
HAL Id: hal-02153491
https://unilim.hal.science/hal-02153491v1

Submitted on 20 Jul 2022

HAL is a multi-disciplinary open access
archive for the deposit and dissemination of sci-
entific research documents, whether they are pub-
lished or not. The documents may come from
teaching and research institutions in France or
abroad, or from public or private research centers.

L’archive ouverte pluridisciplinaire HAL, est
destinée au dépôt et à la diffusion de documents
scientifiques de niveau recherche, publiés ou non,
émanant des établissements d’enseignement et de
recherche français ou étrangers, des laboratoires
publics ou privés.

Distributed under a Creative Commons Attribution - NonCommercial 4.0 International License

Exercise-based games interventions at home in
individuals with a neurological disease: A systematic

review and meta-analysis
Anaïck Perrochon, Benoit Borel, Dan Istrate, Maxence Compagnat,

Jean-Christophe Daviet

To cite this version:
Anaïck Perrochon, Benoit Borel, Dan Istrate, Maxence Compagnat, Jean-Christophe Daviet. Exercise-
based games interventions at home in individuals with a neurological disease: A systematic review and
meta-analysis. Annals of Physical and Rehabilitation Medicine, 2019, �10.1016/j.rehab.2019.04.004�.
�hal-02153491�

https://unilim.hal.science/hal-02153491v1
http://creativecommons.org/licenses/by-nc/4.0/
http://creativecommons.org/licenses/by-nc/4.0/
https://hal.archives-ouvertes.fr


 1 

Exercise-based games interventions at home in individuals with a neurological disease: a 1 

systematic review and meta-analysis 2 

 3 

Anaick Perrochon1, Benoit Borel1, Dan Istrate2, Maxence Compagnat1,3, Jean-Christophe Daviet1,3 4 

 5 

1 Université de Limoges, HAVAE, EA 6310, F-87000 Limoges, France 6 

2 Sorbonne University, Université de technologie de Compiègne, CNRS, UMR 7338 7 

Biomechanics and Bioengineering, Compiègne, France  8 

3 CHU Limoges, Hôpital J Rebeyrol, Pôle neuro-sciences tête et cou, Service de médecine 9 

physique et de réadaptation, Limoges, France  10 

 11 

Corresponding author 12 

Anaïck Perrochon, PhD 13 

Faculté des Sciences et Techniques, Laboratoire Handicap, Activités Vieillissement, 14 

Autonomie, Environnement (HAVAE, EA 6310), Université de Limoges 15 

123 avenue Albert Thomas, FR–87000 Limoges (France); anaick.perrochon@unilim.fr 16 

 17 

 18 

Abstract 19 

 20 

Objective. The objective of this review was to summarize the current best evidence for the 21 

effectiveness, feasibility, user compliance and safety of exercise-based games (EBGs), 22 

including virtual reality and interactive video game interventions, for the rehabilitation of 23 

individuals with neurological disorders at home. 24 

Material and methods. We identified randomized controlled trials (RCT) evaluating the 25 

effects of EBGs in neurological patients in home settings by searching 3 electronic databases 26 

(MEDLINE, SCOPUS, CENTRAL Library) from inception to March 2018. All data 27 

pertaining to participants, interventions, outcomes, supervision and cost-effectiveness were 28 

independently extracted by 2 reviewers. Risk of bias was independently assessed by 2 29 

reviewers.  30 

Results. Reports of 11 RCT studies with heterogeneous populations (i.e., stroke, Parkinson 31 

disease and multiple sclerosis) were included in the review. The treatment of experimental 32 

groups included EBGs (i.e., commercially available games such as Nintendo Wii or Dance 33 

Dance Revolution or custom-designed devices), and control groups received a controlled (i.e., 34 
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conventional therapy) or uncontrolled (i.e., usual care) intervention. Across studies, EBGs at 35 

home tended to have limited effects on upper and lower limbs. We demonstrated an increased 36 

risk of participants dropping out of the program or discontinuing training in experimental 37 

groups (n=51 participants) as compared with controls (n=23 participants). Few adverse events 38 

(2 of 6 studies), such as minor musculoskeletal pain, were reported in balance training. 39 

Conclusions. This systematic review reveals that EBGs seem a relevant alternative for 40 

rehabilitation at home because the effectiveness of these interventions was at least equivalent 41 

to conventional therapy or usual care. We give recommendations for the development of new 42 

EBG therapies. 43 

 44 

Keywords: home, neurological disorders, rehabilitation, virtual reality, interactive video 45 

game 46 

 47 

 48 

Introduction 49 

According to the World Health Organization's guidelines (2006), all people with disabilities 50 

should have access to rehabilitation services, including at discharge from hospital [1]. Early 51 

home-based rehabilitation has been found to reduce disability and increase quality of life in 52 

stroke survivors [2]. In this context, the development of new interventions such as exercise-53 

based games (EBGs) becomes an interesting approach to find alternative treatments for 54 

various neurological pathologies and to continue rehabilitation or to maintain its benefits after 55 

discharge from the hospital [3], specifically in settings where the access to therapy is limited 56 

due to geographical or financial constraints [4].  57 

EBGs include virtual reality (VR) and interactive video gaming (IVG) and are 58 

presented as an incentive to increase physical activity [5]. These activities recently emerged 59 

as modern non-pharmaceutical treatment approaches in neurological rehabilitation [6]. VR is 60 

defined as “the use of interactive simulations created with computer hardware and software to 61 

present users with opportunities to engage in environments that appear and feel similar to 62 

real-world objects and events” [7] and features immersive systems such as Glasstron (Sony 63 

Electronics, Tokyo/CAVE, VRCO, Virginia Beach, VA, USA), IREX (GestureTek 64 

Technologies, Toronto, Canada) and PlayStation EyeToy (Sony Entertainment, Tokyo) [8]. 65 

Exercise through video games, also known as IVG or exergames, integrates physical activity 66 

into a video game environment and requires active core and/or body movements to control the 67 

in-game experience. Many technologies such as Nintendo Wii (Nintendo, Kyoto, Japan) and 68 
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Xbox Kinect (Microsoft®, Redmond, WA, USA) have quickly been adapted to clinical 69 

settings. 70 

 EBGs offer the potential to provide 1) moderate intensity exercises [9], task-oriented 71 

training and high repetition to maximize motor learning and neuroplasticity [10]; 2) increased 72 

motivation and enjoyment for the patient; 3) lower costs as compared with robot-assisted 73 

therapies, force plates, and computerized dynamic posturography; 4) the ability to be used 74 

independently by the patient; and 5) suitability for personal use at home. Despite these 75 

potential benefits, evidence supporting this approach for improving symptoms in neurological 76 

disorders remains discussed in rehabilitation centers [4,8,13,17-19]. EBGs offer simple and 77 

affordable virtual therapy alternatives in the field of rehabilitation and improve the functional 78 

abilities of the patient in a wide variety of rehabilitation populations [3,11,12], especially in 79 

Parkinson disease (PD) [13,14], multiple sclerosis (MS) [15] and stroke [16,17]. The positive 80 

effects were often demonstrated when the EBG is used as an adjunct to standard clinical 81 

treatment rather than as a single intervention [8,13,17,18]. In contrast, some authors showed 82 

limited effects [4,19] and recommended the need for further high-quality studies to 83 

demonstrate the efficacy of IVG in neurological rehabilitation [18]. Finally, feasibility has 84 

already been established in people with PD [13], and these interventions can safely be used in 85 

stroke patients because potential adverse events tend to be mild [17,18]. 86 

 Qualitative studies conducted at home showed that IVG is acceptable to neurological 87 

patients and their caregivers in home-based rehabilitation, and it increases motivation and 88 

engagement in rehabilitation [20–23]. In parallel, a systematic review of older people reported 89 

satisfactory effectiveness and feasibility of EBG systems in home settings [24]. In-home 90 

systems for EBG rehabilitation are technologically and pragmatically feasible for individuals 91 

affected by neurological disorders, yet most studies in this population were conducted in a 92 

laboratory or clinical setting. The findings of these studies cannot be systematically 93 

generalized to home environments, where there often are barriers to rehabilitation. The use of 94 

