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Introduction

• 5,29% of the world’s population suffer from Attention Deficit Hyperactivity
Disorder (Polanczyk et al., 2007).

• Clinicians nowadays are also offering new and advanced interventions to treat
client’s mental health issues by providing innovative treatments via
technology (Baker, 2019).

• Cognitive training mostly targeted on executive functions [EF] & executive
dysfunction is common in ADHD patients (de Oliveira Rosa et al., 2018; Veloso
et al., 2020).

• With pleasurable and interactive games available, it will help to keep ADHD
patients stay motivated (Stone & Altvater, 2019).

• The aim of this review is to update the current empirical studies that examine
the effectiveness of games in providing treatment for ADHD.



Methods

• A combination of keywords: ADHD; computerized cognitive training;
and games, were used to search the electronic databases APA Psycnet
and Atlantis Press for publications between 2017 until 2022.

• The systematic search yielded 10 publications. After eliminating the
articles at the title and abstract level, five articles remained and were
subsequently read.

• Data that were extracted from the article comprised of author(s), year
of publication, country, study design, participants characteristic,
interventions, and outcome measures. A descriptive approach was
used to summarize the data.



Results



Discussion

• ADHD Trainer, CCT-ACTIVATETM, and SBT target the executive function
to reduce the ADHD symptoms (inattentive, hyperactivity-impulsivity).

• Video game-based interventions have been used in cognitive training
and could help in the formation and restructuring of neurobiological
pathways, especially in children as a child’s brain displays plasticity.

• Based on previous research about the implementation of computerized
cognitive training on ADHD one of its limitation is motivation.

• Technology has proven to be helpful in various ways and yet we still
need to consider the bug that may happen when we use technology as
the tool for intervention.



Conclusion

• ADHD Trainer, SBT and CCT-ACTIVATETM have been shown to
decrease ADHD symptoms whereas CCT-ACTIVATETM also had no
significant effect in patients with ADHD

• Motivation also plays a role in supporting symptom reduction through
games.
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