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Minimum PC Computer Requirements

BrainAvatar™ 4.0 Software
CPU: Quad-core or above
Operating System: Windows Vista, Windows 7, Windows 8 Professional with Media Center Pack Add-On
Memory(RAM): 4GB

Graphics Card: DirectX 10 or above compatible graphics card
1GB Dedicated
Optical Drives: DVD-ROM Drive: Required for BMrDVD**
Input: 1 USB Port
Additional SW: Microsoft Office: Required for certain reports and EEGAudio**

Windows Media Player or 3rd Party DVD Decoder: Required for BMrDVD**
Adobe Acrobat Reader

Adobe Flash Player: Required for BMrFlash Player

Adobe Shockwave Player: Required for BMrFlash Player

*BMrMMP is an optional purchase

[ (e ]531-322 v1.2 7/9/2013 Page 6 of 182



BrainAvatar User Manual

9.

BrainAvatar Software Display

Main Screen Menu

I:Main |Login ] Folder ] Settings] EDF Browser ] Review QGchaI Settings]

Welcome to BrainMaster Avatar 1LOGIN OK: SN: 60229
UNLIMITED USE
2Current Trainee/Study Folder: CLINICAL LICENSE

Trainee ID: Temporary Session 3 Login
Trainee

Folder Selections
Name: O omeses |
Commen t: lcomment 5 Run The Next Session

Next Session Number: Total Sessions Available: € View or Change Settings
1 9999
ng screen is 0! i

10  Exit | 11Product Manuals

Logged in, device type Discovery 12U d |]3 Exit
-

Log-In Display — Shows the current Serial number of the BrainMaster unit that is logged in,
the expiration of the software if any, and status of its license.

Current Trainee/Study Display — Shows the current trainee folder, the settings being used,
how many sessions that have been used, and how many more that can be run.

Login Button — Click to open the Login Menu. You can also click the Login Tab at the top.
Folders Selections Button — Click to open the Select Trainee/Study Folder Menu. You can
also click on the Folder Tab at the top.

Run The Next Session Button — Click to open the Training/Control Screen.

View or Change Settings Button — Click to open the Setup Options Menu. You can also
click the Settings Tab at the top.

7. EDF Browser Button — Click to open the EDF Browser.
8.

Review Session Results Button — Click to open the BReview Screen. You can also click the
Review Tab at the top.
Global Settings Tab — Click to open the Global Settings Screen.

10.Exit Button — Click to close the Avatar Setup Screen. ***Please Note: We do not at any point

in time recommend that you use the red “X” located in the top portion of the various menus and
screens of our software, unless otherwise stated.

11.Product Manuals Button — Click to open a menu displaying documentation on our software.
12.Use These Settings and Close Button — Click to Use all settings that you have put into place

and close the Avatar Setup Screen.

13.Use These Settings Button — Click Use all settings that you have put into place, but keep the

Avatar Setup Screen Open.
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N o

Login Menu

| Main  Login IFolderISettmgs]EDF Browser | Review | Global Settings |

ACurrent Login Approved for Clinical
Please enter your module Serial Number and PassKey: o|CLINICAL LICENSE

- N DISCOVERY TRAINING IS ENABLED
(You may enter "basic" with no PassKey for basic use) | N1 19-Channel Z Score Training is enabled
ZOK Plus Training is enabled

Serial Number: 3 60229 = IANI Z DLL Z Score Training is enabled
PassKey: QP4KEVITHPV9

2
¥ Remember PassKeys 6 Delete This Key

7(Optional) Personal Information:

Name: I

9 Login

Logged in, device type Discovery

Current Login Status — Displays what your Current Login status is.

Current Passkey Status — Displays currently what the Passkey for your BrainMaster is
enabled with.

Serial Number Box — Box where you will type in the Serial Number of your BrainMaster unit.
**PLEASE NOTE: The BrainMaster Software has the capabilities to remember multiple
passkeys. If you have entered multiple passkeys, you will be able to choose between the
different passkeys by click the drop-down arrow to the right of the Serial Number Box.
PassKey Box — Box where you type in your Passkey supplied by BrainMaster Technologies.
**PLEASE NOTE: Always be sure to keep record of your passkey. If BrainMaster
Technologies is needed to retrieve the passkey for you, an Administration fee will be charged.
Remember PassKey Check Box — If checked, the BrainMaster Software will remember your
passkey. If unchecked, The BrainMaster Software will remember the passkey until the
software is closed.

Delete This Key Button — Click to remove your passkey from the BrainAvatar Software.
(Optional) Personal Information — Name and E-Mail information utilized for sending BMZ
Files via E-Mail.

Login Notes Button — Brings you to the Login Notes Note Pad. It is highly recommended to
utilize this for your Passkey, and COM Port information (COMING SOON).

Login Button — Click to log into the Current passkey that is entered into the BrainAvatar
Software. *PLEASE NOTE: If you are having any difficulties logging in, please double-check
your passkey. When entering, it is highly recommended that CAPS Lock is on, and the “-“are
left out. If you are still having difficulties, please contact BrainMaster Technologies Technical
Support.
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Select Trainee/Study Folder Menu

Main | Login Folder l;ettlngsl EDF Browser | Review | Global Settings | -

Select Folder | Create Folder | Folder Notes | Session Librarian | Edit Folder Info. |

Select Folder: [you may double-click to select)

1 {.'IllempnraryScssiun] 2 Create New Folder

6 0K
File Name (Trai ID);
Temporary Session
Traince Name: Sessions Used:
0
Comment t:
comment Max Sessions:
9999
Session Genie
7 Administer Session Genie 8 Push to Server and Delete Folder
Logged in, device type Discovery _] 5 j Exit
S

. Folder Selection List — List where you can select from already created Studies folder. You
may double-click to select a file. When highlighted information on the folder will be displayed
below this box.

. Create New Folder Button — Click to create a new Study Folder to be used. You can also
click the Create Folder Tab at the top.

. Folder Notes Button — Click to create or look at a Note page for a specific client folder. You
can also click the Folder Notes Tab at the top. *PLEASE NOTE: In order for notes to stay,
you must save the completed Note file.

. Session Librarian Button — Click this to utilize the Session Librarian to create a BMZ File.

You can also click the Session Librarian Tab at the top.

. Edit Folder Button — Click to edit the folder information for the selected folder. You can also

click the Edit Folder Info. Tab at the top.

. OK Button — Click to confirm the folder that you have highlighted and exit the Select
Trainee/Study Folder Menu

. Administer Session Genie — Click to utilize the Session genie. *PLEASE NOTE: Administer
Session Genie will not be available on Remote User Systems.

. Push to Server and Delete Folder — Click to remove a no longer wanted folder from your
Folder Selection List. *PLEASE NOTE: Using this feature will not remove your file
permanently. Using this feature creates a BMZ version of your folder in case it is needed in
the future.
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I Main | Login Folder | Settings | EDF Browser | Review | Global Settings |
Select Folder | Create Folder Folder Notes | Session Librarian | Edit Folder Info. |
1
Logged in, device type Atlantis Jse Settings and Close Jse These Setting: | =
—

1. Text Area — Area, where you can type notes for the particular client.
2. Save Button — Click to save any changes to the Text Area.
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Edit Folder Info Screen

Main | L;gln Folder |Settmgs] EDF Browser | Review | Global Settings |

Select Folder | Create Folder | Folder Notes | Session Librarian Edit Folder Info. |

Editing Demographics for Trainee/Study:
folder name

Name:
‘ CreatingTrainingFolder

1 Comment:

[commend]
2 Birthdate |01-Jan-2001 = 4Age: |50 5Gender: |M MorF
3 Compute Age

6/ Recording Conditions

" Eyes Open & Eyes Closed  Task Task ID Number

7 Sensor | electrode e.g. "gold disk electrode" or "tin electro-cap”,

8Investigator / | EEG tech

Edit contents then press "Save and 9 Save and Continue

& BrainAvatar Setup. [

Birthday Section — Click to put in the client’s Birthday.

WwN e

entered Birthday.
Age Line — Line where you enter the clients age.
Gender Line — Line where you enter the clients gender.

No ok

client.

o

[~ ]531-322 v1.2 7/9/2013

Logged in, device type Discovery U ngs and 3 ) i Exit
R

Comment Line — Line that a customer can add a comment for the selected Trainee folder.

Compute Age Button — Click to automatically compute the age of the client based on their

Recording Conditions Section — Section where you can adjust the Recording condition.
Sensor Section — Section that you can input the type of sensor that you are using for the

Investigator Section — Section that you can enter the person who is running the session.
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Training/Control Screen

o
Hies fots S0bpley 4 fren Bands 3 jound GThernes JSckop T ____
R X T I B 400:22:30655 B55 [ ) [ws TP o |

File Tab — Click to create a new study, open existing study, export files and import a file.

Data Tab — Click to access COM, filter settings, playback options, and Atlantis Setup Menu.

Display Tab — Click to choose from various display options. This option will display the

chosen option for whatever tab you are currently looking at.

Freq. Bands Tab — Click to choose what filtered waveforms to display.

Sound Tab — Click to choose your sound settings.

Themes Tab — Click to adjust your Theme of the Training Screen.

Setup Tab — Click to open up the Main Screen Menu.

Help Tab — Click to view Help information.

GO Button — Click to run a session. ***PLEASE NOTE: Be sure that before clicking GO that

your BrainMaster Unit is plugged in, installed, and the software is set to the proper COM Port.

10.STOP Button — Click to stop a session.

11.Window Button — Click to open the Window Menu.

12.Client Button — Click to open the Client Training Window.

13.Setup Button — Click to open the Main Screen Menu.

14.Clock Window — Window that will display the time for your session as defined from the
Session Control Menu.

15.Points 1 Window — Box that will show the points gained from training.

16.Points 2 Window — Box that will show the points gained from training. This will only be
activated, if defined either from the Protocol Menu or the Event Wizard.

17.Gain Box — Used to change the Gain of the Raw EEG.

18.Second Box — Used to change how many seconds of data to be displayed on the screen.

19.Picture Button — Click to capture a screenshot of what is happening on the screen. The
image will be saved to the Current Study folder.

20.Report Button — Click to create a report, that will take a screen capture and save the picture
in this report.

21.Tab Section — Area where you can switch which display tab you wish to look at.

W=

©oNOOA
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© N

BoxFlow

BrainMan

Mini BMirr

Window Menu

1 2 BMr Multimedia 3 BMr Macromedia

MultiMedia Player Flash Player

DVD Player 5 Additional Software

2D Spectral

BrainScape

Numbers

TrendView

Thermos

LongTrend

Waves

Circles

4 Audio/Video Interfaces EEG Synthesizer |

Browse... '

AVI Extensions

6 Contributed Games

Puzzle

George Martin's

LissaView | ReturnMap

Jim Zdunek's

8 Cancel | “

Cricket

Popups Section — Click the included buttons to launch additional display/training feedback
options used for feedback. **PLEASE NOTE: More Information on the Popups Section in
document 531-343.

BMr Multimedia Section* — Click the included buttons to launch either BMrDVD* or BMrMMP*
used for feedback. **PLEASE NOTE: More Information on the Popups Section in document
531-308.

BMr Macromedia Section — Click the included buttons to launch the BMrFlashPlayer used for
feedback. ***PLEASE NOTE: More Information on the Popups Section in document 531-
313.

Audio/Video Interfaces Section — Click the included buttons to launch EEGAudio*.
**PLEASE NOTE: More Information on the Popups Section in document 531-308.
Additional Software Section — Click the included buttons to launch additional software.
Contributed Games Section — Click the included buttons to launch contributed games used
for feedback. ***PLEASE NOTE: More Information on the Popups Section in document 531-
343.

OK Button — Click to close the Window Menu.

Cancel Button — Click to close the Window Menu.

*BMrMMP, BMrDVD, and EEGAudio make up the MultiMediaPlayer Suite. MultiMediaPlayer is an Optional Purchase.
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Setup Options Menu

Main ] Login ] Folder Settings ]EDF Browser] Review ] Global Settings]

. . _ | Current Trainee/Study:
Read/Write Settings File| o\ nknown

NCHANS: 2 SRATE: 256 LOWFREQCUTOFF: OFF FILTER: 3
1 Data Channels ARTIFACT: 240 uV COM: 0 - SUMCHANS:OFF - SAVEEEG:EDF -
P-P:ONF3-LE F4-LE

Raw EEG:0.0000-0.0000 Delta:1.0000-3.0000 Theta:4.0000-7.0000
1 Frequency Bands Alpha:8.0000-12.0000 Lobeta:12.0000-15.0000
Beta:15.0000-20.0000 Hibeta:20.0000-30.0000

GO: (none)

1 Training Protocol STOP: (none) AUTO:ON:0/0/0

AUTOUPDATE BEFORE EACH RUN

Display:
1 Display Options

Sound:
1 Feedback Control

9999 SESSIONS -BASELINES: 1.0 MINUTES--8 RUNS OF LENGTH: 2.0
1 Session Control MIN--PAUSE BETWEEN RUNS-SESSION TYPE: Training

3
2 PRINT SETTINGS | 1 Event Wizard E THE

L

1 Auto Threshold

1Main ]Read/write] Channels] Bands ] Protocol] Display] Feedback] Session] Event Wizard] Acquisition] Montage] Auto Threshold] i Scores] Session wizard]

Logged in, device type Discovery

Various Menu Buttons — Click to open the associated menus. You can also click the tabs

that are located at the top.

PRINT SETTINGS Button — Click to print a hard copy of all of your Settings.

USE THESE SETTINGS Button — Click to confirm all settings changes.

[(re ]531-322 v1.2 7/9/2013
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Read/Write Settings File Menu

”mr Setup =

Main ] Login ] Folder Settings ]EDF Browser ] Re'.\e] GIoI Settmgs]
Main  Read/Write ‘Channels| Bands I Protocol| Display] Feedback] Session| Event Wizard] Acquisit:on] Mcr\tage‘ Auto Threshold‘ z Scoresl Session Wizard]

18uilt-In Settings Files: (double-click to read in settings and proceed) Use this screen to manage your Settings File
library. You can change settings within any
4 chan therms.bdb2 trainee/study folder, without using this

raw train filt.bdb2 screen.

2 Save Current Settings to a New File

Settings Description:

Directory:

Temporary Session

3 Read In Settings From a Selected File ‘

Logged in, device type Discovery ¢ B
-

1. Settings File Name Section — Section where a new setting may be selected. If you would like
to have the selected setting file used in your Studies folder, you may double-click the Settings
file to read the settings file into the folder. See 533-311 for more information.

2. Save Current Settings to a New File Button — Click to save the current Studies folders
settings into a new Settings file. See 533-311 for more information

3. Save Current Settings To Selected File Button - Click to save the current Studies folder
settings into the selected Settings file from the Settings File Name Section. See 533-311 for
more information.

4. Read In Settings From Selected File Button — Click to read the Settings file from the
Settings File Name Section into the current Studies folder. See 533-311 for more information.

5. OK Button — Click to confirm changes and exit the Read/Write Settings File Menu.

6. Cancel Button — Click to cancel changes and exit the Read/Write Settings File Menu.
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8.

9.

Data Channels Menu

Main | Login | Folder Settings |EDF Browser | Review | Global Settings |
Main | Read/write |Channels ] Bands | Protocol | Display | Feedback | Session | Event Wizard | Acquisition | Montage | Auto Threshold | z Scores | Session Wizard | Atlantis Hw |
1Training Channels: 2 Software Digital Filter Order: Ch Act. =qn.  Active  Reference  User Label Equation
€ One ¢ nIR HEG 10263 C4Cs 15 17 18 19
© Two PIRHEGOr |l~g 7 g 9 ¢ 10 1T~ T -~ ]LE o1 |Fp1-LE; G
" Four TEMP lower order is faster, higher e & I |F3 j ]LE j [ [FFiE
@ Other: | 19 i’ order is more selective I ‘ =
5 - 3~ I c3 - [LE - C3LE;
B Sum-Channel Mode: C I A l = [F31E
~ oN & OFF 4 Acquisition Control [P3 | e K A
6 4-channel Sum Method: T = e KT o1 =] e 2 Jor-LE;
 spit  ® Combine | 5 Atlantis Hardware Contro S 7 Bl [FiE
[7 File Output 8Amplitude Scale: 7 ¥ r L] !LE Ll [ [T31E
v EDF+ @ peak-to-Peak  RMS .
[~ ASCII (CSV format) 8 ¥ I Jis =] te Elll [Ts-LE;
: 10 Artifact Threshold: 1 -
[~ Lexicor [ [Mni - 5 9 & I [z j ]LE j [ [Fz-LE;
o I~ BBSM microvolts
o SRRt LU A i Y] ~ ]LE = [Fp2-LE;
ow Frequency Cuto Phase Compensation =
W Enabled © Off @ Linear" Catmull-Rom R I I | [FaLE
12 Software Notch Filters: 12 ¥ I [ca ~| e o [cCaLE:
¥ 60 Hz Notch Filter [~ 50 Hz Notch Filter 13 7 I |pa ~| e = [Pa-LE;
NOTE: Using both 50 Hz and 60 Hz filters produces a 14 ¥ T (o2 ~| e =T Jo2-LE;
bandwidth of 1.5 Hz to 40 Hz ("MindSet" Compatible). N e I E il e
13 EEG Data Sampling Rate: 6 ¥ I [ta j ‘LE j | [T4LE;
@ 256 sps 17 ¥ I [re =~ 1LE R [T6-LE:
e 18 ¥ I [cz | ]LE = [cz-LE;
2 =
14 lectrodes rainee Info 19 I o IFZ j ]LE _'J ] IPZ'LE,
L EQ =) \
Ly =] |l I =
| = | =l I
e 11 11 I =
Logged in, device type Atlantis Exit

EEG Channels Section — Section where you choose the EEG Channels for feedback.
Software Digital Filter Order Sections — Section where you set the Digital Filter order. The
higher the filter order, the more selective the system is.

Sum-Channel Mode Section — Section where you set the Sum-Channel mode on or off.
Discovery Acquisition Control Button — Click to enter the Discovery Acquisition Control
Menu. You can also click the tab at the top.

Atlantis Hardware Control Button — Click to enter the Atlantis Hardware Control Menu. You
can also click the tab at the top.

4-Channel Sum Method Section — Section where you can set the 4-Channel Sum Method to
either Split or Combine.

Amplitude Scale Section — Section where you can set the Amplitude scale to either Peak-to-
Peak or RMS.

File Output Section — Section where you can choose what type of File Outputs that you would
like to be created for review.

Artifact Threshold Section — Section where you can adjust the artifact rejection range.

10.Low Frequency Cutoff Section — Section where you can enable or disable the Low

Frequency Cutoff.

11.Phase Compensation Section — Section where you can set the type of Phase Compensation.
12. Software Notch Filters Section — Section where you can turn on or off the Software notch

filters.

13.EEG Data Sampling Rate Section — Section where you can adjust the Sample rate you are

collecting from the data.

14.Electrode & Trainee Info Button — Click to enter the Electrode & Trainee Info Menu. You can

also click the Tab(Montage) at the top.
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Data Channels Menu (Continued)

Main | Login | Folder Settings IEDF Browser | Review | Global Settings |
Main | Read/Write | Channeis | Bands | Protocol | Display | Feedback | Session | Event Wizard | Acquisition | Montage | Auto Threshold | z Scores | Session Wizard | Atiantis HW
play q g I
1Training Channels: —— 2 Software Digital Filter Order: — Ch act. =qn.  Active  Reference  User Label Equation
€ One ¢ nIR HEG CalCo G a5 16 17 18 19
© Two ~ PIRHEGOr |l~¢g 7 g8 9 ¢ 10 1T~ T ~| e - | |Fp1-LE: B
 Four TEMP lower order is faster, higher 2 ¥ I [Fm3 j LE B [ [F3iE
@ Other: | 19 ﬂ order is more selective — =
= | 3 ~ I [c3 Ll LE -] | [C3-LE;
B Sum-Channel Mode: = -
~ON & OFF 4 Acquisition Control I | [P3LE;
6 4-channel Sum Method: 1 =~~~ | P o | e El|I Jor-LE;
 split & Combine | 5 Atlantis Hardware Contro 5 & r [ < [E 5l [FTiE
[/ File Output 8Amplitude Scale: i 7 P 3 =1 e = I [f3iE
v EDF+ @ Peak-to-Peak (" RMS g — — -
[~ ASCI (CSV format) | - e LITS: | e o [TS-LE;
o 10 Artifact Threshold: 7
I Lexicor W & 1240— o 9 ¥ I [z +| [LE - | [Fz-LE:
BDF+ microvolts Re— —
9[' - L iﬁ?:' | | LU = S T AT [Fp2-LE;
ow Frequency Cuto Phase Compensation — =] =
[ Enabled | off @ Linear” Catmull- Rom [LEE LI Fa =] e =il [FaLE
112 Software Notch Filters: 12 F I |ca j LE j I JeaLE:
¥ 60 Hz Notch Filter [~ 50 Hz Notch Filter 13 ¥ I [Pa ~| e =T [P4-LE;
NOTE: Using both 50 Hz and 60 Hz filters produces a 14 ¥ T (o2 ~| e -] [ Jo2-LE;
bandwidth of 1.5 Hz to 40 Hz ("MindSet" Compatible). 5 & — [ 1 iE =1 e
13 EEG Data Sampling Rate: 6 ¥ I [ta v| [LE - | [T4-LE;
@ 256 sps 17 ¥ I [16 - [LE < [ [T6-LE:
18 ¥ I [cz ~| e BN [cz-LE:
14 Electrodes & Trainee Info 19 ¥ I [pz ~| e o [Pz-LE;
20 i o | el I
v B i B T I |
s B e |
pr — =i =] I |
Logged in, device type Atlantis e S gs and Close Jse These Setting: Exit
————————— === == — %

15.Channel Check Boxes — Check boxes to control what channels will be trained. *PLEASE
NOTE: These settings can also be adjusted in the Montage Info Menu.

