Adolescence can be referred to as a period of identity search, where adolescents
are required to develop self-awareness. This is especially true for students, who live their
lives according to strong Islamic and social values. Students with low self-awareness face
difficulties in daily life, struggling to recognize and reflect on their strengths. In addition,
violations of the cottage such as leaving during class time, choosing to go to the canteen
during class time and smoking behavior in the canteen are still widely seen. The purpose of
this study is to develop the ROPUTRAS (Spinning Wheel of students Self-Awareness) game
as a tool to enhance self-awareness among MT's students. The research and development
procedure adopts the ADDIE model, implemented in five stages: analysis, design,
development, implementation, and evaluation. The results of expert and potential user
evaluations were analyzed using the Inter-rater-agreement method. Additionally, the
effectiveness test used the Wilcoxon signed-rank test analysis. Based on the validation
results by subject matter experts, media experts, and potential users, it can be concluded
that this guide has very high validity, referring to the aspect of acceptability. Therefore, it
can be concluded that the ROPUTRAS game media product for developing self-awareness
among MT's students is suitable for use. In addition, violations of the cottage such as leaving
during class time, choosing to go to the canteen during class time and smoking behavior in
the canteen are still widely seen.
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Introduction

One of the phases of growth and development that a person will experience is
adolescence. Adolescence can be considered a transitional period in an individual's life from
childhood to adulthood. Adolescents are characterized by being emotional and unstable.
During this transitional period, individuals experience changes, namely physical, mental, and
social changes. These changes lead to activities or behaviors that emerge in adolescents and
are related to the phase of life they are about to enter (Yuliasari, 2020). Adolescence can be
described as a period where individuals are in the process of seeking their identity, during
which adolescents are required to develop self-awareness (Hafizha, 2022). Self-awareness can
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be understood as the process by which an individual becomes the object of their own
attention (Lage et al., 2022). Self-awareness falls within the affective domain, but to achieve
it, the cognitive and psychomotor domains must also be developed to enable individuals to
achieve success (Effendi et al., 2020). In addition, adolescents who have good self-awareness
skills will be able to control and respond to social conditions so that others can easily express
their expectations of them (Sabilila et al., 2023).

Self-awareness is an important aspect of adolescent development, and the environment
greatly influences how self-awareness is formed. Students at MTs Al-Islam live in a structured
environment that is oriented toward religious values and has strict rules and schedules. This
environment shapes students self-awareness based on compliance with religious norms and
the rules of the boarding school (Putri & Arini, 2024). Some of the characteristics of students
include a positive attitude towards their surroundings, satisfaction with their lives, self-
control, and Islamic values. The most prominent characteristics of students are gratitude,
fairness, kindness, and high hopes (Melia et al., 2022). Self-awareness is very necessary to be
instilled in adolescents because with self-awareness, adolescents can control and carry out all
daily activities correctly and planned (Adhistia et al., 2023).

Adolescents who have good self-awareness abilities will be able to control and respond
to social conditions so that other people easily express their expectations of them (Sabilila et
al., 2023). So that individuals have an awareness of what to do and do not follow the flow of
the surrounding environment. Self-awareness will open the way to higher adolescent
potential, which allows them to continue to grow themselves and develop their potential in
the future (Lailatussaidah et al., 2021).

Self-awareness enables individuals to understand their feelings, allowing them to assess
themselves according to their abilities and self-confidence. Each individual has their own
self-awareness, self-awareness affects thoughts, feelings, memories, and their intensity
(Muhammad et al., 2023). Self-awareness can be considered an essential foundation for every
individual; it serves as a strong shield or wall for individuals to face challenges. Adolescents
with self-awareness are able to make appropriate choices to address the issues they face
without harming themselves or others (Nisa et al., 2021). The above opinion can be
summarized as follows: self-awareness is an individual's ability to understand themselves so
that they can influence their understanding, management, and decision-making for
themselves and others.

Teenagers with high self-awareness are able to deal with problems or challenges they
face, while teenagers with low self-awareness will have a tendency to fall into negative things.
Teenagers with low self-awareness will face challenges in their lives and have difficulty
recognizing and reflecting on their strengths, limitations, feelings, cognition, actions,
attitudes, and motivations, which can lead to psychological distress and imbalance in
life(Solomon, 2020). This can result in deviant behavior. According (Yuliasari, 2020) to
adolescents with low self-awareness may engage in behaviors of alcohol abuse, drug abuse,
dangerous driving, premarital sex, aggression, dropping out of school, committing violence

or crime and consuming cigarettes.

