Research Question:
Effects of Active Video Games on Affective Responses and Mental Health Symptoms in Young Adults.
Search terms
#1: Active Video Game
· active video gam*
· active videogam*
· exergam*
· interactive video gam*
· interactive videogam*
· exercise video gam*
· exercise videogam*
· fitness gam*
· virtual reality exercise
· virtual reality gam*
· Playstation
· Nintendo
· Wii
· Xbox
· Kinect
· EyeToy
· Ring Fit
#2: Young Adults:
· young adult(s)
· college student(s)
· university student(s)
· undergraduate student(s)
· graduate student(s)
· young
· youth
· college aged
#3: Affective Responses
· affective response
· affect*
· emotion*
· mood
· happiness
· pleasure
· enjoyment
· distress
· positive affect
· negative affect
· enthusiasm
· situational interest
· self value
· self efficacy
· positive well being
· subjective vitality
· perceived energy
· fatigue
#4: Mental Health Symptoms
· mental health symptoms
· mental health
· psychological
· mental hygiene
· depression
· anxiety
· stress
· anger
· irritability
· sleep disorder
· inattention
· agitation
· tension
Search strategy for databases

1) PUBMED (n=60)
7/8/25
23:10 pm

#1: Active Video Game
((((((((((((((((active video gam*[MeSH Terms]) OR (active videogam*[Title/Abstract])) OR (exergam*[Title/Abstract])) OR (interactive video gam*[Title/Abstract])) OR (interactive videogam*[Title/Abstract])) OR (exercise video gam*[Title/Abstract])) OR (exercise videogam*[Title/Abstract])) OR (fitness gam*[Title/Abstract])) OR (virtual reality exercise[Title/Abstract])) OR (virtual reality gam*[Title/Abstract])) OR (Playstation[Title/Abstract])) OR (Nintendo[Title/Abstract])) OR (Wii[Title/Abstract])) OR (Xbox[Title/Abstract])) OR (Kinect[Title/Abstract])) OR (EyeToy[Title/Abstract])) OR (Ring Fit[Title/Abstract])

#2: Young Adults
(((((((young adult*[MeSH Terms]) OR (college student*[Title/Abstract])) OR (university student*[Title/Abstract])) OR (undergraduate student*[Title/Abstract])) OR (graduate student*[Title/Abstract])) OR (young[Title/Abstract])) OR (youth[Title/Abstract])) OR (college aged[Title/Abstract])

#3: Affective Responses
(((((((((((((((((affective response[MeSH Terms]) OR (affect*[Title/Abstract])) OR (emotion*[Title/Abstract])) OR (mood[Title/Abstract])) OR (happiness[Title/Abstract])) OR (pleasure[Title/Abstract])) OR (enjoyment[Title/Abstract])) OR (distress[Title/Abstract])) OR (positive affect[Title/Abstract])) OR (negative affect[Title/Abstract])) OR (enthusiasm[Title/Abstract])) OR (situational interest[Title/Abstract])) OR (self value[Title/Abstract])) OR (self efficacy[Title/Abstract])) OR (positive well being[Title/Abstract])) OR (subjective vitality[Title/Abstract])) OR (perceived energy[Title/Abstract])) OR (fatigue[Title/Abstract])

#4: Mental Health Symptoms
((((((((((((mental health symptoms[MeSH Terms]) OR (mental health[Title/Abstract])) OR (psychological[Title/Abstract])) OR (mental hygiene[Title/Abstract])) OR (depression[Title/Abstract])) OR (anxiety[Title/Abstract])) OR (stress[Title/Abstract])) OR (anger[Title/Abstract])) OR (irritability[Title/Abstract])) OR (sleep disorder[Title/Abstract])) OR (inattention[Title/Abstract])) OR (agitation[Title/Abstract])) OR (tension[Title/Abstract]) 

 Search Strategy: #1 AND #2 AND (#3 OR #4)

Limiters
· Full text
· Article type: Clinical Trial, Randomized Controlled Trial
· Publication date: 2010-2025
· Species: Humans
· Article language: English
· Age: Adults: 19+ years, Young Adult: 19-24 years


