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Abstract. This study aimed to produce a reality therapy e-module and test the
effectiveness of the e-module to improve the understanding of reality therapy for
guidance and counseling teachers. This research is development research concern-
ing the ADDIE model which includes the analysis, design, development, imple-
mentation, and evaluation stages. The data collection in this study was conducted
with the guidance and counseling teacher needs scale for e-modules, the media
feasibility test scale, the material feasibility test scale, the guidance, and counsel-
ing teacher assessment scale, and the reality therapy knowledge test. The product
feasibility test was conducted by media experts, material experts, and junior high
school guidance and counseling teachers in Sleman Regency. The results of the
feasibility test were analyzed quantitatively by the conversion of five eligibil-
ity criteria. The effectiveness test was conducted on 15 guidance and counseling
teachers. The data analysis technique used the Wilcoxon signed-rank test to deter-
mine the effectiveness of the E-Modul in improving the understanding of reality
therapy for guidance and counseling teachers. The results of this study indicated
that the reality therapy e-module was declared feasible by media experts, material
experts, and guidance and counseling teachers. The results of the effectiveness
test obtained a p-value of 0.000 < 0.05, which means that the reality therapy e-
module is effective in increasing the understanding of reality therapy for guidance
and counseling teachers.
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1 Introduction

A Guidance and Counseling teacher or counselor is someone who has academic quali-
fications with a Bachelor of Education (S-1) in the field of guidance and counseling and
has passed the Guidance and Counseling/Counseling Teacher Professional Education
[1]. As a counselor, guidance and counseling teachers must understand the theoretical
basis of guidance and counseling, be able to provide independent services and develop
personal and professional skills. This is following Anisah’s statement that professional
competence is one of the counselor competencies regulated in Permendiknas No. 27
of 2008, in addition to three other competencies, namely pedagogic competence, social
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competence, and personality competence. Pedagogic competence is related to the abil-
ity of guidance and counseling teachers to educate and understand educational theory,
while professional competence is related to the ability to master theoretical and practical
frameworks in guidance and counseling [3].

Guidance and counseling teachers need to perform counseling services both indi-
vidually and in groups to help students with their problems. The purpose of counseling
is to help students change their behavior, develop their ability to handle different sit-
uations, develop their personalities, make decisions, and be uncomment with making
their decisions responsibly [4]. Guidance and counseling teachers need to understand
various theories about various counseling approaches to support the implementation of
counseling services [5]. Counseling theory and approach provide a basis for understand-
ing the counseling process which includes the counseling relationship, attitudes, and
responses that must be displayed by the counselor, analysis of the counselee’s behavior
and thoughts, identification of the counselee’s problems, and choosing the appropriate
technique with the counselee’s problems [6].

Guidance and counseling teachers need to master reality therapy as one of the coun-
seling approaches. Reality therapy emphasizes that an individual is responsible for life,
and changes in behavior, and can control what they do, feel, and think [7]. Reality therapy
is proven to be effective in helping counselees in dealing with problems regarding career
decision-making, academic achievement, and personal and social development [8]. The
reality counseling approach is also suitable to be applied in helping the problems of
mid-school-age age students belonging to the adolescent phase [9].

A preliminary study conducted by researchers on 18 guidance and counseling teach-
ers from 17 Junior High Schools in Sleman Regency showed that one of the obstacles
faced by guidance and counseling teachers in the implementation of counseling ser-
vices was the lack of understanding of counseling theories and approaches. In addition,
guidance and counseling teachers are still having difficulties in finding Indonesian lan-
guage learning media which contains material on theories and approaches to counseling.
There were 44% of respondents stated that they did not understand reality therapy and
had never practiced it in counseling services.

To help guidance and counseling teachers understand reality therapy, it is necessary to
provide media that provides complete information about the therapy. Guidance and coun-
seling teachers need media that are concise, flexible, and can be studied independently.
The characteristics of the media are the same as e-modules in terms of self-instructional,
adaptive, and user-friendly formats [10]. E-Modules are a form of development of printed
modules that are presented in electronic format and arranged systematically where each
learning activity in it is connected by a link as navigation that makes users more interac-
tive [11]. E-modules can also help teachers evaluate their level of understanding of the
material presented through practice questions and worksheets presented.

