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Abstract  

Background: The demographic and epidemiological transiƟons have increased the 
demand for innovaƟve educaƟonal strategies in nursing educaƟon, parƟcularly regarding 
elderly health. TradiƟonal teaching methods oŌen fail to address the complexity of 
chronic condiƟons prevalent in older adults. Purpose: To develop and validate an 
educaƟonal technology in the form of a board game to support the teaching of elderly 
health to undergraduate nursing students. Methods: This methodological study with a 
psychometric interface and quanƟtaƟve approach was conducted in four stages: (1) 
literature review to support content development; (2) creaƟon of game content and 
rules; (3) design of the board and cards; and (4) validaƟon of content and design by 56 
health experts and playability tesƟng with 31 nursing students. Content Validity Index 
(CVI) and descripƟve staƟsƟcs were used for analysis. Results: The board game 
"GerontoCare" was developed with 120 cards across four categories: pharmacology, 
physical examinaƟon, healthy habits, and chronic non-communicable diseases. Expert 
validaƟon showed high agreement (CVI = 0.98), and students rated the game highly for 
clarity, engagement, and educaƟonal value, with average scores above 9.0 in most items. 
Conclusion: "GerontoCare" is a validated educaƟonal tool that enhances learning about 
elderly health in nursing educaƟon. It aligns with curricular guidelines and promotes 
acƟve, reflecƟve learning. ImplicaƟons: This board game represents an innovaƟve 
approach to nursing educaƟon, fostering criƟcal thinking and engagement. It can be 
integrated into curricula to improve knowledge retenƟon and prepare students for 
elderly care in primary health seƫngs. 
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