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ABSTRACT

Cognitive decline is often considered a natural condition in the elderly. However, this disorder
can cause forgetfulness, difficulty concentrating, and communication difficulties, impacting
daily activities and quality of life. One non-pharmacological intervention that can be used to
improve cognitive function is the traditional game of Dakon. This study aimed to determine
the effect of Dakon on the cognitive function of elderly people at the Turusgede Rembang
Community Learning Center (PPSLU). The study used a quantitative pre-experimental design
with a one-group pre-post test and a cohort approach. The study population consisted of 30
elderly people with cognitive decline, and 28 were selected using a purposive sampling
technique. The research instruments included the Mini Mental State Examination (MMSE)
questionnaire and the Dakon game standard operating procedures (SOP). Data analysis was
performed using the Wilcoxon test with a significance level of a=<0.05. The results showed a
p value of 0.000<0.05, thus accepting Hi, indicating that Dakon significantly improves
cognitive function in the elderly. Most respondents experienced improved cognitive scores due
to their ability to follow the game stages well, concentrate, and cooperate during the
intervention. One respondent experienced no improvement in cognitive function, influenced
by factors such as advanced age, low education level, lack of social interaction, and health
conditions such as hypertension. It can be concluded that the traditional Dakon game is an
effective non-pharmacological intervention in improving the cognitive function of the elderly
at the Turusgede Rembang PPSLU.
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INTRODUCTION

The elderly are individuals who enter the age of 60 years and above and are said to be the final
stage of the life phase of both men and women. The ever-increasing elderly population is
inseparable from the human growth process where the elderly will experience an aging process
or Aging Process (Grinin et al., 2024). This aging process causes changes in organ function,
one of the impacts of changes in organ function is a decrease in brain function caused by brain
atrophy, so that it can result in degenerative diseases in the elderly, namely a decrease in

cognitive function (Basuki et al., 2025).

A decrease in cognitive function will cause the elderly to forget more easily, difficulty
focusing, disorientation, and difficulty communicating. A decrease in these aspects will

interfere with daily activities and reduce the quality of life because it will cause various
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problems such as forgetting how to do daily activities (bathing, eating, dressing), difficulties
in transactions, getting lost on the road (Riasari et al., 2022). In addition, the decline also makes
the elderly less confident in their condition and tend to withdraw from social activities, causing

anxiety and depression disorders in the elderly (Lin, 2024).

World Health Organization (WHO) in 2021, the prevalence of the elderly who experienced a
decline in cognitive function worldwide was 65.6 million people, in the United Kingdom the
elderly experienced a decrease in cognitive function by 45%. Meanwhile, in Indonesia, the
elderly who experienced a decline in cognitive function by 121 million with Presentase 5.8%
are male and 9.5% female. According to the chairman of the Indonesian Psychogeriatric
Association, in general, the elderly will easily experience a 30% decline in memory in the age
range of 50-59 years, 35-39% in the age range of 65 years, and 80% in the age range of 80
years. Based on data from the Central Java Health Office (2019), the prevalence of dementia-
like cognitive function decreased by 13.48% (Sari & Margiyati, 2024).

Based on an initial survey conducted by researchers at PPSLU Turusgede Rembang, on January
20, 2025 through interviews with 6 elderly people, it was found that the elderly when asked
"what day is today" and their date of birth, they could not remember well. In addition, the
elderly said that they often forget about the activities that have just been carried out, and do not

know the developments around.

Factors that affect cognitive function are age, gender, physical activity and sport, education,
health status, mental and emotional status, environmental conditions and social interaction
barriers (Syafira et al., 2023). Cognitive function decline is a health problem that occurs in the
elderly, cognitive function includes various aspects such as orientation, language, attention,
memory, calculation and construction functions. This decline can result in problems such as
long-term memory and information processing. For long-term memory, the elderly will have
difficulty in reexpressing stories or events that do not really interest them and new information
or information about people (Latifah, 2021). The impact experienced from a decline in
cognitive function if not treated immediately is dementia and in the long term can lead to

disease Alzheimer's (Lisnawati, 2024).

