Malaysian Journal of Medicine and Health Sciences (eISSN 2636-9346)

REVIEW ARTICLE

The Effect of Playing Puzzle on the Elementary Student’s
Concentration for Learning Achievement: Literature Review

Steven Aldo Marcello', *Yuni Sufyanti Arief?, llya Krisnana?

' Master Student, Faculty of Nursing, Airlangga University, 60115 Mulyorejo, Surabaya, Indonesia
2 Lecturer, Department of Pediomaternal Nursing, Faculty of Nursing, Airlangga University, 60115 Mulyorejo, Surabaya,
Indonesia

ABSTRACT

Concentration is important for children to achieve good learning achievement. It is often found that
students lack concentration in studying when facing exams. This review is to examine articles that identify
effectiveness of puzzle played therapy on increasing concentration of elementary students. Design
study: literature review. Articles searches through some database, ScienceDirect, Proquest and Google
Scholar using keywords “elementary student, puzzle, concentration”, and found 3087 articles
(ScienceDirect: 824, Proquest: 1575, Scholar: 688). Four articles were selected based on inclusion
criteria, namely interventions using any media with a puzzle concept and within the research range
of 2018-2022. Literature review indicated that nursing interventions playing puzzles can be used as
learning tool to stimulate brain and increase concentration, so student learning achievement can
be achieved. Playing puzzles can be used as learning tool that has a good effect for brain to improve
learning achievement.
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INTRODUCTION

At the end of each school level, students will face
school final exams. It is often found that students
lack concentration in studying because the anxiety
about the test result or score so they cannot complete
exams with good results. The concentration of
learning itself is an important thing in supporting the
learning process of children at school, especially
elementary school children who often have problems
concentrating. The learning concentration is a
concentration of attention and thoughts only on what
we are learning (1). Previous research found that
playing puzzle can improve motivation, and learning
ability in some subject but didn’t generalized in
learning achievement.

According to (2), based on the results of a study
conducted by the IEA (International Association for
The Evaluation of Education Achievement), the
concentration and reading skills of 4th grade
elementary school students in Indonesia are at

the lowest level with an average reading test score
of 51.7%. Where Indonesian children are only able
to master 30% of the reading material. In a study
conducted by (3), it was found that 23 students
(54.8%) of 42 students at SDN 3 Candisari did not
concentrate or focus on learning.

Concentration can decrease when the nerve muscles
experience tension and the brain feels a lack
of energy so that it experiences a lack of energy
intake which causes the brain to not function
optimally (4). According to (5), Concentration is an
important aspect for children to get good learning
achievements.

Puzzle is an alternative that can be used to train
concentration.  According to (5), puzzles are
designed to help develop mental skills. In a way,
the first builds mental stamina to concentrate
continuously and the second way the exercise
introduces so many different types of data that the
experience gained can train you to find solutions
to how to structure the data. According to (6), the
benefits of playing puzzles are finding shapes,
practicing shape abstraction skills. According to (7),
puzzle learning media can increase students learning
concentration. The author wants to connect result
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of some study to know about the effect of playing
puzzle on the elementary student’s concentration are
have impact to learning achievement.

METHODOLOGY

Study Design

This study utilized Literature review. this design
was used because author want to clarify from some
previous study to see the impact of playing puzzle
on learning achievement. Research articles searches
through some electronic database, such as Science
Direct, Proquest and Google Scholar. According to
(8), literature review is a factor of academic writing
showing knowledge and understanding of academic
literature about a specific topic placed in the context.
An assessment of documents also includes an
important assessment of devices; This is why it is called
a literary assessment rather than a literary report.

Population, Samples and Sampling

According to (9), population is a generalization
area consisting of subjects/objects that have the
qualities and characteristics set by the researcher
to be studied and then drawn conclusions. According
to (10), the population in the study are subjects
(for  example, humans: clients) who  meet
predetermined criteria. Population is all research
journals with the topic of puzzle effects on increasing
the concentration of elementary school children’s
learning. According to (10), the sample is part of the
affordable population that can be used as research
subjects through sampling techniques. Samples that
can be used meet the inclusion criteria, the inclusion
criteria are the general characteristics of research
subjects from an affordable target population and
will be studied. sample is a research journal with the
topic of puzzle effects on increasing the learning
concentration of elementary school children who
meet the inclusion criteria and exclusion criteria.
The inclusion criteria in this study include:
1) experimental research, 2) the treatment given is
in the form of playing puzzles, 3) the impact of the
treatment on learning concentration or learning
achievement of elementary school children.

