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In“Application of an Adaptive, Digital, Game-Based Approach
for Cognitive Assessment in Multiple Sclerosis: Observational
Study” (J Med Internet Res 2021;23(1):e24356) the authors
noted two errors.

Inthe originally published manuscript, author Joaquin Anguera
wasincorrectly named. The following name has been included
in the corrected version of the manuscript: Joaquin A Anguera.

In the originally published manuscript, a copyright credit was
not included in the caption of Figure 1. The following text has

been added to the end of the Figure 1 caption in the corrected
version of the manuscript:

Copyright © 2020-2021, Akili Interactive Labs, Inc.
All rights reserved.

The corrections will appear in the online version of the paper
on the IMIR Publicationswebsite on January 27, 2021, together
with the publication of this correction notice. Because thiswas
made after submission to PubMed, PubMed Central, and other
full-text repositories, the corrected article has aso been
resubmitted to those repositories.
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