16.Equation Check Boxes — Allows you to toggle between Channel combinations defined by the
Active and reference site boxes or the Equation Box for the Channel. *PLEASE NOTE:
These settings can also be adjusted in the Montage Info Menu.

17.Active Site Boxes — Boxes where you can choose the active site location. ***PLEASE
NOTE: These settings can also be adjusted in the Montage Info Menu.

18.Reference Site Boxes — Boxes where you can choose the reference site location.
**P EASE NOTE: These settings can also be adjusted in the Montage Info Menu.

19.User Label Box — Allows you to give a name to the Channel, as opposed to being displayed
as the Channel Combination or Equation. *PLEASE NOTE: These settings can also be
adjusted in the Montage Info Menu.

20.Equation Box — Allows you to define the channel, through an equation, rather than just an
Active and Reference Electrode. **PLEASE NOTE: These settings can also be adjusted in
the Montage Info Menu.

**PLEASE NOTE: These settings can also be adjusted in the Montage Info Menu.
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Acquisition Control Menu

I[ Main | Login | Folder settings IEDF Browser | Review | Global Settings |
Main | Read/Write | Channels | Bands | Protocol | Display | Feedback | Session | Event Wizard Acquisition | Montage | Auto Threshold | Z Scores | Session Wizard | Atiantis HW
{1Select Channels to Acquire BReference
4 Acquired
& Discove ry & LE AL Fpi-LE
-~ s F3-LE
- C3-LE
P3-LE
[P e | [z orie
F7-LE
F7 F3 Fz F4 F8 T3-LE
5 Select All TS-LE
Fz-LE
T c3 cz c4 T4 Fp2-LE
6 Deselect Al iy
C4-LE
TS P3 Pz P4 T6 Pa-LE
[ es (e IR e ] s | pile
F8-LE
o1 0z 02 Ta-LE
A2 T6-LE
Cz-LE
Pz-LE
23A 23R 24R 24A A2-LE
,— Edit
23A | 23R | 24R [ 24A | P
AUX1L AUX2
2 Special Data
7 Auxt 7 Aux2 IV Impedancel [/ Impedance2 Fpoci F pc2 ¥ ocer F pce2
¥ Aux3 ¥ Auxa ¥ Impedance3 [V Impedance4 ¥ bc3 ¥ pca ¥ DCeE3 [V DCE4 Total Selected:
20
8 Standard Settings 9 Ag‘i;:i:;:d
Logged in, device type Discovery |

Select Channels to Acquire Section — Section where you can choose individual channels to
either acquire, or not acquire from. If you are using an Atlantis, this lets you choose between
Atlantis Referential (Using the acquisition screen to choose your training sites and channel
order acquired to LE or Al), or Bipolar (Defining the connection and channel order through the
Montage Screen).

Special Data Section — This section is for the Atlantis Data. It will allow you to choose special
data for the Atlantis to use.

Reference Section — This section is used to define the type of reference you would like to use
for the Acquisition. You can choose either LE (Linked Ears) or Al.

Acquired Channels Section — Section that displays the current channels that are being
acquired from.

Select All Button — Click to select to acquire from all 24 Channels.

Deselect All Button — Click to De-select all channels being acquired.

Edit Aux Button — Click to change the names of the 23A, 23R, 24A, and 24R.

Standard Settings Button — Click to change the acquired channels to the Standard 20
Channel (See Picture above).

Add Trained Channels Button — Click to add only the trained channels to be acquired.
**PLEASE NOTE: You must acquire from the channels or sites that are being used for
amplitude training.
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Montage Info Menu

e e O AA-Bi AR A AMAdi A A AN A EBBBrRPRPPLLAALLLLDLLLANALAAL—A—LALALA A A——D DG —— GG ———————=——=S==———D——————————_—_——\——=>\[.ujN>ESE——_—_————————————_ =

Main I Login ] Folder Settings IEDF Evcwser| Review] Global Settings]
Main | Read/writel Channels] Bands I Protocol] Dlsplayl Feedback] Session] Event Wizard] Acquisition Montage ]Auto Thresho]d] Z Scoresl Session Wizard] Atlantis HW|

Ch Act. Egn. Active Reference User Label Equation

3 4 5 6 l

<l

|F3
[Fa
c3
]
P3
[pa

|LE
JLe
L
JLe
|Le
|Le

|F3-LE; B2
[Fa-LE;

. Save Montage
[C3iE: §_Seve Hontoge |
[caLE; 9 set From Acquired

[P3-LE;

[PaLE; ,/“'/f—\‘\
| Y e

@oéoﬂ
\@0@0@
\@OOO@/

&Ow'o

<l

<

<l

T o A W e =
<l <

|
|
|
|
|
[
|
|
|

| g

Logged in, device type Atlantis Use Settings and Close Use These Settings
_—

B ESENEN B EEERE S S EREN B EEERE S IS ORI T

(I I R R R R R R R | R
bbb efielefiaftedieflaiefbaflefieflelleflele fLefle L« L« |

-
] |
]
] |
| |
al|
=
:
| |
]
| |
| |
dl |
I
[

[t i e i [ v i e e |

I
I
I
I
[
I
I
I
I
[
I
I
I
I
I
T

S
1
B!

1. Channel Check Boxes — Check boxes to control what channels will be trained. *PLEASE
NOTE: These settings can also be adjusted in the Data Channels Menu.

2. Equation Check Boxes — Allows you to toggle between Channel combinations defined by the
Active and reference site boxes or the Equation Box for the Channel. *PLEASE NOTE:
These settings can also be adjusted in the Data Channels Menu.

3. Active Site Boxes — Boxes where you can choose the active site location. *PLEASE
NOTE: These settings can also be adjusted in the Data Channels Menu.

4. Reference Site Boxes — Boxes where you can choose the reference site location.

**P EASE NOTE: These settings can also be adjusted in the Montage Info Menu.

5. User Label Box — Allows you to give a name to the Channel, as opposed to being displayed
as the Channel Combination or Equation. **PLEASE NOTE: These settings can also be
adjusted in the Data Channels Menu.

6. Equation Box — Allows you to define the channel, through an equation, rather than just a
Active and Reference Electrode. **PLEASE NOTE: These settings can also be adjusted in
the Data Channels Menu.

7. Load Montage Button — Click to load a pre-existing montage(.bomm).

8. Save Montage Button — Click to save your created montage for future use as a .omm.

9. Set From Acquired Button — Click to load the electrode placements from the Acquisition
screen.

10.Electrode Selection Display — Section that displays the electrodes that have been selected in
either the Active or Reference section of the Montage Screen.
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7.
8.

9.

Frequency Bands Menu

Main ] Login ] Folder Settings IEDF Evov,serl Review] Global Settings]
Main I Read/WriteI Channels Bands IProtocoll Dlsplay] Feedback] Sessionl Event Wizardl Acquisitior\l Montage] Auto Thresholdl Z Scoresl Session Wizardl Atlantis HWI

Activi 5 Name: 3low: 4High: Use Hz with 0.0001

1% 0 [Raw EEG [0.0000 [0.0000 50n-the-fly Frequency Adjust Increment
Increment (Hz) used for on-the-fly
M 1 [Delta | 1.0000 [3.0000 frequency band changes.
W 2 [Theta [4.0000 [7.0000 Use values 0.0001 - 1.0000 0.0050
(default = 0.5000)
¥ 3 [Alpha ['8.0000 [ 12.000¢
M4 | Lokt | Joonae | Je:0000 6Digital Filter Amplitude Smoothing and Damping Factors
¥ 5 [Beta [ 15.000¢ [ 20.000¢

Global Smoothing Window (used to
W 6 [Hibeta [ 20.000¢ [ 30.000¢ slow ampitude changes for all

filters). Specify # of milliseconds

¥ 7 [Gamma [38.000¢ [42.000¢ displays and training using digital 60
¥ 8 [user [ 30.000¢ [ 35.000¢ to smooth over. Use values
o | [48.000¢ [52.000¢ 0-1000 (0=no smoothing, default =
I~ 10] [52.000¢ [ 56.000¢ Text Damping Factor (used to
o] 56 5 further slow value changes for text

50:9008 11600008 displays). Use values 0-1000
[ mjicd | ['60.000¢ [64.000¢ (0=no damping, default=100)
ey | | |
i [ | 7Standard Settings | 8 Loreta Settings |
| | |

9 BrainDx Settings | 10 ANI Settings |
Logged in, device type Discovery

Frequency Band Check Boxes — Check Boxes to control what frequency bands are active.
Name Boxes — Boxes where you can name/rename any frequency bands.

Low Boxes — Boxes that you set the Low Hz of the Frequency Band.

High Boxes — Boxes that you set the High Hz of the Frequency Band.

On-the-fly Frequency Adjustment Increment Section — Section where the increment of the
On-the-fly frequency adjustment can be adjusted. On-the-fly Frequency Adjustment is
performed during training. While training is occurring, simply click the Tab button, then click
the button letter associated for the band to be adjusted (d=Delta, t=Theta, a=Alpha, |=Lobeta,
b=Beta, h=High Beta, g-Gamma, u=User).

Digital Filter Amplitude Smoothing and Damping Factors Section — Section where Global
Smoothing Window and Text Damping Factor can be adjusted.

Standard Settings Button — Click to adjust all frequency bands to the default settings.
Loreta Settings Button — Click to adjust all frequency bands to the standard LORETA
settings.

BrainDX Settings Button — Click to adjust all frequency bands to the BrainDX Settings.

10.ANI Settings Button — Click to adjust all frequency bands to the ANI Settings.
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9.

Training Protocol Menu

% BrainAvatar Setup

Main | Login | Folder Settings | EDF Browser | Review | Global Settings |
Main | Read/Write] Channels\ Bands Protocol ID(spIayl Feedbackl Session] Event Wizard] Acquisition] Montage | Auto Threshold | Z Scores | Session Wizard | Atlantis HW
1A |F3-LE | Fa-LE | c3-LE | ca-LE | P3-LE | P4-LE | Note: All thresholds are in microvolts

2:.[.: G(.i Stuplg‘nnre 153::2 G(g Stgplg(goreo.o 7 Autoset "Go's" for: [So percent time over threshold
Alpha - Lbeta © & [o0 Autoset "Stops" for: '20— percent time over threshold
-
-

Beta Hibeta ¢ & |o.0 Autoset HiBeta (stop) for: |10 percent time over threshold
Gamma User (ol (el o

CHICECEECY
OO RO N
olele

i

8 Autothresholding is:

 OoN & OFF

9 Threshold Updating:

2 Global Sustained Reward Criterion (all channels| " Manual (Press "y" on keyboard to update)
Training Conditions must be met for: | 500 milliseconds " Autoupdate once, after pre-baseline

to achieve a reward point and sound (use value = 0 - 10000, ) C repeat: after pre-baseline + after each run
B Global Refractory Period (all channels) @ Autoupdate continuous: every second
After a reward, system will wait for: |0 milliseconds Nokn: y® ey,can baused to manuslly undst st any me
before another reward is possible (use value = 0 - 10000, default=0)
4 "Original” Sweet Spot Feedback Settings GMarkers 10Autothreshold Epoch

 ON * OFF About... I~ Mark EEG with reward Autothresholding uses epoch length of 60 seconds
6 Points Counting Method to compute autothreshold values (use value = 1 to 60,

default = 60)
& Normal (1 Counter) ¢ Split for 2 Players (2 Counters)  About...

Logged in, device type Atlantis Use ] |

Frequency Training Section — Section where you can set the training thresholds and type of
training for all defined bands from the Frequency Bands Menu, for each of the defined Training
Bands defined on either the Data Channels or Montage Info Menu. **PLEASE NOTE: If you
use the “All Tab, this will define the training for that band on all defined Training Channels.
Global Sustained Rewards Criterion Section — Section to adjust the time where training
conditions length must be met for a reward point and sound.

Global Refractory Period Section — Section to adjust the time the system will wait before
another reward point can be rewarded.

“Original” Sweet Spot Feedback Settings Section — Section to turn on and off the “Original”
Sweet Spot Feedback Settings. For more information, on the “Original” Sweet Spot Feedback
Settings, click the About... Button.

Markers Check Box — Check Box that allows you to choose whether or not you would like to
Mark the EEG whenever a reward is given.

Points Counting Method Section — Section to change between one or two counters for
training. Visit www.brainm.com/kb/entry/111 for more information.

Autoset Percent Section — Section to set the percent time over threshold settings for the
Go’s, Stops and HiBeta(stop). *PLEASE NOTE: These settings can also be adjusted in the
Autothreshold Menu.

Autothresholding Is: Section — Section to turn on or off Autothresholding. **PLEASE
NOTE: These settings can also be adjusted in the Autothreshold Menu.

Threshold Updating: Section — Section where you can set the threshold updating options.
**PLEASE NOTE: These settings can also be adjusted in the Autothreshold Menu.

10.Autothreshold Epoch Section — Section where you can adjust the epoch to compute the

autothreshold value. **PLEASE NOTE: These settings can also be adjusted in the
Autothreshold Menu.
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Display Options Menu

Main | Login |Folder Settings |EDF Browser | Review | Global Settings |

Main | Read/Writel Channels] Bands I Protocol Display lFeedback] Session] Event Wizardl Acquisition] Mcntagel Auto Threshold] z Scoresl Session Wizardl

Acquired Waveform IvC oD - COC 20O C 0D Cc o0
Training Waveform PO ol OC (T O
Phase-Space Trajectory it ]  mj e (s
Thermometers w)w (w () (m]w)(w (w (alE) (e e
Coherence / Phase Display FCECcCrRrFCOCOCFE FPECOECCECE
FFT Frequency Spectrum B P D TN RN e CIC B
Brain Mirror (FFT) i ] e B e e (m ]
Brain Mirror (Filters) O o T OO Cc o e E s
Text Stats Panel (Live) W mE ) wl mi mi miml el
Companent Trend Graphs DR R il Dl O il Sl AT T
Event Trend Graphs DS RCINCT| D DT T e D TSR
Wide Event Trend Graphs - T T e (e (e (w  (E
3D Brain L ST R 1T i i ]
csa mie w s el e (e (e e e e
2-Score Text Display miialm (ml e e el el e )
2-Bars Plot o ) )| s
Z-Score Maps (Damped) i W E e s m mmmm e A
Flat Maps e w s el m) (e (e ) e e
Raw EEG Text Display i mmlmmm mlmpmmmm A
Sensor Impedance Values DI RCET Gl CIC A T T AT 8

o el i B i ]t

Text Line g

30l Memory Mapping Mode

Use Emulation Mode to use external games (Somatic Vision, & Standard ¢ Emulation
CIS, etc) via. Event Wizard Events 9-16
Logged in, device type Discovery Use Settings and Close Use These Setting

1. Trainer Check Boxes — Checkboxes to control what displays are active on each individual tab
for the Training/Control Screen.

2. Client Check Boxes — Checkboxes to control what displays are active on each individual tab
for the Client Screen.

3. DLL Memory Mapping Mode Section — Section where you can choose the DLL Memory
Mapping Mode you are using.
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Feedback Control Menu

I main | Login | Folder Settings !EDF Browser | Review | Global Settings |
Main I Read/Writel Channels| Bands I Protocol] Display Feedback I Sessionl Event Wizard \ Acqmsltionl Montagel Auto Thresholdl z Scoresl Session Wizardl

1Sound Type

I~ Reward Sound (.wav when all criteria met 2MIDI Voice: |19 Church org. 1 7z

I~ Component Sound (.wav for each componer
3MIDI Style:

|~ MIDI (note for each component
@ Sustained (held) Notes

I” Coherence (MIDI note for each componen
Py i truck) Not
I~ Phase (MIDI note for each component) L e s

I” Complex (Reward Sound + MIDI notes)

|~ Events (Use Event Wizard to define) 4MIDI Modulation
& Amplitude (loud/soft)
5 Coherence or Phase Threshold ISU— © Pitch (hi/lo)
6Train Coherence or Phase: S
@« up " down :

7 Type of Coherence:
@ Training ("Similarity") " Assessment ("Pure")

¢ Spectral Correlation ("SCC") ¢ Comodulation "SKIL"

Logged in, device type Discovery

1. Sound Type Section — Section where you can choose the sound type for training ***PLEASE
NOTE: All Sounds can also either be turned on or off by clicking the Sound Tab of the
Training/Control Screen.

2. Midi Voice Section — Section where you can choose the type of MIDI sound for feedback that
utilizes MIDI Playback.

3. MIDI Style Section — Section where you can choose the MIDI Style for feedback that utilizes
MIDI Playback.

4. MIDI Modulation Section — Section where you can choose the MIDI Modulation for feedback
that utilizes MIDI Playback.

5. Coherence or Phase Threshold Section — Section where you can adjust the threshold for
either Coherence or Phase training.

6. Train Coherence or Phase Section — Section where you can adjust the method of training for
either Coherence or Phase training.

7. Type of Coherence Section — Section where you can choose the type of Coherence training.
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Session Control Menu

# | BrainAvatar Setup L e e ——————

Main | Login | Folder Settings IEDF Browser | Review | Global Settings |
Main | Read/Write | Channels | Bands | Protocol | Display | Feedback Session | Event Wizard | Acquisition | Montage | Auto Threshold | Z Scores | Session Wizard | Atlantis HW |

NOTE: Please enter all times as whole seconds (1, 2, 3, etc)

1Baseline Length (pre and post) 2 Run Length:
0 Seconds (before and after [120 seconds
(Length of 0 means "no baselines") (0 means run indefinitely)
3Number of Sessions: 4 Number of Runs (Trials)
40 sessions (80 maximum) 10 Runs

(0 allows repeated use of Test Session 1) (Must have at least one Run)

5 Session Type: 6/ Pause Between Runs?
" Assessment  Playback

i franng L Synithesze Session Wizard
& Simulation 7

g Use Session Wizard to control
session (use with MINI-Q)

Logged in, device type Atlantis

Baseline Length Section — Section where you can adjust the length of the pre and post
Baseline.

Run Length Section — Section where you can adjust the length of the runs for the training
session.

Number of Sessions Section — Section where you can adjust the amount of Sessions a
particular training can be used for.

Number of Runs Section — Section where you can adjust the amount of runs for the training
session.

Session Type Section — Section where you can change the type of session that is being
used.

Pause Between Runs? Check Box — Click to choose whether or not you would like the
training to pause at the end of a run.

Session Wizard Button — Click to enter the Session Wizard* Controls.

Session Wizard to control session Check Box — Used to control whether or not Session
Wizard* is used for the training/assessment.

*Session Wizard is an optional purchase
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©oNOo O

Z-Score Training Menu

Main | Login | Folder Settings ‘EDF Browser | Review | Global Settings |
Main | Read/Write | Channels | Bands | Protocol | Display | Feedback | Session | Event Wizard | Acquisition | Montage | Auto Threshold Z Scores | Session Wizard | Atlantis HW
play: q 9
1 zScore type 4 Acquired 5LzT
s
5 ) 3 & 1017"3‘”“ Values1 95 Frontal Lobe W s [ Riaht left Deltad,Deka, Theta, Aloha,ets, Sum,Seta2, Gamma £
V' Abs Power I~ Left Right
ca ca - it
P4 6 ada-= | 58 g Rel Power - o E §;:£§
7 Add Al ¥ Pwr Ratios I Left Right
Left [ Riaht
P Z“SV’”’” o O Left [ Riant
core Options: ERemoe v Coherence I Left Right
I~ Z-Plus Processing (PZMO, PZME) 34‘ ¥ Phase L Leg F R'“:‘
Lef Right
V¥ surface EEG OREmove All ¥ Brodmann [ Left [ Right
¥ Voxel EEG [~ Left [~ Right
11 Trained Band: I_ Left [~ Right
¥ Delta =t F:‘“:t
© 4ch  Use selections on the right to e el
select sitas V' Delta I Left Right
@ 19-ch ¥ Theta I” Left [~ Right
Min Min [ Left [ Riaht
¥ Alph: r teg F I;lﬂ::
ZScore Damping Factor: — of il
W/ Beta [t [ Riant
¥ sum I Left Riaht
3 Z Builder Options o Bataz I Left [~ Riaht
Use database in bR L R
: ‘ E o Fis L
> o ial
- - W' Alphat [ Lef [ Right
- ] ¥ Alpha2 I_ Left [ Right
Total Selected: Z-Score Count: I~ Left IC Right
Left I~ Riaht
File Surface | 300 I Left r[:quht
Left [ Riaht
ROI 8 Sul I” Left IE Right
Su Left [ Right
Total [ 308 Su [ Left [” Right
Suj I Left [T Right
Su Left [~ Riaht
Supr: [ Left [T Right
Tran: I Left [~ Right
Uncu Left [ Right
Brodmann 1 I” Left [~ Right
Brodmann 2 [ Left [ Riaht -
Logged in, device type Atlantis Use Settings and Close Use These setting{ |
—

Z-Score* Type Section — Section where you can choose the type of Z-Score* Training.
Z-Score* Options Section — Section where you can choose what type of Z-Score processing
you would like to do, the damping factor on the Z-Score displays, as well as if you would like to
use ZPlus**.