EBGs at home for neurological rehabilitation shows great promise, but the development of 95 

rehabilitation programs based on exergames at home remains challenging in terms of 96 

adherence, user compliance, supervision, access and cost. To our knowledge, no systematic 97 

review has been conducted to evaluate the implementation of EBGs in home settings and their 98 

effectiveness in individuals with neurological disorders.  99 

 The objective of this review was to summarize the most reliable evidence for the 100 

effectiveness, technical feasibility, user compliance and safety of EBGs as a tool for the 101 

rehabilitation of people with neurological disorders in home-based settings. 102 
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 103 

Material and Methods  104 

Search strategy 105 

We used the Preferred Reporting Items for Systematic Reviews and Meta-Analyses 106 

(PRISMA) [25] statement to structure this review. We identified the most relevant articles 107 

within the Cochrane Central Register of Controlled Trials (CENTRAL; Cochrane Library), 108 

MEDLINE (PubMed search engine) and SCOPUS online databases and by handsearching 109 

reference lists. We performed all searches up to March 20, 2018. We initially developed 110 

search strategies for MEDLINE before adapting them for use in the other databases 111 

(Appendix A). 112 

 We searched the titles, keywords and abstracts of database entries by using the 113 

following search strategy where * denotes a wildcard to allow for alternate suffixes: (stroke 114 

OR hemipl* OR hemipar* OR parkinson* disease OR multiple sclerosis OR cerebrovascular 115 

disease OR cerebral palsy OR brain injur* NOT child*) AND (virtual reality OR video gam* 116 

OR Xbox OR Wii OR Kinect OR computer gam* OR exergame) AND rehabilitation. We 117 

also searched the grey literature (i.e., general internet search engines) to avoid missing 118 

relevant articles. 119 

 The inclusion criteria were randomized controlled trials (RCTs) of adults, full 120 

scientific papers written in English, EBG intervention including VR or IVG, based in home 121 

settings in neurological disorders, and functional rehabilitation with quantitative data. The 122 

exclusion criteria were publication older than 10 years, intervention not fully at home, 123 

qualitative data only, cognitive function assessment only, and incomplete access to the study 124 

data. 125 

 126 

Selection of studies 127 

Two authors (AP, BB) independently screened all search results (title, abstract) to identify 128 

suitable studies, then assessed all trials for eligibility based on the full text.  129 

 130 

Data extraction and management 131 

By using a pre-tested data collection form, 2 review authors (AP, BB) independently 132 

extracted data including author names, trial setting, study population, intervention details, 133 

outcome measures, results for effectiveness, supervision, compliance (i.e., drop-outs and 134 

discontinued), cost of rehabilitation, technical feasibility and adverse events. Disagreements 135 

regarding the selection of studies and data extraction were resolved by discussion or, if 136 
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necessary, with a third author (JCD). We contacted study authors for additional information 137 

when necessary. 138 

 139 

Assessment of methodological quality  140 

The risk of bias in the selection, performance, detection, attrition and reporting in the studies 141 

was assessed by using the Cochrane Collaboration Risk of Bias tool and classified as high, 142 

low or unclear risk [26]. We also added a co-intervention as a supplementary category. Two 143 

reviewers (AP and JCD) independently rated the studies, and any disagreements were 144 

resolved by consensus with a third reviewer (BB). 145 

 146 

Data analysis 147 

We classified the data into subgroups to determine whether the outcomes varied according to 148 

upper- or lower-limb rehabilitation. When a study showed more than one outcome measure 149 

for the same domain, we included the most frequently used measure across studies. When the 150 

meta-analysis was limited due to unacceptable heterogeneity or data access, we completed the 151 

statistical analysis by a narrative summary of the study results. 152 

 Mean differences (MDs) with 95% confidence intervals (CIs) were calculated for all 153 

variables with the same outcome measure. If studies used different outcomes that were 154 

deemed comparable, standardized MDs (SMDs) with 95% CIs were calculated. Heterogeneity 155 

was assessed with the I2 statistic; I2 > 50% was considered heterogeneous. Fixed and random 156 

effects models were used to pool study results with low and high heterogeneity, respectively. 157 

The meta-analysis and generation of forest plots involved using RevMan v5.3 (RevMan; 158 

Cochrane, London, UK). 159 

 160 

Results 161 

Study identification 162 

The initial search yielded 516 articles; 72 were obtained as full text, and reports for 11 studies 163 

were eligible for inclusion in this review [27–37] (Fig. 1). The characteristics of excluded 164 

studies are detailed in Appendix B. 165 

 166 

Study design and sample characteristics 167 

The demographic characteristics of participants were generally well documented in each 168 

study; however, there were considerable variations among studies regarding sample sizes (18-169 
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235), pathologies (stroke, PD, MS), disease duration (56.8 days–12.5 years), mean age (36–74 170 

years) and level of disability. We found no study on cerebral palsy or brain injury. 171 

 The main characteristics of the interventions and outcomes and main findings of 172 

studies are presented for upper-limb (arm or hand rehabilitation) [27,30,34–36] and lower-173 

limb (leg rehabilitation) [28,29,31–33,37] (Table 1). The EBG intervention (i.e., experimental 174 

group [EG]), was compared with a control group (CG) with uncontrolled (i.e., usual care) 175 

[28–30,33,36,37] or controlled (i.e., conventional therapy) interventions [27,31,32,34,35]. 176 

EBGs mainly featured IVG, and no study used a VR system. 177 

 178 

Effectiveness of EBGs on upper limb 179 

Four trials of stroke patients [27,34–36] and one of PD individuals [30] provided an 180 

intervention for arm or hand rehabilitation. Two trials [30,36] compared EBGs to a CG with 181 

uncontrolled intervention, and 3 trials [27,34,35] compared EBGs to a controlled intervention 182 

focused on hand and arm exercises. To provide the interventions, the trials used commercially 183 

available devices such as the MusicGlove [35] and Nintendo Wii [27] or custom-built devices 184 

and gaming software such as SCRIPT dynamic orthosis coupled with SaeboMAS (Saebo Inc., 185 

Charlotte, NC, USA) [34], virtual glove [36] and a new exergame [30]. The duration of EBGs 186 

ranged from 3 [35] to 12 [30] weeks and the number of sessions from 12 [32] to 42 [27]. To 187 

determine the effectiveness of EBGs, studies used different outcomes: Action Research Arm 188 

Test (ARAT) [27,34,35], Nine-Hole Peg Test (9HPT) [29,30,35,36], Box and Blocks Test 189 

(BBT) [34,35], Fugl-Meyer Assessment [34,35], Motor Activity Log (MAL) [27,34–36] and 190 

Stroke Impact Scale (SIC) [27,34] (Table 1). 191 

 The EG interventions did not provide significantly better results than those of the CG 192 

with the ARAT and 9HPT (MD 0.05 [95% CI -2.88–1.89], p=0.68, I2=0.0) (Fig. 2A). For the 193 

other outcomes, most studies seemed to show similar results (Table 1). The follow-up period, 194 

ranging from 4 [35] to 24 [27] weeks, revealed no difference between the 2 groups in many 195 

studies [27,34,35]. 196 

 197 

Effectiveness of EBGs on lower limb 198 

Three trials of PD individuals [31–33] and 3 of MS individuals [28,29,37] provided an 199 

intervention on balance rehabilitation [28,29,31–33,37]. Four trials compared EBGs to 200 

uncontrolled interventions [28,29,33,37], whereas 2 trials compared EBGs to a controlled 201 

intervention (e.g., conventional balance training) [31,32]. The EBG intervention used a 202 

commercial device (Wii Balance Board System [28,29,31]) or custom-designed devices and 203 



 7 

gaming solutions (modified Dance Dance Revolution [33,37] and a VR Balance training 204 

system [32]). The duration of EBGs ranged from 6 [32] to 48 [29] weeks and the number of 205 

sessions from 12 [32] to 48 [28]. The most commonly used outcomes were the Timed Up and 206 

Go test (TUG) [32,33,37], Berg Balance Scale (BBS) [31,32] and Choice Stepping Reaction 207 

Time test (CSRT) [33,37] (Table 1).  208 

 The EG interventions were not significantly better than those for the CG for the TUG 209 