Risk behaviors that may arise include alcohol abuse, drug abuse, dangerous driving,
premarital sex, aggression, dropping out of school, committing violence or crime and
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consuming cigarettes (Yuliasari, 2020). This problem occurs due to various factors, especially
the lack of self-awareness of students which results in their inability to control their behavior.
Therefore, efforts to foster self-awareness are very important (Eriyani et al., 2021). Self-
awareness supports students in learning and systematic activities. Self-awareness supports
students to express their emotional and mental states well (Blank et al., 2023). Students will be
able to make the right decisions by observing various perspectives and influences. Self-
awareness is important to improve, this is because self-awareness plays an important or
crucial role in individual self-development (Nurul Fatimah & Emilia Azzahra, 2024).

Based on preliminary research conducted by researchers using the Self Awareness Scale
(SAS) questionnaire was distributed to students at MTs Al-Islam in Ponorogo Regency. The
results showed that 113 MTs Al-Islam students were in the low category, with 35 students,
while 69 students were in the moderate category and 9 students were in the high category.
Thus, it can be stated that 30.97% of students fall into the low category, 61.06% into the
moderate self-awareness category, and 7.96% into the high category. Based on the
preliminary study data collected by the researcher, it can be concluded that the self-awareness
level of MTs Al-Islam students falls into the moderate category, with a percentage of 61.06%
in the moderate category.

Based on interviews with guidance counselors, it was found that students still lack self-
awareness. This is evident in their confusion in making decisions for themselves, confusion
about their future, and their inability to control themselves from engaging in deviant behavior
at school. Additionally, students have not yet developed the ability to understand, manage,
and take wise actions in resolving problems. The interventions conducted by school
counselors to date have primarily involved reprimands, lectures, warnings, and advice. The
outcomes of these interventions have not yielded significant impacts in addressing self-
awareness. Furthermore, there are currently no supportive resources available to guidance

counselors to foster self-awareness among students.

The role of counseling teachers is needed because of their great influence in helping to
overcome student’s problems. Guidance and Counseling Teacher teachers play an important
role in shaping mindsets in adolescence, especially regarding awareness at the junior high
school level (Noviyani, 2022). Guidance and counseling teachers are tasked with providing
understanding to students so that they can take lessons from what is informed. Deviant
behavior in our school will cause harm to student (Lestari & Retpitasari, 2020). Many
counseling guidance services can be done by counseling guidance many counseling guidance
services can be done by counseling guidance teachers to foster self-awareness. Self-awareness
can be developed with intrapersonal (reflection), interpersonal, and group interaction. Thus,
group guidance services simulation game techniques are able to foster student’s self-

awareness.

The technique considered effective in fostering self-awareness in students is the use of
simulation techniques. According to (Nofianti et al., 2023) group counseling using simulation
techniques can be considered one of the methods that represent real-life situations through
an enjoyable and experience-based approach. Simulation techniques in group counseling
services are practical and relatively simple, yet capable of supporting the realization of
meaningful learning for students. The specific purpose of simulation games is to help
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students understand experiences in their surroundings related to social rules (Flurentin &
Hamibawani, 2023). Simulation game techniques are inseparable from the media used to
provide stimuli to students. According to Firmansyah & Panglewai (2023) the use of media
can facilitate cognitive, affective, and social stimuli as a means of fostering self-awareness.
Media is considered a support for service delivery. According to (Agniarahmah et al., 2023)
the success of a service can be influenced by the products developed.

There are several media that can be used to help students, one of which is the spinning
wheel. The spinning wheel medium can be associated with a teaching aid that uses the
spinning wheel game (Twister). (Tia et al., 2023) argue that the spinning wheel can engage all
students, enabling them to participate directly in the spinning wheel game. Rotating media is
very suitable for students, because students studying at MTs Al-Islam are not allowed to
bring electronic devices, so simple media is needed to help students solve problems or
develop their potential. Research (Rosemawati et al., 2022) found that group counseling
services using simulation techniques can enhance self-awareness and serve as one of the tools
for counseling and guidance. Another study conducted by (Rostantia et al, 2022) found that
using media can increase sensory stimulation, enabling students to gain understanding and

awareness.