Several previous studies have discussed the use of media regarding the counseling
approach, but in general, the media still focuses on print media, including the research
conducted by [12], who developed a counseling skills module to improve the perfor-
mance of guidance and counseling teachers in Yogyakarta. In addition, there is also
research by Lestari [13], who developed a printed guidebook on Rational Emotive Behav-
ior (REBT) counseling for High School/Vocational High School guidance and counseling
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teachers in Sleman Regency. Modules and printed guides need to be developed following
technological advances in this case. The survey results of the Indonesian Internet Service
Providers Association in 2018 revealed that the number of internet users in Indonesia
was 171.1 million, an increase of 27.9 million from the previous year which amounted to
143.2 million [14]. 95.4% of internet users use mobile devices (Smartphones) to access
the internet in their daily lives. These data show that smartphones and internet networks
are inseparable units in everyday life.

Based on the description above, researchers are interested in developing an e-module
on reality therapy that can be used as independent study material for guidance and
counseling teachers to improve their understanding of reality therapy. It is expected that
improving the quality of counseling in schools will be enhanced by increasing awareness
of reality therapy among guidance and counseling teachers. This study aimed to develop
a reality therapy e-module and test the effectiveness of the e-module in improving the
understanding of reality therapy for guidance and counseling teachers.

2 Method

The method used in this research is the research and development (R&D) method. The
development model used is the ADDIE model developed by Dick and Carey [15]. This
model consists of five stages, namely analysis, design, development, implementation,
and evaluation. The subjects of this study were guidance and counseling teachers for
junior high schools in Sleman Regency. The instruments used were in the form of a
guidance and counseling teacher need scale for e-modules, a media feasibility test scale,
a material feasibility test scale, a guidance and counseling teacher response scale, and a
reality therapy knowledge test.

The data obtained from media experts, material experts, and guidance and coun-
seling teachers were analyzed using quantitative descriptive analysis. The analysis was
used to determine the effectiveness of the e-module in increasing the understanding of
reality therapy for guidance and counseling teachers ers conducted with the Wilcoxon
signed-rank test. Before being used, the reality therapy knowledge test instrument was
tested on 30 respondents from guidance and counseling teachers. The test reality therapy
knowledge test instrument was conducted to determine the validity, reliability, level of
difficulty, and differentiating power of each item of the instrument [15].

3 Results and Discussion

A. E-Module Development Results

The development of the reality therapy e-module through the ADDIE model was
conducted through five stages, namely 1) Analysis, 2) Design, 3) Development, 4)
Implementation, and 5) Evaluation. The explanation for each stis is explained as follows:

1) Analysis Stage

A media needs analysis was conducted through interviews and distributing question-
naires to 18 guidance and counseling teachers. The results of the media needs analysis
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showed that one of the obstacles experienced by guidance and counseling teachers in
implementing counseling services is the lack of understanding of counseling theories and
approaches. Guidance and counseling teachers also have difficulty finding Indonesian
language learning references that contain detailed, practical, and easy-to-apply theo-
ries and counseling approaches. In the preliminary study, all respondents said that they
needed reality therapy e-module media and agreed that the e-module could help them in
increasing their understanding of reality therapy.

2) Design Stage

At this stage, the researcher compiles a draft content design for the development
reality therapy e-module. The reality therapy e-module was developed based on a website
in a mobile version format. This e-module media format was selected based on the results
of a previous needs analysis for guidance and counseling teachers. Broadly speaking, the
developed reality therapy e-module consists of several parts including an introduction
or learning objectives, material descriptions, practice questions or quizzes, worksheets,
and online consultation forms. The e-module also contains a video containing examples
of the application of counseling services with reality therapy.