Z Builder Options Section — Section where you set up your information if you are using
BrainMaster Z-Scores. This is where you would choose which Z-Builder file you use, as well as
the settings for it.

Acquired Section — Section that displays what is being acquired from the Acquisition screen.
LZT* Section — Section where you set the sites to be LZT* Trained.

Add-> Button — Click to add the highlighted position from the Acquired Section.

Add All Button — Click to add all positions from the Acquired Section.

€<Remove Button — Click to remove the highlighted position from the LZT* Section.

Remove All Button — Click to remove all positions from the LZT* Section.

10 Trained Values Section — Section that you can choose the trained values for the positions

selected in the LZT section.

11.Trained Bands Section — Section that you can choose the trained bands for the positions

selected in the LZT section.

12.ROI Values Section — Section that allows you to choose which Region of Interests, as well

which bands in the Regions of Interests that you would like to be LZT Trained.

*Z-Score is an optional purchase
**7Z-Plus is an optional purchase
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Atlantis Hardware Control Menu

gin | Folder Settings | E0F | Review | Global Settings |

Main | Read/Write | Channels | Bands | Protocol | Display | Feedback | Session | Event Wizard | Acquisition | Montage | Auto Threshold | z Scores | Session Wizard Atlantis HW |

1Hardware Environment / Notch Filtering
€ US Domestic (60 Hz) ¢ International (50 Hz) & No HW Filtering

2Hardware Emulation Mode 13Low Frequency Cutoff
& 2EW Wideband ¢ Full Atlantis || & 2E (0.5 Hz) © Low (<0.5Hz)

4photic Stimulator
@ Autonomous/Immersive ” PC Controlled Left

Pulse width 10 Right Amplitude: [ 16

Sauditory Stimulator

1

i

@ Autonomous/Immersive ( PC Controlled

6Vibrotactile Stimulator

& Autonomous/Immersive (" PC Controlled

Logged in, device type Discovery " c ese ¢ [

Hardware Environment/Notch Filtering Section — Section where you can adjust the
Hardware Environment.

Hardware Emulation Mode Section — Section to adjust the Hardware Emulation.

Low Frequency Cutoff Section — Section to adjust the low frequency cutoff.

Photic Stimulator* Section — Section where you can adjust photic feedback. Stimulation.
Auditory Stimulator Section — Section where you can adjust auditory feedback.
Vibrotactile Stimulator** Section — Section where you can adjust vibrotactile feedback.

=

2
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Review Session Menu

& BrainAvatar Setup - e —————
Main | Login | Folder | Settings | EDF Browser Review | Global Settings |
1 Show All |2 Select [3Settings |4 Redraw |5 Print \suu ck-File XExcel Table[BReviewSW[Q oquit [10€- |11 = |
Thursday April 11 13:31:28 2013  C:\P D: laPatriciaE} ina 19ch z-score: 25 values scale pk-pk digital filter
2 /\ ) /\ ] /\ Deltal
ssion: 6 C:\P: i} i i laPatrici i ore sum00013.bsm
D g Ial Fil Iter Resulls
Chan 1 Chan 2
Delta: 42.04 17.43
Theta: 12.70 7.35
Alpha: 6.81 6.26
15 _Lobci 3.15 31

Delta2

‘\“M\ /\V/ \/\// \ \Q

Thetal

nnnnnn

I I A Y A A I I |

Logged in, device type Atlantis Settings a

Show All Button — Click to display all Amplitude Training at one time in a Bar Graph Format.
Select Button — Click to choose a specific Training session or another clients Review
information.
Settings Button — Click to change the settings for display of the Reviewed Information.
Redraw Button — Click to have the graph be redrawn. This is used if information has been

changed.

Print Button — Click to print out the screen as it is displayed.

Quick-File Button — Click to create a CSV file of the session being reviewed.
Excel Table Button — Click to create a CSV file of the session being reviewed.

Review SW Button — Click to open a directory with simple assessment program add-ons
Quit Button — Click to close the software

10 < Button — Click To go back a single session
11.-> Button — Click To go forward a single session

[~ ]531-322 v1.2 7/9/2013
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Review Session Settings Menu

1 Components 2 Channels BFulScale
I Deksl ¥ Beta W Channel1 Sl
¥ Delta [~ Sum I” Channel 2 & 10w
v Theta ™ Beta2 I~ Coherence 1-2 20w
W Alpha I™ Gamma [~ Channel 3 W
A ™ Channel 4 © S0y

4 Format I” Coherence 34 || (" 100w
% Graphics " Text ¢ Report £ 200uY

& sffglsehso?s';‘:\?eshold Levels 64l Sessions

~ &
[~ Show % Time Abave Threshold ShoviBylipg Shon B Sessn

[~ Show Modal Frequency
[~ Show Standard Deviation

[~ Show Phase

7 Data Source
 FFT @ Digital Filters

8 Zoom
10 Filter Size
) Epoc Size

OView
" AllSession % One Session ¢~ Zoom I Runs less than 5 second:

Events
107 Event1 ™ Event5 I Eventg ™ Event13

™ Event2 ™ Event® ™ Event10 ™ Event14
™ Event3 ™ Event? 7 Event11 ™ Event15
™ Eventd ™ Event8 ™ Event12 ™ Event16

12 oK 1375coe

1 1 Cancel

1. Components Section — Section where you can choose the components that you would like to
be viewed.

2. Channels Section — Section where you can set which channels (decided from Montage) that
you would like to be viewed.

3. FullScale Section — Section where you can set the Scale Factor for the graphs

4. Format Section — Section where you set the format for the information that you would like to
be viewed.

5. Single Session Section — Section specifically for Single Session View, where you can choose
to have additional display options.

6. All Sessions Section — Section specifically for All Session View, where you can choose to
have additional display options.

7. Data Source Section — Section where you can set the Data Source between FFT or Digital
Filters.

8. Zoom Section — Section where you can set the Filer & Epoch Size when the software is in
Zoom mode.

9. View Section — Section where you can choose how you would like to view the data.

10.Events Section — Section where you can choose any or all of the 16 Events to be viewed.
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Review Session Z-Score Settings

ZScore - - o =

1 [channel 1 ebs  [Rel  JRaT [Ratia [Ratie [Rat/G Channel 3 lebs  [Rel  [RatT [Ratia [Ratie  [RatiG

| O

Channel 2 Channel 4

EE
EEE!
M
mEE

[12 Jasv]coH[PHa] 13 Jasv]coH[PHa] 14 [asv]coH[PHa] 23 Jasv[coH[PHa] 24 [asy[coH[PHa] 34 Jasy [coH[PHA

2 Select Al ZScores |Greater Than  ~| (0.0
6 ok ] 7 Cancel | 3 Select Al ] 4Deselect Al | Sale 5(+3 v

1. Z-Selection Section — Section where you can choose the Z-Scores (Up to 4 Channels) that
you would like to be selected for Reviewing.

2. Select Button and Section — This will select all Z-Scores that fit in the criteria, either less than
or greater than and a Standard Deviation range.

3. Select All Button — Selects all Z-Scores (Up to 4 Channels) that you would like to be selected
for Reviewing.

4. Deselect All Button — Deselects all Z-Scores from being reviewed.

5. Scale Drop-Down Box — Drop-Down Box which allows you to choose the scale-factor for the

viewing size of the Z-Score Review Screen.

OK Button - Click to confirm your selection, and return to the Review Session Settings Menu.

Cancel Button — Click to cancel your selections, and return to the Review Session Settings

Menu.

N o
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Global Settings Menu

& BrainAvatar Setup.

I Main | Login | Folder | Settings | EDF Browser | Review Global Settings

Global | zscores | Perfomance |

COM Port Select:

Enter COM Port Number (1, 2, 3, ..., 32) 1| Discovery on COM7 ~
Enter Secondary COM Port Number 2[AtantisoncoMs -]
3 Refresh

Logged in, device type Discovery | Exit

1. Primary COM Port Select Dropdown — Section in which you use the Drop-Down box to
select the COM Port that your Main Device is on from a list of available open ports.

2. Secondary COM Port Select Dropdown — Section in which you use the Drop-Down box to
select the COM Port that your Secondary Device is on from a list of available open ports. This
is only used, if your Primary Device is a Discovery.

3. Refresh Button — Click refresh the available open ports. Use this, if you have changed the
ports that are connected.
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Z-Scores* Global Settings Menu

& BrainAvatar Setuj

Main ] Login [ Folder | Settings] EDF Browser] Review Global Settings |

Global ZScores IPerfomance |

12-Scores .
¥ Use ANI ZScore DLL

¥ Use Brainmaster DLL
[V Use BrainDx (NYU) DLL

[~ Use Custom DLL (filename below)

Logged in, device type Atlantis

1. Z-Score* Section — Section where you can choose which Z-Score DLL will be used.

*Z-Score is an optional purchase
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BrainAvatar Trainee Folders

Classic (Setup Menu) Method

Creating a Trainee Folder

PLEASE NOTE: This process can only be done if you have purchased a BrainMaster Clinical
License.

1. From the Main Tab, click the Folder Selection
Button or the Folder Tab. This will bring you
to the Select Folder screen. On this screen,
click the Create New Folder Button or the
Create Folder Tab to begin creating a new
folder. [ =

Sessian Genie

2. Type in the name that you would like, and the [ ——

file ID for the folder in the proper fields. b
When naming the folder, please take HIPAA (S
compliance into consideration. When you e
have entered the name and file ID, click OK eee | L]
to continue.

3. Another screen will pop up to confirm the

name of the folder. You have four options:

A. Cancel creating the folder — This will
cancel creating this folder, and return you
to the Select Folder Tab.

B. Create the folder with the currently
chosen settings — This will load the last
chosen settings file for this folder.
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C. Create the folder with default settings — o=
Th|s 0pt|0n Wl” use the default Settlngs_ @; <) ProgiamData) | BisinMaster ) ») Stikiies | GresteFolderTest] < | %9 || SearchCreat- R o

Organize v Newfolder E~ 0O @

D. Create the folder and select the settings | 2w e )

) Public
B Desktop ‘

] settings.bdb2 9/21/20113:13PM  BDB2 File 68KB

— This option allows you to choose either
new settings(.bdb2) or old settings(.txt) If s
using this option, merely navigate to the
setting file that you would like to use.
***P EASE NOTE: You will have to
specify between the different file formats.

Setup Files

Choose which option you would like to
continue.

-

4. The Edit Folder Info Screen will open. Fill out
all information, and then click the Save and
Continue Button. .

You have now created a folder for training.

Logged in, device typs Discovery | e
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Changing to a new Settings Files

PLEASE NOTE: This process can only be done if you have purchased a BrainMaster Clinical
License.
1. From the Main Screen, click the View or - ‘
Change Settings Button or the Settings Tab. | woo e T
On the Setup Options Menu, click Read/Write | = o I TR U L
Settings File Button or the Read/Write Tab to
continue.

Main | Logn | Fokder Settin a N P pE—
on 08 =

5993 SESSIONS -BASELINES: 1.0 MIMUTES -~ RUNS OF LENGTH: 2.0
MIN--PALISE BETWEEN RUNS-SESSION TYPE: Tranng

Free ey A
o
o
iy
 Optons
—
Fasctick contr
Soeion corten |
e il 4

2. On the Read or Write Settings File Menu,
click the Read In Settings From Selected File
Button to continue.

Save Current Settings to 8 New e

3. The following will open, so that you can find o . R

the BrainMaster Setting file(new or old) you p——— —
would like. Highlight the Setting file that you B N '

] 4 chan therms.bdb2 712/2011122PM  BDB2 File &5 ke
WOUld ||ke to use and C“Ck Open to Contlnue :E“h?pd L raw train filt.bdb2 TA2/2011113PM  BDB2 File 65KB
, . ownloads
Dropbox

**P EASE NOTE: You will have to specify
between the different file formats(bdb2 or txt). | ==, *

& Music
&) Pictures

B videos

% Computer
&L WINVISTA (C)
s DATA (D)

File pame: v |Setup Files -
EE
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The settings for your Trainee folder have now been
changed.

[(re ]531-322 v1.2 7/9/2013

Logged in, device type Discovery

Use Settings and Close | _use These Settings | _exit
—
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Changing settings to a Settings Files

PLEASE NOTE: This process can only be done if you have purchased a BrainMaster Clinical

License.

1. From the Main Screen, click the View or

Change Settings Button or the Settings Tab.
On the Setup Options Menu, click Read/Write
Settings File Button or the Read/Write Tab to

continue.

2. On the Read or Write Settings File Menu,
click the click Save Current Settings to a New

File Button to continue.

3. The following will open, so that you can find
the BrainMaster Setting file you would like.
Highlight the Setting file that you would like to
change, and then click the Save Button to

continue.

[(re ]531-322 v1.2 7/9/2013

wew | Global Settngs |

Mo |Resdwie | chamnes | Dislay | Feeback | Session| Event wizard | acnistion | Montage| auto Tveshoid | Z Scores | Session wizard|

ay
256 LOWFREQCUTOFF: OFF FILTER: 3
OM; 0+ SUMCHANS:OFF - SAVEEEG:EOF -

Thata:4.0000-7.0000

398 SESSIONS GASELINES” 1,0 MIWUTES - RUNS OF LENGTH: 2.0
e — |M:u--m.se BETWEEN RS- SESSION TVPE, Tranng

:
g

Logged i, device type Discovery [ el e
—
( §uv » Computer » WINVISTA (C:) » ProgramData » BrainMaster »
Organize v New folder = o @
B Desktop ~ Name ° Date modified Type Size
§ Downloads R ;
o ] 4 chan therms.bdb2 T/12/2011102PM _ BDB2 File 65KB
= R'Dp ”; | ExportTestbdb2 9/22/2011359PM _ BDB2 File 69 K8|
5] Recent L
[ LESAESE | raw train filt.bdb2 7/12/20111:13 PM BDB2 File 65 KB
i Libraries
[ Documents
d M
[ Pictures
B videos
8 Computer
&L WINVISTA (C)
< DATA (D)
File name:  ExportTest.bcb2 .
Save as type: |Setup Files. -
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4. You will have to confirm the replacement of
the file. Click the Yes Button to continue.

The settings have now been changed with the
adjustments you have added.

[(re ]531-322 v1.2 7/9/2013

Main
mMan

[ Logn | Foicer Setts
Reac/Wita | channets| Bands | protocai | Dispiay | Feedback | session| &

|
commmere

ExportTest.bdb2 already exists.
Do you want to replace it?

ngs |EOF Browser | Review | Goba Setings |

ExpanTest ez
ram tain it Edb2
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Training Screen Method

Creating a Trainee Folder

- . H i BEERRALS _a_ L e "R
1. From the Training Screen, Click the File Tab, “ " jemmmmm e o & - —
then NeW Study. Timer 000.69 m: ge 001.89 ms usage 04.11 %

2. This will bring you to the Select Folder
screen. On this screen, click the Create New
Folder Button or the Create Folder Tab to
begin creating a new folder.

3. Type in the name that you would like, and the
file ID for the folder in the proper fields.
When naming the folder, please take HIPAA
compliance into consideration. When you
have entered the name and file ID, click OK
to continue.
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4. Another screen will pop up to confirm the name of the folder. You have four options:

A. Cancel creating the folder — This will
cancel creating this folder, and return you
to the Select Folder Tab.

B. Create the folder with the currently
chosen settings — This will load the last
chosen settings file for this folder.

C. Create the folder with default settings —
This option will use the default settings.

D. Create the folder and select the

settings — This option allows you to e =]
choose either new settings(.bdb2) or old S
settings(.txt) If using this option, merely PR e am e s
navigate to the setting file that you would | == e . enme
like to use. ***PLEASE NOTE: You will mose ] D
have to specify between the different file 5w ]
formats. o
i
Choose which option you would like to B
continue.

& WINVISTA (C:)
cu DATA (D)

Setup Files

File name: v | Setup Files -

Al Files ()

5. The Edit Folder Info Screen will open. Fill out [ s T —

all information, and then click the Save and
Continue Button.

You have now created a folder for training.

Logaad i, sevice type Dicovery | e
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Changing to a new Settings Files

PLEASE NOTE: This process can only be done if you have purchased a BrainMaster Clinical

License.
1. From the Training Screen, click the File Tab
and then click Import Settings. B

—

Timer 000.69 ms average 001.89 ms usage 04.11 %

2. The following will open, so that you can find T SN EEE— @
the BrainMaster Setting file(new or old) you — T 3o
would like. Highlight the Setting file that you e
would like to use, and click open to continue. R[] S
*+p| EASE NOTE: You will have to specify e

between the different file formats(bdb2 or txt).

% Computer
& WINVISTA (C)

o File name: v [SetupFiles -
| T ) |
The settings for your Trainee folder have now e —— — ‘
been changed. —————— L L L
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Changing settings to a Settings Files

PLEASE NOTE: This process can only be done if you have purchased a BrainMaster Clinical
License.

1. From the Training Screen, click the File Tab
and then click Export Settings.

5 55 7w 3] [Tosmcms =

Timer 000.56 ms average 001.23 ms usage 02.73 %

2. The following will open, so that you can find

the BrainMaster Sett|ng file you would like. (L) [ » Computer » WINVSTA(G) + ProgromDate » BrainMaster b Setings <49 ] Seorch ettings ,p‘
Highlight the Setting file that you would like to | o, = .
change, and then click the Save Button to ko | Bz ; o
continue. Sl [ e

4 Libraries

N/ Computer
&L, WINVISTA (C)
o DATA (D:)

ExportTest.bdb2

Save astype: |Setup Files -
: . Hide Folders [ conca | :
3. You will have to confirm the replacement of 5
the file. Click the Yes Button to continue. L

i ExportTest.bdb2 already exists,
Do you want to replace it?
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The settings have now been changed with the

adjustments you have added.

[~ ]531-322 v1.2 7/9/2013
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Outside of BrainAvatar Software (File Explorer)

Creating a Trainee Folder

PLEASE NOTE: This process can only be done if you have purchased a BrainMaster Clinical
License.

1. Locate the .bdb2 file that you would like to
use for your training. When you find this, file
double-click.

2. The following screen will appear, asking what Do to want to: x|
you would like to do. There are 4 options:
a. Create a new study with these
settings — This will bring you to the Zreate a new study with these settings
Create Folder Tab, so that you can

create a new folder.

b. Use these settings in the current
study — This will automatically load
these Settings into the StUdy Folder that Run a temporary session
you last ran a session with, and will
open the software to this Study Folder e :

c. Use these settings and pick a study — . Cancel
This option will allow you to pick a Study
folder that you would like to load this
into. After you have picked, it will open the software to this Study Folder.

d. Run atemporary session — This will load the settings into a Study Folder named
Temporary Session, and will open the software to this Study Folder.

To create a new folder, click Create a new study with these settings.

Use these settings in the current study

Use these settings and pick a study
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3. Type in the name that you would like, and the
file ID for the folder in the proper fields. When
naming the folder, please take HIPAA
compliance into consideration. When you
have entered the name and file ID, click OK to
continue.

4. The following screen will appear. This will be
slightly different than if you created a folder
inside of the software. As opposed to 4
options as normal, you will only have 2
options:

a. Cancel creating the folder — This will
cancel creating this folder, and return
you to the Select Folder Tab.

b. Create the folder with the currently
chosen settings — This will load the
last chosen settings file for this folder.

to creata this

BrainAvatar Setup

Session Ubrarian | Edit Foider Info. |

Logged i, davice type Descovery

|

This is the only option available, as you have already chosen the Settings protocol that

you would like to have loaded.
To continue, click option b.

5. The Edit Folder Info Screen will open. Fill out
all information, and then click the Save and
Continue Button.

[~ ]531-322 v1.2 7/9/2013

investigator /  [EEG tech

g
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You have now created a folder for training.

[(re ]531-322 v1.2 7/9/2013

Logged in, device type Discovery
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Changing to a new Settings Files

PLEASE NOTE: This process can only be done if you have purchased a BrainMaster Clinical
License.

1. Locate the .bdb2 file that you would like to
use for your training. When you find this, file
double-click.

2. The following screen will appear, asking what Do to want to: El
you would like to do. There are 4 options:
a. Create a new study with these
settings — This will bring you to the Create a new study with these settings
Create Folder Tab, so that you can

create a new folder.

b. Use these settings in the current
study — This will automatically load
these Settings into the StUdy Folder that Run a temporary session
you last ran a session with, and will
open the software to this Study Folder ———— :

c. Use these settings and pick a study — . Cancel |
This option will allow you to pick a Study
folder that you would like to load this
into. After you have picked, it will open the software to this Study Folder.

d. Run atemporary session — This will load the settings into a Study Folder named
Temporary Session, and will open the software to this Study Folder.

To change settings to a folder, click either option b or option c, based on the Study Folder you
would like these loaded into.

Use these settings in the current study

Use these settings and pick a study
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The settings file will now be loaded into the e e

Study Folder that you have selected.