Based on the above explanation, this study has limitations that can be used by school
counselors. The novelty of this study is the existence of a game medium to facilitate school
counselors in providing services and attract students to participate in the activities carried
out. In addition, the game media in this study was relatively easy to find or create compared
to previous studies, in which not all schools were able to create or obtain such media.
Previous studies focused on the characteristics of students in public schools without linking
them to MTs Al-Islam students and media used in previous studies had shortcomings in
providing services, such as taking a long time to play, not being comprehensive, etc., whereas
this game was developed in accordance with the characteristics of MT's students, making it
easier for school counselors and students to understand and practice what happens in an
MTs Al-Islam environment.

Method

Research Design

The research model in the development of the ROPUTRAS (students awareness wheel)
game to foster self-awareness among students uses a Research and Development (R&D)
approach employing the ADDIE (analysis, design, development, implementation,
evaluation) design (Branch, 2009).

The stages in ADDIE development research consist of five stages, including: (1) the
analysis stage; (2) the design stage; (3) the development stage; (4) the implementation stage;
and (5) the evaluation stage (Branch, 2009). The analysis stage involves identifying the needs
of potential users by identifying problems, causes of problems or gaps, and identifying
suitable products. The analysis stage is reinforced by a literature review obtained from books,
journals, and articles. Additionally, a preliminary study was conducted by interviewing school
counselors to reinforce the phenomena identified. The design phase verifies the researched
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issues and designs concepts based on the analysis results. The researcher developed a design
concept for the ROPUTRAS (rotating awareness wheel for students) game product through
group guidance to foster self-awareness among Madrasah Tsanawiyah (MTs) students, based
on the analysis results. The development stage involved creating the product for validation.
Validation was conducted by media experts and subject matter experts, ensuring the product
was validated by experts. The results included critiques, suggestions, and feedback based on
the developed product. The implementation stage involved testing the product with potential
users as a practical application of the product and measuring the effectiveness of the
developed media. The implementation was carried out to test the ROPUTRAS (students
awareness wheel) game product in group guidance to foster self-awareness among Madrasah
Tsanawiyah (MTs) students. Evaluation stage conducting a comprehensive evaluation of all
previous stages, namely the analysis, design, development, implementation, and evaluation
stages.

Participants

The population in this study was all 220 second-year students at MTs Al-Islam Joresan
Ponorogo. The sampling technique used was random sampling. The sample in this study
consisted of 113 male students, with the following inclusion criteria: aged between 13 and 15
years, male students in the second grade of MTs, and having lived at the boarding school for
at least one year.

Participant Recruitment Procedure

The technique used in this research is purposive sampling. Purposive sampling is a
technique of determining the sample according to special considerations, one of which is
seen from the characteristics of the subject in accordance with the research objectives. In
this study, the characteristics of the respondents were as follows:

Table 1. Respondent characteristics

No Characteristics Categories

1 Gender Male

2 Class Levels Grade 2 MTs
3 Age 13-14 years old
4 Length of Stay at the Cottage < 1 years old

5 Level of Self-Awareness Currently

Research Instruments

The measurement tool used to measure self-awareness was adopted from the self-
awareness scale (SAS) (Setiyowati, 2023). This scale aims to measure the level of self-
awareness of students in six dimensions, namely: recognizing one's own feelings and
behavior; recognizing one's own strengths and weaknesses; having an independent attitude;
being able to make decisions appropriately; being skilled at expressing thoughts, feelings,
opinions, and beliefs; and being able to evaluate oneself. This scale consists of 35 statements,
arranged in a four-point Likert scale.

Data Analysis

Quantitative Data Analysis Techniques Numerical data calculated three assessments:
subject matter expert testing, media expert testing, and prospective user testing. The results
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of the analysis of the material test, media test, and prospective user test use inter-rater
agreement. The analysis of prospective users uses the mean. The analysis technique used to
calculate the change scores obtained from the pretest and posttest is then analyzed using
non-parametric statistics with the Wilcoxon Signed Rank Test.

Results

Before analyzing the experimental results, tests were first conducted on experts from
each field and potential users. The results obtained from testing material experts, media
experts, and potential users using inter-rater agreement analysis yielded a score of 1, which
means that the product meets the acceptability criteria.