Instruments

This study used some online databased such as,
Science Direct, Proquest and Google Scholar. With
PICOS Framework to answer the research question,
P: elementary student who in study, I: Playing Puzzle
Game, C: without playing puzzle, O: elementary
student’s concentrations (learning achievements).

Procedure

Search strategy for English articles relevant to the
topic of this study using the keywords: “elementary
student”, “puzzle”, “concentration”; on several
databases such as Science Direct, Proquest and

Google Scholar, with a time limit from February
2018 to February 2022. Full text articles were
reviewed to obtain research journals that match the
inclusion criteria in this study. Initially, 3087 articles
were obtained that matched the topic, but only
4 articles matched the sample inclusion criteria
(using limit time 2018-2022, full text article, result of
study, PICO).

Data Analysis

Journal data analysis in this study uses the critical
appraisal method. According to (11), critical appraisal
is a systematic process to test the validity, results and
suitability of a research result. Aspects that were
criticized were: year of publication of the article,
design, treatment (intervention), intervention and
control  groups (comparison if any), dependent
variable measured, instrument used, research results,
and conclusions.

Ethical Clearance

According to (12), as an Ethics Commission engaged
in Health Research, KEPK-BPPK has the following
main duties and functions: Conduct a study of
the ethical aspects of a health research protocol
that includes humans as subjects and utilizes
experimental animals submitted through the Health
Research and Development Agency, Provide ethical

approval  (ethical  clearance/ethical  approval),
Monitoring and evaluating the implementation
of research that has obtained ethical approval,

Conducting socialization of litkes ethical guidelines
both within the Litbangkes Agency and in other
institutions, ~ Organizing  litkes  ethics  training
both within the Litbangkes Agency and in other
institutions, Make activity reports to the Chair of KEI
and KNEPK, The implementation of the points
mentioned above refers to the guidelines for the
approval of litkes ethics. There is no ethical clearance
in this study because this study used Literature
review design.

RESULTS

Some artictles that found in this study show that
playing game or something activity that stimulate
brain  especially puzzle can increase the
concentration, so it can make student to raise a good
learing achievement. A critical assessment of the
4 research articles used as samples in this literature
review is described in Table I.

DISCUSSION

According to (13), Jigsaw method (Numbered card)
can improve elementary student learning motivation,
and stimulate the development of students learning
concentration. According to the author, jigsaw method
is same with puzzle mechanism that can stimulate
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Table I : Critical Appraisal
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No Scientific work title &
Author

Variable Study Design

Results (Outcome)

1 The Effectiveness of Jig-
saw Learning Model by
Using Numberes cards:
Strategy for Increasing
mathematics  Learning
Motivation Students in
Elementary School.

(BK, MuhKU & Hamna,
2021)

2 Applying Digital Escape
Rooms Infused with Sci-
ence Teaching in Ele-
mentary School: Learning
Performance,  Learning
Motivation, and Prob-
lem-Solving Ability.

(Yuan Huang, Han Kuo &
Chih Chen, 2020)

3 Fun Math Learning for
Elementary School Stu-
dents Through Interactive
Puzzle Media.

(Ramlah, Riana N, Abadi
AP, 2022)

4 The Effect of Crossword
Puzzle Games in read-
ing and Writing Ability
Toward Dyslexia and
dysgraphia Students in
elementary School.

(Anggriawan A, 2018)

-Jigsaw: Num-
bered Cards

Quasi Experiment
Nonequivalent Con-
trol Group Design

- Learning moti-

vation

-Digital Escape
Room (complete
tasks by using
props, riddles,
clues, crossword
game, and puz-
zle).

Quasi-experimental

- Learning perfor-
mance, learning
motivation,
problem-solving
ability.

