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Introduction

e Qver 20% of children and adolescents suffer from at least one
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Results
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* Gamified digital mental health interventions (DMHI) may be able Rajabi et al. 2020 0571 0124 0352 0119 1.261  1.6220.105
_ , van der Oord et al. 2014 0853 0106  0.326 0214 1491 2618  0.009 —a—
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engagement relative to traditional therapies Prediction Interval 0.280 0.168  0.729
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 To examine the therapeutic effects of video-game based (i.e.,
“gamified”) DMHIs for common pediatric mental health

Figure 1. ADHD Outcomes
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effect for treating ADHD
(g=0.280, p=0.005) and

conditions (e.g.’ anxiety, depression, ADH D) g error Variance Ilimit limit Z-Value p-Value ®
Fleming et al. 2012 0342 0371 0138 -1.070 0385 -0.922 0.356 D e p re S S I o n (g p— O . 2 7 9
Knox et al. 2011 0272 039  0.157 -0.504 1.049 0.687 0.492 4
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Materials and Methods Merry et al. 2012 0236 0146 0021 -0051 0522 1613 0.107 _0 005) i n C h i I d re n a n d
. . Perry et al. 2017 0.045 0086 0007 -0.125 0214 0518 0.605 p— o
) A.Systerrlatlc Sear.cf.\ was performed for ra n.domlzed Fontrolled Sanchez et al. 2017 0.064 0238 0057 -0403 0531 0267 0.789
trials using a gamified DMHI to reduce anxiety severity, Scholten et al. 2016 0.028 0169 0029 -0304 0360 0.165 0.869 d I
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* |n young people under the age of 18 years old.

* Conducted for articles published over the period of January
1, 1990 through April 7, 2023

e Articles were excluded if:
* No control condition,

Prediction Interval

Figure 2. Anxiety Outcomes
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Conclusion

* Our findings assist clinicians and other stakeholders as they make
recommendations to patients and parents regarding the efficacy
of using gamified DMHIs to treat mental health

* For each of the conditions being treated, there was significant

. ol . . . . Hedges's Standard Lower Upper . . . .
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health conditions.

Figure 3. Depression Outcomes
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