Table 1. Evaluated dimensions and proposed improvements in the initial version of the Virtual Mente game.
	GAME ASPECTS
	OBSERVATIONS

	Platform and game connectivity
	· Instabilities in synchronization between the device and the platform, affecting bidirectional communication

	Virtual environment design
	· Excessive brightness and high sound volume at the beginning of the phase

	Game initiation, interactivity, and completion
	· Fruits and vegetables positioned too close to each other on the tray.
· Congratulatory panel and “waiting for the next phase” message panel with dimensions disproportionate to the virtual environment.
· Virtual hand displaying a standardized grasping movement, regardless of the manipulated item.
· High sound volume at phase initiation and during item interaction.
· Presence of black lines on some fruits.

	Bug identification and correction
	· Duplication of the virtual hand when grasping items on the tray.

	Additional improvement suggestions
	· Inclusion of a chair as a reference for user positioning.
· Development of an informational panel displaying phase duration, number of errors, and correct responses.
· Addition of focused lighting over the table and reduction of background brightness.
· Inclusion of a panel considering not only correct item placement but also the layout of the plates on the table.
· Replacement of the external landscape visible through the window with a more realistic environment.
· Development of a new phase with nine plates and the addition of new fruits and vegetables.


Table 1. Evaluation dimensions and proposed modifications identified during the adaptation of the original version of the Virtual Mente serious game. Note: The modifications were identified during internal testing conducted by the LIPERV research team to adapt the game for upper-limb rehabilitation in post-stroke individuals. The evaluation included technical, interaction, usability, and therapeutic aspects that guided the redesign process.

