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ABSTRAK

PENGARUH BOARD GAME (PUZZLE) TERHADAP FUNGSI KOGNITIF
LANSIA DI PANTI WERDHA

Oleh: Steven Aldo Marcello

Lansia beresiko mengalami kelainan fungsi kognitif akibat proses penuaan.
Salah satu terapi untuk meningkatkan fungsi kognitif adalah board game (puzzle).
Tujuan penelitian ini adalah menganalisis adanya pengaruh board game (puzzle)
terhadap fungsi kognitif lansia. Desain penelitian ini adalah pre-experiment design
dengan pendekatan one group pretest-posttest design. Variabel independen
penelitian ini adalah board game (puzzle) sedangkan variabel dependen fungsi
kognitif lansia. Populasi dalam penelitian ini adalah semua lansia yang mengalami
tanda klinis penurunan daya ingat di Panti Werdha St. Yosef sebanyak 31 lansia.
Sampel diambil dari semua populasi dengan teknik sampling yaitu total sampling.
Alat ukur fungsi kognitif yang digunakan MMSE (Mini Mental State Examination).
Uji hipotesis menggunakan Wilcoxon Signed Rank Test. Hasil penelitian
menunjukkan p=0,000 dengan tingkat signifikan 0=0,05, sehingga menunjukkan
adanya pengaruh yang signifikan pada board game (puzzle) terhadap fungsi
kognitif lansia. Board game (puzzle) merangsang kemampuan kognitif otak agar
otak bekerja dengan maksimal, sebagai terapi non farmakologi, puzzle dapat
mencegah terjadinya kelainan fungsi kognitif pada lansia.

Kata kunci: Lansia, Puzzle, Fungsi Kognitif
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ABSTRACT

THE EFFECT OF BOARD GAME (PUZZLE) ON ELDERLY’S
COGNITIVE FUNCTION IN NURSING HOME

By: Steven Aldo Marcello

The elderly have high risk to get cognitive function impairment caused by
the aging process. A theraphy existing to improve cognitive function for this
problem is board game (puzzle). This research aims to analyze the effect of board
game (puzzle) to elderly’s cognitive function. The design of this research is pre-
experiment design. The independent variable of this research is board game
(puzzle), while the dependent variable is the elderly’s cognitive function. This
research is conducted to 31 elderly of St. Yosef nursing home where has clinical
prejudication of memory decline. Samples are taken from all of the population with
sampling technique its total sampling. MMSE is used to measure the cognitive
function. The hypothesis test is using Wilcoxon Signed Rank Test. The result of the
research showed p=0,000 with significant level a=0,05, it indicates that board game
(puzzle) has significant effect to the elderly’s cognitive function. Stimulating the
cognitive ability of the brain to work optimally, as the non-pharmacological
theraphy, puzzle could prevent cognitive function impairment to elderly.

Keywords: The Elderly, Puzzle, Cognitive Function
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