(MD 0.70 [95% CI -0.25–1.65], p=0.15, I2=0.0; Fig. 2A). However, some studies reported 210 

significantly better results for the EG than the controlled intervention (postural control, [28]) 211 

and uncontrolled intervention (BBS, [31]; CSRT, SST [37]) (Table 1). The long-term benefits 212 

of EBGs were not superior to those of the CG [31,32].   213 

 214 

User compliance and technical feasibility 215 

The characteristics of user compliance and technical feasibility of EBGs are presented in 216 

Table 2. The training duration was assessed by using logbooks and diaries and was reported 217 

for 6 studies [27–29,33–35]. The training duration of EBGs ranged from 7.75 hr [33] to 27.3 218 

hr [28], with some EG patients not reaching the recommendations of the intervention [34] and 219 

others exceeding the number of prescribed sessions [30] The number of dropouts and 220 

discontinued interventions was higher with the EG than CG: 51 and 23 cases, respectively 221 

(MD 0.09 [95% CI 0.03–0.13], p=0.001, I2=0.0; Fig. 2B). 222 

 Concerning technical feasibility, many studies used custom-designed devices and 223 

gaming solutions (Table 2). Some EBGs were developed for only studies [30,32-34,37] and 224 

require specific equipment or informatics development, so they are difficult to access for all 225 

patients. Finally, we found a lack of details on the set-up of the equipment (time, easy to use 226 

for the patient) or game development software (program, sets of system requirement, 227 

connection problem). Interventions were generally supervised by telephone calls and home 228 

visits (Table 2) [27–30,33,36,37]. Finally, 3 trials using the Nintendo Wii system analyzed the 229 

cost of EBGs [27,29,31] and showed that EBGs were more [27] or less [31] expensive than 230 

the CG (Table 2).  231 

 232 

Safety 233 

The number of reported adverse events did not significantly differ between the EG and CG 234 

(MD 0.17 [95% CI -0.02–0.36], p=0.15, I2=0.98; Fig. 2C). However, 2/6 studies dealing with 235 

the lower limb [28,33] reported adverse events (i.e., knee and low back pain). One study 236 

reported that 8 participants’ pre-existing pain was exacerbated during EG, which resulted in 2 237 



 8 

cases of discontinued participation and one non-injurious fall [33], and the other study 238 

indicated that 24 (70%) participants had at least one adverse event [28]. 239 

 240 

Methodological quality 241 

Figure 3 shows the risk of bias in the included studies. All trials used random sequence 242 

generation with web services [27,36], computer-generated tables [28–33,37] or concealed 243 

envelopes [34]; only one study used a centralized randomization protocol [38]. All studies 244 

showed some performance bias due to the difficulty of blinding participants and therapists to 245 

group allocation. However, 9 studies used blinded assessors [27,28,30–33,35–37]. For these 246 

studies, the risk of detection bias was deemed low. Seven studies [27,30–33,35,36] described 247 

a sample size calculation, but 4 [27,32,35,36] recruited fewer participants than the theoretical 248 

calculation. Most studies recruited broadly similar numbers into each trial arm. Three of 5 249 

trials [27,34,35] tracked time of intervention for both groups (EBGs and conventional 250 

therapy) and one study revealed a significant difference in co-intervention dosage [34]. The 251 

co-intervention constant was generally poorly described. 252 

 253 

Discussion 254 

This first review of EBGs in neurological diseases in home-based settings highlights that the 255 

effectiveness of interventions was not superior to other interventions. The user compliance in 256 

this type of intervention seemed limited and we found a lack of information regarding 257 

technical feasibility. EBGs were not significantly associated with adverse events, despite 258 

minor events reported in balance training. Interpreting the results was difficult because of the 259 

heterogeneity of the studies. 260 

 261 

Effectiveness of EBGs for the upper limb 262 

The EBG interventions for the upper limb mainly focused on arm and hand rehabilitation in 263 

stroke patients. The effects provided by EBG at home were limited to the upper limb because 264 

these interventions were not superior to usual care or conventional therapy. In the literature, 265 

the reported effects of IVG for the upper limb in stroke rehabilitation centers are similar [4], 266 

and the impact of other home-based therapy programs for upper-limb recovery in stroke 267 

patients remains unclear [39].  268 

 269 
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Effectiveness of EBGs for the lower limb 270 

The EG and CG with a controlled intervention (i.e., conventional therapy) showed 271 

improvements in most clinical assessments (Table 1), but the groups did not differ for the 272 

most frequently reported outcomes. Some studies reported a positive and superior effect of 273 

EBGs on balance as compared with other therapies [31] or to usual care [28,37]. In the 274 

literature, IVG could improve balance impairments in patients with neurological diseases 275 

[11,40], but this result was not found in the meta-analysis. EBGs have already been 276 

considered as an alternative to conventional therapy in center rehabilitation [3,11–277 

13,15,16,19], but further studies with more homogenous data are needed to determine the 278 

efficiency of EBGs at home.  279 

 EBGs show interesting promise regarding its long-term benefits, but these benefits 280 

were not found superior to the CG. However, the evidence regarding long-term follow-up is 281 

too weak to draw definitive conclusions. 282 

 283 

User compliance and technical feasibility 284 

Most studies reported satisfying acceptance of EBG interventions by patients, who considered 285 

them engaging and enjoyable [20,22,23,28,34,36]. Despite this, the drop-out rate was 286 

unexpectedly higher for the EG than CG in this review of only RCT studies (Fig. 2). Even 287 

though most of the concerned patients claimed that they abandoned the intervention because 288 

of external causes, some of the reasons for their abandonment may be directly related to the 289 

EBGs [36]. Many participants declined or discontinued the intervention because of 1) 290 

technological issues (e.g., lack of Internet connection or connection between computer and 291 

technologies) [30,31], 2) lack of space to dedicate to EBGs at home [30], and 3) 292 

discouragement when confronted with technological devices [31,32]. Home interventions are 293 

commonly obstructed by physical and social environment (e.g., distractions at home, family 294 

support) and self-efficacy (e.g., symptoms and impairments of the disease) [41–43], but they 295 

eliminate the transport problems that are often associated with intervention dropouts in 296 

rehabilitation centers [31]. EBG-specific barriers also emerged during the intervention [44]: 297 

1) belief that EBGs increase risk factors (e.g., higher blood pressure, falls, etc.) [20,23], 2) 298 

lack of customization and negative feedback of commercial games [23], 3) childish design of 299 

the games [20], 4) lack of accessibility to technology (e.g., lack of space, internet connection) 300 

[23].  301 

 Most studies supervised the interventions by combining home visits and phone calls 302 

[27–30,33,36,37], whereas others solely relied on home visits [32,34] or phone calls [35]. 303 
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Home visits included an initial visit to install the EBG and a final visit to collect data and 304 

assessment. Contacts were generally planned once a week; however, participants could 305 

request extra home visits or phone calls if required. Gandolfi et al. used video calls with 306 

Skype software (Skype Technologies) during the entire session and 1 physiotherapist 307 

supervised 2 patients in real time to reduce the cost of the EBG [31]. Indeed, the cost of the 308 

intervention was often due to the number of contacts with health professionals [27]. Few 309 

studies incorporated cost-effectiveness in the analysis and most did not provide details on 310 

whether the technology was acquired through loan or purchase. Cost-effectiveness should be 311 

incorporated in future trials [45].  312 

 313 

Safety 314 

Despite the significant lack of risks associated with EBGs, 2 studies found a high number of 315 

minor musculoskeletal pain events with use of the Wii for balance rehabilitation [28,33]. 316 

Many studies mentioned injuries associated with specific IVG tools, such as “Wii-itis" or 317 

“Nintendinitis,” even in healthy populations [46,47]. However, the risk of EBG training-318 

related injuries should be offset by its benefits in balance training, which must be carefully 319 

considered in future studies. 320 

 321 

Recommendation for EBGs at home in neurological diseases 322 

Future studies in home settings should integrate the multiple observations reported in the 323 

literature to ensure optimal EBG design [48]. 324 

 The optimal dose for rehabilitation therapy remains unknown, but the delivered dose 325 

of intervention affects the outcome [49] and a positive correlation exists between training 326 

duration and training-induced changes in arm and hand function [34]. A minimal dose of 15 327 

to 16 hr over the intervention period is suggested to increase the chances of reaching 328 

clinically relevant treatment effects [17,50]. The training duration of EBGs was often less 329 

than these recommendations (Table 2) and perhaps EBGs in neurological disorders may be 330 

more efficient if patients followed the optimal dose for EBG. 331 

 In our study, 5 trials used commercially available games including the Wii system 332 