Treatment efforts include pharmacological therapies such as memantine, galantamine,
rivastigmin, and donepezil (Basuki et al., 2025), as well as non-pharmacological therapies in
the form of games such as puzzles, crossword puzzles, and traditional Dakon games (Oktaviani,

2022).
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Traditional Dakon games are an effective form of cognitive stimulation because they involve
aspects of memory, concentration, orientation, and language. This activity activates the brain's
nervous system through the process of counting, visual observation, and repetitive social
interaction by involving the hippocampus and amygdala which play a role in memory and
emotions so that it can improve cognitive function and psychosocial comfort (Septiana et al.,
2019). Siregar Rinco's research (2024) showed that playing Dakon increased the MMSE score
of the elderly from 21.7 to 22.6 after three interventions over three weeks, which proves the
effectiveness of Dakon in improving cognitive function and preventing the progression of

dementia.

Sister Callista Roy's Adaptation Model explains that humans are adaptive systems that respond
to various internal and external stimuli through regulatory and cognator coping mechanisms,
resulting in adaptive physiological responses, self-concept, role function, and interdependence
(Laily et al., 2024). The aging process causes a decline in the body's organs' ability to repair
tissue, increasing the risk of degenerative disorders, including cognitive decline in the elderly.
Based on national policy, individuals aged 60 years and above are categorized as elderly and
experience changes in immunity and metabolism that impact disease susceptibility (Astuti et
al., 2018). Cognitive decline itself is a disruption in the ability to receive, process, store, and
reuse information, encompassing aspects of attention, memory, language, motor skills, and

executive function (Sari & Margiyati, 2024; Zou, 2025).

Dakon, a traditional Indonesian game, is a cognitive activity that stimulates thinking processes,
concentration, decision-making, memory, and even calculation skills through strategies and
visual observation (Sari & Margiyati, 2024). This cognitive activation involves the integrated
work of the left and right brain, thereby strengthening memory and analytical functions (Siregar
et al., 2021). Dakon game stimulation has been shown to support improved cognitive function
because it involves repetitive interaction, calculation, and hand-eye coordination, which
encourage neural activity related to memory and emotional regulation (Lisjayanti et al., 2022).
Thus, Dakon has the potential to be a non-pharmacological intervention that supports positive

adaptation in older adults according to Roy's framework.

The purpose of this study is to determine the influence of traditional Dakon games on the
cognitive function of the elderly at PPSLU Turusgede Rembang, by identifying the cognitive
function of the elderly before and after being given traditional Dakon games and analyzing the

changes that occur to determine the effectiveness of the intervention.
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METHODS

This study used a pre-experimental design with a one-group pre-posttest design to measure the
cognitive function of elderly people before and after a traditional Dakon game intervention.
This design is suitable for preliminary research, although it lacks a comparison group, thus
uncontrollable potential confounding variables. The study population consisted of 30 elderly
people at the Turusgede Rembang Community Health Center (PPSLU) experiencing cognitive
decline. Twenty-eight individuals were selected using purposive sampling based on the
inclusion criteria: elderly aged >60 years, experiencing cognitive decline, being able to
communicate, willing to participate, and following the entire intervention. Elderly individuals
with severe visual and hearing impairments, reading disabilities, or severe mental disorders
were excluded from the sample. Confounding variables such as comorbidities and social
activity were not measured due to the relatively homogeneous living environment of the

respondents.

The independent variable was the traditional Dakon game, while the dependent variable was
cognitive function. The instrument used was the Indonesian version of the (MMSE)
questionnaire with score categories: 27-30 (normal), 21-26 (mild impairment), 11-20
(moderate impairment), and 0—10 (severe impairment). Measurements were conducted face-

to-face using standard procedures in a calm environment.

The Dakon intervention was delivered in nine sessions over three weeks three times per week,
each lasting fifteen minutes, and following the standard operating procedures for playing
Dakon. Although the frequency and duration were not based on specific empirical evidence,
the implementation procedures were carried out consistently. Respondents' engagement levels
were not objectively measured, but were observed to be performing well. Using the MMSE
twice in close succession has the potential to cause a learning effect, but this risk is considered

small given the respondents' cognitive status.

Data analysis was performed using the Wilcoxon Signed-Rank test because the data were
ordinal and derived from two paired measurements. Data descriptions did not use medians,
ranges, or IQRs, but rather based on standardized MMSE categories commonly used in the
elderly population. Although the sample size was relatively small, the significant results

indicate a potential positive effect of the Dakon game on cognitive function in the elderly.