3) Development Stage

At this stage, researchers begin to realize the e-Module product and conduct a feasi-
bility test on the developed media. The website-based reality therapy e-module product
can be accessed by users through www.emodulkonselingrealitas.online. The feasibility
test was conducted to determine the quality of the e-module in terms of material and
media. The material feasibility test was conducted by Mrs. Diana Septi Purnama, S.Pd,
M.Pd., Ph.D. as an expert from the department of educational psychology and guidance.
The media feasibility test was conducted by Prof. Herman Dwi Sujono, M.Sc., M.T.,
Ph.D. as an expert from the department of informatics engineering.

The materials and media feasibility assessment scale consists of 20 assessment items
with five alternative answers, where a score of 1 means not feasible, a score of 2 means
less feasible, a score of 3 means quite feasible, a score of 4 means feasible, and a score
of 5 means very feasible. The results obtained from the assessment of material and
media experts were used as a reference for revision of the developed e-module so it
will be ready for use by guidance and counseling teachers. The average value of the
expert assessment score was calculated. Furthermore, the results of the average scores
that have been obtained will be converted into several assessment categories according
to Widyoko [16] as follows: (Table 1).

The results of the feasibility assessment of the reality therapy e-module product
according to media expert is as follows: (Table 2).

Based on the data above, it is known that the results of the media expert’s assessment
obtained an average score of 4.41. The results of the score were in the very feasible
category, so it can be concluded that the reality therapy e-module media is feasible to
be tested. In this case, the material expert does not provide revisions to the developed e-
module. Besides the media feasibility test, a material feasibility test is also conducted on
the reality therapy e-module. The results of the product feasibility assessment according
to a material expert are as follows: (Table 3).
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Table 1. Eligibility criteria for e-module media

Score Range Category
1.00-1.80 Not Feasible
1.81-2.60 Less Feasible
2.61-3.40 Quite Feasible
3.41-4.20 Feasible
4.21-5.00 Very Feasible
Table 2. Validation results by media expert
No Assessment Aspect Average Score Rating Category
1 Development Benefits 5,00 Very Feasible
2 Screen Design Display 4,00 Feasible
3 Ease of Use 4,75 Very Feasible
4 Consistency 4,00 Feasible
5 Graphics 4,33 Very Feasible
Average 4,41 Very Feasible
Table 3. Validation results by material expert
No Assessment Aspect Average Score Rating Category
1 Content Eligibility 4,33 Very Feasible
2 Language Eligibility 4,00 Feasible
3 Serving Eligibility 4,00 Feasible
Average 4,11 Feasible

Based on the table above, it is known that the results of the media expert’s assessment
obtained an average score of 4.11. The results of the score were in the feasible category,
so it can be concluded that the material presented in the reality therapy e-module is
feasible and appropriate. Material experts provide suggestions in the development of
e-modules, namely adding learning objectives points and including examples of case

descriptions in reality therapy.

4) Implementation Stage

During the implementation process, the researcher tested the e-module product with
guidance and counseling teachers. The initial field trial was conducted on a small scale
by involving 3 guidance and counseling teachers. The results of the small group trial are

as follows: (Table 4).
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Based on the table above, it is known that the assessment of the ease of use aspect
in the small group trial obtained an average score of 4.58, the clarity aspect obtained an
average score of 4.38 and the attractiveness aspect obtained an average score of 4.42.
The total average score of the e-module assessment at the small group trial stage by the

Table 4. Small group trial results

Respondent Easiness Clarity Attractiveness Total Score

1 5,00 5,00 5,00 5,00

2 4,75 4,67 5,00 4,81

3 4,25 3,83 3,67 3,92

4 4,30 4,00 4,00 4,10

Total 18,30 17,50 17,67 17,82

Average 4,58 4,38 4,42 4,46

Category Very Feasible Very Feasible Very Feasible Very Feasible
Table 5. Large group trial results