Product Effectiveness Test Results
The products that have been developed are then tested for effectiveness on class VIII
students with a total of 8 students. The experimental design used to intervene students is one
group pretest-posttest.
Table 2. Pretest

No Name of Student Score Pretest
1 AIK 93
2 MYN 89
3 ARN 99
4  MNU 77
5 EIN 108
6 FHA 97
7 BRM 79
8 MAA 115
Table 3. Posttest
No Name of Student Score Posttest
1 AIK 115
2 MYN 99
3 ARN 102
4  MNU 83
5 EIN 113
6 FHA 108
7 BRM 81
8 MAA 117

The results of the pretest and posttest scores have been obtained, then the scores are
analyzed using non-parametric statistical tests using the Wilcoxon signed-rank test analysis
with the SPSS application. The Wilcoxon Signed-Rank Test is to see the significance of the
difference between before and after the intervention.

Table 4. Wilcoxon Signed-Rank Test Results

Ranks
Mean Sum of
N Rank Ranks
Post test - Pre Negative 0? .00 .00
test Ranks
Positive Ranks 8> 4.50 36.00
Ties 0°
Total 8
a. Post test < Pre test
b. Post test > Pre test
c. Post test = Pre test
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Test Statistics®

Post test -
Pre test
V4 -2.524°
Asymp. Sig. (2- .012
tailed)
a. Wilcoxon Signed Ranks Test
b. Based on negative ranks.

The results of the Wilcoxon signed-rank test can be concluded that the Positive ranks
obtained atre 8, it can be concluded that there is an increase in self-awareness of Madrasah
Tsanawiyah (MTSs) students. While the results of Asymp. Sig. (2-tailed) is 0.012. This shows
that there is a difference between the pretest and posttest results. It can be concluded that
there is an effect of providing services with the ROPUTRAS (Rotating Wheel of Students
Awareness) game media in group guidance to foster students self-awareness. This is indicated
by the value obtained, which is 0.012 less than 0.05.

The table shows the posttest scores for self-awareness among students at Madrasah
Tsanawiyah (MTs) Al-Islam after being given an intervention using the ROPUTRAS (Roda
Putar Awareness Students) game to foster self-awareness among students. The results of the
pretest and posttest show the difference between the two. There are differences between the
pretest and posttest scores, with some students showing improvement. The conclusion
drawn is that the ROPUTRAS game (Spinning Wheel of Students Awareness) is effective in
fostering self-awareness among MTs students. The distribution of pretest and posttest scores
can be seen in the graph below.

140
120
100
80
60
40
20
0
AIK MYN ARN MNU EIN FHA BRM MAA
==@=DPrctest ==@==Posttest
Figure 1. Graphic Pretest-Posttest
Discussion

This research and development produces a product, namely the ROPUTRAS game
(rotating wheel of student’s awareness) in group guidance to foster Self Awareness of
Madrasah Tsanawiyah (MTs) students. The product developed by researchers is based on a
needs analysis at one of the MTs in Ponorogo Regency. A needs analysis was conducted to
determine the needs of students and school counselors at MTs. The media developed is in
accordance with the needs of students and school counselors. Game media needs to be
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attractive so that students can understand and be enthusiastic in following the services carried
out. Learning media as a means of conveying information in the process of teaching activities
to attract and interest students and as a liaison between students and teachers to improve the
quality of learning (Sapulete et al., 2023).

This research and development produces ROPUTRAS (rotating wheel of student’s
awareness) game media products in group guidance to foster Self Awareness of Madrasah
Tsanawiyah (MTs) students. There are several parts in the ROPUTRAS game including (1)
the board part has bright and attractive colors and there are 18 number variants; (2) The
design of the rotary wheel with a size of 30x30 cm and there are numbers in the rotary wheel
circle; (3) The buffer design has 1 box to put the question card that matches the number
presented; (4) The card can be in the form of questions or roles that will be answered or
played by students; (5) The design of the question card will use Canva measuring 5x9 cm; (6)
the question card is made with reference to the dimensions of self-awareness and adapted to
the culture that exists in the boarding school.