[27–29,31] and MusicGlove [35], whereas 6 trials used custom-designed devices and/or 333 

gaming software [30,32–34,36,37]. No study used immersive-type VR systems, probably 334 

because of the higher costs than non-immersive VR systems and the inadequacy for home-335 

based settings. Most IVG systems for neurorehabilitation were commercial devices [3,11] 336 

despite the recommendations to use custom game systems for neurological diseases [13]. 337 
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Custom-designed EBGs could improve the effectiveness of and compliance with 338 

interventions by focusing on the following issues [13]: 1) targeting specific clinical features 339 

of neurological disease and use task-specific training in activities of daily living, 2) providing 340 

easier objectives than commercial games and including explicit instructions and goals, 3) 341 

providing appropriate, neutral feedback, 4) featuring a large variety of attractive exercises to 342 

prevent boredom and abandonment [51], and 5) slowly and sparingly introducing more 343 

cognitively demanding aspects. Most studies in our review did not specify whether they 344 

complied with these recommendations. In parallel, a large number of pilot studies in home 345 

settings have proposed new promising interventions [52,53] or interesting technological 346 

developments [54,55] for neurological patients. 347 

 The rate of participant drop-outs and discontinued interventions raises an essential 348 

question: how to manage the involvement of subjects in the intervention? To this extent, 349 

future research should integrate realistic outcome expectations, verify the 350 

acceptability/feasibility of the program with the relatives and incorporate effective behavior 351 

change strategies. Another possibility would be to incorporate wireless monitoring in the 352 

EBG system so that the user’s compliance can be monitored from afar and timely feedback or 353 

problem solving can be provided. The option to have multiple players interacting together 354 

within a game-based task could also increase adherence [56]. Patients reported positive 355 

feedback when offered the opportunity to share treatment with their social entourage in the 356 

context of games [20,23,57]. 357 

 358 

Limitations 359 

Despite the rigorous nature of the included research designs (i.e., RCT), the current results 360 

must be interpreted with caution. They may not be generalized to all neurological diseases 361 

because of the absence of studies featuring other pathologies besides stroke, PD and MS. In 362 

addition, participants presented no cognitive impairment and were younger and had a lower 363 

level of handicap than the global population. These factors have a strong impact on the 364 

implementation of home-based rehabilitation [43] and modify the impact of the intervention 365 

[33]. Concerning the risk of bias, several studies [27,32,35,36] recruited fewer subjects than 366 

the sample size calculation and reported difficulties with participant inclusion [36]. Finally, 367 

comparisons were difficult because of the heterogeneity between trials with regard to 368 

population type, study design, interventions and outcome measures, especially regarding the 369 

meta-analysis of effectiveness. For example, the interventions for the CG greatly varied, 370 

whether in conventional therapy in the content of the sessions, the location of the sessions 371 
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(interventions in a centre [31]) or in a uncontrolled intervention for which usual care was not 372 

detailed at all.   373 

 374 

Perspectives  375 

This review was focused on functional abilities, but neurological patients also present 376 

cognitive disorders. Several studies have shown an improvement in cognitive functions with 377 

IVG in a centre [58] or in a home-based setting [59,60]. In our review, one study revealed a 378 

positive effect of EBG on cognitive performance [30]. 379 

 380 

Conclusion  381 

This systematic review reveals that EBG seems to be a relevant alternative for rehabilitation 382 

in the home for people with neurological diseases because the effectiveness of these 383 

interventions was at least equivalent to conventional therapy or usual care. Technical 384 

feasibility and user compliance were also debatable because of many dropouts and 385 

discontinued interventions in the EG. Despite the statistically significant lack of risk 386 

associated with EBG, this review also reported the existence of adverse events (i.e., minor 387 

musculoskeletal pain) with balance training. This review has identified several important 388 

considerations regarding the design of EBG interventions at home for patients with 389 

neurological diseases, and we recommend these strategies to reduce usability barriers and to 390 

use facilitators to increase patient participation. Future studies should include supervision, 391 

cost-effectiveness and follow-up analyses to provide more accurate recommendations for 392 

further studies of EBG at home.  393 

 394 
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 398 

Legends 399 

Figure 1. Selection of studies in the review.  400 

Figure 2. Forest plot of pooled results for A) effectiveness, B) user compliance and C) safety. 401 

Figure 3. Risk of bias. Judgement of each risk of bias is presented as percentage.  402 

 403 

References 404 



 13 

[1] World Health Organization. Neurological disorders: Public health challenges. In: Geneva: 405 

World Health Organization Press; 2006. 406 

[2] Rasmussen RS, Østergaard A, Kjær P, et al. Stroke rehabilitation at home before and after 407 

discharge reduced disability and improved quality of life: a randomised controlled trial. Clin 408 

Rehabil 2016;30:225-236. doi:10.1177/0269215515575165 409 

[3] Bonnechère B, Jansen B, Omelina L, Van Sint Jan S. The use of commercial video games 410 

in rehabilitation: a systematic review. Int J Rehabil Res 2016;39:277-290. 411 

doi:10.1097/MRR.0000000000000190 412 

[4] Pietrzak E, Cotea C, Pullman S. Using commercial video games for upper limb stroke 413 

rehabilitation: Is this the way of the future? Topics Stroke Rehabil 2014;21:152-162. 414 

doi:10.1310/tsr2102-152 415 

[5] Peng W, Crouse JC, Lin J-H. Using Active Video Games for Physical Activity Promotion: 416 

A Systematic Review of the Current State of Research. Health Educ Behav 2013;40:171-192. 417 

doi:10.1177/1090198112444956 418 

[6] Lange B, Koenig S, Chang C-Y, et al. Designing informed game-based rehabilitation tasks 419 

leveraging advances in virtual reality. Disabil Rehabil 2012;34:1863-1870. 420 

doi:10.3109/09638288.2012.670029 421 

[7] Weiss PL, Kizony R, Feintuch U, Katz N. Virtual reality in neurorehabilitation. In: Selzer 422 

M, Clarke S, Cohen L, Duncan P, Gage F, eds. Textbook of Neural Repair and Rehabilitation. 423 

Cambridge: Cambridge University Press; 2006:182-197. 424 

doi:10.1017/CBO9780511545078.015 425 

[8] Saposnik G, Levin M, for the Stroke Outcome Research Canada (SORCan) Working 426 

Group. Virtual Reality in Stroke Rehabilitation: A Meta-Analysis and Implications for 427 

Clinicians. Stroke 2011;42:1380-1386. doi:10.1161/STROKEAHA.110.605451 428 

[9] Mat Rosly M, Mat Rosly H, Davis OAM GM, Husain R, Hasnan N. Exergaming for 429 

individuals with neurological disability: a systematic review. Disabil Rehabil 2017;39:727-430 

735. doi:10.3109/09638288.2016.1161086 431 

[10] Levin MF, Weiss PL, Keshner EA. Emergence of Virtual Reality as a Tool for Upper 432 

Limb Rehabilitation: Incorporation of Motor Control and Motor Learning Principles. Phys 433 

Ther 2015;95:415-425. doi:10.2522/ptj.20130579 434 

[11] Ravenek KE, Wolfe DL, Hitzig SL. A scoping review of video gaming in rehabilitation. 435 

Disabil Rehabil Assist Technol 2015:1-9. doi:10.3109/17483107.2015.1029538 436 



 14 

[12] Cano Porras D, Siemonsma P, Inzelberg R, Zeilig G, Plotnik M. Advantages of virtual 437 

reality in the rehabilitation of balance and gait: Systematic review. Neurology 438 

2018:10.1212/WNL.0000000000005603. doi:10.1212/WNL.0000000000005603 439 

[13] Barry G, Galna B, Rochester L. The role of exergaming in Parkinson’s disease 440 

rehabilitation: a systematic review of the evidence. J Neuroeng Rehabil 2014;1:33. 441 

doi:10.1186/1743-0003-11-33 442 

[14] Dockx K, Bekkers EM, Van den Bergh V, et al. Virtual reality for rehabilitation in 443 