This study adhered to ethical principles of health research, including respondent consent,

confidentiality, and protection of participant comfort and safety.
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RESULTS
Table 1. Distribution of Respondents among the Elderly at PPSLU Turusgede
Rembang in June 2025
Category Frequency Percentage (%)
Age (years) 61-65 16 57,1
66-70 8 28,6
71-75 4 14,3
Gender Man 12 42,9
Woman 16 57,1
Education No School 17 60,7
SD 11 39,3

Based on the characteristics of the respondents, most older adults were between 61-65 years
old (57.1%), followed by those aged 66—70 years (28.6%), with a smaller proportion aged 71—
75 years (14.3%). This suggests that the majority of participants were in the early elderly stage.
In terms of gender distribution, female respondents accounted for 57.1%, while males
comprised 42.9%. This pattern is consistent with general demographic trends where females

tend to have longer life expectancy.

Regarding education, most respondents had never attended school (60.7%), while the
remaining 39.3% had completed elementary school. This indicates that the sample
predominantly consisted of individuals with low formal education, which may influence
baseline cognitive functioning. However, this study did not directly examine the relationship
between education level and cognitive outcomes, so any interpretation should be made
cautiously.

Table 2. Distribution of Cognitive Function Categories Before and After the
Traditional Dakon Game Intervention

Traditional Dakon Cognitive Function
Games Normal Light Moderate Heavy Total
Pre-Test 0 6 17 5 28
(0%) (21,4%) (60,7%) (17,9%) (100%)
Post-Test 6 17 4 1 28
(21,4%) (60,7%) (14,3%) (3,6%) (100%)

Wilcoxon Signed Ranks Asymp. Sig. (2-tailed) = 0,000

Prior to the intervention (pre-test), 17 respondents (60.7%) were categorized as having
moderate cognitive impairment, making it the most common category among participants.
After the traditional Dakon game intervention (post-test), the largest proportion of respondents
shifted to the mild impairment category, with 17 individuals (60.7%) classified in this group.
Additionally, the number of respondents in the severe impairment category decreased from five

(17.9%) to one (3.6%), and six respondents (21.4%) achieved scores within the normal range.
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The Wilcoxon Signed-Rank Test yielded a significance value of 0.000, indicating a statistically
significant difference between pre-test and post-test MMSE scores. These results suggest an
improvement in MMSE categories following the intervention. However, the findings should

be interpreted within the context of the study design.

DISCUSSION

1. Identification of Cognitive Function of the Elderly before being given the
Traditional Dakon Game at PPSLU Turesgede Rembang

This is shown based on the results of the pre-test using the Mini Mental State Examination
(MMSE) questionnaire consisting of 11 questions, which were filled in by researchers through

interviews with the elderly.

Age factors affect the decline of cognitive function when a person enters old age, there is a
decline in organ function, including the brain, due to atrophy in the prefrontal grisea area which
has an impact on the decline of cognitive, intellectual and memory abilities. Gender also
affects, especially in women who experience a decrease in the hormone estrogen
postmenopause. Estrogen plays a role in the functions of the hypothalamus, hippocampus,
midbrain, and cortex that affect mood, mental status, learning processes and memory. In
addition, the level of education also contributes to cognitive function. Older people with low
education are at greater risk of cognitive decline due to a lack of sustained intellectual

stimulation that is essential for maintaining and improving brain function (Rodriguez, 2021).

This study showed that before being given traditional Dakon game interventions, most of the
elderly were in the category of moderate cognitive function decline. This is evidenced by the
inability of the elderly to answer questions according to existing indicators, such as the elderly
being able to remember names but having difficulty remembering dates, days, months, years,
places of residence, and less able to name objects and count. The moderate level of decline in
cognitive function experienced by the elderly is caused by the lack of habit in remembering
dates, days, months and years so that they are used to not knowing what day, month and year
it is, because their daily routine is limited only in the orphanage environment. Even the elderly
who experience a moderate decline in cognitive function tend to find it difficult to remember
new things or old things because of low motivation to remember something because, the lack
of social interaction and the many rules that are mowatchous make the elderly feel bored and

unfree, thus also worsening the cognitive function of the elderly.
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The decline in cognitive function in the elderly can cause the elderly to experience memory
decline such as forgetfulness, difficulty focusing, disorientation, and difficulty in
communicating. A decrease in these aspects will interfere with daily activities and reduce the
quality of life because it will cause various problems such as forgetting how to do daily
activities (bathing, eating, dressing). These findings are consistent with Lee et al. (2021) who
reported that cognitive impairment in the elderly is closely associated with functional decline

and increasing dependence in daily activities.

