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Is it possible to analyze the world in the same
way, after this globalized and most widespread event of
all time? Of course, not, the complexity of this event
leads us to the need to address many changes, especially
in the health area. Indeed, the pandemic course of
COVID-19 has led us to a true digital revolution in such a
way that the reality as we know it will be something of
the "last century"'. We live in moments of changing care
practices where it is essential to discuss the advantages
and potential of other health resources, abandoning a
traditionalist view of care?. Although the tremendous
technological development of the last decades, the
health sector is still structured in a historical model of
mandatory personal interactions between people and
health professionals, that is, in need of face-to-face
interaction1. Now, the times are of transition, in what
can be called hybrid care, functioning as a bridge
between the traditional provision of face-to-face care
and digital health solutions’. These aspects must also be
integrated when we think about rehabilitation and its
wide range of interventions.

Tele-rehabilitation is revealed as a promising and
timely opportunity for an intervention model to be
adopted, alternatively, or along with the usual face-to-
face treatment, highlighting the importance of these
interactive approaches to improve the quality of care®.
This leads us to consider a paradigm shift, which
translates into allocating different resources where
games can be included.
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Due to the contribution of the digital age,
recently, a new meaning has been given to games,
promoting an area that, although with significant
characteristics and potential, was dormant, and
probably health professionals did not extract their great
potential. This aspect may be related to the stereotypes
associated with these interventions, namely, their
exclusively ludic view or application only in children.
This gives the games a new purpose, a new outcome, in
what we can call a true GamEvolution, namely, in the
intervention in rehabilitation, when it lacks a true digital
transformation.

At this level, many resources can be used that
should not be restricted to the famous Exergames.
Effectively, Exergames, or active-videogames, can
increase a person's volition for their rehabilitation
process, as they involve the transfer of body movements
to game commands®¢. Exergames have been used, in the
last decade, as an innovative method of rehabilitation,
with the primary objective of improving motivation and
exercise, and can be used as a complement to traditional
forms of rehabilitation’. However, other game strategies
can be used at a distance to enhance self-management
and increase the person's knowledge and training for
their active participation in their rehabilitation process,
namely, serious games, virtual reality games, Apps,
among many others.

Compared to traditional resources, games in
rehabilitation can offer several advantages to motivate
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behavior change for health and well-being. However,
note that games should be used to support and not
completely replace traditional rehabilitation despite
their advantages. Alternatively, resources must be
added to allow, through movement software, to identify
the correct exercise patterns®.

The resources of games, through digital
technologies, can help overcome, at least, some
challenges in the provision of care in rehabilitation so
that, in some cases, the intervention can be
complemented virtually. The use of games can support
health professionals in several ways by improving the
quality of rehabilitation. Although there are great
opportunities to use these resources in health, their use
is still limited?, and their diffusion is reduced. Although
there is a great need to implement these innovative
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