Parkinson’s disease. Cochrane Database Syst Rev 2016. 444 

doi:10.1002/14651858.CD010760.pub2 445 

[15] Massetti T, Trevizan IL, Arab C, Favero FM, Ribeiro-Papa DC, de Mello Monteiro CB. 446 

Virtual reality in multiple sclerosis – A systematic review. Mult Scler Relat Disord 447 

2016;8:107-112. doi:10.1016/j.msard.2016.05.014 448 

[16] Viñas-Diz S, Sobrido-Prieto M. Virtual reality for therapeutic purposes in stroke: A 449 

systematic review. Neurologia 2016;31:255-277. doi:10.1016/j.nrl.2015.06.012 450 

[17] Laver KE, Lange B, George S, Deutsch JE, Saposnik G, Crotty M. Virtual reality for 451 

stroke rehabilitation.  Cochrane Database Syst Rev 2017. 452 

doi:10.1002/14651858.CD008349.pub4 453 

[18] Cheok G, Tan D, Low A, Hewitt J. Is Nintendo Wii an Effective Intervention for 454 

Individuals With Stroke? A Systematic Review and Meta-Analysis. J Am Med Dir Assoc 455 

2015;16:923-932. doi:10.1016/j.jamda.2015.06.010 456 

[19] Dos Santos LRA, Carregosa AA, Masruha MR, et al. The Use of Nintendo Wii in the 457 

Rehabilitation of Poststroke Patients: A Systematic Review. J Stroke Cerebrovasc Dis 458 

2015;24:2298-2305. doi:10.1016/j.jstrokecerebrovasdis.2015.06.010 459 

[20] Wingham J, Adie K, Turner D, Schofield C, Pritchard C. Participant and caregiver 460 

experience of the Nintendo Wii SportsTM after stroke: Qualitative study of the trial of 461 

WiiTM in stroke (TWIST). Clin Rehabil 2015;29:295-305. doi:10.1177/0269215514542638 462 

[21] Piron L, Turolla A, Tonin P, Piccione F, Lain L, Dam M. Satisfaction with care in post-463 

stroke patients undergoing a telerehabilitation programme at home. J Telemed Telecare 464 

2008;14:257-260. doi:10.1258/jtt.2008.080304 465 

[22] Donoso Brown EV, Dudgeon BJ, Gutman K, Moritz CT, McCoy SW. Understanding 466 

upper extremity home programs and the use of gaming technology for persons after stroke. 467 

Disabil Health J 2015;8:507-513. doi:10.1016/j.dhjo.2015.03.007 468 

[23] Plow M, Finlayson M. A qualitative study exploring the usability of nintendo wii fit 469 

among persons with multiple sclerosis. Occup Ther Int 2014;21:21-32. doi:10.1002/oti.1345 470 



 15 

[24] Miller KJ, Adair BS, Pearce AJ, Said CM, Ozanne E, Morris MM. Effectiveness and 471 

feasibility of virtual reality and gaming system use at home by older adults for enabling 472 

physical activity to improve health-related domains: a systematic review. Age Ageing 473 

2014;43:188-195. doi:10.1093/ageing/aft194 474 

[25] Moher D, Liberati A, Tetzlaff J, Altman DG, The PRISMA Group. Preferred Reporting 475 

Items for Systematic Reviews and Meta-Analyses: The PRISMA Statement. PLoS Med 476 

2009;6:e1000097. doi:10.1371/journal.pmed.1000097 477 

[26] Higgins JPT, Altman DG, Gotzsche PC, et al. The Cochrane Collaboration’s tool for 478 

assessing risk of bias in randomised trials. BMJ 2011;343:d5928-d5928. 479 

doi:10.1136/bmj.d5928 480 

[27] Adie K, Schofield C, Berrow M, et al. Does the use of Nintendo Wii SportsTMimprove 481 

arm function? Trial of WiiTMin Stroke: A randomized controlled trial and economics 482 

analysis. Clin Rehabil 2017;31:173-185. doi:10.1177/0269215516637893 483 

[28] Prosperini L, Fortuna D, Giannì C, Leonardi L, Marchetti MR, Pozzilli C. Home-Based 484 

Balance Training Using the Wii Balance Board: A Randomized, Crossover Pilot Study in 485 

Multiple Sclerosis. Neurorehabil Neural Repair 2013;27:516-525. 486 

doi:10.1177/1545968313478484 487 

[29] Thomas S, Fazakarley L, Thomas PW, et al. Mii-vitaliSe: A pilot randomised controlled 488 

trial of a home gaming system (Nintendo Wii) to increase activity levels, vitality and well-489 

being in people with multiple sclerosis. BMJ Open 2017;7. doi:10.1136/bmjopen-2017-490 

016966 491 

[30] Allen NE, Song J, Paul SS, et al. An interactive videogame for arm and hand exercise in 492 

people with Parkinson’s disease: A randomized controlled trial. Parkinsonism Relat Disord 493 

2017;41:66-72. doi:10.1016/j.parkreldis.2017.05.011 494 

[31] Gandolfi M, Geroin C, Dimitrova E, et al. Virtual Reality Telerehabilitation for Postural 495 

Instability in Parkinson’s Disease: A Multicenter, Single-Blind, Randomized, Controlled 496 

Trial. Biomed Res Int 2017;2017: 7962826. doi:10.1155/2017/7962826 497 

[32] Yang W-C, Wang H-K, Wu R-M, Lo C-S, Lin K-H. Home-based virtual reality balance 498 

training and conventional balance training in Parkinson’s disease: A randomized controlled 499 

trial. J Formos Med Assoc 2016;115:734-743. doi:10.1016/j.jfma.2015.07.012 500 

[33] Song J, Paul SS, Caetano MJD, et al. Home-based step training using videogame 501 

technology in people with Parkinson’s disease: a single-blinded randomised controlled trial. 502 

Clin Rehabil 2017:269215517721593. doi:10.1177/0269215517721593 503 



 16 

[34] Nijenhuis SM, Prange-Lasonder GB, Stienen AH, Rietman JS, Buurke JH. Effects of 504 

training with a passive hand orthosis and games at home in chronic stroke: a pilot randomised 505 

controlled trial. Clin Rehabil 2017;31:207-216. doi:10.1177/0269215516629722 506 

[35] Zondervan DK, Friedman N, Chang E, et al. Home-based hand rehabilitation after 507 

chronic stroke: Randomized, controlled single-blind trial comparing the MusicGlove with a 508 

conventional exercise program. J Rehabil Res Dev 2016;53:457-472. 509 

doi:10.1682/JRRD.2015.04.0057 510 

[36] Standen PJ, Threapleton K, Richardson A, et al. A low cost virtual reality system for 511 

home based rehabilitation of the arm following stroke: A randomised controlled feasibility 512 

trial. Clin Rehabil 2017;31:340-350. doi:10.1177/0269215516640320 513 

[37] Hoang P, Schoene D, Gandevia S, Smith S, Lord SR. Effects of a home-based step 514 

training programme on balance, stepping, cognition and functional performance in people 515 

with multiple sclerosis – a randomized controlled trial. Mult Scler J 2016;22:94-103. 516 

doi:10.1177/1352458515579442 517 

[38] Hoang PD, Cameron MH, Gandevia SC, Lord SR. Neuropsychological, Balance, and 518 

Mobility Risk Factors for Falls in People With Multiple Sclerosis: A Prospective Cohort 519 

Study. Arch Phys Med Rehabil 2014;95:480-486. doi:10.1016/j.apmr.2013.09.017 520 

[39] Coupar F, Pollock A, Legg LA, Sackley C, van Vliet P. Home-based therapy 521 

programmes for upper limb functional recovery following stroke. Cochrane Database of 522 

Systematic Reviews 2012. doi:10.1002/14651858.CD006755.pub2 523 

[40] Esculier J, Vaudrin J, Bériault P, Gagnon K, Tremblay L. Home-based balance training 524 

programme using Wii Fit with balance board for Parkinsons´s disease: A pilot study. J 525 