**P EASE NOTE: You cannot change settings to a settings file outside of the BrainAvatar Software.
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Walkthrough Guide: How to convert a Settings File from either the BrainMaster 3.0
Series Software or Discovery Series Software into the BrainAvatar 4.0 Series Software

—

[T oo | o =
| Timer 000.69 ms average 001.89 ms usage 04.11 %

1. From the Training Screen, Click the File Tab,
then Import Settings.

2. You will have to do two things from here:

A. First, you will have to switch the type of
files that you are looking for from “Setup
Files”, to “Old settings file (e.g. settings)”. | Oen [v] | Cemcet | [ oOpen |v] [ conca |

|Setup Files "l |Old setting files (e.g. settings) v|

B. Next, you will have to direct yourself to the original
BrainMaster Settings Directory that you would like to move the | 4 € BrainMaster Avatar

settings from. This can be done by using the scroll bar on the Avatar Settings Folder
left to move to the top of the extras bar, and choose the Atlantis Settings Folder
BrainMaster Settings Directory that best suits your needs. Discovery Settings Fold

C. After directing yourself to the directory that you
would like to choose for your settings file, from the
directory on your right, find the protocol folder that
best suits your needs, and choose this by double-
clicking on it. Then, double-click on the “settings”
file that appears next.

File pame + [0 setting ks (e settings)_~

**P EASE NOTE: You have now imported the Settings file to be used for THIS STUDY FOLDER
ONLY! TO USE FOR FUTURE STUDIES:
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3. From the Training Screen, Click the File Tab, &=
then Export Settings.

00:22:30 655 |55 [T E L

Sample 800 at_3.125 seconds

4. When you save the file you can either save
this over an existing file. Or, you can name it
as a new file. Once this is completed, click
the Save Button in the bottom-right hand
corner of this screen.

ocus
o Limit QEEG Assessment
Peak
<] PercentZOK using PZMO and PZME
</ Relax
Squash
Temp with SCR and BVP
| Computer 3

= =] Test
& WINVISTA (C: =

— o Z Scare PZOKUL with ROIA
(s DATA (D) 2

BDB2 File 76 KB

File name:

Save as type: | Setup Files v\

= Hide Folders [ | [ e |

You have now converted a BrainMaster 2.5, 3.0, or
Discovery Settings file to be used as a Setting File
for the BrainAvatar Software. You will be able to tell
this, as this will now be listed in your BrainAvatar
Settings files.

[ (e ]531-322 v1.2 7/9/2013 Page 49 of 182



BrainAvatar User Manual
BrainAvatar Trainee Screens

Keyboard Quick Keys
The following keyboard controls can be used at any time when the BrainMaster is operating.
PLEASE NOTE: When autothreshold is used, threshold commands change percent target
value. ALSO NOTE: Pressing <Tab> switches into “frequency adjust” mode. Pressing “a” for
alpha, “t” for theta, etc, will make the frequency band change per what you have selected for
the “on-the-fly” Frequency adjustment.
Key Function
Increase the alpha or 3" bands threshold by 0.1uV or target by 1 percent
Decrease the alpha or 3" bands threshold by 0.1uV or target by 1 percent
Increase the beta or 5™ bands threshold by 0.1uV or target by 1 percent
Decrease the beta or 5" bands threshold by 0.1uV or target by 1 percent
Increase coherence/phase threshold
Decrease coherence/phase threshold
Increase the delta or 1% bands threshold by 0.1uV or target by 1 percent
Decrease the delta or 1% bands threshold by 0.1uV or target by 1 percent
Increase the gamma or 7" bands threshold 0.1 uV or target by 1 percent
Decrease the gamma or 7" bands threshold 0.1 uV or target by 1 percent
Increase the hibeta or 6" bands threshold 0.1 uV or target by 1 percent
Decrease the hibeta or 6™ bands threshold 0.1 uV or target by 1 percent
Increase the lobeta or 4™ bands threshold 0.1 uV or target by 1 percent
Decrease the lobeta or 4™ bands threshold 0.1 uV or target by 1 percent
Toggle “Brain Mirror” between FFT and Filtered Mode
Reduce artifact rejection threshold value by 10 microvolts
Increase artifact rejection threshold value by 10 microvolts
Increase the theta or 2" bands threshold by 0.1 uV or target by 1 percent
Decrease the theta or 2™ bands threshold by 0.1 uV or target by 1 percent
Increase the user or 8" bands threshold by 0.1 uV or target by 1 percent
Decrease the user or 8" band threshold by 0.1 uV or target by 1 percent
Copy autothresholds into current thresholds (““Autoupdate”)

<|C|s (|||~ (2T T|T|oe|(O|e|o]|0 |mT|>]|

<Shift> + “=” Increase display gain by 20%

- Decrease display gain by 20%

<Space> Pause or end pause

1 Set mode so keys (d, t, etc) adjust channel 1 only for thresholds, etc.
2 Set mode so keys (d, t, etc) adjust channel 2 only for thresholds, etc.
3 Set mode so keys (d, t, etc) adjust channel 3 only for thresholds, etc.
4 Set mode so keys (d, t, etc) adjust channel 4 only for thresholds, etc.
0 Set mode so keys (d, t, etc) adjust for all thresholds

<Up><Pg Up> Moves the display up(CSA Display Only)

<Down><Pg Moves the display down(CSA Display Only)

<Left> Moves the display to the left(CSA Display Only)

<Right> Moves the display down(CSA Display Only)

<Insert> Switches between controlling look point and camera(CSA Display Only)
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Keyboard Quick Keys (Continued)

Key Function

<Shift>+9 Decreases the Photic Output Amplitude by 1%

<Shift>+0 Increases the Photic Output Amplitude by 1%

<Shift>+ «.” Enables Impedance (Discovery only)

<Shift> + 7 Disables Impedance (Discovery only)

<Ctrl> +e Opens the BrainAvatar Setup Menu on the Event Wizard Tab
<Ctrl>+z Opens the BrainAvatar Setup Menu on the Z-Score Tab

[~ ]531-322 v1.2 7/9/2013
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Renaming Tabs

1. From the Training Screen, find the Tab e |

P
10 secon

Section located at the bottom of the screen. | Tz | S —

Memory 28.86 MB Timer 003.29 ms average 001.26 ms usage 02.77 %

Find the tab that you would like to edit, and
double-click. Doing this will allow you to edit
the Tab name to what you would like.

2. All of the Tabs can be renamed. If the names
of the tabs get too long, you can use the o220 fess fess [
arrow buttons located next to the Tab Section  pu—
to search through them.

Timer 000.57 ms average 000.64 ms usage 01.41 %

[<[*]' Acauired » Trained 3 7-Scare hete. £ Tah 5 3, Tah 6

[ (e ]531-322 v1.2 7/9/2013 Page 52 of 182



BrainAvatar User Manual
Displays (Tabs)

1. There are two ways to choose what to display on each tabs
A. Classic Method: From the Setup

Screen, click the Settings Tab, and then
click the Display Tab, and choose by
putting a check mark by the items that you
would like displayed for each Tab. There
are 6 Tabs for the Training Screen and
Client Screen, plus an Overlay Screen,
that can be displayed on all Tabs. Once
you have chosen the Displays that you
would like, please click the Use Settings
and Close Button. PLEASE NOTE: This
will not properly reflect, if you have done any changes using the Panel Wizard.

B. Training Screen: Click the Display Tab, & SRR
and choose which Display you would like ,
for the Tab that you have currently
selected. You will have to do this to each
Tab individually. PLEASE NOTE: This
will not properly reflect, if you have done
any changes using the Panel Wizard
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Display Types & Functionality

Acquired Waveforms

Use: Displays the acquired Waveforms. - :
Requirements: Displays only sites seleted =~ =HEECmEm «: ©
in the Acquired Section of Settings. - -
Left-Click Mouse Function: Yes.
Highlights an area of EEG for making
annotations (Coming Soon).

Right-Click Mouse Function (Panel

. . Select Channel Select Bands Options
Option): Yes. Allows you to add filtered ® o1 @ 5 - e e
waveforms, choose to not view particular v Ve et ™ zero Line

v C3 v Pz Delta crol
waveforms, show uV levels, DC Offsets & v o v o = o e
Impedances, as well as turning on & off a v o " Aeha W 2 T

. M F7 [ Beta [~ Show RMS

Zero Line. T2  sum Ep—

M T5 ™ Beta2 [~ Show Impedance

W Fz 7 Gamma

W Fp2 [ alpha1l

W F4 [~ Alphaz

v Cc4
W P4
v 02
W Fa
W T4

I~ Use tab defaults Cancel
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Training Waveforms

Use: Displays the Trained Waveforms. T
Requirements: Displays only sites selected

in the Montage Section of Settings.

Left-Click Mouse Function: Yes. No use at
this moment.

Right-Click Mouse Function (Panel
Option): Yes. Allows you to add Raw EEG et e T
waveforms, show uV levels, frequencies
(Filtered Bands Only), and DC

Offsets.

-
-
-
-
-
-
-
-
-

I~ Set Loreta folder
[ Create electrode sxyz file
[ Scroll

[~ Show Value ™ Show RMS
™ Show Freq [~ Show DC

Cancel
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Frequency Spectrum

L il

Display: Frequency Spectrum RO o
Use: Displays the frequency spectrum for
each Trained site. ‘ I LA e bl

Requirements: Displays only sites selected & ﬂﬂi-l}ﬂ_ \ \h} li_hhlw “r \il}' Ak“g“ I \Il} LII'IUIM s Al
in the Montage Section of Settings

Left-Click Mouse Function: No. b o i |k | i | it

‘ |I'l ll‘lilm I |Iﬂ|hiw ‘. \M umﬂw i ;III.“IM H |1l|[ ||Mhlw

Right-Click Mouse Function (Panel Option): No.

[ (e ]531-322 v1.2 7/9/2013 Page 56 of 182



BrainAvatar User Manual
Thermometer Display

Use: Displays live bar-graphs that show the eEEEemEmEm:: =
selected frequency components, along with TR IR I IR
associated threshold information for each IEgIFiEiEIRiE
trained site. You can choose from three l i ﬂ I 1 | §|’
different types of Thermometers: Classic, W eQeee
Contour(pictured), or Large. P T T T CETOE TG
Requirements: Displays only sitesselected | -~ |  °
in the Montage Section of Settings. ' % H ‘ l F :I
Left-Click Mouse Function: No. l 1 Y XX

EiT Si X SIS

Right-Click Mouse Function (Panel R
Option): Yes. Allows you to choose which | R ——— -
bands or Events you would like displayed, as C . ;
well as choosing the Large Style = - -
Thermometer. - -
I= ¥
i
g
g L__B—
| ¥ Use tab defaults cancel
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Mini BrainMirror(FFT)

Use: Displays the FFT spectrum for each e
trained site.

Requirements: Displays only sites selected
in the Montage Section of Settings.
Left-Click Mouse Function: No.

Right-Click Mouse Function (Panel Option): No.
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Mini BrainMirror(Filter)

Use: Displays the Filtered spectrum for o —
each trained site.

Requirements: Displays only sites
selected in the Montage Section of Settings.
Left-Click Mouse Function: No.

Right-Click Mouse Function (Panel Option): No.
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Text Stats

Use: Displays the Grand Average, Damped
Average, and percent of time over threshold
for each frequency band on each trained site,
as well as any Event Information.
Requirements: Displays only sites selected
in the Montage Section of Settings, and/or if
an Event is enabled.

Left-Click Mouse Function: No.

Right-Click Mouse Function (Panel
Option): Yes. Allows you to choose which
bands or Events you would like displayed, as
well as other settings like Impedance
readings, Impedances, as well as adjust the
data precision.

[~ ]531-322 v1.2 7/9/2013

-

Select Bands
r

.
-
-
-
.
-
-
-

Select Events
~

15 R I I I N R R I I B R o IR R

¥ Use tab defaults

Cancel

Options
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Trend Graph (Components)

Use: Displays a graph for each component
for each trained site.

Requirements: Displays only sites selected
in the Montage Section of Settings.
Left-Click Mouse Function: No.

Right-Click Mouse Function (Panel Option): No.
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Trend Graph (Events)

Use: Displays a graph for each event R
utilized through the Event Wizard. N
Requirements: Displays only if an Event is

Enabled and Visible.

Left-Click Mouse Function: No.

Right-Click Mouse Function (Panel
Option): Yes. Allows you to choose which O
Events that you would like to display, as well  Theta
as different settings for size of the lines, and
the range of the graph.

Options

[~ Auto Range

Alpha ¥ Scraoll
Hibeta

-
W

¥ Wide Lines

Event 4 ¥ Grid
Event 5

Percent Reward
Event 7
Event 8
Event 9
Event 10
Event 11
Event 12
Event 13
Event 14
Event 15
Event 16

<< <7177

< «

< < < « =

[~ Use tab defaults ﬂ
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Wide Trend (Events) (Same as Trends)

Use: Displays a longer graph for each event
utilized through the Event Wizard.
Requirements: Displays only if an Event is
Enabled and Visible.

Left-Click Mouse Function: No.

Right-Click Mouse Function (Panel

Option): Yes. Allows you to choose which
Events that you would like to display, as well B
as different settings for size of the lines, and E
the range of the graph. v

< < < < < < < < << 17170

[~ ]531-322 v1.2 7/9/2013

Select Events

Theta
Alpha
Hibeta
Event 4
Event 5

Options

[~ Auto Range
v Scroll

V¥ Wide Lines
v Grid

Percent Reward

Event 7

Event &

Event 9

Event 10
Event 11
Event 12
Event 13
Event 14
Event 15
Event 16

[~ Use tab defaults ﬂ
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Z-Scores

Use: Displays the Absolute Power, Relative ‘ T el
Power, and Power Ratios for all components v
chosen at each trained site.

Requirements: Displays only for sites,
components, and values chosen in the Z-
Score Section of Settings.

Left-Click Mouse Function: No.

Right-Click Mouse Function (Panel
Option): Yes. Allows you to select the Select Bands Options
bands for viewing, the speed that you would r
like for the data, what data you would like to
view (If you are doing both Surface as well as
sLORETA), as well as adjust the palette for
the data coming in.

-

-

Palette
Range
-

=
~

Colors
p

o~

-
-
-
-
-
-
-
-

v Use tab defaults Cancel
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Z-Bars Plot
Use: Displays the bar-graph. representation — _mE—m——————— e —
of the Absolute Power, Relative Power,

Power Ratios, Phase, Coherence, and
Asymmetry for all components chosen at
each trained site.

Requirements: Displays only for sites,
components, and values chosen in the Z-
Score Section of Settings.

Left-Click Mouse Function: No.

@wmuuﬂwﬂﬁuu

10

Right-Click Mouse Function (Panel Option): No.
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Z-Maps

Use: Displays a topographic version of the
Z-Scores for each filtered waveform.
Requirements: Displays only if you have
19-Channel Z-scores chosen in the Z-Score
Section of Setings.

Left-Click Mouse Function: No.

Right-Click Mouse Function (Panel
Option): Yes. Allows you to choose what e Banes options Palsets
Bands are displayed, the palette range of the - - Patenetow: [0
maps as well as choose between averaged ; - Palette High:  [3.0°
maps, instantaneous maps, damped maps, v -
and/or all of the different connectivity maps. : -

r m

-

I
| ¥ usetab defaults Ca“‘u
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Flat Maps

Use: Displays a topographic version of the
powers for each filtered waveform.
Requirements: Displays for only the bands
chosen to be viewed.

Left-Click Mouse Function: No.

Right-Click Mouse Function (Panel
Option): Yes. Allows you to choose what
Bands are displayed, the palette range, as
well as choose between averaged maps,
instantaneous maps, big maps, damped
maps, and Laplacian View.

Select Bands Options Palette

-
-

Palette Low: =11
Palette High: 3.0

0 A S e I (S [
OO0 Omnnmn

i ¥ Usetab defaults Cancel
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CSA (Filtered)

Use: Displays a filtered version of the
Compressed Spectral Array for each trained
site.

Requirements: Displays only sites selected
in the Montage Section of Settings.
Left-Click Mouse Function: Yes. By left-
clicking and holding down on the mouse, you
can change the displays orientation. Using
the Scroll control, will zoom the field in and
out. See the Keyboard Quick Keys for more
options.

Right-Click Mouse Function (Panel

Option): Yes. Allows you to choose what Select Channel Select Bands
Bands are displayed, as well as if you would i I~

like this to be displayed as a full image, or a -

line image.

-
-
-
-
-
-
-
-

¥ Use tab defaults Cancel
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CSA (FFT)

Use: Displays a FFT version of the
Compressed Spectral Array for each trained
site.

Requirements: Displays only sites selected
in the Montage Section of Settings.
Left-Click Mouse Function: Yes. By left-
clicking and holding down on the mouse, you
can change the displays orientation. Using
the Scroll control, will zoom the field in and
out. See the Keyboard Quick Keys for more
options.

Right-Click Mouse Function (Panel

Option): Yes. Allows you to choose what Select Channel Select Bands
Bands are displayed, as well as if you would i I~

like this to be displayed as a full image, or a -

line image.

-
-
-
-
-
-
-
-

¥ Use tab defaults Cancel
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Coherence

Use: Displays a text representation of
Coherence for the Acquired channels.
Requirements: Displays only sites seleted
in the Acquired Section of Settings.
Left-Click Mouse Function: No.

Right-Click Mouse Function (Panel
Option): Yes. Allows you to choose which
bands you would like to look at, as well as
what type of Coherence you would like to
view.

Select Bands Options
w

-

I NI JREY I R JRE IC

W Use tab defaults
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Similarity

Use: Displays a Bar Graph representation T T I iy i
for the Trained channels. ; ' »

Requirements: Displays only sites selected
in the Montage section of Settings.
Left-Click Mouse Function: No.

Right-Click Mouse Function (Panel Option): Yes.
Allows you to choose which bands you would like to
look at, as well as what type of Coherence you would

) . v Use tab defaults
like to view.

1 71 X X XX XX T

Cancel
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EEG Text

Use: Displays a text representation for the
Acquired channels at each sample.
Requirements: Displays only sites selected
in the Acquired Section of Settings.
Left-Click Mouse Function: No.

Right-Click Mouse Function (Panel Option): No.
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Advanced Displays

Head Map (Optional Purchase)

FreqBands Sound Themes Setup Help

e ] oo Lo Lo oo G el - 1R

‘ 24-CHANNEL EEG ‘ SAVING EEG TO DISK...

Damping 1000

M slice Z
-

M Auto Palette SetNow 13
M Rotate Camera 14

"

<[>T\ Acauisition 3 Tab 2 ) Tab 3 3 Tah 4 {Tah 5 ) Tah 6 ) Review ) Overlav / _ C:\ProgramData\BrainMaster\Studies ReadingTest

1. Model Display Section — Section where you can choose various items to be displayed for the
model.

2. Display Drop-Down Menu - Drop-Down Menu, where you can choose the type of display for
the data. You can choose between Scalp fields, Voxels, Dipoles, and Connections.

3. Source Drop-Down Menu — Drop-Down Menu, where you can choose the source of the
display information. You can choose between various acquired and Z-Scores sources, based
on your Display choice.

4. Component Drop-Down Menu — Drop-Down Menu, where you can choose the component to
be displayed. You can either choose the Raw EEG, or any of the filtered bands.

5. Overlay Drop-Down Menu — Drop-Down Menu, where you can choose an Overlay to be
displayed. You can choose between a Rectangular or 10/20 Grid. This will only be displayed
for Scalp fields or Connections.

6. ROI Drop-Down Menu — Drop-Down Menu, where you can choose the Region of Interest to
be displayed. For a detailed list of the ROI’s, please see the next page. This will only be
displayed for Voxels or Dipoles.

7. Hemisphere Drop-Down Menu — Drop-Down Menu, where you can choose to look at the Left
Hemisphere, Right Hemisphere, or both.
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Head Map (Optional Purchase) (Continued)

)
up Help

il E emes.
EEEECE e 0w [ [ " e g o]

‘ 24-CHANNEL EEG ‘ SAVING EEG TO DISK...

F

None

Everything

emisphere
Both Sides

Slice
M Auto Palette  Set Now

B Rotate Camera 14

q

[>T\ Acauisition_» Tab 2 » Tab 3 3 Tab 4 {Tah 5 ) Tab 6 % Review ) Overav C:\ProgramData\BrainMaster\Studies

ReadingTest

8. Damping Slider — Slide bar that sets the rate of change for the display.

9. Palette Low Slider — Slide bar that sets the low palette for displaying.

10.Palette High Slider — Slide bar that sets the high palette for displaying.

11.0pacity Section - Slider bars that sets the opacity for the different ranges of data.

12.Slice Section — Section, that you can chose an area for viewing base on X, Y or Z coordinates
on the head.

13.Auto Palette Section — Section where you can allow the data to set the range that you are
investigating, and click the Set Now to set the range to a permanent range.

14.Rotation Section — Section that you can set the rotation and speed of rotation for the Head
Map.
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Requirements: Displays only sites selected swescammem @: = - = -
in the Acquisition Screen. -
Left-Click Mouse Function: Yes. By left-
clicking and holding down on the mouse, you
can change the displays orientation. Using
the Scroll control, will zoom the field in and
out.

Right-Click Mouse Function (Panel Option): Yes. Allows
you to either hide or display the Palette or Signal menu.

