Table 2. Joint movements and motor demands identified in the Virtual Mente game tasks.
	Core Task
	Phase
	Shoulder
	Elbow
	Wrist
	Fingers

	REACHING TASK
	Initiation
	Flexion;
Abduction; External rotation
	Extension
	Flexion; Extension; Pronation; Supination
	Flexion; Extension

	
	Execution
	Flexion; Abduction;
External rotation
	Extension
	Flexion; Extension; Pronation; Supination
	Flexion; Extension

	
	Termination
	Flexion; Abduction; External rotation
	Extension
	Flexion; Extension; Pronation; Supination
	Flexion; Extension

	GRASPING TASK
	Initiation
	Flexion; Abduction; Adduction; Internal rotation; External rotation
	Flexion; Extension
	Flexion; Extension; Pronation; Supination; Ulnar deviation; Radial deviation
	Flexion; Extension; Abduction; Adduction; Thumb opposition

	
	Execution
	Flexion; Abduction; Adduction; Internal rotation; External rotation
	Flexion; Extension
	Flexion; Extension; Pronation; Supination; Ulnar deviation; Radial deviation
	Flexion; Extension; Abduction; Adduction; Thumb opposition

	
	Termination
	Flexion; Abduction; Adduction; Internal rotation; External rotation
	Flexion; Extension
	Flexion; Extension; Pronation; Supination; Ulnar deviation; Radial deviation
	Flexion; Extension; Abduction; Adduction; Thumb opposition

	MANIPULATION TASK
	Initiation
	Flexion; Extension; Abduction; Adduction; Internal rotation; External rotation
	Flexion; Extension
	Flexion; Extension; Pronation; Supination; Ulnar deviation; Radial deviation
	Flexion; Extension; Abduction; Adduction; Thumb opposition

	
	Execution
	Flexion; Extension; Abduction; Adduction; Internal rotation; External rotation
	Flexion; Extension
	Flexion; Extension; Pronation; Supination; Ulnar deviation; Radial deviation
	Flexion; Extension; Abduction; Adduction; Thumb opposition

	
	Termination
	Flexion; Extension; Abduction; Adduction; Internal rotation; External rotation
	Flexion; Extension
	Flexion; Extension; Pronation; Supination; Ulnar deviation; Radial deviation
	Flexion; Extension; Abduction; Adduction; Thumb opposition


Table 2. Biomechanical and kinematic demands of upper-limb movements during task execution in the Virtual Mente serious game. Note: Joint movements involved in reaching, grasping, and object manipulation were analyzed across the initiation, execution, and termination phases of each task according to the movement analysis framework proposed by Hedman [28].