-Fun Math Learn-
ing (elementary
students)

Descriptive Quali-
tative

- Interactive Puz-

zle Media

-Crossword Quasi Experiment

Puzzle Nonequivalent Con-
trol Group Design

-Reading and

writing ability

(Student in Ele-
mentary School)

The results of this study indicate that the students’
motivation in the experimental class is better than
the control class, with evidence that there has been
an increase in the learning process which has an
impact on increasing students’ motivation to learn
mathematics consistently from the first meeting to
the third meeting with the good assessment cate-
gories. the results of this study are that the use of
numbered cards makes it easier to organize students’
group learning activities through the implementation
of the Jigsaw learning model, stimulates the develop-
ment of students learning concentration, and is even
more enthusiastic for students to be actively involved
in completing their learning tasks. (13)

The results showed that the students in the exper-
imental group had higher learning motivation and
problem-solving ability scores than those in the
comparison group. However, the two groups had the
same learning performance levels in science class. In
general, the students had positive perceptions of the
DER experience, and they believed the DER teach-
ing strategy was compelling and effective. Finally,
suggestions based on this research study’s results
are offered with the hope of providing references for
teaching practice and future research.(14)

The research findings showcase that learning math-
ematics using interactive puzzle media is enjoyable
for students, and there is a strongly positive response
from 80% of them which can be seen from the ac-
tiveness and enthusiasm demonstrated during the
learning process. It further indicates that the applica-
tion of interactive puzzle media increases students’
confidence, fosters learning motivation, develops
self-reliant learning, and provides clearer under-
standing of recognizing the concept of numbers and
recognize the concept of numbers and geometric
shapes. With these specialties, interactive puzzle
would be appropriate instructional media and tech-
nology for learning.(15)

The researcher found eight indications of dyslexia
among the students, they are addition, omission, in-
version, reversal, substitution, reading slowly, easy to
forget the letter, and unconfident. Then, three indica-
tions of dysgraphic students, they are bad handwrit-
ing, writing out of the line sheet, and writing slowly.
The researcher also proves that crossword game is
effective to help students with these disabilities. It
is described from the improvement of the students
score. It is supported by the result of t-test which Sig.
tailed > Sig. level (a) displayed the number of Sig.
tailed is 0.104, it means greater than 0.05. It can be
concluded that Crossword Games gave significant
difference to the students score. The students enjoy
and feel fun while the crossword game puzzle is im-
plemented to the learning process. (16)
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brain to focus so it will make person more
concentration. It's related to Yuliani in (14), There
are several benefits playing puzzles: one of them is
sharpening the brain (Focus).

According to (15), Digital Escape Room (DER) made
the student had positive perceptions of the DER
experience, and the students believed the DER
teaching strategy was compelling and effective, and
the experimental group had higher learning motivation
and problem-solving ability scores. It's related with
author opinion, that the DER method can improve
the learning achievements because from the research
showed that learning motivation and problem-
solving ability was improved. According to (16),
puzzles are known as one of the brain teasers that
can be used as a medium for children’s learning while
stimulating their brain development. one of them,
learn to do target setting.

According to (17), the research findings showcase
that learning mathematics using interactive puzzle
media is enjoyable for students, and there is a
strongly positive response from 80% of them which
can be seen from the activeness and enthusiasm
demonstrated during the learning process. It further
indicates that the application of interactive puzzle
media increases students’ confidence, fosters
learning motivation, develops self-reliant learning,
and provides clearer understanding of recognizing
the concept of numbers and recognize the concept
of numbers and geometric shapes. It's related with
author opinion, that puzzle that used in mathematic
learning can increase student interest to study
mathematic. So, it can mean that student will
concentrate with the learning subject. According to
(18), Puzzle playing therapy had effect to the grade
one elementary student concentration (SD Negeri
Pokoh 1, Ngemplak, D.I Yogyakarta).

According to (19), that crossword game is effective
to help students with these disabilities. It is described
from the improvement of the students score. It is
supported by the result of t-test which Sig. tailed
> Sig. level (a) displayed the number of Sig. tailed is
0.104, it means greater than 0.05. It can be concluded
that Crossword Games gave a significant difference
to the students score. The students enjoy and feel fun
while the crossword game puzzle is implemented to
the learning process. It’s related with author opinion,
both healthy and disabled children, there will be
a brain stimulation process when given a puzzle
playing intervention. According to (20), there is
an effect of using puzzle media on student learning
outcomes (learning achievements).

CONCLUSION

The result of a literature review in 4 Research Journals
related to the application of Nonpharmacological
nursing  intervention  in  increasing  learning
concentration, so the learning achievement increase
in the form of playing puzzles is proven to increase
learning  concentration and elementary student
learning achievement. This is because when the
concentration of learning makes it easy for student
to do exam or assignments at school, they will
get good grades, so learning achievement will be
achieved. It proves that puzzle is effectively used
as learning media in education, especially for
elementary student.
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