Options

v Palette Menu
v Signal Menu
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Everything
Frontal Lobe
Limbic Lobe
Occipital Lobe
Parietal Lobe
Sub-lobar
Temporal Lobe
*

Angular Gyrus

Anterior Cingulate
Cingulate Gyrus
Cuneus

Extra-Nuclear

Fusiform Gyrus

Inferior Frontal Gyrus
Inferior Occipital Gyrus
Inferior Parietal Lobule
Inferior Temporal Gyrus
Insula

Lingual Gyrus

Medial Frontal Gyrus
Middle Frontal Gyrus
Middle Occipital Gyrus
Middle Temporal Gyrus
Orbital Gyrus
Paracentral Lobule
Parahippocampal Gyrus
Postcentral Gyrus

[~ ]531-322 v1.2 7/9/2013

ROI Table

Posterior Cingulate
Precentral Gyrus
Precuneus

Rectal Gyrus

Sub-Gyral

Subcallosal Gyrus
Superior Frontal Gyrus
Superior Occipital Gyrus
Superior Parietal Lobule
Superior Temporal Gyrus
Supramarginal Gyrus

Transverse Temporal Gyrus

Uncus

Brodmann area 1
Brodmann area 2
Brodmann area 3
Brodmann area 4
Brodmann area 5
Brodmann area 6
Brodmann area 7
Brodmann area 8
Brodmann area 9
Brodmann area 10
Brodmann area 11
Brodmann area 13
Brodmann area 17
Brodmann area 18
Brodmann area 19

Brodmann area 20
Brodmann area 21
Brodmann area 22
Brodmann area 23
Brodmann area 24
Brodmann area 25
Brodmann area 27
Brodmann area 28
Brodmann area 29
Brodmann area 30
Brodmann area 31
Brodmann area 32
Brodmann area 33
Brodmann area 34
Brodmann area 35
Brodmann area 36
Brodmann area 37
Brodmann area 38
Brodmann area 39
Brodmann area 40
Brodmann area 41
Brodmann area 42
Brodmann area 43
Brodmann area 44
Brodmann area 45
Brodmann area 46
Brodmann area 47
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Panel Wizard

Panel Wizard Control Menu Display

11" Auto Layout 27~ Show Outlines Tab j Tab 2

Manual Layout Options

addy | = 12 Apply 13 ok | 14 Cancel |

1. Auto Layout Check Box — Check Box to choose whether or not you want the tab to use the
Auto Layout function.

2. Show Outlines Check Box — Check Box to choose whether you would like to see the display,
or if you would like to view the outlines, so that you can manually move the display box.

3. Tab Name Box — Box in which you can view/rename the current tab you are viewing (Coming
soon).

4. Display Type Box — Display box, that displays the currently selected display type, as well as
allows you to change the Display type (Coming soon).

5. X Axis Box — Box, in which you can adjust the Display Type’s position on the X-Axis for this
Tab.

6. Y Axis Box — Box in which you can adjust the Display Type's position on the Y-Axis for this
Tab.

7. Width Box — Box in which you can adjust the width for the particular Display Type on this Tab.

8. Height Box — Box in which you can adjust the width for the particular Display Type on this
Tab.

9. Delete Button — Click to delete the Display Type for this tab

10.Menu Button - Click to bring up the Menu for the Display Type. This can also be done, by
Right-Clicking the particular Display Type.

11.Add Box — Box in which you can add new Display Types.

12.Apply Button — Click to apply any changes done in the X Axis, Y Axis, Width, and/or Height
Boxes.

13.0K Button - Click to confirm changes and close the Panel Wizard

14.Cancel Button — Click to cancel any changes that have not been applied, and close the Panel
Wizard
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Using the Panel Wizard

1. From the Training screen, Right-Click on the saewcacaem oo & & -
Tab that you would like to edit. You will have g2
some different options:

a. Auto Layout — In order for you do any
type of manual design, this will have to
be un-checked. After you have
unchecked this, click the OK Button,
and re-start Panel Wizard:

b. Show Outlines — This switches
between seeing the display and seeing
lines for the displays. When you see i
the outlines, you can click on the different boxes. This aIIows you o resize or move a
display using your mouse

c. Add: - This allows you to add different displays for this tab

d. Manual Layout Options — This allows you to use the X and Y axis to place the display in a
particular location, as well as adjust the width and height. When you have entered this
information, click Apply to place these items. You can also choose to delete a particular display.

This will now launch the Panel Wizard. You will R iecocasm oo o o -
tell that this was successful, as the Panel Wizard
Menu will now be open. From here, you can
make the adjustments that you would like to
adjust.
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Panel Wizard Resolution Help

5] |
F d_Themes Set

o ] oo Lo Lo oo IOl I - TR
[ \

"
o

Theta

L e e e e e e e

-t

o

Moving camera

[X[>]\ Trainina { Fvent Information ) larae CGA ) Tah 4 3 Tab 5 ) Tah 6 » Revie|C:\ProgramData\BrainMaster\Studies ReadingTest

1920 X 1080 Resolution Screen Settings

Panel Wizard

[ Auto Layout [~ Show Outlines Tab Training Tab 1

Manual Layout Options
Mo dide Type X A W H Jpc Del Menu Extra

1 [~ | Thermometer Contou 1403 |0 325 388 T Delete Menu
2 [~ |Raw EEG 0 0 1403 | 388 T Delete Menu
3 [~ | Mind Mirror o 393 500 375 7 Delete Menu
r
r

4 [~ | MindMirror FFT 500 393 500 375 Delete Menu
5 [ |CsA i0o0 | 393 600 500 Delete Menu

AN

Add a panel: - Apply oK
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1680 X 1050 Resolution Screen Settings

Panel Wizard

| I~ Auto Layout I~ Show Outlines Tab Training Tab 1

~Manual Layout Options
No  dide Type

X W H Jpc  Del Menu I
ll_ I~ | Thermometer Contou |1133 elete Menu | I_
I~ |RrRawEEG I Delete Menul
o [
l_
l_
=

al o
o <
=
=
o
Y
m|
=]
o

4 I~ | MindMirror FFT 300 393 300 250 Delete Menul

DR
M pelee
I oslete
ls_rlr:sn— so0  [3s3  [eoo [soo0 T ﬂlﬂl

Add a panel: vl Apply oK

1366 X 768 Resolution Screen Settings

 Panel Wizard

=
w
=

[” Auto Layout [~ show Outlines Training Tab 1

~Manual Layout Options

1
No  dide Type X Y W Jpc  Del Menu Extra

=
-
=l

H
s
[3520 ™
IF r Deletel Menul
Enlls

r Deletel Menul
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EEG Data Files

Simple EEG Data File Playback (Playback File Method)

PLEASE NOTE: This process can only be done if you have purchased a BrainMaster Clinical
License.

1. From the Training Screen, click the Data Tab,
and choose the option Playback File.

= I

I T Nl (00:22:30 [655  [ess [T

: —
2. Use the Open Screen to Navigate to the EDF g
. . <« ProgramData » BrainMaster » Studies » CreateFolderTestl v | +5 @ Search Createl R
file that you would like to play. p—— =
4 Recently Changed *  Name Type Size
Public ~
|| CreateFolderTestl 09.000.01 EO EDF File 60 KB
B Desktop
0200001 EDF File 166 KB
& Download: — o
|=] 0300001 M EDF File 1816 KB
Dropbox
| 0400001 EDF File 142 KB
Recent P! = -
|®] 0500001 EDF File 405 KB
|®] e0600001 EDF File 499 KB
|=] 0700001 EDF File 416 KB
|=] 0800001 EDF File 4,246 KB
|=] 0800102 EDF File 536 KB
™ Computer
&, WINVISTA (C)
= DATA (D)
File pam. EDF Files (*.edf) -
Op I+ Cancel

The EDF will now begin to playback. The EDF will - — :
operate exactly as live EEG. All displays will react : ‘ St T
as if live EEG information is coming in.
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Opening an EEG Data File (With-in BrainAvatar Software)

1. From the Training Screen, click the File Tab, — ——
W S Tl (00:22:30 655 655 [T =] [10zeconss ]

Sample 662 at 2.586 secon ds

and choose the Open EEG File Option.

2. Use the Open Screen to Navigate to the

EDF, BDF, or DAT file that you would like to e —— —— _,,:
open. PLEASE NOTE: In order to review a B L -
DAT File, you will have to specifically choose B ot 5 cmm e
that file type in the Drop-down menu in the N b T e
bottom-right hand corner. T - Pt -
Fy ) .

File name: -+ [OFflesten -

|

You can now review the EDF, BDF, or DAT File in
the BrainAvatar Software.
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Opening an EEG Data File (Windows Explorer)

1. Locate the EDF, BDF, or DAT file that you
would like to open. When you find this file
double-click.

The EDF, BDF, or DAT file will now be opened
inside the BrainAvatar Software. You can now
review this file.
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Review Playback

Playback Control Menu
(W Dialog ﬂ

1 What to playback 2 Within that selection, play:

" The whole file & All of the data
[ &

~
{

@ The selected range:

From 91

il

To 1530

3~ Which filters to use: 4 Playback

" Current filters (from BSetup) Play selected EEG

@ Standard BrainMaster filters
v and repeat

" and create EC

1. What To Playback Section — Section where you can choose what information that you would
like to playback
a. The Whole File — Choose this to playback the entire EDF, BDF, or DAT File
b. The Selected Range — Choose this to playback only the selection area chosen through
the mouse
2. Within that selection, play: Section — Section where you can set a more specific
requirement of what you will playback
a. All of the Data — Will playback all of the Data defined by the What To Playback Section
b. Only the sections marked good — Will playback all of the sections that have been
annotated good that are within the What To Playback Section. This will be grayed out, if
there are no sections marked good within the Playback section
c. All except sections marked bad — Will playback all of the sections that have not been
annotated as bad that are within the What To Playback Section. This will be grayed out,
if there are no sections marked bad within the Playback section
3. Which filters to use: Section — Section where you can choose what type of filters to use
a. Current Filters — This will utilize the Filters that you have defined from the Bands
section
b. Standard BrainMaster Filters — This will utilize the Standard BrainMaster Filters
regardless of the filter settings from the Bands section
4. Playback Section
a. Play selected EEG Button — Plays back the EDF, BDF, or DAT File based on the
settings chosen
b. And repeat check box — Will repeat the playing back of the file until the software is
stopped.
c. And create EDF File Check box — This will create a new EDF File of the played back
EDF.
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Data Playback in the Review Screen (Playback button)

1. After you have opened the EDF, BDF, or
DAT file in the BrainAvatar Software, to
playback, click the Playback button at the
bottom of the screen.

ey e e o e

SAVING EEG TO DI

The EEG Data File will now begin to playback. The . -

EEG Data File will operate exactly as live EEG. All ““"‘@-m e

SAVING EEG TO DISK

displays will react as if live EEG information is
coming in.
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Playing back a section of an EDF File

1. H|ghl|ght the EEG that you would like to use ‘nmm 02230655 [p5s [ d[weeee MR =
by holding the Left-Mouse button down, and = ‘
moving the mouse. This will bring up the
Panel Options Menu. On the Panel Options,
you have multiple options

a. Data range: - This will allow you to
choose whether you would like to
playback the area selected, or to look
at the entire EDF File.

b. What to process: - If the whole file is E =
selected, or you have selected areas that have annotations then you can choose either
choose to playback the entire file, Sections marked good, or sections not marked bad.

c. Playback: - Depending on the information chosen above, you can play what you have
selected, and choose to either repeat the playback, or simply playback one time.

This will now be playing back the EDF file based on
the selection that you chose to play. You will tell
this is happening by seeing a green line moving
across the Review Screen.

[ SAVING EEG TO DISK...
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EDF Annotation

Annotation Control Menu

| Dialog =

Playback] Loreta] ZBuiIder] Analyze]

1 From sample number | 253 To sample number | 1717

Selected range is from 0.988 seconds to 6.707 seconds

6 List Markers

2 Mark As Good

4 Mark As:

|
3 Mark As Bad |
|
|

GAnnotate With Text:

1. Selected Data Section — Section that displays the data that has been selected. It is displayed
in the Sample number that has been selected, as well as the Seconds that have been
selected. You can use the Samples to change the data that has been selected.

2. Mark As Good Button — Click this to create a Green highlighted section that will cover the
area defined in the Selected Data Section. It will also Annotate this section with a Label Good.

3. Mark Bad Button — Click this to create a Red highlighted section that will cover the area
defined in the Selected Data Section. It will also Annotate this section with a Label Good.

4. Mark As: Button — Click this to create a highlighted section that will cover the area defined in
the Selected Data Section, and is based on the type of labeling chosen. It will also Annotate
this section with a Label based on the type of labeling chosen

a. Good - Green Highlight. Good Label

b. Bad — Red Highlight. Bad Label

c. Artifact — Blue Highlight. Artifact Label

d. Eye Blink — Blue Highlight. Eye Blink Label

5. Annotate with Text: Button - Click this to create a Blue highlighted section that will cover the
area defined in the Selected Data Section. It will also Annotate this section with the Label
defined in the Text box next to the button.

6. List Markers Button — Button that Displays the Labels, where they can be found and allows
you to edit these labels (COMING SOON).
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Annotating an EDF

2. Highlight the EEG that you would like to use - v — s
by holding the Left-Mouse button down, and =~ "HERE=EmER e e '
moving the mouse. This will bring up the [
Panel Options Menu. On the Panel Options,
click the type of annotation that you would
like to use.

The EDF File will now have this Annotation placed S
on the EDF. You will be able to tell that this has ——
been annotated, by seeing the EEG area will now ARSARIEA 1 o AR e
be highlighted, as well as labeled at the bottom.

[ (e ]531-322 v1.2 7/9/2013 Page 88 of 182



BrainAvatar User Manual
Deleting an Annotation

1. On the bar at the bottom of the Review e~ —
screen, locate the Annotation section you [ ————— e N
would like to delete. Once it is found, right- : :
click on this annotation to bring up the Marker
Description Menu. To delete, click the Delet
Marker Button to continue

T

The EDF File will now have this Annotation removed sacEcEoEEm oo B o @

Sample 19295 at 75.371 seconds

on the EDF.
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ZBuilder

ZBuilder Contol Menu

Annotate] Playback | Loreta 2

1 What to analyze: | 4 Within that selection, analyze: — ] 6Which filters to use: —
¢ The whole file @ All of the data " Current filters
¢ The selected range: € Only the sections marked good & Default filters

From lm—' " all except sections mark
To 1768 5 output file:

' Default filename in the current study

2 What to include in the file: - " EO/EC filename in the current study

IV Similarities
™ voxels " Default filename in the control folder

" EO/EC filename in the control folder

3 Options
[~ start Excel when done

7 Run ZBuilder I 8 Cancel I

1. What To Playback Section — Section where you can choose what information that you would
like to process for the ZBuilder File
a. The Whole File — Choose this to process the entire EDF, BDF, or DAT File
b. The Selected Range — Choose this to process only the selection area chosen through
the mouse
2. What to include in the file: Section — Section where you can choose what information will be
included in the file
a. Similarities — This will include all forms of cross-channel communication for the 19
channels
b. Voxels — This will include the Power information for the 6,239 Voxels
3. Options Section — Section where you can set different Options for the software to do after
ZBuilder has been run
a. Start Excel when done Checkbox — Check to have Excel to open the completed file
after this has been processed.
4. Within that selection, analyze: Section — Section where you can set a more specific
requirement of what you will playback
a. All of the Data — Will pprocess all of the Data defined by the What To Analyze Section
b. Only the sections marked good — Will process all of the sections that have been
annotated good that are within the What To Analyze Section. This will be grayed out, if
there are no sections marked good within the Analyze section
c. All except sections marked bad — Will process all of the sections that have not been
annotated as bad that are within the What To Analyze Section. This will be grayed out,
if there are no sections marked bad within the Analyze section
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Annotate] Playback] Loreta Z

1 What to analyze: 7 4*Within that selection, analyze: — 1 6Which filters to use: —
¢ The whole file @ All of the data " Current filters
(¢ The selected range: ¢ Only the sections marked good & Default filters

From 70 ¢ All except sections marked bad
To 1768 5 output file:

¢ Default filename in the current study

2 What to include in the file: -
| ¥ Similarities
™ voxels " Default filename in the control folder

" EO/EC filename in the control folder

" EO/EC filename in the current study

3 Options
‘ [~ start Excel when done

] i 7 Run ZBuilder I 8 Cancel l

5. Output file: Section — Section where you can set the Output file name/Destination.
a. Default filename in current study — Creates a file named ZBuilderDefault in the
current Study Folder that you opened the EDF, BDF, or DAT file for Review in
b. EO/EC filename in the current study — Creates a file named ZBuilderEO or
ZBuilderEC based on the settings of the folder, and saves it in the Study Folder you
opened the EDF, BDF, or DAT file for Review in
c. Default file name in the control folder - Creates a file named ZBuilderDefault in the
directory c:\ProgramData\BrainMaster\Control
d. EO/EC filename in the control folder - Creates a file named ZBuilderEO or
ZBuilderEC based on the settings of the folder, and saves it in the directory
C:\ProgramData\BrainMaster\Control
6. Which filters to use: Section — Section where you can choose what type of filters to use
a. Current Filters — This will utilize the Filters that you have defined from the Bands
section
b. Default Filters — This will utilize the Standard BrainMaster Filters regardless of the filter
settings from the Bands section
7. Run ZBuilder Button — Click to create A ZBuilder File based on the information selected.
8. Cancel Button — Click to cancel the ZBuilder File.
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Creating a Z-Builder File

1. From the Training Screen, click the File Tab, ST — e ————
.m ESE [00:22:30 655 [655 7w <] [ seconas

Sample 662 at 2,58

and choose the Open EEG File Option.

2. Use the Open Screen to Navigate to the EDF &g —
file that you would like to open. —— -

i Recently Changed *  Name Type Size
Public .
] CreateFolderTestl 09.000.01 EQ EDF File 60KB
B Desktop
(=] 0200001 EDF File 166 KB
8 Downlozds -
|| e0300001 EDF File 1816 KB
Dropbox
=] 0400001 EDF File 142 KB
Recent Places § )
() e0s00001 EDF File 405K8
=] 0600001 EDF File 199 K8
=] 0700001 EDF File 416 K8
[] 0300001 EDF File 4,246 KB
=] e0s00102 EDF File 596 KB

N Computer
&, WINVISTA (€)
s DATA (D)

File name: ~  [EDF Files (et -

3. Under the Review Tab, you will highlight the ——————————————————
EEG that you would like to use by holding the =EEEEEmmEm oo o o - e
Left-Mouse button down, and moving the B
mouse. This will bring up the Panel Options
Menu. Please use this menu to set the
ZBuilder Settings as needed.

"\n.w«\w i
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You have now created a ZBuilder File. You will be
able to tell this has been created, by using Windows
Explorer to locate the file in the directory that you
saved this in(if you do not specify, then it will be
saved in the clients study folder).

[~ ]531-322 v1.2 7/9/2013

18 Computer

&, WINVISTA (C)
(s DATA (D)

er » WINVISTA (C:) » ProgramData » BrainMaster » Control » ~ | 44 || 5earch Contral Pl
=- @
* | Name Date modified Type Size
swd 10/14/2011 5:46 PM  File folder
_| ZBuilderDefault 9/4/2011 5:20 PM XML Document TTKB
| ZbuilderTest 10/14/2011 6:44 PM XML Document 91KB
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Sample ZBuilder File & Layout

Scalars Section

Channel 2 Value 3 EEG Delta Theta Alpha

1 FLOW 0.00000 1.00000 4.00000 8.00000
FHIGH 0.00000 3.00000 7.00000 12.00000

Fpl MEAN.O1L 15.28635 6.25782 3.44058 1.91982
STD.01 11.42276 4.56910 1.63775 0.99105
MEAN_L.01 0.00000 1.42130 1.03442 0.45257
STD_L.01 0.00000 1.19984 0.86418 0.78694
MIN.O1 -46.85357 -46.85357 -46.85357 -46.85357
MAX.01 54.55416 54.55416 54.55416 54.55416
MEANF.01 0.00000 12.85227 8.24287 6.17695
STDF.01 0.00000 2.07047 1.39849 0.81056

1. Channel Section — This section will display the labeling for all of the Channels that have been
collected from using the ZBuilder system.
2. Value Section — This section will display the label for the information that has been collected
in the Frequency Band Section
a. FLOW - Also known as Frequency Low. This is the lowest range of the frequency band
b. FHIGH — Also known as Frequency High. This is the highest range of the frequency
band.
c. MEAN.X — This is the average of Amplitude for the particular band, where “X” is that
particular Channel number.
d. STD.X —This is the Standard deviation of the Amplitude for the particular band, where
“X” is that particular Channel number.
e. MEAN_L.X - This is the Log of the average of amplitude for the particular band, where
“X” is that particular Channel number.
f. STD_L.X—This is the Log of the Standard Deviation of the amplitude for the particular
band, where “X” is that particular Channel number.
g. MIN.X — This is the minimum value seen for the particular band, where “X” is that
particular Channel number.
h. MAX.X — This is the maximum value seen for the particular band, where “X” is that
particular Channel number.
i. MEANF.X — This is the percent of power for the particular band over the entire
frequency range, where “X” is that particular Channel number.
j. STDF.X — This is the Standard Deviation of the percent of energy for that particular
band, where “X” is that particular Channel number.
3. Frequency Section — This section will show all bands (as defined by the Which Filters to use
Section), and their collected information.
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Phase Similarityy Fpl2

Fp12

F3 3
c3

P3

01

F7

T3

T5

PLEASE NOTE: There will be a Tab for each Waveform.