Rehabil Med 2012;44:144-150. doi:10.2340/16501977-0922 526 

[41] Marcheschi E, Von Koch L, Pessah-Rasmussen H, Elf M. Home setting after stroke, 527 

facilitators and barriers: A systematic literature review. Health Soc Care Community 2017. 528 

doi:10.1111/hsc.12518 529 

[42] Paleg G, Livingstone R. Systematic review and clinical recommendations for dosage of 530 

supported home-based standing programs for adults with stroke, spinal cord injury and other 531 

neurological conditions. BMC Musculoskeletal Disord 2015;16. doi:10.1186/s12891-015-532 

0813-x 533 

[43] Siemonsma P, Döpp C, Alpay L, Tak E, Meeteren N van, Chorus A. Determinants 534 

influencing the implementation of home-based stroke rehabilitation: a systematic review. 535 

Disabil Rehabil2014;36:2019-2030. doi:10.3109/09638288.2014.885091 536 



 17 

[44] Threapleton K, Drummond A, Standen P. Virtual rehabilitation: What are the practical 537 

barriers for home-based research? Digit Health 2016;2:205520761664130. 538 

doi:10.1177/2055207616641302 539 

[45] Kairy D, Veras M, Archambault P, et al. Maximizing post-stroke upper limb 540 

rehabilitation using a novel telerehabilitation interactive virtual reality system in the patient’s 541 

home: Study protocol of a randomized clinical trial. Contemp Clin Trials 2016;47:49-53. 542 

doi:10.1016/j.cct.2015.12.006 543 

[46] Sparks D, Chase D, Coughlin L. Wii have a problem: a review of self-reported Wii 544 

related injuries. Inform Prim Care 2009;17:55-57. 545 

[47] Jalink MB, Heineman E, Pierie J-PEN, ten Cate Hoedemaker HO. Nintendo related 546 

injuries and other problems: review. BMJ 2014;349:g7267-g7267. doi:10.1136/bmj.g7267 547 

[48] Wiemeyer J, Deutsch J, Malone LA, et al. Recommendations for the Optimal Design of 548 

Exergame Interventions for Persons with Disabilities: Challenges, Best Practices, and Future 549 

Research. Games for Health Journal. 2015;4(1):58-62. doi:10.1089/g4h.2014.0078 550 

[49] Kwakkel G. Impact of intensity of practice after stroke: Issues for consideration. Disabil 551 

Rehabil 2006;28:823-830. doi:10.1080/09638280500534861 552 

[50] Kwakkel G, van Peppen R, Wagenaar RC, et al. Effects of Augmented Exercise Therapy 553 

Time After Stroke: A Meta-Analysis. Stroke 2004;35:2529-2539. 554 

doi:10.1161/01.STR.0000143153.76460.7d 555 

[51] Timmermans AA, Seelen HA, Willmann RD, Kingma H. Technology-assisted training 556 

of arm-hand skills in stroke: concepts on reacquisition of motor control and therapist 557 

guidelines for rehabilitation technology design. J Neuroeng Rehabil 2009;6:1. 558 

doi:10.1186/1743-0003-6-1 559 

[52] Galna B, Jackson D, Schofield G, et al. Retraining function in people with Parkinson’s 560 

disease using the Microsoft kinect: game design and pilot testing. J Neuroeng Rehabil 561 

2014;11:60. doi:10.1186/1743-0003-11-60 562 

[53] Palacios-Navarro G, García-Magariño I, Ramos-Lorente P. A Kinect-Based System for 563 

Lower Limb Rehabilitation in Parkinson’s Disease Patients: a Pilot Study. J Med Syst 564 

2015;39. doi:10.1007/s10916-015-0289-0 565 

[54] Jordan K, Sampson M, King M. Gravity-supported exercise with computer gaming 566 

improves arm function in chronic stroke. Arch Phys Med and Rehabil 2014;95:1484-1489. 567 

doi:10.1016/j.apmr.2014.02.028 568 



 18 

[55] Wittmann F, Held JP, Lambercy O, et al. Self-directed arm therapy at home after stroke 569 

with a sensor-based virtual reality training system. J Neuroeng Rehabil 2016;13. 570 

doi:10.1186/s12984-016-0182-1 571 

[56] Baur K, Wolf P, Riener R, Duarte JE. Making neurorehabilitation fun: Multiplayer 572 

training via damping forces balancing differences in skill levels. IEEE Int Conf Rehabil 573 

Robot 2017;2017:876-881. doi:10.1109/ICORR.2017.8009359 574 

[57] Palacios-Ceña D, Ortiz-Gutierrez RM, Buesa-Estellez A, et al. Multiple sclerosis 575 

patients’ experiences in relation to the impact of the kinect virtual home-exercise programme: 576 

a qualitative study. Eur J Phys Rehabil Med 2016;52:347-355. 577 

[58] Stanmore E, Stubbs B, Vancampfort D, de Bruin ED, Firth J. The effect of active video 578 

games on cognitive functioning in clinical and non-clinical populations: A meta-analysis of 579 

randomized controlled trials. Neurosci Biobehav Rev 2017;78:34-43. 580 

doi:10.1016/j.neubiorev.2017.04.011 581 

[59] Charvet LE, Yang J, Shaw MT, et al. Cognitive function in multiple sclerosis improves 582 

with telerehabilitation: Results from a randomized controlled trial. PLoS One 583 

2017;12:e0177177. doi:10.1371/journal.pone.0177177 584 

[60] De Giglio L, De Luca F, Prosperini L, et al. A Low-Cost Cognitive Rehabilitation With a 585 

Commercial Video Game Improves Sustained Attention and Executive Functions in Multiple 586 

Sclerosis: A Pilot Study. Neurorehabil Neural Repair 2015;29:453-461. 587 

doi:10.1177/1545968314554623 588 

 589 



Figure 1.  

Records identified through 

database searching (Medline, 

Scopus, CENTRAL) 

(n = 647) 

S
cr

e
e

n
in

g
 

In
cl

u
d

e
d

 
E

li
g

ib
il

it
y

 
Id

e
n

ti
fi

ca
ti

o
n

 

Additional records identified 

through other sources 

(n = 2) 

Records after duplicates removed 

(n = 516) 

Records screened 

(n = 516) 

Records excluded 

(n = 444) 

Full-text articles assessed 

for eligibility 

(n = 72) 

Studies included in 

qualitative synthesis 

(n = 11) 

Studies included in 

quantitative synthesis 

(meta-analysis) 

(n = 11) 

Full-text articles excluded 

(n =   61) 

 

- not at home (n=41) or 

partially at home (n=4) 

- protocol study (n=1) 

- not RCT (n=8) 

- not functional 

rehabilitation (n=3) 

- qualitative study (n=2) 

- not integral study (n=2) 



Figure 2.  

 

A 

 
 

B 

 
 

C 

 



Figure 3.  

 

 

 

 

 

 

 

 



Table 1. Intervention, outcome and major findings of exercise-based games (EBGs) interventions (main outcome in bold). 
 
Authors, 

country 

Design, 

study duration 

No. randomized 

(no. of 

dropouts) 

Age (SD), sex  

Disease, 

duration, 

level of 

disability 

Groups EBG system and game No of sessions, 

frequency and 

length 

Outcome measure Major findings 

Upper-limb intervention 

EBG vs controlled intervention 

Adie, 2017 
United 
Kingdom  

RCT, multicentric, 
Intervention: 6 wk 
Follow-up: 24 wk 

235 (26) 
67.3 (13.4) 
104/131 (W/M) 

Stroke 
56.8 d 

EG: Wii sports games + 
usual care (n=117) 
CG: arm exercises 
(Graded Repetitive Arm 
Supplementary Program) 
+ usual care (n=118) 

Commercial entertainment system: 
Nintendo WiiTM  
3 games: bowling, tennis, golf, baseball 

42 sessions 
up to 45 min/d, 6 
wk 

ARAT, MAL, COPM, SIC, 
MRS, EQ-5D 3L 

- Both groups had improved arm 
function at ST and LT. 

- No significant difference between 
groups at ST and LT. 

Nijenhuis, 
2016 
Netherlands 

RCT, multicentric 
Intervention: 6 wk 
Follow-up: 8 wk 

20 (1) 
60 y 
9/10 (W/M) 

Stroke 
11.5 mo 

EG: SaeboMAS (n=10) 
CG: Conventional therapy 
(n=10) 

Custom-designed device: 
SCRIPT dynamic wrist and hand 
orthosis, SaeboMAS and a touchscreen 
computer displaying gaming exercises 

36 sessions  
30 min/d, 6 d/wk, 
6 wk 

ARAT, BBT, Fugl-Meyer 
Grip strength, MAL, SIC, 
IMI 

- Both groups showed moderate 
improvements on most clinical 
assessments. 