In addition to functional limitations, cognitive decline also has psychosocial consequences.
Older adults who are aware of their cognitive difficulties may experience reduced self-
confidence, feelings of inadequacy, and a tendency to withdraw from social interactions. This
social withdrawal can contribute to the emergence of anxiety and depressive symptoms.
Muhammad and Meher (2021), similarly found that cognitive impairment in late life is
significantly correlated with higher levels of depressive symptoms and social isolation in older
adults. Thus, the results of this study align with previous evidence indicating that cognitive
decline does not only affect cognitive performance itself but also impacts quality of life and
mental health, underscoring the importance of early detection and appropriate non-

pharmacological interventions.

2. Identification of Cognitive Function of the Elderly after being given the Dakon
Traditional Game at PPSLU Turusgede Rembang

This is in line with previous research conducted by Masruroh and Isnaini (2021), which stated
that there was an improvement in cognitive function in the elderly after being given the
traditional game of Dakon. This can be explained because traditional Dakon games are an
effective medium to stimulate brain work, through thinking, remembering and decision-making
activities. Games also provide a fun experience so that it can improve concentration and

memory of the elderly.

The results of the study showed a significant change in the decline of cognitive function of the
elderly after being given the traditional game of Dakon, most of the respondents had a mild
decrease in cognitive function, this was evidenced by the increase in post fest scores, almost
all respondents were able to answer questions such as day, date, month, year, and place of
residence as well as mention the name of the object and count. So that there was an increase in
scores in several items on the questionnaire. The improvement in cognitive function occurs

because the traditional game of Dakon is able to stimulate various aspects of brain abilities
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such as memory, concentration, strategy, calculation and decision-making during the game, the
elderly are trained to remember holes, estimate steps and strategize games, all of which are

beneficial in improving brain function.

The positive effect of the traditional Dakon game may also be influenced by the enthusiasm of
the elderly when participating in the activity. Increased engagement can create a supportive
social atmosphere that encourages other participants to become more involved. Social
participation is known to be an important protective factor for cognitive health. A study by
Waraulia (2025) found that cognitively stimulating activities combined with social interaction
significantly enhance memory performance in older adults. Because Dakon is played in pairs,
the game promotes interaction, conversation, and cooperative decision-making, all of which

contribute to the stimulation of language and communication skills.

Socially interactive activities are also associated with improved emotional well-being.
According to Singh (2025) social engagement in later life is linked to increased endorphin
release, reduced stress levels, and improved mood stability. These physiological and emotional
responses may indirectly support cognitive processes such as attention, working memory, and
emotional regulation. The mechanism is consistent with findings by Cowan et al. (2021), who
reported that positive emotional states can enhance cognitive performance by strengthening

neural pathways involved in memory consolidation.

Thus, the application of traditional Dakon games as an intervention in an effort to maintain and
improve cognitive function in the elderly is highly recommended. This approach not only
improves the cognitive aspect, but also strengthens the social and emotional connections
between players through the interactions that occur during the game. This game has proven to
be a simple, fun, yet effective method in stimulating the brain work of the elderly and
preventing the decline in cognitive function that commonly occurs with age. This shows that

traditional Dakon games have an effect on improving the cognitive function of the elderly.

3. Analysis of the Influence of Traditional Dakon Games on the Cognitive Function

of the Elderly at PPSLU Turusgede Rembang

The existence of these changes shows that the traditional game of Dakon has an influence on
the decline of cognitive function caused by several factors. This is in accordance with research
Siregar et al. (2021) stating that the elderly who play the traditional game of Dakon 3 times a
week can improve mood, judging from the social aspect it can make the elderly establish

interactions between players, this interaction is important because social isolation is a risk
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factor for cognitive function decline. If the game of Dakon is done regularly and repeatedly, it
will have an effect on the brain which will automatically transmit impulses through the same

synapses so that memory can be easily remembered.