The ROPUTRAS (rotating wheel of student’s awareness) game media in group guidance
to foster Self Awareness of Madrasah Tsanawiyah (MTs) students there is a guidebook in the
use of the game. The guidebook used in providing group guidance services is expected to be
used to facilitate school counselors in providing quality services and according to the needs
at school. Given the guidebook provides the information needed. A well-designed guidebook
can be one of the main resources that provide the information needed (Setiyowati et al.,
2025). In addition to providing information, guidebooks must also contain instructions for
users to serve as a reference so that the services provided can be maximized and of high
quality. (Rahman et al., 2025) stated that the guide must also provide clear and precise

instructions.

The analysis stage, knowing the need for product development based on preliminary
studies carried out to identify students problems related to self-awareness. Data collection
by reviewing literature studies and conducting interviews. Interviews were conducted with
school counselors as a source to find out students self-awareness, students interest in using
the media, and services that have been provided by counselors in fostering students self-
awareness. After obtaining data on the needs of students in schools, then researchers collect
data through literature studies intended to strengthen the theoretical basis of research. In
completing the data, the developer conducted interviews submitted to counselors and
students.

The design stage, carried out as desired, the product can be said to be feasible to build.
Researchers design ROPUTRAS game products to foster self-awareness of MTs Al-Islam
students based on the results of the analysis stage. Media needs to be made as attractive as
possible to attract users. In accordance with the opinion of (Setiyowati et al., 2022) attractive
media will foster students interest and motivation to learn about important things in
achieving their development. At this stage, development is carried out by creating products
that are relevant to the needs of counselors at school. Then the product is adjusted to the
needs at school, a test is carried out to get suggestions, criticisms and input to improve the
developed product. This stage is tested on experts and potential users.
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The results of expert and prospective user tests will obtain numerical data in the form
of numbers and verbal data in the form of suggestions, criticisms and input related to the
product. The test of experts and potential users uses an inter-rater-agreement analysis model.
The products developed were assessed by two material experts each with a background in
guidance and counseling lecturers, while two media experts have a background in
Educational technology lecturers and two prospective users who have become school
counselors. The results of the expert and prospective user tests obtained high validity
qualifications with a score of 1.00. It can be said that the ROPUTRAS (rotating wheel of
student’s awareness) game product in group guidance to foster Self Awareness of Madrasah
Tsanawiyah (MTs) students has very high qualifications and is suitable for use from material

experts, media experts and prospective users.

Pretest-Posttest Data

The results obtained from the initial pretest score show that group members do not fully
have Self Awareness. Furthermore, after obtaining the scores of all members, group guidance
services are given simulation game techniques to foster Self Awareness of Madrasah
Tsanawiyah (MTs) students. Interventions are provided with products that have been
developed and have been tested by experts so that they are feasible to implement.

The pretest posttest results can be concluded that group members who take part in
group guidance services simulation game techniques to foster Self Awareness of Madrasah
Tsanawiyah (MT's) students show an increase score so that it can be said that group guidance
simulation game techniques are able to foster Self Awareness of Madrasah Tsanawiyah (MT's)
students.

Results of the Game Effectiveness Test

The data from the effectiveness test of the game is then analyzed in order to get changes
in pretest and posttest scores in small groups. This research and development effectiveness
test was conducted on the same intervention group to see the comparison between before
and after being given an intervention using simulation technique group guidance. According
to (Wiranata & Sujana, 2021) The small group test has the aim of determining the feasibility
of the product developed by the researcher and used in the implementation process. The
results of the effectiveness test in this study indicate that game media is effective in fostering
self-awareness and should be implemented. This is in line with the opinion of (Rosemawati
et al., 2022) found that group counseling services using simulation techniques can enhance

self-awareness and serve as one of the tools for counseling and guidance.

The results of the pretest and posttest scores have been obtained, then the scores are
analyzed using non-parametric statistical tests using the Wilcoxon signed-rank test analysis
method using the help of the SPSS application. The Wilcoxon Signed-Rank Test aims to
determine the significance of changes between before and after the intervention is given to
the research subject.

The Wilcoxon signed-rank test results can be concluded that the positive rank obtained
is 8, which means that the positive difference between the pretest and posttest self-awareness
shows that 8 students experienced an increase in self-awareness, thus concluding that there
is an increase in self-awareness among Madrasah Tsanawiyah (MTs) students. Meanwhile,
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the Asymp. Sig. (2-tailed) result is 0.012. This indicates that there is a difference between the
pretest and posttest results. It can be concluded that there is an effect of providing services
using the ROPUTRAS (Rotating Wheel of Students Awareness) game medium in group
counseling to increase student’s self-awareness. This is indicated by the value obtained, which
is 0.012, which is smaller than 0.05.