- No significant difference between 
groups at ST and LT. 

Zondervan, 
2016 
USA 

RCT, crossover 

Intervention: 3 wk 
Follow-up: 4 wk 

 
 
18 (1) 
59,5 y  
7/10 (W/M) 

Stroke 
4.3 y 

EG: MusicGlove (n=9) 
CG: Conventional therapy 
(tabletop exercises) before 
Music Glove Therapy 
(n=9) 

Commercial device: MusicGlove  9h of therapy 
3h/wk, 3 wk 

BBT, MAL, 9-HPT, ARAT, 
GDS, Fugl-Meyer score 
(upper limb), NIHSS, MAS 

- Both groups significantly improved 
their BBT score, but no significant 
difference was found between 
groups. 

- EG exhibited significantly greater 
improvements than CG in MAL at 
LT. 

EBG vs uncontrolled intervention 

Standen, 
2017 
United 
Kingdom 

RCT 
Intervention: 8 wk 

27 (9) 
61 (13) y 
11/16 (W/M) 

Stroke 
22 wk 
WMFT: 
2.6 

EG: Virtual glove (n=17) 
CG: Usual care (n=10) 

Custom-designed device: 
virtual glove (hand-mounted power 
unit, with four diodes tracked using 
WiimoteTM controllers). 
3 games: Spacerace, Spongeball, 
Balloonpop 

24 sessions  
20 min 
max/session, 3 
times/day, 8 wk 

WMFT, 9-HPT, MAL, 
NEADL 

- Significantly greater change from 
baseline in the EG on WMFT at 
midpoint and two subscales of 
MAL at final. 



Allen, 2017 
Australia 
 

RCT 
Intervention: 12 wk 

38 (1) 
68.4 (8.5) y 
15/23 (W/M) 
 

PD 
8.3 y 
MDS-
UPDRS 
motor 
exam: 
41.3 
 

EG: Exergame custom-
developed by research 
team (n=19) 
CG: usual care and 
activities (n=19) 
 

Custom-designed device and gaming 
software 
Exergames focused on coordinated 
movements of arm and hand, 
developed by the research team for the 
trial using Unity game development 
software  
2 exergames: ‘Marshmallow’ and 
‘Chicken’ 
12 games per exergame 

36 sessions  
3 d/week, 12 wk 
 

9-HPT, Hand reaction time 
and dexterity tests, MoCA, 
TMT, PDQ-39, MAM-36 
 

- No significant difference between 
groups except for tapping tasks: EG 
showed better speed and increased 
errors. 

- EG showed improved performance 
in TMT-A compared to CG. 

 

Lower limb intervention        

EBG vs controlled intervention 

Gandolfi, 
2017 
Italia 

RCT, multicentric 
Intervention: 7 wk 
Follow-up: 4 wk 

76 (6) 
68.2 (8.3) y 
25/51 (W/M) 

PD 
6.8 y 
UPDRS 
score: 44.1 

EG: TeleWii training 
(Nintendo WiiTM) (n=38) 
CG: Sensory Integration 
Balance Training (SIBT) 
(n=38) 

Commercial entertainment system: 
Nintendo WiiTM 
10 games 

21 sessions 
50 min/session, 3 
d/wk, 7 wk 

BBS, ABC scale, Gait (10-
Meter Walk Test; dynamic 
gait index), PDQ-8, Falls 
(number) 

- Improvement for both groups in all 
outcome measures at ST and LT, 
except for fall frequency. Greater 
effect in EG for BBS than CG at 
ST. 

Yang, 2016 
United 
Kingdom 

RCT 
Intervention: 6 wk 
Follow-up: 2 wk 

23 (3) 
74 (7.3) y 
9/14 (W/M)  

PD 
8.8 y 
Hoehn 
Yahr 
scale: 3  

EG: VR balance training 
(n=11)  
CG: Conventional balance 
training (n=12) 

Custom-designed device and gaming 
software: 
VR Balance training system 
(touchscreen computer and wireless 
balance board). 
3 programs (basic learning, indoor 
daily tasks and outdoor daily tasks) and 
9 games 

12 sessions  
50 min/session, 2 
d/wk, 6 wk 

BBS, Gait (Dynamic Gait 
Index), TUG, PDQ-39, 
UPDRS-III 

- Improvement for both groups in the 
BBS, Gait, TUG and PDQ-39 at ST 
and LT. 

- No significant difference for all 
outcomes found between groups at 
any assessment point. 

EBG vs uncontrolled intervention 

Song, 2017 
Australia 

RCT 
Intervention: 12 wk 

60 (7) 
66,5 (7) y 
36/24 (W/M) 

PD 
8 y 
MDS-
UPDRS 
Part III: 33  

EG: Modified DDR + 
usual healthcare (n=31)  
CG: No intervention + 
usual healthcare 
(n=29) 

Custom-designed device: modified 
DDR including a computer connected 
to the television or monitor and a 
custom-made step mat 

36 sessions  
15 min/session, 
 3 d/wk, 12 wk 

CSRT, FGA, TUG, Hip 
abductor muscle power, 
MoCA, TMT, Falls (number 
and FES-I) 

- No significant difference between 
EG and CG for all outcomes except 
TUG (in favour of CG). EG 
perceived improvements in 
mobility. 

Hoang, 
2014 
Australia 

RCT 
Intervention: 12 wk 

50 (6) 
52.4 (11.8) y 
38/12 (W/M) 

MS 
12.5 y 
EDSS: 4.2 

EG: Modified DDR 
(n=28) 
CG: No intervention 
(continued usual physical 
activity) (n=22) 

Custom-designed device and gaming 
software: Step training system 
(modified DDR) combined with  
Stepmania open-source software 
(www.stepmania.com), step pad, 
computer and TV. 
2 games 

24 sessions 
at least 30-
min/session, 
2d/wk, 12 wk 

CSRT, SST, Balance test 
(postural sway), Gait (10-m 
walk, 6-minute walk), TUG 
& DT TUG, Cognition 
(SDMT, TMT), 9-HPT, 
MSFC, Falls (number) 

- EG performed significantly better in 
CSRT, SST and tests of sway with 
eyes open, 9-HPT, single and dual 
task gait speed and MSFC score 
than CG. No effect of falls. 



Prosperini, 
2013 
Italia 

Pilot RCT, 2-
periods crossover 
Intervention: 12 wk 
(2 periods of 12 wk) 

36 (2) 
36.2 (8.7) 
25/11 (W/M) 

MS 
10.8 y 
EDSS: 
3.25 

Group A: 12-week  
WBBS training, then 12-
week observational period 
Group B: Reverse order 
compared to Group A 
n=18 per group 

Commercial device: Nintendo® Wii 
Balance Board with Wii Fit® 
7 games 

48 sessions 
30 min/session, 4 
d/wk, 12 wk 

Static standing balance, 

Gait (FSST; 25-Foot 
Walking Test), MSIS-29, 
Falls (self-reported number) 

- EG performed better in COP path, 
FSST, 25-FWT, and MSIS-29 than 
CG. 

Thomas, 
2017 
United 
Kingdom 

Pilot RCT, mixed 
methods 
Intervention: 24 or 
48 wk by gps 

30 (2) 
49.3 (8.7)  
27/3 (W/M) 

MS 
47% < 6 y 
 

EG: Mii-vitaliSe program 
(Wii balance + usual care) 
immediately (n=15) 
 
CG: Mii-vitaliSe program 
after a 6-month delay 
(n=15) 

Commercial device:  
Nintendo® Wii Balance Board with 
Wii Fit®  
Games: Wii Fit Plus, Wii Sports and 
Wii Sports Resort 

EG: 12 months  
CG: 6 months  

Accelerometry, 2MWT, 
Step Test, Steady Stance 
Test, iTUG, Gait Stride-
time Rhythmicity, static 
posturography, 9HTP, 
HADS, EuroQOL-5D-5L, 
MSIS29, FSI, SF-36,  
SCI-ESES, MSSE 

Unclear  

RCT, randomized controlled trial; EG, experimental group; CG, control group; EBG, exercise-based game; WBBS, Wii Balance Board System; SIBT, Sensory 
Integration Balance Training; DDR, Dance Dance Revolution; ST, short-term, LT, long-term. 
 