Respondent Easiness Clarity Attractiveness Total Score

1 4,1 4,0 43 4,15

2 4,0 4,0 4,0 4,00

3 4,0 3.8 4,0 3,94

4 39 3.8 4,0 3,90

5 3.8 33 33 3,47

6 3,1 4,0 3,0 3,38

7 35 35 4,0 3,67

8 44 4,5 4,7 4,51

9 4,6 4,7 4,0 4,43

10 39 4,0 4,0 3,96

11 4,0 4,0 4,0 4,00

12 4,3 4,0 4,0 4,08

13 4,1 4,0 43 4,15

14 5,0 4,0 4,0 4,33

15 4,9 43 4,0 4,40

Score 61,5 60,0 59,7 60,4

Average 4,10 4,00 3,98 4,03

Category Feasible Feasible Feasible Feasible
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guidance and counseling teacher was 4.46. The score is included in the "very feasible"
category, so it can be concluded that the reality therapy e-module is very feasible for use
by guidance and counseling teachers.

Then, a large group trial was conducted involving 15 guidance and counseling
teachers. The results of the large-group trial are as follows: (Table 5).

Based on the results of large group trials, it is known that the assessment of the ease
of use aspect obtained an average score of 4.10, the clarity aspect obtained an average
score of 4.00 and the attractiveness aspect obtained an average score of 3.98. The total
average score of the e-module assessment at the large group trial stage by guidance and
counseling teachers was 4.03. The score is included in the “feasible” category so that
the reality therapy e-module is feasible for use by guidance and counseling teachers.

5) Evaluation Stage

The evaluation stage aims to correct the deficiencies in the reality therapy e-module.
Criticisms and suggestions were given by media experts, material experts, and respon-
dents in the activity and used as the basis for revision in the evaluation stage. Revisions
or improvements are made to improve the feasibility and quality of developing a reality
therapy e-module before it is widely implemented.

B) Effectiveness Test Results

Table 6. The result of the n-gain score

Respondent Pretest Postest Postest-Pretest N-Gain %NGain
1 50 75 25 0,5 50%
2 60 85 25 0,63 63%
3 40 65 25 0,42 42%
4 50 80 30 0,60 60%
5 75 100 25 1 100%
6 35 65 30 0,46 46%
7 60 85 25 0,63 63%
8 55 85 30 0,67 67%
9 65 95 30 0,36 86%
10 45 90 45 0,82 82%
11 50 30 30 0,60 60%
12 55 75 20 0,44 44%
13 50 80 30 0,60 60%
14 55 75 20 0,44 44%
15 40 60 20 0,33 33%
Mean 523 79,7 273 0,6 60 %
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Researchers tested the effectiveness of the e-module by comparing the results of
pre-test and post-test scores on 15 guidance and counseling teachers who had used and
studied reality therapy e-modules. The analysis was used to determine the effectiveness
of the e-module in increasing the understanding of reality therapy for guidance and
counseling teachers conducted with the Wilcoxon signed-rank test. The results of the
effectiveness test obtained a p-value of 0.00 < 0.05, which means that the reality therapy
e-module is effective in increasing the understanding of reality therapy for guidance and
counseling teachers (Table 6).

The N-Gain score for guidance and counseling teachers was 0.60, which means
that the level of effectiveness of e-module products to improve understanding of reality
therapy for guidance and counseling teachers is in moderate criteria.

4 Conclusion

The reality therapy e-module has been validated by experts and tested on guidance and
counseling teachers. The results of the validation and trial have met the eligibility crite-
ria, so it can be concluded that e-module reality therapy can be used as an independent
learning medium by guidance and counseling teachers to study material related to reality
therapy. Based on the effectiveness test, it was found that the developed e-module sig-
nificantly improved guidance and counseling teachers’ understanding of reality therapy.
Increasing the understanding of guidance and counseling teachers on reality therapy
through this e-module is expected to support an increase in professional counseling
services within the school scope.

Acknowledgment. In this study, the researcher would like to thank the Guidance and Counseling
Teachers of Junior High School in Sleman Regency for their cooperation as respondents.

