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Abstract

Games, such as the traditional ones, might be benefitted as an alternative media for the delivery of
Guidance and Counseling service. With regards to the statement, one of the peculiar games in
Indonesia is Tangkap Lokam. Through the conduct of the study, the elements of leadership will be
described through the conduct of the Tangkap Lokam games. Then, within the conduct of the study,
the qualitative approach using the symbolic interactionism method had been implemented and the
study itself took place in the 5™ State Junior High School Tarakan. The results of the study show
that the construction within the Tangkap Lokam game has implications that might improve the
leadership of the students.
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INTRODUCTION

Playing games is one of the activities that adolescents like most and playing games might
provide positive impacts to both the adolescents and their development (Adachi & Willoughby, 2012;
Deater-Deckard, Chang, & Evans, 2013; Khoo, 2012; Kuo, Orsmond, Coster, & Cohn, 2013).
However, several phenomena in which adolescents become addicted to playing games have still been
found (Gumus & Dincel, 2016; Hazar, 2019; Oskenbay et al., 2016). With regards to playing games,
in Indonesia alone many traditional games have been benefitted for the sake of education. These game
have been frequently benefitted as part of learning media (M. R. Kurniawan, 2018; W. P. Kurniawan
& Zawawi, 2017; Munawaroh, 2017).

The provision of the appropriate technique in playing a game might develop the potentials of a
student in accordance to his or her needs (Anita, Sugiyo, & Suwarjo, 2013). In the same time, through
playing games, a student might develop his or her interpersonal communication skills (Anita et al.,
2013), build his or her characters (Nur, 2013), improve their sense of responsibility (Putri & Ramli,
2016); and improve their social skills (Handayani, 2017; Parji & Andriani, 2016).

One of the traditional games that have developed in Indonesia, especially in the region of
Northern Borneo, is Tangkap Lokam. In general, this game is known as Bebentengan or Bentengan in
other regions of Indonesia (W. P. Kurniawan & Zawawi, 2017). This game can be played by several
people and the objective of the game is to defend own Lokam (fortress) and to take over the Lokam
(fortress) of the opponents in order to win. As having been implied by the name, the fortress becomes
the main objective within the game.

Based on the results of the preliminary observation in the 5" State Junior High School Tarakan,
there are several terms that have appeared within the game namely: (a) attacker; (b) guardian; (c)
prison; and (d) fort. The Tangkap Lokam game might serve as a place where the adolescents might
express themselves. The involvement of the children within the game will improve and develop the
adolescents’ affective skills. Through the Tangkap Lokam game, the adolescents might develop their
skills as a leader within the decision-making process.
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A leader has privilege and, consequently, the leader is different from any other people. In other
words, a leader might be considered having superior capacities that others do not have (Bennis, 2006).
However, every person has the capacities to be a leader (Muladi & Sujatno, 2011). Thus, specific to
the context of Tangkap Lokam, the role of a leader in Tangkap Lokami game might be carried by each
group member.

On the other hand, a counselor in any school has basically pursued assistance toward the self-
development and the alleviation of the students’ problems. According to (Gibson, Santoso, & Mitchell,
2010), guidance and counselling refers to the service of assistance that a counselor provides to the
students both individually and communally so that the students might develop independently and
optimally. In addition, (Nursalim, 2013) explains that guidance and counselling technique refers to all
aspects that might be benefitted for channelling the guidance and counselling messages in order to
review the mind, the feeling, the attention and the willingness of the counselee in understanding
themselves, making decisions and solving the problems that have been encountered.

Furthermore, the guidance and counselling technique that a counselor adopts should be fun and
interactive so that the delivery of the guidance and counselling service might be accepted by the
students well (Putri & Ramli, 2016). One of the techniques that a counselor might adopt in delivering
the guidance and counselling service is Tangkap Lokam game. Through the implementation of the
peculiar and unique method within the conduct of the guidance and counseling service both inside and
outside the classrooms, the Guidance and Counselling Teachers will be assisted in developing the
students’ personality and social skills (Mappiare-AT, 2012). By providing the guidance and
counseling service with Tangkap Lokam game as the basis, it is expected that a counselor in any
school might assist the development of the students’ leadership.

Therefore, the focus of the article is describing the elements of the students’ leadership by using
the Tangkap Lokam game. In addition, the discussions within the article is expected to serve as a
matter of reference for the students, the school counselors and the future studies.

METHOD

Within the conduct of the study, the qualitative method had been adopted in order to uncover
the phenomenon under hollistic-contextual manner through the data gathering activities within the
natural setting by benefitting the researcher as the key instrument (Adam, Munadhir, & Patasik, 2018;
Avriantini, 2018). Then, the design that had been adopted within the conduct of the study was the
symbolic-interactionism type. According to this type of design, a researcher contemplates on the inter-
individual interactions and the apparent symbols such as language, speaking rhythm, word emphasis,
posture, gesture and mimic from the interaction that has been taking place and the meaning that
individuals give to these symbols. Specific to the context of the study, the natural setting was the
Tangkap Lokam game.

