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EFEKTIFITAS PERMAINAN PUZZLE TERHADAP PERKEMBANGAN
KOGNITIF PADA ANAK ADHD (ATTENTION DEFICIT HYPERACTVE
DISORDER) DI SLB NASIONAL DESA SUDIMARA
KECAMATAN CILONGOK KABUPATEN BANYUMAS

Purna Nanda Sugarit Umi Solikhah? Sodikin?

ABSTRAK

Latar belakang: ADHD (Attention Deficit Hyperactive Disorder) merupakan suatu
gangguan perilaku yang ditandai dengan kurangnya perhatian, aktivitas berlebihan dan
perilaku impulsif. Salah satu permasalahan yang muncul adalah pada tingkat kognitif.
Salah satu terapinya menggunakan media puzzle. Manfaat permainan puzzle adalah
meningkatkan ketrampilan kognitif.

Tujuan: Mengetahui efektivitas permainan puzzle terhadap perkembangan kognitif pada
anak ADHD (Attention Deficit Hyperactive Disorder) di SLB Nasional, Desa Sudimara,
Kecamatan Cilongok, Kabupaten Banyumas.

Metode: Penelitian ini merupakan penelitian kuantitatif dengan menggunakan metode
pra eksperimen dengan one group pre test and post test design. Populasi dalam penelitian
ini adalah anak ADHD sebanyak 25 dan jumlah sampel sebanyak 25 dengan teknik total
sampling. Uji statistik yang digunakan adalah uji paired t test.

Hasil: Rata-rata umur responden 6,48 tahun dan berjertis kelamin laki-laki sebanyak 16
responden (64,0%). Nilai skor rata-rata yang diperoleh sebelum dilakukan terapi puzzle
sebesar 53,20%, sedangkan nilai skor rata-rata yang diperoleh setelah dilakukan terapi
puzzle sebesar 75,20%. Ada pengaruh permainan puzzle terhadap perkembangan kognitif
anak ADHD dengan nilai p value 0,0001.

Kesimpulan: Terdapat pengaruh permainan puzzle terhadap perkembangan kognitif anak
ADHD.

Kata Kunci: Permainanan, Puzzle, Perkembangan Kognitif, ADHD

1. Mahasiswa Program Studi llmu Keperawatan Fakultas Ilmu Kesehatan Universitas
Muhammadiyah Purwokerto.

2. Staf Pengajar Fakultas Ilmu Kesehatan Studi llmu Keperawatan Fakultas llmu
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THE EFFECT OF PUZZLE GAME TOWARDS THE COGNITIVE DEVELOPMENT IN
ADHD CHILDREN (ATTENTION DEFICIT OF HYPERACTIVE DISORDER) AT SLB
NASIONAL SUDIMARA VILLAGE CILONGOK DISTRICT BANYUMAS REGENCY

Purna Nanda Sugari' Umi Solikhah? Sodikin®

ABSTRACT

Background: ADHD (Attention Deficit Hyperactive Disorder) was one of behavior disorders
which signed by the lack of attention, over actions and impulsive. One of the problems appeared
in cognitive level. One of the therapies was by using puzzle. The function of puzzle was to
impreve cognitive skill.

Aim: Knowing the effectiveness of puzzle game towards cognitive development for ADHD
(Attention Deficit Hyperactive Disorder) children at SLB Nasional, Sudimara Vi llage, Cilongok
District, Banyumas Regency.

Method: The research was quantitative research which used pre-experiment research with onc
group pretest anc posttest design. The population was 25 ADHD children and the smaple was 25
children with total sampling technique. The statistic test was paired | test.

Result: The average of respondents’ age was 6, 48 years old and 16 male respondents (64, 0%).
The average of pretest before the implementation of puzzle game therapy was 53, 20%.
Meanwhile, the average score after the implementation of puzzle game therapy was 75, 20%.
There was significant effect of puzzle towards cognitive development of ADHD children with
the p value 0, 0001.

Conclusion: There was an effect of puzzle game towards children cognitive development.

Keywords: game, puzzle, cognitive development, ADHD
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