0.000C0
0.70498
0.00000
0.66683
0.74799
0.59713
0.66285

Similarities Section

F3
4 0.46035

0.50163
0.74915
0.00000
0.63060
0.73720
0.75772

will have to see them individually.

0.23311
0.87429

0.66677
0.41436
0.59228
0.84172
0.80363

0.03481
0.60325
0.76373

0.72779
0.69449
0.92050
0.84278

01

-0.33261
0.00782
0.16492
0.56900

0.59379
0.60629
0.81994

0.10340
0.08185
0.17759
0.30317
0.02316

0.32204
0.59601

0.05512
0.51513
0.67066
0.88348
0.51122
0.38161

0.78166

T5

-0.13671
0.25152
0.42339
0.64968
0.67870
0.08789
0.659595

In order to see this information, you

1. Similarity Type — Displays the type of Similarty being viewed. There are six (6) different

types looked at.

~0oo0oTp

Phase Similarity
Training Coherence
Correlation
Phase Classic
Pure Coherence
Comodulation

2. Site Locations — Shows the different locations that were used in the ZBuilder.
3. Mean Information — The Bottom-Half of the readings gives you the Average amplitude for
the particular site combination.
4. Standard Deviation Information — The Top-Half of the readings gives you the standard
deviation of amplitude for the particular site combination.

[~ ]531-322 v1.2 7/9/2013

Page 95 of 182



BrainAvatar User Manual

Band Ratios
Channel 2 Value 3 Delta/Theta Delta/Alpha Delta/Lobeta Delta/Beta
Fpli MEAN.O1 2.28165 5.20684 8.35511 4.80018
STD.O1 2.34787 12.20536 11.80864 5.47460
F3 MEAN.02 1.19650 2.41285 3.86024 2.93660
STD.02 0.86173 2.33818 3.44892 2.60290
C3 MEAN.03 1.33900 2.21551 3.22746 3.88383
STD.03 1.24570 2.70855 3.41384 6.72582
P3 MEAN.04 1.36972 2.24977 2.85571 3.62265
STD.04 1.11536 5.66406 2.44812 4.87770

1. Channel Section — This section will display the labeling for all of the Channels that have
been collected from using the ZBuilder system.
2. Value Section — This section will display the label for the information that has been
collected in the Frequency Band Section
a. MEAN.X — This is the average of Amplitude for the band ratio, where “X” is that
particular Channel number.
b. STD.X — This is the Standard deviation of the Amplitude for the band ratio, where “X”
is that particular Channel number.
Ratio Section — This section will show all band ratios (as defined by the Which Filters to use
Section), and their collected information
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Voxels

Voxel Number 2EEG.AVG EEG.STD Delta.AVG Delta.STD Theta.AVGTheta.STD Alpha.AVC

i 1 32.19161 24.732 15.71809 10.386  7.03349 5.136  6.45974
2 34.25182 26.195 16.56392 10.976  7.18148 5.363 6.77274
3 36.01935 27.619 17.27035 11.481 7.37354 5.588  7.00822
4 30.93336 24.083 15.14296 10.092  6.95646 4961  6.24910
5 32.85333 25.386 15.94326 10.641 7.11016 5.189  6.55045
6 34.799%4 26.9 16.73636 11.201  7.28824 5.43  6.81519
7 29.95130 23.612 14.70004 9.867 6.88392 4.827 6.06740
8§ 31.84457 24.917 15.49922 10.425 7.04311 5.058 6.36266
9 35.44218 27.782 16.97732 11.466  7.43549 5.54  6.83006

10 31.03236 24.545 15.12808 10.256  6.96612 4,955  6.20255
11 32.87922 25.959 15.92881 10.825 7.15364 5.211  6.45788
12 29.53634 23.984 12.63781 9 6.81303 4,822  5.41235
13 31.30028 25.84 13.03219 9.416 6.91584 4,951 5.57321

1. Voxel Number — This section will the labeling for all of the Voxels
2. Frequency Section — This section will show all bands (as defined by the Which Filters to use
Section), and their collected information.
a. BAND.AVG - This is the average of amplitude for the particular band, where “BAND” is
the band as defined by the Which Filters to use section.
b. BAND.STD - This the standard deviation of the amplitude for the particular band, where
“‘BAND” is the band as defined by the Which Filters to use section.
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Adding to a ZBuilder File

e ————— —
- L[ [ [ B e

| sample 1087 at 4.2

1. Under the Review Tab, you will highlight the
EEG that you would like to use by holding the
Left-Mouse button down, and moving the
mouse. This will bring up the Panel Options
Menu. Please make sure that you select
“Append to current file”. PLEASE NOTE:

Do not change any settings if you are adding
to a file. Doing this, will give you incorrect

information.

You have added to the ZBuilder File you have T ERREI——— -
chosen. You will be able to tell this has been p—— : re—
created, by using Windows Explorer to locate the file || o = 07 e
in the directory that you saved this in(if you do not L s Do
specify, then it will be saved in the clients study Aiome |
folder). Lo

8 Videos

o ©

Saveas type: [ZBuilder s )
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Training to a ZBuilder File

4. First, you will need to make sure that you have your ZBuilder enabled. You will need to do this

in two areas:

A. Global Settings — Click the Global
Settings Tab, then click the ZScores Tab.
Here, make sure you have a check mark
in the “Use BrainMaster DLL” Option.

B. Z Scores — Click the Settings Tab, then
click the Z Scores Tab. Here, you will
need to make sure the “Use BrainMaster
ZScores” option is selected.

5. After you have enabled for your ZBuilder

files, and have selected a training designed
for Z-Score, you will now be able to utilize
your ZBuilder File.

[~ ]531-322 v1.2 7/9/2013
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LORETA

LORETA Contol Menu

Annotate | Playback {Loreta || ZBuilder | Analyze |

1What to export 2 Within that selection, export:
" The whole file @ All of the data
% The selected range: £

From [222 o

To 1754

3 Which filters to use: 4Options
" Current filters (from BSetup) [V set startup folder
% Standard BrainMaster filters V' write sxyz

5 Export EEG to Loreta | G{Export to Loreta Cross Spectr4

7 Cancel

PLEASE NOTE: In order for full functionality of this step, this requires the software released by the
Key Institute. This can be found at

www.unizh.ch/keyinst/NewlL ORETA/Software/Software.htm.

1. What To export Section — Section where you can choose what information that you would
like to include in the file that is compatible in the SLORETA Software File
a. The Whole File — Choose this to process the entire EDF, BDF, or DAT File
b. The Selected Range — Choose this to process only the selection area chosen through
the mouse
2. Within that selection, analyze: Section — Section where you can set a more specific
requirement of what you will playback
a. All of the Data — Will pprocess all of the Data defined by the What To Analyze Section
b. Only the sections marked good — Will process all of the sections that have been
annotated good that are within the What To Analyze Section. This will be grayed out, if
there are no sections marked good within the Analyze section
c. All except sections marked bad — Will process all of the sections that have not been
annotated as bad that are within the What To Analyze Section. This will be grayed out,
if there are no sections marked bad within the Analyze section
3. Which filters to use: Section — Section where you can choose what type of filters to use
a. Current Filters — This will utilize the Filters that you have defined from the Bands
section
b. Default Filters — This will utilize the Standard BrainMaster Filters regardless of the filter
settings from the Bands section
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Annotate] Playback Lo ~I ZBuiIder] Analyze]

1What to export 1 2 Within that selection, export:
" The whole file @ All of the data
% The selected range: € Only the sections mar
From |222 € Al except se

To 1754

3 Which filters to use: 40Options-
(" Current filters (from BSetup) [V set startup folder
(¢ Standard BrainMaster filters [V write sxyz

5 Export EEG to Loreta | 6|Export to Loreta Cross Spectr4

7 Cancel

4. Options Section — Section where you can choose different settings for the Output

a. Setup startup folder check box — Creates the folder located in SLORETA Avatar

Imports with the same name as the folder the file is being reviewed in.

b. Write sxyz check box — Creates the sxyz file for use in the SLORETA Software.
5. Export EEG to Loreta Button — Click to create the files for the SLORETA Software based on
the settings specified.
Export to Loreta Cross Spectrum — Click to create a CRS based on the settings specified.
Cancel Button — Click to cancel creating a LORETA File.

N o

[ (e ]531-322 v1.2 7/9/2013 Page 101 of 182



BrainAvatar User Manual
Exporting LORETA Files
PLEASE NOTE: In order for full functionality of this step, this requires the software released by the
Key Institute. This can be found at
www.unizh.ch/keyinst/NewL ORETA/Software/Software.htm.

1. From the Training Screen, click the File Tab, —______ ———————————
and choose the Open EEG File Option. ST IR o s s |

. I
2. Use the Open screen to Navigate to the EDF g3
. . <« ProgramData » BrainMaster » Studies » CreateFolderTestl ~ | ¢+ [ Search Create L
file that you would like to open. p— -
Ui Recently Changed = Name Type Size
Public _
|H] CreateFolderTestl 09.000.01 EO EDF File 60 KB
B Desktop
|H] 0200001 EDF File 166 KB
& Downloads o
0300001 EDF File 1816 KB
Dropbox —
|E] 0400001 EDF File 142 KB
Recent Places ) -
] 0500001 EDF File 405 KB
=] 0600001 EDF File 499 KB
4 Libraries = -
~ =] 0700001 EDF File 416 KB
|| e0800001 EDF File 4,246 KB
|E] 0800102 EDF File 596 KB
& Computer
&, WINVISTA ()
s DATA (D)
File name: ~ | EDF Files (*.edf) v

3. Under the R_eview Tab, Right-click on the_ N
screen to bring up the screens Panel Option
menu and remove the A2 position from the
Raw Waveforms. You will highlight the EEG
that you would like to use by holding the Left-
Mouse button down, and moving the mouse.
Letting go of the mouse will bring up the
Panel Options Menu. On the Panel Options,
and Left click on the Export to Loreta Button.

46 secands
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You have now converted this portion of data, into a
LORETA export. A screen will pop up to confirm
that this has been completed. This will save the
information as a text document located in a folder
named for your folder in the directory c:\sLoreta-
Avatarimport.

[(re ]531-322 v1.2 7/9/2013
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Software Themes(Coming soon)

PLEASE NOTE: At this current version of software The Creating custom themes is not fully
functioning.

Currently, there are three pre-built Themes to choose from. This can be located on the Training
Screen by clicking the Themes Tab, and then choosing the options from the Select built in theme.

Built-In Themes

[ ————— ( i o s i [~ e o )
Po:22:30 655 ess I Sl poi22:30 fess (655 o Po2230 55 fss i
oy 8 Mem 79 M ™~ o 3

yoo Ty ey -

“White Background “Black Background ~ Shades of Grey
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Along with pre-designed themes, you can design your own theme.

1. From the Training screen, click the Themes
Tab, and choose Edit Current Theme option.

T ST T .

00:22:30 [655 [655 w
Sal

2. The following screen will pop up. From this
screen, you will be able to edit the
Background, Foreground, Border Color, Text
Color, EEG Lines Color, and Grid Lines. Once
you have this to your liking, you can click the
Band Colors tab to edit the individual Band
Colors.

3. The following screen will allow you to edit the [E—— ==
coloring of each individual Band Color. Once |
you have this set to your liking, click the OK
button.

H

00 L e e e
0
OO
0 O e e e
0

Fene zato
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4. After you have created a Custom Theme, and ;m*

would like to use it for future use, click the | Ty deen
Themes Tab and choose the Save Theme to -
Disk option. After you have done this, it will |
now be saved to this particular file, and will
also be saved to the My Custom Theme |
option. ™
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BMZ Files

Creating A BMZ from a Studies File

1. From the Setup Screen, click the Folder
Selection Button or Folder Tab. This will
bring you to the Select Folder Screen. On
this screen, click the Session Librarian
Button. PLEASE NOTE: The Session
Librarian will function for the current folder
chosen in the software only.

Session Genie

Administer Seaslon Genle Push 1 Server and Delete Folder

e |

IE

2. When the following screen pops up, click OK  [arews SRE T =

to Continue_ This procedure will write an archive file for study:
SelectSettingsTest

You may then copy the archive to a disk or folder,
or email it to a recipient.

3. Another screen will pop up to show progress. —
o : : & et e B N
NOthIng IS needed to be done' Slmply Walt Cf}\py\'ng 74646 I;:ytes_ from S%\ectg_ettl'ngsTest.bmz to

for the extraction to complete to continue. [Copy finished

EENEENEENEENEENEENEEENEEN
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4. When the following screen appears, it will
give you 3 options: Floppy, Email, NO.

A. My Computer — This option will allow you
to direct where the bmz file is saved. If
you choose this option, an extra screen
will appear that you will have to confirm
what you have don on.

B. Email — In order for this to work properly,
two things are needed. First, proper E-
mail information needs to be filled in from

£ FileUtils

=)

Archive c:\ProgramData\BrainMaster\archive\SelectSettingsTest.bmz was
created. Do you want to copy to a disk or folder, or send it by email?

My Computer

Email ‘ No ‘
I

the Login page(See attached Picture). Second, the E-Mail account has to be tied through

Microsoft Outlook.

(Optional) Personal Information:

Name: | Robert Milicia

Email: | support@brainm.com

C. NO - This is the option that most people will use. This will still create the BMZ, but it will
not E-Mail it, or save it to a Floppy, it will simply create the BMZ File at

C:\brainm.20\archive.

You now have a BMZ file created. You will be able
to tell this is complete by seeing the achive of the
folder in c:\\ProgramData\BrainMaster\archive. Or, if
you directed to another location, you will be able to
find this file in this location.

[ ]531-322 v1.2 7/9/2013
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Import Received/Downloaded BMZ Files (Coming Soon)

1. There are 3 ways BMZ Files can be
received: E-Mail, Removable media, or
downloading from the internet. Double-
click on the BMZ file, and choose Open or
Run, depending on your version of
Windows.

The system will now take over. Press
OK when prompted.

The folder is now expanded for use in

your studies folder. You can access this
folder by clicking Folder Selection Button
on the BrainMaster Setup/Home Screen.

[ ]531-322 v1.2 7/9/2013

Opening Mail Attachment

S

N You should only open attachments from a trustworthy source,

Attachment: Test.bmz from .bmz Ficture Example - Message
(HTML)

Would you like to open the file or save it to your computer?

|

Always ask before opening this type of file

[ Open Save |

Expanding Archive To Study archive

[S5=)

Extracting File
c:\brail ies\T 1.bsm
From c:\brainm.20\archive\Test.bmz

:chbrainm.2M\archive\Test.bmz
was expanded to study Test

Edit Falder lnio,

oK

Maxx Sesslons:

i
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Moving Studies File to be used as Settings File (Classic)

PLEASE NOTE: This method can only be done if you have purchased a BrainMaster Clinical

License

1. On the BrainMaster Setup Screen, click
the Folder Selections Button or Folder
Tab, and select the file that you would
like to be converted to a Settings File.

2. Click the Settings Tab, then click the
Read/Write Sub-Tab. This can also be
done, by click the View or Change
Settings button, the the Read/Write
Settings File Button.

3. In the Read or Write Settings File Menu,
you will click the Save Current Settings to
a New File Button.

[(rer ]531-322 v1.2 7/9/2013
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4. The following screen will appear. Please [=* — =0 -

name the file as you would like it to be | o et . =- @

B Desktop “ Name Date modified Type Size in

b Computer » WINVISTA (C) » ProgramData b BrainMaster b Settings ~ [ 4 [ Search ettings o

8 Downloads

n amed . W h e n CO m p I eted , CI | Ck th e Save & Recert Places <] 5 Minute Timed Assessment-EQ,EC, Task ~ 10/27/20111:05 PM  BDB2 File. 75 k.E

] Alert 10/27/20111:07 PM  BDB2 File T9KB

%7 Dropbox . -
m Desp /2011107 PM  BDB2 File 72K8
b u tto n Focus /011108 PM  BDB2 File 79KB
. 9 Libraries . -
No Limit QEEG Assessment 10/27/2011 145PM  BDE2 File 62KB E
% Documents - - -
rye <] Peak 10/21/2011 116 PM BDB2 File 7Ke
lusie L
= L] PercentZOK using PZMO and PZME 10/27/2011 116 PM  BDEZ File 89KB
(=] Pictures . N
<] Relax 10/27/2011 148 PM BDB2 File T9K8
B videos ) )
Squash 10/27/2011 148 M BDB2 File 79KB
Temp with SCR and BYP 12/15/201112:49 .. BDE2 File ke L4
8 Computer _ B
) Test 11/30/201112:46 .. BDB2File 72K8
&, wWINvISTA (C)
€] Z Score PZOKUL with ROIA 12/15/2011 200 PM  BDBZ File 7KB
s DATA (D) § e
] €] Z scores Using PZOK 1/13/2012530PM  BDB2 File 76 K8 <
File name: -
Save astype: |Setup Files -

You have now saved these settings as a new e —
settings. You will tell that this is complete, as | .o T T T e
it will now be located in the Read/Write
Menu.
Logoed i, davics type Discovery % i i =
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Archiving 0ld Studies Folders (Coming Soon)

1. From the Setup Screen, click the Folder
Selection Button or Folder Tab. This will
bring you to the Select Folder Screen. On
this screen, and click the Push to Server and
Delete Folder Button. PLEASE NOTE: The
Session Librarian will function for the current
folder chosen in the software only.

2. The system will take over. Once the archiving process  ____________
is completed, it will ask if you are sure that you want to [ o

mOVE the folder to the Study. |c:\PrugramData\EramMaster\Stud\es\Selec
recycling bin. Click Yes

.= Areyousure youwant to move this folder to the Recycle Bin?

. e =
%
to continue. ‘ éjéi?:?::ﬁiffzouma AM

Select Study | Continue/Confirm | Cancel

I Copied 32768 bytes

rom c:\ProgramData\BrainMaster\ar I tingsTest.bmz
to C:\\SelectSattingsTest.bmz

| . |

The folder has now been deleted from the Studies
Directory. A BMZ of this file has been created, and
is saved at C:\ProgramData\BrainMaster\archive.
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BMr Extras

BMr Contributed Games

Puzzle

> :..

1. Reset Button — Click to make the blue squares visible. This can also be performed by clicking
Alt + R.

2. Choose Image Button — Click to place a new image behind the blue squares. This can also
be done by clicking Alt + C.

3. Difficulty Check Box — Check to change the difficulty. If the difficulty is checked on, then the
customer must score two points to reveal a piece of the picture.

4. Pause Button — Click to pause the game in progress. This can also be performed by clicking
Alt + P.

5. Start Button — Click to start the game. This can also be performed by clicking Alt + S.

6. Display — This is display, which is a square covered with 130 small blue squares. The puzzle
will be revealed one square every time a point(depending on difficulty) is scored in the
BrainMaster software.
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N =

o gk w

~

Space Race

 seece 2oce SN

Interceptor — The Interceptor Rocket will advance when points are not being scored.

Lunar Lander — The Lunar Lander will advance whenever points are scored. The object is to
get the lander to the top of the screen before the interceptor.

Score Board — Section that keeps track of how many times each ship wins the race.

Start Button — Click to start the game. This can also be performed by clicking Alt + S.
Pause Button - Click to pause the game. This can also be performed by clicking Alt + P.
Change Background Button — Click to choose between several background images for the
screen. This can also be performed by clicking Alt + B.

Choose Sound Button — Click to choose an explosion sound(if you desire) for when the
lander wins the race. There are several that are included. This can also be performed by
clicking Alt + C.

Hide Controls Button — Click to shrink the screen and obscure the control buttons. This can

also be performed by clicking the Alt + H. To get the controls back, click Alt + “=".
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Cricket

A
Y

)

As training proceeds, the crickets “stack up” and pile on top of each other.

Later on, the bottom images change, bonus points are awarded, and the screen becomes more
interesting.
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Bug Run

Bug Run (Version 1b)

This screen provides a “bug race”. As the trainee meets the training criteria, the bugs will advance at
random, running a race. If the trainee has excessive amounts of “stop” component, some of the bugs

will slip down a bit, and fall behind. The goal of the game is to have the race progress.

After a while, one of the bugs will win, and be declared the winner.

[ ]531-322 v1.2 7/9/2013
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BMr Popups Displays

Display: X-Wing

Display Type: Game

Requirements: Basic amplitude training

Brief Description: The space ship will rise when
the reinforced component (e.g. lobeta or beta) is
high, and the ground will rise when the inhibited
component (e.g. theta) is high. Both thresholds are
shown as lines on the screen. When a point is
scored, the spaceship will briefly turn red, and the
point will be registered in the indicator area. When
two channels are trained, this window shows two
space ships, with the left panel showing Channel 1, and the right panel showing channel 2.