2) Scopus (n=268)
8/8/25
10:00 am

Title, abstract & keyword: 
(“active video gam*” OR “active videogam*” OR exergam* OR “interactive video gam*” OR “interactive videogam*” OR “exercise video gam*” OR “exercise videogam*” OR “fitness gam*” OR “virtual reality exercise” OR “virtual reality gam*” OR Nintendo OR Wii OR Xbox OR Kinect OR Playstation OR “Ring Fit” OR Eyetoy) AND (“young adult*” OR “college student*” OR “university student*” OR “undergraduate student*” OR “graduate student*” OR young OR youth OR “college aged”) AND (“affective response” OR affect* OR emotion* OR mood OR happiness OR pleasure OR enjoyment OR distress OR “positive affect” OR “negative affect” OR enthusiasm OR “situational interest” OR “self value” OR “self efficacy” OR “positive well being” OR “subjective vitality” OR “perceived energy” OR fatigue OR “mental health symptoms” OR “mental health” OR psychological OR “mental hygiene” OR depression OR anxiety OR stress OR anger OR irritability OR “sleep disorder” OR inattention OR agitation OR tension)
Limiters
· Linked Full Text
· Publication Date: 2010-2025
· Excluded: Review, Conference review, Book chapter, Book, Note, Erratum, Conference paper
· Source type: Limited to Journal
· Language: Limited to English
· Publication Stage: Limited to Final
· Keyword: Excluded: Preschool child, Aged 80 and over, Very elderly, Middle aged


3) ScienceDirect (n=236)
8/8/24
10:10 am

(“active video game” OR exergame) AND (“college student” OR “university student” OR “young adult”) AND (affect OR emotion OR “mental health” OR “psychological health”)

Limiters
· Publication Date: 2010-2025
· Article Type: Limited to Research Articles


4) Cohcrane (n=608)
8/8/24
10:20 am

Title, abstract & keyword:
(active video gam*) OR (active videogam*) OR exergam* OR (interactive video gam*) OR (interactive videogam*) OR (exercise video gam*) OR (exercise videogam*) OR (fitness gam*) OR (virtual reality exercise) OR (virtual reality gam*) OR Nintendo OR Wii OR Xbox OR Kinect OR Playstation OR (Ring Fit) OR Eyetoy in Title Abstract Keyword AND (young adult*) OR (college student*) OR (university student*) OR (undergraduate student*) OR (graduate student*) OR young OR youth OR (college aged) in Title Abstract Keyword AND (affective response) OR affect* OR emotion* OR mood OR happiness OR pleasure OR enjoyment OR distress OR (positive affect) OR (negative affect) OR enthusiasm OR (situational interest) OR (self value) OR (self efficacy) OR (positive well being) OR (subjective vitality) OR (perceived energy) OR fatigue OR (mental health symptoms) OR (mental health) OR psychological OR (mental hygiene) OR depression OR anxiety OR stress OR anger OR irritability OR (sleep disorder) OR inattention OR agitation OR tension in Title Abstract Keyword - (Word variations have been searched)

Limiters
· Publication Date: 2010-2025
· Only Trials
· English Language


5) Web of Science (n=224)
8/8/24
10:40 am

Topic:
(“active video gam*” OR “active videogam*” OR exergam* OR “interactive video gam*” OR “interactive videogam*” OR “exercise video gam*” OR “exercise videogam*” OR “fitness gam*” OR “virtual reality exercise” OR “virtual reality gam*” OR Nintendo OR Wii OR Xbox OR Kinect OR Playstation OR “Ring Fit” OR Eyetoy) AND (“young adult*” OR “college student*” OR “university student*” OR “undergraduate student*” OR “graduate student*” OR young OR youth OR “college aged”) AND (“affective response” OR affect* OR emotion* OR mood OR happiness OR pleasure OR enjoyment OR distress OR “positive affect” OR “negative affect” OR enthusiasm OR “situational interest” OR “self value” OR “self efficacy” OR “positive well being” OR “subjective vitality” OR “perceived energy” OR fatigue OR “mental health symptoms” OR “mental health” OR psychological OR “mental hygiene” OR depression OR anxiety OR stress OR anger OR irritability OR “sleep disorder” OR inattention OR agitation OR tension)

Limiters
· Publication Date: 2010-2025
· Document Types: Limited to Article
· Language: Limited to English
· Research Areas: excluded: Computer Science, Engineering, Pediatrics, Mathematics, Materials Science, Physics, Business Economics, Instruments Instrumentation, Ophthalmology, Robotics, Cultural Studies, Government Law, Chemistry
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