In line with the nursing theory, Sister Callista Roy (Adaptation Model) explained that humans
are adaptive systems that are able to adapt to various stimuli from the environment to achieve
balance. In this study, the traditional game of Dakon acts as an external stimulus that stimulates
the coping mechanism of cognition through thinking, remembering, concentrating and social
interaction activities so as to cause adaptive responses in the form of increased cognitive

function, pleasure, and confidence in the elderly.

After the Dakon intervention conducted three times a week for three weeks, several participants
showed improvements in their cognitive function categories, including shifts from severe to
moderate, moderate to mild, and mild to normal impairment. Observationally, participants who
improved demonstrated better adherence to instructions, increased accuracy in counting seeds,
and greater ability to follow the game sequence. Similar findings were reported by Abd-
Alrazaq et al. (2022), who noted that traditional cognitive games enhance procedural memory

and task engagement in older adults.

Participants who progressed from moderate to mild impairment showed increased focus and
understanding of the game flow, aligning with Choi et al. (2025), who found that structured
game-based activities help sustain attention in older adults with moderate deficits. Those who
improved from mild impairment to the normal category displayed enthusiasm, better numeracy
skills, and active social interaction patterns consistent with Lisjayanti et al. (2022), who

reported that repeated rule-based activities can strengthen attention and memory.

However, a small percentage of the elderly do not show a change in category even though their
scores have increased, this is influenced by the age factor of respondents who have entered the
elderly category, where according to research Gonzales et al. (2022) at that age there is an
increase in degenerative processes in the brain which has an impact on the decline of cognitive
ability so that the response to stimulation becomes less optimal. Low education and minimal
cognitive reserve also reduce the ability of the elderly to process new stimuli. The lack of social
interaction makes engagement and focus during activities decrease (Mackenzie & Abdulrazaqg,
2021). In addition, the health status of hypertension inhibits blood flow to the brain so that
concentration and participation are reduced. These factors cause the intervention to be

suboptimal. However, overal the traditional game of Dakon has a positive and significant
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impact on the improvement of cognitive function of the elderly, the success of the traditional
game of Dakon is due to the fact that when carrying out the treatment, it runs well and is carried
out with implementation instructions in accordance with standard operating procedures
(SOP). This success is also helped by a cooperative attitude in the elderly who regularly and

focus on following the researcher's instructions.

CONCLUSION

The results of the study showed that before being given the traditional game of Dakon, most of
the elderly were in the category of moderate cognitive function decline, but after the
intervention there was an improvement in cognitive function so that the majority of the elderly
were in the category of mild cognitive function decline. The analysis using the Wilcoxon test
also proved the significant influence of the traditional game of Dakon on improving the

cognitive function of the elderly at PPSLU Turusgede Rembang.

LIMITATION

This study has several limitations that should be considered when interpreting the findings.
First, the traditional Dakon game requires concentration and adherence to specific rules;
however, some participants had difficulty maintaining focus and needed repeated explanations
from the researcher. This may have introduced variability in the quality of engagement and
could have influenced individual outcomes. In addition, the presence and guidance of the
researcher during each session may have unintentionally affected participant performance,

creating the possibility of observer or facilitation effects.

Second, the study used a one-group pre—post test design without a control group, which limits
the ability to attribute improvements solely to the intervention. Alternative explanations, such
as increased social interaction, familiarity with the testing environment, or natural fluctuations
in cognitive performance, cannot be ruled out. The repeated use of the MMSE within a
relatively short timeframe also raises the possibility of learning effects, where participants
improve simply because they remember the test items rather than experiencing true cognitive

enhancement.

Third, participant engagement during the intervention varied considerably. Differences in
motivation, mood, social interaction, and physical condition may have influenced how

effectively each participant benefited from the activity. Additionally, the study was constrained
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by time, as the intervention could only be conducted in the afternoon to avoid disrupting routine
activities at the institution. This limited scheduling flexibility and may have affected the

optimal involvement and readiness of the elderly during the sessions.

Finally, although the study provides promising preliminary insights into the potential of Dakon
as a culturally meaningful cognitive intervention, further research using larger sample sizes,
controlled experimental designs, and more comprehensive cognitive assessments is needed to

strengthen the validity and generalizability of the findings.