Display: BrainMan

Display Type: Game @eecccccccsccsccccssccee
Requirements: Basic amplitude training ®000000000000000000000000
Brief Description: BrainMan will advance 1 point ceececcccscccscsncsccnne
for each target “hit”. Since what constitutes a “hit” is :::::::::::::::::::::::::
determined by the setup of the Thermometer ©000000000000000000000000
system, the exact criteria for causing BrainMan to ®000000000000000000000000
move can be set up in any desired fashion. vececscscscscscscccscssss

Whenever an inhibited component is over its 000000000000000000000000

threshold (e.g. theta), BrainMan will turn blue,
signaling the trainee.

Display: 2D Spectral

Display Type: Display

Requirements: Basic amplitude training

Brief Description: This provides a cascade of past
FFT spectra, covering the previous 1 minute of
activity. Each frequency band is colored according
to the frequency ranges selected. This coloring is
the same as used on the FFT and the BrainMirror
displays. There are tic marks and the labels to
identify the frequency coordinates of the display.
When two channels are used, two spectra are
shown.
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Display: Numbers

Display Type: Display

Requirements: Basic amplitude training

Brief Description: This screen shows numeric values for each
component. “GO” components are shown in green. “STOP” components
are shown in red. All other components are shown in blue. The values
are “damped”, so they do not change too quickly. Ratios to theta can be
shown by selecting the bottom text with the mouse. In 2-channel mode, it
shows both channels.

Hide Ratios

Display: Thermos

Display Type: Display

Requirements: Basic amplitude training

Brief Description: This window shows each of the
major EEG component intensities as a bar graph
with real-time response. “GO” components show a
“+” in the bottom of the thermometer. “STOP”
components show a “-“ in the bottom of the
thermometer. Un-trained components will not be

shown in this screen.

Display: Waves

Display Type: Display

Requirements: Basic amplitude training

Brief Description: This window shows the raw and
filtered EEF waves in a resizable window. The
display scal can be changed using the “+” and “-“
keys, as usual. When two channels are used, both
channels appear.
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Display: Lissaview

Display Type: Display

Requirements: Basic amplitude training

Brief Description: This is a 2-dimensional display,
using “rate of change” in place of the time axis. The
vertical axis is exactly the same as in the EEG
waveform display, while the horizontal axis is the
first derivative of the EEG signal.

Display: BoxFlow

Display Type: Game

Requirements: Basic amplitude training

Brief Description: This is similar to that used in
other common displays. The center box gets wider
and narrower, so you can see the past history of the
enhance band. You want it wide, to meet the
threshold. The outer boxes are the “inhibits” and
you want them small. If they get large, they
encroach on the inner box, which inhibits feedback.
When two channels are used, two “BoxFlows”
appear.

Display: MiniBMirr

Display Type: Display

Requirements: Basic amplitude training

Brief Description: This window shows the
BrainMirror in a resizable window. It uses the FFT
to show the current EEG component values. The
BrainMirror window also works in 2-channel mode.
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Display: BrainScape

Display Type: Display

Requirements: Basic amplitude training

Brief Description: BrainScape is designed to
provide a 3-dimensional time/frequency
representation of EEG signals, using a combination
of frequency analysis, spline interpolation, and
color-coded representation of signal amplitude.
When two channels are used, a BrainScape for both
channels appears. In two channel mode, when
Sum/Difference channel mode is used, the two E—

signals viewed are transformed into their sum and difference signals, and displayed in the usual
manner.

Display: TrendView

Display Type: Display

Requirements: Basic amplitude training

Brief Description: This shows the current and past
activity of a component, in a plot of value vs. time,
over a period of 30 seconds. After the plot reaches
30 seconds, it clears and redraws. The plot window
displays only those components that are currently
selected. When two channels are used, both
appear on the display.

Display: LongTrend

Display Type: Display

Requirements: Basic amplitude training ‘
Brief Description: This shows the current and past
activity of a component, in a plot of value vs. time,
over a period of 30 minutes. After the plot reaches
30 minutes, it clears and redraws. The plot window
displays only those components that are currently
selected. When two channels are used, both
appear on the display.
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Display: Circles

Display Type: Game

Requirements: Basic amplitude training

Brief Description: The Circles Window is similar
to the BoxFlow, in that the center feature shows the
main “uptrained” component, while the outer
features show the high and the low “inhibits”. When
two channels are used, this window adapts, to show
the two “uptrained” components as an ellipse (width
represents channel 1, and height represents
channel 2). In addition, the total of 4 inhibits are ‘
shown in the corners. Channel 1 inhibits are shown on the left, and channel 2 inhibits are shown on
the right
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BMr Flash Player

BMr Flash Player Control Menu Display

B FlashPlayer for BrainMaster -

File Edit View Help

Game: 2 Protocol Type: 3 Game Type: I
1IBrainMan2.swf l”Standard BMr j IBrainMaster Ll‘

BRAINMAN: 2

START GAME (Auto)
START GAME (Manual)

1. Game Drop-Down Box — Drop-down box where you can choose the game that you would like
the Flash Player to use.

2. Protocol Type Drop-Down Box — Drop-down box where you can choose the type of Protocol
you are using, whether it's a Standard BrainMaster, LZT-Live Z-Score, or RTZ-Real Time Z-
Score.

3. Game Type Drop-Down Box — Drop-down box where you can choose the Game Type that
the Flash Player is using.

4. Display Window — Display Window where the Flash Player Game is played.

5. Event Wizard Readings — Displays the information that is coming in from the Event Wizard.
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Using BMr Flash Player

1. Setup the training that you would like to use,
or choose an existing folder that you would
like to us, and click the “Run The Next
Session” Button.

2. After you start the Session, click the
“Window” Button.

3. In the Window Launcher Menu, click the
“Flash Player” Button, located in the BMr
Macromedia Section.

[ ]531-322 v1.2 7/9/2013

& Setup/Home -1@ 371 4 v [ =
Welcame to BrainMaster LOGIN OK: SN: 40036

UNLIMITED USE
Current TraineefStudy Folder: CLINICAL LICENSE

Trainee ID: FlashPlayer
Login

Trainee FlashPlayer
Name: ‘

Comment:  Alert Beta Up Theta Hibeta Down

Run The Next Session

Folder Selections |

Next Session Number: Total Sessions Available:
1 40

Training screen is currently: Not Running plewloiGhangelsetings

Exit Product Manuals Review Session Results

% Training/Control Screen - BrainMaster 3.7 E‘ﬂﬁ

Data Display FreqBands Color Sound

19:54 006

SIMULATION MODE (NOT LIVE] SIMULATED EEG
EEG CHANNEL 1: C3: Avg Ampl. = 30.9 u¥ Base: 0

..|‘N-'M.ﬂ.’f""V*'|,"ﬂ,.u‘-,l1"’II'uﬁw;‘4"\)""H"I.\’L\‘I'WI“r“-'MI‘.‘|'\'l}.\.|\‘|'-|l’M«\'\uI‘.'r'\IJi\rh/m-M"'"La""l‘"‘.ﬁ,l'\p-.\‘m‘- .,nw.."\i“k«"h"\ "l"‘w'.‘h\‘,lu‘,‘ 4.0 sec.

Theta:4.0000-7.0000 Avg Ampl. = 1.8 u¥ Thresh = 5.9 u¥ % Time = 3
Beta:15.0000-20.0000 Avg Ampl. = 3.3 u¥ Thresh = 3.0 u¥ % Time = 9

0.0000-30.0000 Avg Ampl. = 3.5 u¥ Thresh 1.8 0¥ ime =1

At i ..an-”.n»‘_w,JIU Lll"'ﬂ""""‘""”'l'\'Illll‘ll‘lﬂ\‘lli""

BoxFlow MultiMedia Player | Flash Player
BrainMan || Mini BMirr DVYD Player

2D Spectrall| BrainScape

Numb TrendVi
Thermos || LongTrend

Circles

Puzzle Space
LissaView | ReturnMap
Cricket Bug

Cancel
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The Flash Player will now be running with the BrainMaster Software. You will be able to tell this
has been successful, as the FlashPlayer Player for BrainMaster for BrainMaster Window will
open, and the chosen Video file will play. Please make sure for proper use, the the Protocol Type,
as well as the Game Type are properly set for optimal performance.

SCORE 1290

09 (124 [073 [161 [100
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Flash Player Games

Color Quest

1. Blimp — Once a blimp has launched, the user will cause it to move every time its green
progress bar fills up. When the blimp moves, it will move in the direction of the Colorful
Ring(accuracy is dependent on user feedback). When the blimp hits the ring, it will change
color. After 10 hits, the blimp will “spin out”, causing it to disappear, restoring color to the
game screen. There are 6 total blimps.

2. Launch Pad — When there is no blimp on-screen, the user must fill the green progress bar in
the top-left corner. Once this happens, a new blimp will launch from the Launch Pad. Also,
the pink lights on the Launch Pad will illuminate when the user meets the requisite feedback
conditions.

3. Colorful Ring — This ring is the target of the blimp. When the blimp hits it, the blimp will
change color. Also, the ring will spin when the user meets the required feedback conditions.

4. Progress Bars — These progress bars measure the overall feedback of the user. The
‘rainbow” feedback bar, on the left, displays the user’s relative feedback for the last 3
seconds(i.e.: A full bar means the user met conditions 100% for the last 3 seconds, a half-bar
means the user has met conditions 50% for the last 3 seconds, etc.). The green progress bar
accumulates over time. If the user does not meet required conditions, the green progress bar
will begin to descend. Filling the green progress bar once corresponds to 3 seconds of 100%
feedback.

5. Trophy Blimps — As your blimp continually hits the Colorful Ring, three miniature models of
your blimp will become visible, floating about in the background. They are purely aesthetic,
and represent a visual reward for the user’s hard work.

6. Progress Panel — The Progress Panel has six blimp-shaped outlines. As the user
“‘completes” each of the six blimps, the blimp-shaped outline will be filled in with a gold blimp
“token”. This panel lets the user know how many blimps are left before the game is finished,
as well as representing a visual reward for the user.

Similar Games — None
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BrainCats 2

BRAINCATS V2.0 ] M
s - — 4

WELCOME' Sl:LECT YOUR CAT

Standard g°» Marathon
(~2 min racc;f!}~ (~5 min race)

BrainMaster Technologles, inc. 1
NS

Foove 100 Dacate 3 90,4623 11t AR Vi

. Difficulty (0-99 m

Oping Screen

1. Select Cat Section — Section where you select the cat who will run according to the user
feedback.

2. Race Length Section — Section where you choose the length of the race. The non-user cats
will take about this long to complete the race. Depending on the difficulty level and user
feedback, the user could complete the race in a wide range of times. If the user meets the
difficulty level consistently, they can be expected to take about as long as the non-user cats.

3. Difficulty Setting — Section where you set the difficulty. The difficulty corresponds to the
percentage of client feedback that will put the player cat about “on par” with the race
competition. The default value is 50%. For example: at a difficulty level of “25”, the client will
have to meet the required conditions about 25% of the time to keep up with their opponents in
the race. As the client meets conditions more consistently, the chance of the client winning will
also increase. So, in the case of “25”, a client providing 35% feedback would have a good
chance of winning the race.

4. Sound On/Off Section — Sections where you can control the sound settings for the game.
The sounds act primarily as reward feedback, and appear in 5 different places during the
game:

a. Atthe games start
b. At the result screen after a win
c. When the user earns the Monkey Trophy
d. When the user earns the Elephant Trophy
e. When the user reaches the nighttime scenario
f. When the user wins after completing the nighttime scenario
5. Start Race Button — Click to begin the game after all settings are set to your desired settings.
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‘1, ;

il "‘Rap_eé'_tWo‘h Toéay 3
Race Screen

1. Sun/Moon Graphics — This graphic will move through the sky as you win more races.
Eventually, when the sun passes the mountains on the west side of the screen, day turns into
night, and the process begins again with the moon.

2. Trophies Graphics — As you gain points, trophies begin to appear. When the client meets
feedback requirements, the trophies animate. Each stage has nine trophies, with three
models. For the daytime, these are the ladybugs, hummingbirds, and monkeys. For the
nighttime, these are bees, doves, and elephants.

3. Race Track Borders — When the client meets feedback requirements, the borders of the race
track will light up around the players selected cat.

4. Statistics Section — Here, you can see the user’s performance for that game.

Similar Games — BrainCats, BrainCats 3D, Blimp Race, Blimp Race 3D
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BrainMan 2

&

BRAINMAN 2

1 START GAME (Auto)
2 START GAME (Manual)

Title Screen

1. Automatic Gameplay Selection — Click to choose the Automatic Gameplay mode. This is
more akin to the original BrainMan for BrainMaster. BrainMan will move automatically across
the board. His movements are a direct response to the user’s feedback. In addition, the
user’s feedback over the last six seconds will govern the “intelligence” of BrainMan’s Al, with a
more consistent feedback resulting in a more effective BrainMan.

2. Manual Gameplay Selection — Click to choose the Manual Gamelay mode. This mode

boasts a more arcade-style of gameplay, with the user directly controlling the movement of
BrainMan.
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wn

7 | FlashPlayer for BrainMaster EI@

File Edit View Help

SCORE 8930

Ready 046 |000 112 (1503 |1.00

Training Screen

BrainMan — This is BrainMan. He moves according to the feedback of the user. If the user
does not meet specified feedback requirements, BrainMan will not move.

Pills — When all the pills on a stage have been eaten, BrainMna will move on to the next stage.
Ghosts — These familiar foes begin to freely move about the screen on Stage 3. Unlike the
ghosts that you are used to, these pose no threat to BrainMan. They are extra points, and can
be eaten. If the client is meeting the requirements, then the Ghosts will be a blue color and will
be able to be consumed. They will turn in to a set of eyes and have to return to their “base” to
regenerate.. If the client is not meeting the training requirements, then the Ghosts will be their
normal colors. If during this time, they make contact with BrainMan, they will pass through
him.

Power Pill — The Power Pill delivers a reward sound to the client, and has a small chance of
increasing BrainMan’s speed for the duration of the level.

Maze - In this version, even the maze borders respond to the feedback. As the client meets
requirements, the borders will become brighter and more saturated. Conversely, as the clinet
fails to meet requirements, the maze will grow dark.

Al Level — The Al is the controller of BrainMan’s movement. It is based on a combination of
three things: the client’s relative feedback, the client’s progress through the game, and the
client’s progress through the level. As these values increase, you will notice the Brain begin to
“fill up”. This means that BrainMan will actually become smarter, and hunt pills more
effectively.

Speed Level - This is self-explanatory. Much like the Al Level, it is governed by both the
client’s relative feedback and progress through the game. It does not however, measure
progress through the level. Instead, it has a chance to temporarily increase when the user
eats a power pill.

8. Score — This number is raised by eating Pills, Fruit, and Ghosts.
9.

Lives — These do not affect gameplay. Rather, they function as “trophies”. The user receives
one life for every 8,000 points sored.

10.Fruit — Each level boasts a particular kind of Fruit. It will appear in the center of the game

board for a brief interval of time during every level. They can be eaten for extra points.

Similar Games - BrainMan
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BrainPlanets

2 3
Solar Systems: | BrainPlanets 1 by BrainMaster - Planets: g3

1. BrianPlanets — The BrainPlanets are created when the trainee meets the training criteria
continuously for a certain period of time(approx.. %2 second). The Planets are moving quickly
when the criteria are met, and slow down otherwise. The number of cells reflects the success
in keeping in state over a period of time. If the trainee falls out of state(or has inhibits) for a
period of time(approx. 1 second), one planet will disappear. 10 Planets create a Solar System,
and all planets disappear and the client begins to build a Solar System again.

2. Solar System Counter — This box counts the amount of Solar Systems that have been
created.

3. Planet Counter — This box counts the amount of Planets that have been created.

Similar Games — BrainPlanetllite, BrainPlanets2, BrainPlanets2lite, BrainCell
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App Boxes

1. Enhance Box — Shows a box that represents the enhance band. This will increase and
decrease in size horizontally, depending on your enhancement training.

2. Low Inhibit Box — Shows a box that represents the low inhibit band. This will increase and
decrease in size vertically, depending on your low inhibit, and will also have an effect on the
Enhance Box. When the inhibit goes above the threshold, they cause the Enhance Box to
become dimmer. When both Inhibit boxes are above threshold, the Enhance Box is maximally
dark.

3. High Inhibit Box - Shows a box that represents the High inhibit band. This will increase and
decrease in size vertically, depending on your high inhibit, and will also have an effect on the
Enhance Box. When the inhibit goes above the threshold, they cause the Enhance Box to
become dimmer. When both Inhibit boxes are above threshold, the Enhance Box is maximally
dark.

4. Points Earned Box — Box that displays the current amount of points that the client has earned
during their training.

Similar Games — None.
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BMrMMultiMediaPlayer BMr DVD and EEGAudio(Optional Purchase)

BMrMultiMedia(BMrMMP) Player Control Menu Display

Ilil Multimedia Control for BralnMaster_ ™ &J

e

‘" Animation

c:WFviewer\Canyon.avi | |

) None

_ ! Play continously while above threshold

") Show a frame for each point.  Set Refractory Period to 1.0 seconds
@ Modulate Contrast

_ Modulate Zoom

2 Music
[T Modulate Sound
) None
@ File ©:\WFplayeriCoolFunky.mid
1D Play track 1 = through track 1=
3 Resolution £ Window Mode & CPU Usage Control |
&40x480
- ) @ Windowed 30 = Max refresh per sec
) B00x600 “) Full Screen =
@ 1024x768
|6 Play I F Close I
|

1. Animation Section — Section where you can choose what type of animation being viewed,
and the type (if any) modulation is occurring. In order to choose a different animation, you can
do so by clicking the “...” button.

2. Music Section — Section where you can choose what type of music is being played, and
whether or not audio modulation will occur. In order to choose a different audio file, you can
do so by click the “...” button.

3. Resolution Section — Section where you can adjust the resolution the animation file is being
displayed.

4. Window Mode Section — Section where you can adjust whether the animation is being
displayed as a Window, or in Full Screen Mode.

5. CPU Usage Control — Section where you can control the Max refresh rate per second.

6. Play Button — Click to confirm settings and launch BMr MultiMediaPlayer.

7. Close Button — Click to close BMr MultiMediaPlayer Control Menu.

Acceptable Media Files: MPEG, AVI, WMV

Acceptable Audio Files: MP3, WAV
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Using BMrMMP

1. Setup the training that you would like to use, [ el S GEST ~ ¥y S
or choose an existing folder that you would el S e RIS TR

UNLIMITED USE

like to us, and click the “Run The Next o T BT ——

Session” Button.

Trainee ID: MMP-DVD File}
Login

Trainee MMP-DVD File
Name: ‘

Comment:  Alert Beta Up Theta Hibeta Down

Run The Next Session

Folder Selections |

Next Session Number: Total Sessions Available:
1 a0

Training screen is currently! Not Running plewloiGhangelsetings

Exit Product Manuals Review Session Results

2. After you start the Session, click the 5 Tramng/Contot s - srnvisie 37 I =

“Window” Button.

3. In the Window Launcher Menu, click the
“‘MultiMedia Player” Button, located in the

BMr Multimedia Section.
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Data Display FreqBands Color Sound
19:54 006

SIMULATION MODE (NOT LIVE] SIMULATED EEG

EEG CHANNEL 1: C3: Avg Ampl. = 30.9 u¥ Base: 0

n-‘N-'.‘,ﬁ.'f-"'w‘-,"n,..‘-,l\..'J‘ru”wav"\g""u"l.w'L\‘I'WI“:-l‘-.,M-'«-'\".f\u|v-'-',’M\'\uu"'r'w,Jr\r,w.,-'a-mh"\.,"“v\".n,-".»_\‘m‘- .,.w."\l"uu‘\ "l"‘w'.‘h\‘,l\,l‘,‘ 4.0 sec.
Theta:4.0000-7.0000 Avg Ampl. = 1.8 u¥ Thresh = 5.9 u¥ % Time = 3

Beta:15.0000-20.0000 Avg Ampl. = 3.3 u¥ Thresh = 3.0 u¥ % Time = 9

0.0000-30.0000 Avg Ampl. = 3.5 u¥ Thresh 1.8 0¥ ime =1

At i ..an-”.n»‘_w,JIU Lll"'ﬂ""""‘""”'l'\'Illll‘ll‘lﬂ\‘lli""

BoxFlow MultiMedia Player | Flash Player
BrainMan || Mini BMirr D¥D Player

2D Spectral| BrainScape

Numb TrendVi
Thermos || LongTrend

Circles

Puzzle Space
LissaView | ReturnMap
Cricket BugRun
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4.

Setup the Controls for the BMrMMP as you
would like them to react. When your settings
are as you would like them, click the “Play”
Button to continue.

i Multimedia Control for B

Animation
C:\WFviewerMousetrap.mpg th water sound.mpg
) None
_ Play continously while above threshold
") Show a frame for each point.  Set Refractory Period to L0 | seconds
") Modulate Contrast
@ Modulate Zoom
Music
Modulate Sound
) Mone
@ File C:\WFplayer\Vivaldi Mandolin Concerto.mp3 E
SCD Play track 1 = through track 7=
Resolution Window Mode CPU Usage Control
2 GERED @ Windowed s = fresh
~ 800x600 — Max refresh per sec

) Full Screen
@ 1024x758

[ Play ]

You have now set up the MultiMedia Player for use with the BrainMaster Software. You will be
able to tell this has been successful, as the Multimedia Player for BrainMaster for BrainMaster
Window will open, and the chosen Video file will play.