References

1. Sari, N., & Hartati, M. T. S. (2017). Kinerja Konselor ditinjau dari Kompetensi Profesional
di SMA Negeri Se-Kabupaten Batang. Indonesian Journal of Guidance and Counseling, 2(4).
http://journal.unnes.ac.id/sju/index.php/jbk

2. Anisah, L. (2016). Kompetensi Profesional Konselor dalam Penyelenggaran Penelitian
Tindakan Bimbingan dan Konseling. Jurnal Konseling Gusjigang, 2(1)

3. Khaldun, R. (2016). Kompetensi Profesional Guru Bimbingan dan Konseling di Madrasah
Aliyah. Al-Tazkiah, 5(1), 14-36.

4. Yusuf, S., & Nurihsan, J. (2014). Landasan Bimbingan dan Konseling. Remaja Rosdakarya.

5. Diniaty, A. (2013). Urgensi Teori Konseling Dan Perspektifnya Dalam Islam Menjawab Tun-
tutan Konseling Religius Di Masa Depan. Al-Ta Lim Journal, 20(1), 312-232. https://doi.
org/10.15548/jt.v20i1.27

6. Komalasari, G., Wahyuni, E., Karsih. (2011). Teori dan teknik konseling. Jakarta: Indeks.

7. Sharf, R. S, (2012). Theories of psychotherapy and counseling concepts and cases. USA:
University of Delaware.

8. Mason, C & Duba, J.D. (2009). Using reality therapy in school: its potential impact on the
effectiveness of the ASCA national model. International Journal of Reality Therapy, 29 (1),
5-12. Retrieved from https://digitalcommons.wku.edu/csa_fac_pub/33/


http://journal.unnes.ac.id/sju/index.php/jbk
https://doi.org/10.15548/jt.v20i1.27
https://digitalcommons.wku.edu/csa_fac_pub/33/

116

10.

11.

12.

13.

14.

15.
16.

A. R. Fajria and S. Suwarjo

Corey, G. (2013). Theory and practice of counseling and psychotherapy (9th ed.). USA:
Cengage Learning.

Sulisiana, R., Riyana, C. (2008). Media Pembelajaran. Bandung CV. Wahana Prima.
Kemendikbud. (2017). Paduan Praktis Penyusunan E-Modul Pembelajaran. Jakarta: Kemen-
trian Pendidikan dan Kebudayaan.

Kusmaryani, R.E. (2020). Pengembangan Modul Keterampilan Konseling untuk
Meningkatkan Kinerja Guru Pembimbing di Yogyakarta. Prosiding Seminar Nasional dalam
rangka Dies Natalis ke-48 Universitas Negeri Yogyakarta.

Lestari, S.A.P. (2015). Pengembangan panduan konseling rational emotive behavior bagi
guru bimbingan dan konseling SMA/SMK di Kabupaten Sleman. Skripsi. Universitas Negeri
Yogyakarta.

Sulisworo, D. (2014). Conceptual model identification of personal learning environment.
innovation and development in teaching and learning (Pages. 37—41). Perak, Malaysia: UMM.
34-37.

Dick, Walter; Carey, Lou; Carey, J. O. (2015). The Systematic Design of Instruction. Pearson.
Azwar, S. (2000). Reliabilitas dan Validitas. Yogyakarta: Pustaka Pelajar.

Open Access This chapter is licensed under the terms of the Creative Commons Attribution-
NonCommercial 4.0 International License (http://creativecommons.org/licenses/by-nc/4.0/),
which permits any noncommercial use, sharing, adaptation, distribution and reproduction in any
medium or format, as long as you give appropriate credit to the original author(s) and the source,
provide a link to the Creative Commons license and indicate if changes were made.

The images or other third party material in this chapter are included in the chapter’s Creative

Commons license, unless indicated otherwise in a credit line to the material. If material is not
included in the chapter’s Creative Commons license and your intended use is not permitted by
statutory regulation or exceeds the permitted use, you will need to obtain permission directly from
the copyright holder.


http://creativecommons.org/licenses/by-nc/4.0/

	Development of Reality Therapy E-Module to Improve Understanding of Reality Therapy for Guidance and Counseling Teachers
	1 Introduction
	2 Method
	3 Results and Discussion
	4 Conclusion
	References




