
Table 2. Characteristics of the studies included in the review
	REFERENCES

(Autor, place)
	AIMS
	SAMPLE
	TYPE OF MEASUREMENT
	FINDINGS

	Broeren et al., (2008)
	The aim of this study was to evaluate if computer games with VR technology would improve motor performance in stroke patients in a nonhospital environment.
	16 hemiparetic, post-stroke subjects
	-Semi-Structured Interview about the subject’s perception of the VR system

-BBT and ABILHAND

-Trail Making Test, part B, (TMT-B)

-test developed in a previous study about kinematics
	After learning to use the VR system the sample showed improvements in manual dexterity.

	Choi et al., (2020)
	This study described habits and attitudes of Internet and videogaming use among people with schizophrenia in an Asian city.
	110 participants with schizophrenia
	-Internet use questionnaire

-Habits of video gaming questionnaire

-Gaming Attitudes, Motivations, and Experiences Scales, (GAMES)
	High rate of Internet use among the sample. Only a small part of them used the Internet to search information about health.

	Tan et al., (2022)
	This pilot study aimed to explore the acceptability of the REAP program and measure changes in cognitive and professional skills on adults with intellectual and developmental disabilities.
	15 adult participants with intellectual and developmental disabilities and 11 trainers.
	-Feasibility Evaluation Checklist (FEC)

-Neurobehavioral cognitive status exam (Cognistat)

-User feedback semi-structured interview
	Participants generally had positive experiences with a vocational training programme using a gamified augmented reality platform. There was a significant improvement in professional skills and cognitive skills aspects.

	Välimäki1et al., (2021)
	This study will test the effectiveness of gaming embedded (computer game and entertainment video games) on the cognitive and social functioning of patients with schizophrenia.
	Patient recruitment is ongoing. They will be 254 participants.
	-Wechsler Memory Scale, the 3rd Edition, (WMS III) Chinese version

-Trail Making Test, (TMT-A)

-Sustained Attention to Response Task, (SART)

-Wisconsin Card Sorting Test, (WCST)

-Brief Social Phobia Scale, (BSPS) Chinese version

-Temporal Experience of Pleasure Scale, (TEPS) Chinese version

-General SelfEfficacy Scale, (GSE) Chinese version

-Clinical Assessment Interview for Negative Symptoms, (CAINS) Chinese version

-Calgary Depression Scale for Schizophrenia, (CDS-C)

-Simpson-Angus Rating Scale, (SAS)

-Barnes Akathisia Rating Scale, (BARS)

-Abnormal Involuntary Movement Scale, (AIMS)

-Mini-MMSE
	Positive effects on symptom management and a consequent improvement in cognitive and social performance.

	Välimäki1et al., (2018)
	This study aimed to evaluate the effectiveness of the use of rehabilitative digital gaming to improve cognitive performance and well-being levels of patients with TBI
	90 Finnish-speaking adults with Traumatic brain injury.
	-The Trail Making Test (TMT)

-Wechsler Adult Intelligence Scale-Fourth Edition, (WAIS-IV)

-Paced Auditory Serial Addition Test, (PASAT)

-Patient Health Questionnaire-9, (PHQ-9)

-General Self-efficacy Scale, (GSE)

-Behavior Rating Inventory of Executive Function-Adult Version, (BRIEF-A)
	There were no differences between the control group and the two intervention groups both for primary outcomes (processing speed and visual tasks) and for any of the secondary outcomes.

There is an increase in depression levels in subjects undergoing training.

	Wagle al., (2021)
	The aim of this pilot study was to develop and test the effectiveness of short-term intervention with mobile-based games to improve visuospatial memory and autistic symptoms in ASD children.
	14 children with Autism spectrum Disorder (ASD)
	-Corsi-block tapping task

-Autism Treatment Evaluation Checklist, (ATEC)
	There has been no significant improvement in working memory or autistic symptoms of participants after short-term training.