Furthermore, in gathering the sample the purposive sampling technique had been adopted. The
subjects within the conduct of the study were 14 students from the 5" State Junior High School
Tarakan. These subjects were selected based on the following criteria: (1) the subject used to play
Tangkap Lokam game; (2) the subject was cooperative to perform the game; (3) the subject might be
the informant for the study; and (4) the subject established a warm relationship with the researcher.
The study itself took place in the 5th State Junior High School located in Gunung Lingkas Street,
District of East Tarakan, City of Tarakan, Province of North Borneo.

The presence and the involvement of the researcher in the field was intended to find the
meaning and the interpretation of the subjects that might not be replaced by other tools (non-human
aspects); in this occasion, the researcher used himself as the main instrument. Through the observation,
the researcher served as the main observer in relation to the symbols that appeared from the interaction
process within the activities of the Tangkap Lokam game. In the same time, the researcher served as
the active instrument in performing the interview with regards to the symbols that had been resulted
from the Tangkap Lokam game. Then, there were several techniques that had been adopted within the
data analysis technique namely data description, data categorization and data connection.

Copyright © 2019, Psychology, Evaluation, and Technology in Educational Research, ISSN 2622-5506



Psychology, Evaluation, and Technology in Educational Research, 2 (1), 2019, 65
Nisa Ariantini, Novi Rosita Rahmawati

RESULTS AND DISCUSSIONS

In this section, the results that have been attained from the conduct of the study will be
presented and will be discussed further. Both of the results and the discussions might be consulted in
the following sub-sections.

Results

From the results of the review that has been performed, there are several data that have been
found with regards to the conduct of the Tangkap Lokam game namely: (1) the leader trusts the group
members to choose their own duty, allows the group members to share their opinion, is able to retrieve
the feedback from the group members and holds meaningful discussions with regards to the game
strategy; (2) the leader shares the idea that might contribute to one of the strategies within the game
and renews the strength of the team or, in other words, the players execute the game in accordance to
the regulations that have been agreed; and (3) the leader shows assertiveness in his attitudes toward the
group members, arranges all of the group members’ affairs and does not allow other group members to
share their opinion.

Discussions

Basically, leadership might be categorized into three main groups namely: (1) leadership as an
attribute or a position; (2) leadership as a characteristic; and (3) leadership as a behavioural category
(Watkins, 1986). Leadership as an attribute refers to the type of special power relation that has been
determined by an assumption that all of the group members have the power to define their behavioural
patterns in relation to their activities as the group members (Janda, 1960). Then, leadership as a
characteristic is defined as the fact that leader is an agent of change and a person who performs the
action of influencing other people more than other person that strives to exert his or her influence onto
the person (Ivancevich & Gibson, 2005). Last but not the least, leadership as a behavioural category
refers to the leadership that involves the process of inter-individual influence (Sweeney & McFarlin,
2002); this process aims at motivating other people, creating future vision and developing strategies
for achieving certain objectives.

Specific to the context of the study, the role of a leader in the Tangkap Lokam game is more of
leadership as a behavioural category because the chief of the group leaders his members under the
objective of executing the games in accordance to the strategies that might win the game. Then,
departing from the results of the study, several implications might be discussed in relation to
leadership as a behavioural category. First, the leader trusts his group members to define their own
duty, allows the group members to share their opinion and is able to retrieve feedback from the group
members. In relation to the argument by (Chiang & Wang, 2012), in the group context trust consists of
two dimensions namely cognitive trust and affective trust. Within the conduct of the Tangkap Lokam
game, both dimensions are able to develop within the students and the statement is apparent in the
action where the leader trusts the group members to define their own role within the game. Second, the
leader displays contributes his ideas into one of the strategies within the game and renews the strength
of the team. The implication of the statement is that the players perform the game in accordance to the
regulations that have been agreed. In this case, the leader needs a good teamwork within his group.
The second finding is in accordance to the argument by (Tarricone & Luca, 2002): teamwork is
defined as a process that holds common objective in which each member might develop the
effectiveness and the reciprocal relationship in order to achieve the objective of the group. Within the
Tangkap Lokam game, in order that each group member contributes the ideas into the fluent teamwork
performance there should be good teamwork between the leader and the group members within the
group. Third, the leader displays assertiveness in his attitude toward the group members, arranges all
the group affairs and does not allow the group members to share their opinion. (Wooten, Hunt, LeDuc,
& Poskus, 2012) explains that the capacity of leading a group will develop through the activities of a
game. The more developed the leadership of an individual is, the more the individual shows one of the
leadership types that will be the peculiar characteristic of the individual.