The last stage is the evaluation stage, the evaluation stage of the developed product is
considered feasible and appropriate and meets a very high classification, seen from the test
results of experts and prospective users. The results of the tests of experts and potential users
have met the classification, but there is still a need for revision in the development of the
ROPUTRAS (Rotating Wheel Students Awareness) game product in group guidance to
foster student’s self-awareness. This is in line with the opinion of (Larasati et al., 2020)
revising to produce a better product with improvements from the comments suggestions
that have been given by experts and potential users. After testing the experts and potential
users, a small group test was conducted, the results of the small group test found that there
was an effect of the ROPUTRAS (Rotating Wheel of Students Awareness) game in group
guidance to foster student’s self-awareness, so that the product could foster self-awareness.

The ROPUTRAS (Rotating Wheel of Students Awareness) game in group guidance to
foster student’s self-awareness can facilitate school counselors in providing group guidance
services at school, the purpose of this product is to foster self-awareness of Madrasah
Tsanawiyah students. The existence of the ROPUTRAS (Rotating Wheel of Students
Awareness) Game product in group guidance to foster self-awareness of Madrasah
Tsanawiyah students in service delivery will assist counselors in making appropriate,
interesting and easy interventions for counselors and useful for fostering self-awareness.

Novelty of the Research

Previous research used simulation games in the form of board games/monopoly, but
the media used in previous research had shortcomings in terms of service, such as taking a
long time to play and not being comprehensive. Additionally, it requires a long duration of
time; if the time allotted is short, it becomes inefficient to apply the game, as each group
must wait for their turn. Therefore, the researcher used the ROPUTRAS (Spinning Wheel
Awareness Game for Boarding School Students) medium, considering the characteristics or
culture present in the boarding school. The media to be developed by the researcher will
involve all students in participating. This aligns with Tia et al. (2023), who state that the
spinning wheel media can involve all students, enabling them to play an active role in the
spinning wheel game.

Implications and Contributions

The main contribution of this research is the creation of the ROPUTRAS (Rotating
Wheel of Students Awareness) game product that assists counselors in providing group
counseling services using simulation game techniques as an alternative medium for guidance
and counseling services to foster self-awareness. The media developed takes into account the
characteristics and culture of students, thus providing a strong foundation for
implementation in the context of pesantren. With appropriate media, effective services can be
provided to students. Thus, the results of this study are expected to contribute to the
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development of media in group counseling services. In addition, it can be a reference for
further research in developing guidance and counseling service media to foster self-

awareness.

Research Limitations

This study has limitations, namely that the research only focuses on the ROPUTRAS
game to foster student’s self-awareness. The samples taken only focused on Madrasah
Tsanawiyah and limited group tests were only carried out using a one group pretest posttest
design. This weakness is mainly because randomization is not carried out as an absolute
requirement for experimental research. In addition, because it is carried out, measurement
before and after the provision of manipulation, is vulnerable to the threat of testing because
it uses pre-test which results in retroactive history.

Conclusion

The results obtained from this research and development are the ROPUTRAS (Rotating
Wheel of Students Awareness) Game in group guidance to foster self-awareness of Madrasah
Tsanawiyah students. The ROPUTRAS (Rotating Wheel of Students Awareness) game can
foster self-awareness. This can be seen from the results of the Pretest-Posttest through the
instrument given and the provision of treatment using the ROPUTRAS game. The results
of the product effectiveness test conducted showed that the ROPUTRAS (Rotating Wheel
of Students Awareness) game in group guidance was effective for fostering self-awareness of
Madrasah Tsanawiyah (MTs) students. This can be seen from the Wilcoxon Signed Rank
Test, which gets a positive ranks value of 8, this value indicates that there is an increase in
self-awareness. While the results of Asymp. Sig. (2-tailed) is 0.012. This is indicated by the
value obtained, which is 0.012 <0.05. The results obtained mean that there is a difference
between the pretest and posttest results.

Suggestions for school counselors are that this research and development can be used
and useful for counselors in implementing counseling services at school using the
ROPUTRAS game to foster students self-awareness. Suggestions for further researchers are
that the game developed can be in the form of an application so that the media display used
will be more attractive to students.
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