REFERENCES

Abd-Alrazaq, A., Alhuwail, D., Al-Jafar, E., Ahmed, A., Shuweihdi, F., Reagu, S. M., &
Househ, M. (2022). The effectiveness of serious games in improving memory among
older adults with cognitive impairment: Systematic review and meta-analysis. JMIR
Serious Games, 10(3), 35202. https://doi.org/10.2196/35202

Alya Syafira, W., Fazriana, E., & Komalaningsih, S. (2023). The relationship between
cognitive function status and quality of life in high risk elderly at UPTD Social Service
Center Griya Elderly Social Service of West Java Province. Jurnal Kesehatan Stikes
Muhammadiyah Ciamis, 10(1), 8—19. https://doi.org/10.52221/jurkes.v10i1.187

Astuti, A. D., Basuk, H. O., & Priyanto, S. (2018). Buku ajar keperawatan gerontik. In ST/Kes
Majapahit Mojokerto (p. 69).

Basuki, H. O., Pitaloka, D., Suhartono, & Nurmalisyah, F. F. (2025). Pengaruh terapi aktivitas
kelompok orientasi realita terhadap peningkatan daya ingat lansia dengan demensia.
Jurnal Ilmiah Keperawatan (Scientific Journal of Nursing), 11(1), 20-28.
https://doi.org/10.33023/jikep.v1111.2228

Choi, Y., Lim, J. S., Choi, H., Ryu, Y. H., Seong, E., Park, 1., Kang, D. W, Lee, J. H., & Kang,
D. W. (2025). Narrative mobile video game-based cognitive training to enhance frontal
function in patients with mild cognitive impairment. Scientific Reports, 15(1), 195.
https://doi.org/10.1038/541598-024-84086-9

Cowan, E. T., Schapiro, A. C., Dunsmoor, J. E., & Murty, V. P. (2021). Memory consolidation
as an adaptive process. Psychonomic Bulletin & Review 2021 28:6, 28(6), 1796—-1810.
https://doi.org/10.3758/S13423-021-01978-X

Gonzales, M. M., Garbarino, V. R., Pollet, E., Palavicini, J. P., Kellogg, D. L., Kraig, E., &
Orr, M. E. (2022). Biological aging processes underlying cognitive decline and
neurodegenerative disease. The Journal of Clinical Investigation, 132(10).
https://doi.org/10.1172/JCI158453

Grinin, L., Grinin, A., Korotayev, A. (2024). Global aging, adaptation to it and future
demographic transformations. In: Cybernetic revolution and global aging. world-systems
evolution and global futures. Springer, Cham. https://doi.org/10.1007/978-3-031-56764-
37

Laily, D., Nursanti, 1., & Jakarta, M. (2024). Model konsep teori adaptasi callista roy pada
asuhan keperawatan dengan anorexia nervosa conceptual model of Callista Roy’s
adaptation theory in nursing care with anorexia nervosa. Nusantara Hasana Journal, 3(8),
108—123. https://doi.org/10.59003/nhj.v318.1066

Latifah, R. A. (2021). Gambaran fungsi kognitif pada lansia di desa Karangkendal Kecamatan
Kapetakan Kabupaten Cirebon. Nursing Inside Community, 3(2), 49-54. Retrieved from
https://jurnal.stikesnh.ac.id/index.php/nic/article/view/455

143



Jurnal Keperawatan Priority, Vol 9 No.1, Januari 2026
ISSN 2614-4719

Lee, P.H.,, Yeh, T. T., Yen, H. Y., Hsu, W. L., Chiu, V. J. Y., & Lee, S. C. (2021). Impacts of
stroke and cognitive impairment on activities of daily living in the Taiwan longitudinal
study on aging. Scientific Reports, 11(1), 12199. https://doi.org/10.1038/s41598-021-
91838-4

Lin, X. (2024). Research on exercise intervention for elderly people based on cognitive
function improvement. SHS Web of Conferences, Vol. 200, 02023.
https://doi.org/10.1051/shscont/202420002023

Lisjayanti, M. F., Khasanah, 1., & Rakhmawati, E. (2022). Pengenalan konsep bilangan melalui
alat permainan tradisional Dakon pada anak usia 5-6 tahun. Wawasan Pendidikan, 2(2),
574-581. https://doi.org/10.26877/wp.v2i2.10048