2MWT, 2 Minute Walking Test; 9-HPT, Nine-Hole Peg Test; ABC scale, Activities-Specific Balance Confidence; ARAT, Action Research Arm Test; BBT, 
Box and Blocks Test; BBS, Berg Balance Scale; COPM, Canadian Occupational Performance measure; CSRT, Choice Stepping reaction time; EQ-5D 3L, 
standardized quality of life questionnaire; FGA, Functional Gait Assessment; FES-I, Fall Efficacy Scale–International Questionnaire; GDS, Geriatric Depression 
Scale; FSST, Four-Step Square Test; GLTEQ, Godin Leisure-Time Exercise Questionnaire; HADS, Hospital Anxiety and Depression Scale; IMI, Intrinsic 
Motivation Inventory; MAL, Motor Activity Log; MAM-36, Manual Ability Measure; MAS, Modified Ashworth Spasticity scale; MoCA, Montreal Cognitive 
Assessment; MRS, Modified Rankin Scale; MSIS, Multiple Sclerosis Impact Scale; MSFC, Multiple Sclerosis Functional Composite; MMSE, Mini Mental 
State Examination; NEADL, Nottingham Extended Activities of Daily Living; NIHSS, National Institute of Health Stroke Scale; PDQ-39, Parkinson’s Disease 
Quotation; QoL, Quality of Life; SCI-ESES, Spinal Cord Injury Exercise Self-Efficacy Scale; SDMT, Simple Digit Modality test; SIC, Stroke Impact Scale; 
SST, Stroop Stepping Test; TMT, Trail Making Test; TUG, Timed Up and Go; UPDRS, Unified Parkinson’s Disease Rating Scale; WMFT, Wolf Motor 
Function Test 
 
 
 



Table 2. Characteristics of safety and feasibility of EBG interventions. 

 

Authors Screened training  Training duration (SD)  

Cost of 

rehabilitation (SD) Supervision 

No. of dropouts 

Discontinued Adverse events 

Upper-limb intervention 

EBG vs controlled intervention 

Adie, 2017 
United 
Kingdom  

Diary: duration exercise, 
adverse events, home visits 

EG: 37 (16.2) min per session 
Total: 1020 (721) min (17 h) 
CG: 32 (11.9) min per session 
Total: 998 (554) min (16.6 h) 

EG : 1106 (1656) £ 
CG : 730 (829) £ 

Phone call: once per week 
Home visit: to collect the Wii system 
or to provide arm exercise instructions 

11 
EG: 7 (4 changed mind, 1 moved away, 1 
unable to contact participant, 1 participant’s 
condition deteriorated) 
CG: 4 (3 changed mind, 1 participant’s 
condition deteriorated) 
 
15  
EG: 9 (1 changed mind, 2 unable to contact 
participant, 2 participants’ condition 
deteriorated, 4 no assessment) 
CG: 6 (4 changed mind, 2 participants 
deteriorated/deceased) 
 

No adverse event 

Nijenhuis, 
2016 
Netherlands 

Diary: frequency and 
duration of training 

EG: 118min/wk, total: 11.8 h 
CG: 189 min/wk, total: 18.9 h 
Variation duration: 13 to 423 
min/wk 

N Home visit: once per week 
Researchers monitored progress and 
adjusted training programs remotely 
via a secured website 

1 
EG: 1 withdrawal during intervention (shoulder 
pain due to external cause) 
CG: 0 

NR 

Zondervan, 
2016 
USA 

Logbook: duration of 
training 
Number of grips recorded 
using a laptop  

EG: 10 h 
CG: 8.1 h 

N EG: Phone call at least once per week 
CG: Self-guided therapy (booklet of 
tabletop exercises for home therapy) 

1 
EG: 0 
CG: 1 withdrawal from study with no 
assessment 

No adverse event 

EBG vs uncontrolled intervention 

Standen, 2017 
United 
Kingdom 

A log of when the system 
was in use was stored on the 
computer:  games played, 
scores. 
The frequency of use 
of the glove was collected 
by the software 

NR N EG: Home visits: Initial instruction by 
a therapist and subsequent support, 
then once per week or every 2 weeks.  
No limit on the number of visits per 
patient. 
Total of visits: 78 visits from the 
research team in addition to data 
collection visits. 
Phone calls: At the patient's request 
CG: Visits to collect data only 

9 
EG: 4 patients did not receive allocated 
intervention, 4 withdrawals 
CG: 1 withdrew as found measures onerous 

NR 

Allen, 2017 
Australia 

Logbook. 34.9 (97%) of the prescribed 
36 exergame sessions were 
completed 

N Home visits: Two initial home visits, 
then a third visit at 6 weeks (possible 
extra home visits if required by the 

1 
EG: 1 for family reasons 
CG: 0 

No adverse event 



10 participants (53%) 
completed more sessions than 
the prescribed amount 

patient) 
Phone call:  every 2 weeks 

4 
EG: (2 for family reasons + 2 health problems 
unrelated to the intervention) 

Lower-limb intervention 

EBG vs controlled intervention 

Gandolfi, 2017 
Italia 

Self-reported log NR EG: 23.299€ 
CG: 28.899€ 

SkypeTM video call during the entire 
duration of the session/one 
physiotherapist assigned to 2 patients 

6  
EG: 2 
CG: 4 patients withdrew for medical reasons or 
because of transportation issues 

 
 
No adverse event 

Yang, 2016 
United 
Kingdom 

NR NR N EG: Supervised by a home 
physiotherapist to ensure the 
appropriate execution of VR programs 
CG: The control group received 
conventional balance training by direct 
manual management from a home 
physiotherapist 

3 
EG: 1 withdrew from study (preference for CG) 
CG: 1 withdrew from study for personal reasons 
and 1 readmission 

NR 

EBG vs uncontrolled intervention 

Song, 2017 
Australia 

Logbook:  completed 
exercise, adverse events 

31 (86%) of the prescribed 36 
exergame sessions were 
completed  
Total: 7.75 h 

N Home visit: Two initial home visits + 
Additional visit at Week 6 
Phone call:  every 2 weeks 

7 
EG: 3 withdrawals (unclear reasons) 
CG: 3 withdrawals (unclear reasons) and 1 
partial follow-up due to injury 
 
6 
EG: 6 patients, 2 of whom due to exacerbated 
pain where they had pre-existing lower back 
pain. 

8 participants’ pre-existing 
pain (e.g. lower back pain, 
knee pain, foot pain) was 
exacerbated during EG  
One fall during game 

Hoang, 2014 
Australia 

NR EG: 71 min/wk (60 SD) 
Total: 14.2 h 

N Phone call: one in the first two weeks 
Home visit: one to install system 

6 
EG: 5 withdrew due to family reasons or a 
relapse of MS.  
CG: 1 withdrew to attend re-assessment due to 
health issue. 

No adverse event 

Prosperini, 
2013 
Italia 

Logbook: recording of 
training, and falls or adverse 
event 

Group A: 27.5 h (17.1) 
Group B: 27.1 h (15.9) 

N Home visits:  initial session, then 
supervision every 4 weeks 
Phone call:  once a week 
Supervised by trained physiotherapists 

2 
EG: 2 
CG: 0 

24 (70%) patients reported 
at least 1 adverse event  
5 adverse events (knee and 
back pain) reported from 
mild (n=3) to moderate 
(n=2) level 

Thomas, 2017 
United 
Kingdom 

Daily play log: adverse 
events, games played, 
training screened, intensity, 
enjoyment and fatigue rating 
(on a scale of 1–10), reasons 
for non-use, free text 
comments 

The Wii was used in around 
30% of days during the first 6 
months of using the Wii 
(delayed and immediate 
groups combined) and 19% of 
days in the second 6 months 
(immediate group).  

Estimated cost of 
providing Mii-
VitaliSe: £684/pers 

Home visits: 3  
Phone calls or email: 10  

2 
EG: 2 withdrawals for medical reasons 
CG: 0 

No adverse event 



NR: not reported; EG: experimental group; CG: control group 