With regards to the leadership type, there are two types of leadership that appears from the chief
of the group namely the democratic leadership type and the authoritative leadership type. A chief of
group with the democratic leadership type will assert his or her attitude by trusting the group members
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to define their own duty relative to their own capacity. In the context of the Tangkap Lokam game,
each player is provided with an opportunity to share their opinion with regards to the strategy that the
group should implement. In addition, the chief of the group is able to be a good listener by accepting
all of the feedback that the group members have shared. Furthermore, the chief of the group also
makes time to discuss the matters that he considers important for the group. In order to build
democratic atmosphere, the initiatives that should be pursued are namely: (1) identifying numerous
perspective among the group members; (2) identifying the genuine opinion from the group members;
(3) recalling the social limitations; appreciating the personal opinions of the group members; and (4)
asking for the loyalty of the group members (Soares & Wood, 2010).

Then, the characteristics of democratic leadership type are as follows: (1) involving the group
members in providing suggestions; (2) inviting the group members to collaboratively solve the
problems that have been related to the given activities; (3) providing opportunity for the group
members to share their opinion freely; (4) discussing openly the opinions that the group members have
shared; and (5) sharing their thoughts for better and more innovative ideas in performing certain
activities and solving problems (Ray & Ray, 2012). The democratic leadership refers to the sacred
values, awareness, assessment, motivation and courage (Molina & Klinker, 2012). A democratic
leader has loose control but is very active in stimulating group discussions and group decision-making
activities. For a democratic leader, the policy or the decision is made communally, the communication
is performed under two-way direction and the decision itself might come from the leader of the
member.

On the other hand, the elements of the authoritative leadership that has developed within the
Tangkap Lokam game are as follows: (1) arranging all of the group affairs: both the duty of the group
members and the strategy that should be implemented; (2) maintaining strict attitude in the decision-
making activities; (3) not giving opportunity for the group members to share their opinion; and (4)
imposing the decision according to his will. The authoritative leadership refers to the high level of
control without any freedom; according to this type of leadership, the group members are not allowed
to take participation in the decision-making activities. An authoritative leader will not be willing to
discuss about opinions and will dislike the participation of the group members in the decision-making
activities. The authoritative leaders make their own decisions without having any consultation with the
group members; the leader makes decision, communicates the decision to the group members and
expects immediate implementation of their instruction (Boone & Kurtz, 2009). In the situation of
authoritative leadership that results in good impact, the leader encourages his or her members to
cooperate so that the positive results might be delivered to the group (Al-Safran, Brown, & Wiseman,
2014).

The Implication of the Tangkap Lokam Game for the Guidance and Counselling Service

The Tangkap Lokam game might be benefitted by the Guidance and Counselling teachers as one
of the techniques for delivering the Guidance and Counselling service in the school. Unfortunately,
this fact has not been understood yet by the Guidance and Counselling teachers in the school.
(Mappiare-AT, 2012) states that through the provision of peculiar and unique service technique within
the implementation of Guidance and Counselling service both inside and outside the classroom the
Guidance and Counselling teachers will be assisted in developing the students’ personality and social
skills.

With regards to the Tangkap Lokam game, two types of leadership have appeared to the surface
namely the democratic leadership and the authoritative leadership. The democratic leadership refers to
the sacred values, the awareness, the assessment, the motivation and the courage (Molina & Klinker,
2012). On the other hand, the authoritative leadership is unwilling to discuss opinions and dislikes the
participation of the members in the decision-making process. The authoritative leaders make their own
decisions without any consultation with the members; the authoritative leaders make their decisions,
communicate their decisions to the members and expects immediate implementation of their
instructions (Boone & Kurtz, 2009). Based on the two types of leadership, the type of leadership that
might have developed include the personal and the social domain of the students.

Gibson et al. (2010) explains that the implementation of Guidance and Counselling service
might assist an individual in understanding himself or herself, in preventing the occurence of the
problems, in being able to improve himself or herself and in pursuing optimum development through
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the information and the experience through group activities. In this regard, the Tangkap Lokam game
might be benefitted as one of the Guidance and Counselling delivery technique for developing the
leadership of the students, which implications might be related to the students’ personal and social
development.

CONCLUSIONS

Through the Tangkap Lokam game, the students are able to develop the different types of
leadership within themselves. The role of the leader in the Tangkap Lokam game will develop the
leadership of the students because the chief of the group leads the group members under the objective
of winning the game in accordance to the strategy that will win the game. Every type of leadership,
either the democratic one, the authoritative one or any other one, might exert certain influence to the
group members. The given type of leadership will provide learning for the group members with
regards to the manner that they will exert in serving as the leader in a group. Thus, it might be
concluded that the Tangkap Lokam game might be benefitted as a technique in delivering the
Guidance and Counselling service in order to help the students to develop their leadership.
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