Lisnawati, 1. (2024). Pengaruh senam otak terhadap fungsi kognitif pada lansia demensia di
Panti Sosial Tresna Werdha Budi Sejahtera Kecamatan Landasan Ulin Kota Banjarbaru.
Dinamika Kesehatan: Jurnal Kebidanan dan Keperawatan, 15(1), 1-15.
https://doi.org/10.33859/dksm.v15i1.948

Mackenzie, C. S., & Abdulrazaq, S. (2021). Social engagement mediates the relationship
between participation in social activities and psychological distress among older adults.
Aging and Mental Health, 25(2), 299-305.
https://doi.org/10.1080/13607863.2019.1697200;PAGE:STRING:ARTICLE/CHAPTER

Masruroh, D. E. A., & Isnaini, N. (2021). The effect of the traditional board game “dam-
daman” on the elderly cognitive functions at the elderly integrated health center,
Pegongsoran, Pemalang District, Pemalang. Proceedings Series on Health & Medical
Sciences, 2, 127-132. https://doi.org/10.30595/PSHMS.V21.234

Muhammad, T., & Meher, T. (2021). Association of late-life depression with cognitive
impairment: evidence from a cross-sectional study among older adults in India. BMC
Geriatrics, 21(1), 364. https://doi.org/10.1186/s12877-021-02314-7

Novita Wulan Sari, & Margiyati Margiyati. (2024). Penerapan terapi musik klasik untuk
meningkatkan fungsi kognitif pada lansia dengan demensia di keluarga Wilayah Binaan
Puskesmas Sekaran Semarang. Detector: Jurnal Inovasi Riset l[Imu Kesehatan, 2(2), 01—
30. https://doi.org/10.55606/detector.v2i2.3693

Oktaviani, S. D. (2022). Pengaruh terapi bermain Dakon terhadap status kognitif lansia
hipertensi di Puskesmas Sumbang 1. Jurnal Skolastik Keperawatan, 8(2), 167-175.
https://doi.org/10.35974/jsk.v812.2921

Riasari, N. S., Djannah, D., Wirastuti, K., & Silviana, M. (2022). Faktor-faktor yang
mempengaruhi penurunan fungsi kognitif pada pasien prolanis klinik Pratama Arjuna
Semarang. Jurnal Pendidikan Tambusai, 0, 3049-3056.
https://doi.org/https://jptam.org/index.php/jptam/article/view/3345%0Ahttps://jptam.org/
index.php/jptam/article/download/3345/2847

Rodriguez, F. S. (2021). Life-course pathways to cognitive aging: The significance of
intellectual stimulation in the form of education and occupation for public policy and
prevention plans. Frontiers in Psychiatry, 12, 7196009.
https://doi.org/10.3389/fpsyt.2021.719609

Septiana, P., Ekowati, W., & Setiyani, R. (2019). Pengaruh bermain congklak terhadap memori
jangka pendek lansia di Panti Pelayanan Sosial Lanjut Usia Dewanata Cilacap. Journal of
Bionursing, 1(1), 1-10. https://doi.org/10.20884/1.bion.2019.1.1.4

Singh, S. (2025). The chemistry of joy: A review of happy hormones and their psychological
impact. Indian Journal of Positive Psychology, 16(3), 560-565.

Siregar, R., Sembiring, R., Sinaga, T., Sinuraya, E., & Sinaga, C. (2024). Penerapan terapi
aktivitas kelompok bermain Dakon untuk meningkatkan fungsi kognitif lanjut usia di
Panti Jompo Taman Boedhi Asri Medan Sumatera Utara. Ahmar Metakarya: Jurnal
Pengabdian Masyarakat, 4(1), 60—68. https://doi.org/10.53770/amjpm.v4i1.301

144



Jurnal Keperawatan Priority, Vol 9 No.1, Januari 2026
ISSN 2614-4719

Waraulia, A. M. (2025). Dakon game as a culture-based strategy for collaborative Indonesian
learning. EDUKASIA Jurnal Pendidikan dan Pembelajaran, 6(1), 521-536.
https://jurnaledukasia.org/index.php/edukasia/article/view/1448

Zou, Y. (2025). Effect of open and locked exercise on cognitive function in older adults. In
Quality in Sport (Vol. 38, p. 58227). https://doi.org/10.12775/qs.2025.38.58227

145



