Review Form
	Article Number: 
JCSSD-2953
	Author Name

Lim David
	 

	Accept
	· Minor Revision
	Major Revision

	Reject
	Re-revision
	Poor Quality

	Title: Gamified Vision Screening: A Promising Tool for Early Detection of Eye Disorders Using Eye-tracking Innovations
General Comments from Reviewer: - This manuscript is a literature review discussing eye-tracking technology for possible use in pediatric vision screening as it might benefit from gamifying. The writing is mostly clear and organized but there is some overlap between sections that could be streamlined. It, thus shows the necessity to reform current practice of screening using technology.
· The abstract accurately reflects the key points but it could be more focused. This describes inadequacies in traditional screening approaches and suggests the future automated alternative. It could more clearly lay out specific contributions or findings.
· The manuscript is well organised and flows nicely. There should be some description related to what is Gamification and how do it asses the eye-tracking movements.
· It would be interesting to explore how the integration of gamified elements in vision screening might influence diagnostic accuracy in children compared to traditional screening methods.
· Provide more details around the topic of gamification in vision screening. It is mentioned but I think this could be expanded on more since its in the title. Give specific examples eye-tracking innovations are applied to current technology in pediatric testing.
· Critical analysis of current eye-tracking and gamification approaches to vision screening: Possible how not all eye-tracking tech is equal or good, second issue that the game-based and fallible nature of a lot of these approaches might make a kid have false hope or an overly positive experience (could add some ethics opinion)
· The conclusion provides a succinct summary of the important points, but it would benefit from a more specific outline of how to progress into clinical trials to validate this approach.
· Readers would also benefit from knowing which specific gamification strategies were particularly successful at appealing to and cooperatively engaging children with vision screening.
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