Setuy

€5 Training/Control Screen - BrainMaster 3.7 R = 2% |

Data Display

GO | STOP Window 0

Freq.Bands Color Sound

Close | * |

l’)‘.
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BMrDVD Control Menu Display

M « Il b H»
1

' 7{Tlrﬂe: 0 Chapter: 0 87 Modulate Video:

Volume Brightness

Duration: 00:00:00 || Modulate Audio 10
Time: 00:00:00 ] Pause/Unpause

IJ
11

1. DVD Basic Controls — Basic DVD Controls(Skip Back, Rewind, Pause, Play, Stop, Fast
Forward, and Skip Forward).

2. Root Menu/Resume Button — Click to switch from to the Main Menu, or back to your original
position.

3. Full Screen Button — Click to Expand the DVD Window to Full Screen Mode.

4. Step Forward Button — Click to step through the different Title Screens.

5. Save Bookmark Button — Click to create a Bookmark for the Trainee Folder that you are

currently using.

Restore Bookmark Button — Click to restore a Bookmark for the Trainee Folder that you are

currently using.

Disc Information — Displays the Chapter Information, Duration and Time for the DVD.

Modulate Check Boxes — Section where you can choose the type of Modulation(if any).

. Volume Control — Controls the Volume for the BMrDVD Program

0.Min Brightness Control — Controls how low the software modulates when the client is not

meeting criteria.
11.Scroll Bar — Use to Scroll through the DVD with-out skipping or fast forwarding.

o
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1. Setup the training that you would lik

or choose an existing folder that you would
like to us, and click the “Run The Next

Session” Button.

2. After you start the Session, click the
“Window” Button.

3.

Multimedia Section.

[ ]531-322 v1.2 7/9/2013

In the Window Launcher Menu, click the
“‘DVD Player” Button, located in the BMr

Using BMrDVD

& Setup/Home S 4@
etup/Home Scre .71

Welcome to BrainMaster

e to use,

Current Trainee/Study Folder:
Trainee ID: MMP-DVD File}

Trainee
Name:

MMP-DVD File

=

g : !
LOGIN OK: SN: 30345

UNLIMITED USE

CLINICAL LICENSE

Login

Folder Selections

Comment:  Alert Beta Up Theta Hibeta Down

Next S

A

Total 5
1

ilable:

Run The Next Session

40

Training screen is currently: Not Running

Exit

View or Change Settings

Product Manuals

Review Session Results

Data Display Freq.Bands

SIMULATION MODE [NOT LIVE)

EEG CHANNEL 1: C3: Avg Ampl. =

N, ,""y’|.\’L\‘|'».q“,.r._'M.~.‘.'\'-,.\,|\‘.q.|l’rw\,'\J"rww-,-ﬁ"\.;""w\'\m,-".».J‘m‘-.,'w.."\l‘\\.«"&"\ ul"‘w'.‘h\‘,f\,l‘,‘ 4.0 sec.

Theta:4.0000-7.0000
Beta:15.0000-20.0000

0.0000-30.0000

A wl.'-,r-,~.'||||II,-ﬂ..\.n‘-r.ﬂfﬂ.»ﬂ_\'.,"u’

BoxFlow
BrainMan || Mini BMirr
2D Spectral| BrainScape
Numbers | TrendView
Thermos | LongTrend
Circles

LissaView

ReturnMap

Avg Ampl.

Avg Ampl. = 3.3 u¥

Avg Ampl.

Color  Sound

19:54

SIMULATED EEG
30.9 u¥ Base: 0

Buv

5uY Thresh

| |'..-\.-w.-'.-.vu'l|‘||‘|ll.|\|

MultiMedia Player
DVYD Player

006

Thresh = 5.
Thresh = 3.

1.8uv

Close

Guy % Time = 3

0wy % Time = 9

% Time = 1

fillft

| Flash Player

Puzzle
Cricket

Space
BugRun
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4. Click the “Play” Button or the “Restore
Playback” Button to continue.

M« 11 P H » » M ¥ 4

Min
- Vol Brightn
Tite: 1 Chapter: 3 oume Brdniness
Duration: 01:52:17

Time: 00:11:04 Pause /Unpause

{

You have now set up the DVD Player for use with the BrainMaster Software. You will be able to
tell this has been successful, as the BmrDVD Video Window will open, and the DVD will play.

65} BrrDVD Video Window =[al x 1)
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No

EEGAudio Control Menu Display

EEG Audio .

Band Drop-Down Boxes — Drop-Boxes, where you can choose which bands you would like
use for the training. PLEASE NOTE: EEGAudio is typically used for Alpha/Theta Training, but
is versatile enough to be used with any type of protocol that includes two enhance(“Go”)
components, in which it is desirable to inform the trainee of their relative size, as well as when
either of the goes above threshold.

Threshold Boxes — Display boxes that show the current Threshold values for the bands
chosen from the Band Drop-Down Boxes.

Value Boxes — Display boxes that show the current value for the bands chosen from the Band
Drop-Down Boxes.

Damped Value Boxes — Display boxes that show the damped(averaged) value for the bands
chosen from the Band Drop-Down Boxes.

Above Thresh. Boxes — Display boxes that show the value that shows the amount that the
component is currently above threshold(negative if below) for the bands chosen from the Band
Drop-Down Boxes.

Inhibited Box — Displays whether or not any inhibits are active.

Start/Stop Session Button — Click when all settings are proper to run the EEGAudio
Program.

Change Sounds Button — Click to change the sounds that are coming in for each band, as
well as the background for each band.
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Using EEGAudio

1. Setup the training that you would like to use, [ seupen seaiieniggem d Fy ===
or choose an existing folder that you would Welcome to BrainMaster LOGIN OK: SN: 30345
like to us, and click the “Run The Next Current TraineciStudy Folder: CLINICAL LICENSE
SeSSIon,, Button Trainee ID: MMP-DVD File} Login

Trainee MMP-DVD File
Name: ‘

Comment:  Alert Beta Up Theta Hibeta Down

Folder Selections |

Run The Next Session
Next Session Number: Total Sessi Available:

1 40

Training screen is currently: Not Running McwlogthangeiSetings

Exit Product Manuals Review Session Results

2. After you start the Session, click the
“Window” Button.

Data Display Freq.Bands Color Sound
19:54 006

SIMULATION MODE (NOT LIVE] SIMULATED EEG
EEG CHANNEL 1: C3: Avg Ampl. = 30.9 u¥ Base: 0

NG H.‘.Ij.L,'fruA\fa'l"\.J""HﬁI,\'L\‘I'M_r“'..M"a"\",,.\.|“|"|”’W\'\‘|"'r'\.Ji\fM,,—'-‘-'a'"'l\lg""w"\.h,-’\ﬁ«‘\‘u‘ .,1w."\|"wh"\ u""w‘\h\‘.’\.ﬁ,‘ 4.0 sec.

Theta:4.0000-7.0000 Avg Ampl. = 1.8 u¥ Thresh = 5.9 u¥ % Time = 3
Beta:15.0000-20.0000 Avg Ampl. = 3.3 u¥ Thresh = 3.0 u¥ % Time = 9

0.0000-30.0000 Avg Ampl. 5 u¥ Thresh 1.8 u¥ % Time = 1

A .'"."."'i'.ﬂ;'ﬂ'M."l,“U’Ll‘.l-‘.-‘w.-'.’l'|;'l|‘||‘||'|l‘.l‘||’|\\'|l||,| finlift

3. In the Window Launcher Menu, click the “AVI
Extensions” Button, located in the
Audio/Video Interfaces Section. BoxFlow |

BrainMan || Mini BMirr

2D Spectral| BrainScape

Numb TrendVi
Thermos || LongTrend

Circles

Puzzle Space
LissaView | ReturnMap
Cricket BugRun
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©

4. The following menu will open. Double-Click e
“EEGAudio.exe” to open the EEGAudio —
program.

5. Setup the sounds and bands as you would
like them. When the set-up is complete, click
the Start Session Button.

Threshold Damped Value

Change Sounds

You have now set up the EEGAudio for use with the BrainMaster Software. You will be able to tell
this has been successful, as EEGAudio will be having numbers, and you have chosen will be playing

as the requirements are met.

7.
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Z-Score Training

Activating ANI Z-Score Training DLL

PLEASE NOTE: These steps only need to be followed when using the ANI Z-Score Training
DLL. This is not required for the BrainDX Z-Score Training DLL. ANI Z-Score DLL can only be
activated on 2 Computer Systems. Please be sure before activating, that you are doing this on
the system that you want this to be on

1. From the Setup/Home Screen, click the
Folder Selections Button

2. From the Select Trainee/Study Folder Menu,
click the Create New Folder Button
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3. Create a folder named Zscorelnstall that contains a Z-Score protocol. After the folder is
created, click View or Change Settings Button. On the Setup Options Menu, click the Session
Control Button. On the Session Control Menu, make sure that the Session Type is set to
Simulation. Once this is complete, click OK on the Session Control Menu, USE THESE
SETTINGS on the Setup Options Menu, and click the Run The Next Session Button

- . B -
M
o Seorch Setting 1
@'O-\ » Computer » WINVISTA (C:) » ProgrambData » BrainMaster » Settings [43 [ Search settings 2 B s s aess]|
Organize v New folder = 0 @
(5 Recently Changed ~ ~  Name - Date modified Type Size
M BDB2 File TS
M BDB2 File k8
f M BDB2 File 89K8
M BDB2 File K8
M BDB2Fie 101 kB
| 8PM  BDB2 File ke
BDB2 File BT
BDB2 File 7Ke
PZOKUL with ROIA BDB2 File a7ke o Waard to
cores Using PZOK M BDB2File 7Ke CRI=SE
 Using PZOKUL M BDB2 File 838
PZOKUL with PZMO MS2 OPM  BDE2 File sike
.
R ampine PZOKUL with ROIA BMr AM__BDB2File 10LKe
& WINVISTA (C) core PZOKUL with ROIA BMr-KyleBon...  2/10 M BDB2File 1038
ca DATA(D) o core PZOKUL with ROIA Ulrika 8DB2 File 01K -
File name:  ZScore PZOKUL with ROLA BMr ~+ [setup Files (bdb2) -
Logpedin, device type Discow et
—

4. Click GO on the Training/Control Screen, and

confirm the following screen

Ready to Start!

Place EEG Cap

Hit OK to Start Now

Hit Cancel to Start Later

Initializing 4 channel ANI Z Score Training:
Age: 40 Eyes: open
Sites: FFCGP3H

Cancel

5. When the following screen appears, click | accept the [l > - =

END-USER LICENSE AGREEMENT FOR APPLIED NEUROSCIENCE. INC'S -

license agreement option, and click OK to continue (A DYNAMIC LINK SOr TWARE LISRARY (BLL) AND S

The Applied Neuroscience. Inc. EEG databases and the NeuroGuide
Statistical Z Score dll software (NG dil) are copyright protected © 2004 — 2007
[and violations of U.S. copyright law will be prosecuted to the full extent of the
law_ Al rights are reserved. including the exclusive right to distribute.
reproduce. sell. license. modify and detive new works_ This agreement is
lbinding on all versions or revisions of the ANI NG dil and databases.

1. Grant of License
11. The Applied Neuroscience. Inc._(ANI) Z Score Statistical Dynamic Link
Library (DLL) Software and EEG D: (NG dll) are by copyright
laws and intemational copyright treaties. as well as other intellectual property
laws and treaties.

1.2. The Applied Newroscience. (ANI] D,-nanc L.nk L.b.a-, (DLL]

statistical software and the induded EEG dat: sold,
remain the sole property I and you reanyotherng-lsm

the ANI Software/EEG Dat. other than a right to use in

this License. The first sale doctrine d with this

ine does not hol. is agreement
you are only licensed to use the ANI intellectual properties under the
limited lenns of this agreement.

1.3 You are not permitted to install or use Dynamic Link Library (DLL)

statistical Soltwars and/or | EEG D: except in with this fl
License. In tothe terms of this License.

Applied Neuroscience. e (ANI) Grante you = non-cxciusive foht (1

o inctall srd s the Applicd Neurseciencs. In. s Dynsmic Link Library (D1 [DLL) |

@ [laccept this icense agreement] o —
of Cancsl

¢ | do not accept this license agreement
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6. When the following screen appears, click the  [[5acame AN EoreeEa: secury ey S5
Create Key A File Button. This will create a '
text document

Securty Key A
| sSuH4 [8YLU |[Zaw9 | 7FoWw |[M2TS | RHPW

| SUH48YLUZAWI7FGWMZTSRHPW

Securty Key B

Create Key A File
QK Cancel

7. Save the document to the folder that was created named BrainMasterinstalls. E-Mail the
document to geeg@appliedneuroscience.com. Once the Key-B is created, it will be E-Mailed
to you. In order to put the Key-B into the system, you will need to run another session with the
folder created to receive our Key-A

[ e ]531-322 v1.2 7/9/2013 Page 143 of 182


mailto:qeeg@appliedneuroscience.com

BrainMaster BrainAvatar User Manual
Z-Score Using PercentZOK in BrainMaster BrainAvatar

File Data Display FreqBands Sound Themes Setup Help

EEENCDETEETE (32 oo | v dlTowes] G ]

‘ 24-CHANNEL EEG ‘Timer 017.43 ms average 009.50 ms gap 021.72 usage 30.43 %

VALUE A RULE VALUE B THEN: VALA VALB % TIME
Z-Scores (ZOK) 81.67 80.00 21.0

THEN: YALA VALB % TIME
2.00

[X>._Re-Monfaaed (Onfional ) 7-Score Trainina { 7-Score Montior

1. Z-ScorePZOK (Teal Line & Teal Thermometer) — This line and thermometer is the Percent of
Z-Scores with-in the defined range

2. Z-Score Threshold (Green Line & Green Marker on Thermometer) — This line is the
threshold for the Z-Scores. When the Z-Scores are below the threshold, the system will
reward the client with the chosen reward. This is controlled by the “C” key.

3. Percent of Reward (Red Line & Red Thermometer) — This line and thermometer shows the
percent time that the Z-Scores are greater than the Z-Score threshold.

4. Z-Score Range Definer (Orange Line & Orange Thermometer) — This line defines the range
of Z-Scores that you are training. This is controlled by the “U” key, or by dragging the orange
marker on the Thermometer.

5. Text Stats — This gives you a text representation of what is occurring in the graph.
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Z-Score Using PercentZOKUL in BrainMaster BrainAvatar

File Data Display FreqBands Sound Themes Setup Help

ENENEIEEEED [0 o[ v =] g o]
\ 24-CHANNEL EEG \Timer 020.23 ms average 009.97 ms gap 021.22 usage 31.96 %

uv pk-pk

VALUE A RULE VALUE B THEN: VALA VALB % TIME
Z-Scores 82.69 80.00 27.3

w
|HHl\;NHHIHI\lHHIiHIlHH]\HIlHH]

100.00

s |\H\]\H\lH!\II\HlIWllHIlHH]\H[lH\%

=}

.00

uv pk-pk

VALUE A RULE VALUE B THEN: VALA VALB % TIME
p hol: 2.00

o

T e e et Feeet e e e e

0 0.0

up) 2 0
o -2.00 -2.00 0.0

& [H\I|\I\IIW\Hl\|\\I\HllHH[HHlHH‘IHIIJ‘

o

<>]._Re-Montaaed (Ontional) _)7-Score Trainina { 7-Score Monitor 3 7-Mans G ) A\Studies Review

1. Z-ScoresPZOKUL (Teal Line & Teal Thermometer) - This line and thermometer is the
Percent of Z-Scores with-in the defined range.

2. Z-Score Threshold (Green Line & Green Marker on Thermometer) — This line is the
threshold for the Z-Scores. When the Z-Scores are below the threshold, the system will
reward the client with the chosen reward. This is controlled by the “C” key.

3. Percent of Reward (Red Line & Red Thermometer) — This line shows the percent time that
the Z-Scores are greater than the Z-Score threshold.

4. Z-Score Range Upper Range (Orange Line & Orange Thermometer) — This line defines the
upper range of Z-Scores that you are trying to train down. This is controlled by the “U” key, or
by dragging the orange marker on the Thermometer.

5. Z-Score Range Lower Range (Yellow Line & Yellow Thermometer) — This line defines the
lower range of Z-Scores that you are trying to train up. This is controlled by the “L” key, or by
dragging the yellow marker on the Thermometer.

6. Text Stats — This gives you a text representation of what is occurring in the different graphs.
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Changing Surface Sites

1. From the Setup Menu, click Settings Tab,
then click the Z-Scores Tab. Here, you
can control:

a. Z-Score Type — Here, is where you can choose the type of Z-Score Training.

b. Z-Score Options — Here is where you can choose between 4 Channel Z-Score Method,
and Up to 19 Channel Z-Score Method, or even Voxel Z-Score Method (BrainDX Only).
If 4 Ch or 19 Ch is chosen, you will use this tab set what sites, values and bands to
train.

c. Acquired & LZT Trained Sections — As you choose sites that are being acquired from
the Acquisition Tab, they will populate in the Acquired Section. From here, you can
place them into the LZT Trained section. You can do this for each individual site by
highlighting the location, and clicking the Add-> Button. If you would like to add all
electrodes, then click the Add All Button. PLEASE NOTE: If you change which sites
are being acquired after you have set what is to be LZT, you will have to adjust
the LZT Trained Z-Scores. The same controls apply if removing a site or sites to be
LZT Trained.

d. Trained Values Section — Here you can choose which trained values will be used for
the LZT Training. You can check on or off any of the values. This will affect the total
amount of Z-Scores being trained.

e. Trained Bands Section — Here you can choose which trained bands will be used for
the LZT Training. You can check on or off any of the values. This will affect the total
amount of Z-Scores being trained.

When all settings are as you would like them, confirm the changes.
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2. If you would like to change other settings
(Agel/eye condition), this can be done in the
Edit Folder Info Tab. From the Setup Menu,
click the Folder Tab, and click the Edit
Folder Info Tab. Here, you will be able to
change these things. When completed,
confirm the changes.

nnnnnnnnnnnnnnn

EEEEEEE

Lopged in, device type Atlantis

You have now changed the sites, band, and values that are being LZT Trained. You will be able
to tell this has happened, on the Training/Control Screen, the Z-Score Text Displays will match the

selections that you chose.
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Changing ROI Sites in BrainAvatar 4.0 Software

1. In the Z-Score Option section, if you -
. . o4
choose Voxel EEG, this will open up a new -
:
1 1 1 r2 left and right Deltal, Delta, Theta,Alpha, Beta,Sum, Betaz, Gamma, Alphat, Alpha2
menu, and new option in the Trained -
) ¥ Brodm:
= D:( ht right Deltai,Delta, Theta,Alpha,Beta,Sum, Beta2,Gamma,Alphai,Alpha2
[V Thet:
¥ Alph:
IV Bet:
v sum
[V Beta2
¥ Gamm:
¥ Alpha1
[V Alpha2
|
Use Settings and Close Use These Settings ‘ Exit

a. ROI Selection Section — Here, you can choose which Region of Interest you would like
to be LZT Trained. Click on the box of the ROI that you would like to train. If you would
like to select a large group of ROI’s, Click on the first ROl that you would like to use,
hold the Shift Key down, and then click on the last ROI that you would like to use.

b. Trained Values Section — You will notice that a new selection can be chosen. If the
Brodmann check box is checked, then this will allow you to choose the Regions of
Interest to the Right. PLEASE NOTE: If you do not check the Brodmann Box, you will
not be able to choose any Region of Interests to be LZT Trained. Currently, this is the
only Trained Value for the Region of Interests.

2. You will not use the Trained Bands Section in order to change the which | gand= i
bands will be LZT Trained, instead you will right click on the check box of Seio e et
the ROI whose bands you would like to change. This will bring up a
menu, in which you can choose which bands that you would like to LZT
train for this particular Region of Interest.

Raw EEG
Deltal
Delta
Theta
Alpha
Beta
Sum
Beta2
Gamma
Alphai
Alphaz

e L e e w m

Allon T all Off
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When all settings are as you would like them, confirm the changes.

3. If you would like to change other
settings (Age/eye condition), this can be
done in the Edit Folder Info Tab. From
Setup Menu, click the Folder Tab, and
click the Edit Folder Info Tab. Here,
will be able to change these things.
When completed, confirm the changes.

:::::::::

EEG tech

the

you

| e

You have now changed the ROI's and bands that are being LZT Trained. You will be able to tell
this has happened, on the Training/Control Screen, the Z-Score Text Displays will match the

selections that you chose.
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Event Wizard for BrainAvatar

Event Wizard Control Menu Display

Main I Login ] Folder Settings IEDF Bro\user] Re'.wew] Global Settingsl

Main I Read/WriteI Channelsl Bands I Protocoll Display] Feedbackl Session Event Wizard IAcquisitionI Montagel Auto Thresholdl z Scoresl Session Wizardl

1 Event Number: 5 This Event Is: 6 Visibility:
(O 1 o221 ko @iy S @S @ S @ @ O @01 @ {165 8 6 5 8k i @i L @ ¢ S 800 L @ [ @ Enabled (" Disabled @ Visible ¢ Hidden
QEvent Condition: 7 Event Name
Constant: Damping Z-Scores
IF: [Use Equation: | [pelta ~| [Amplitude =l [o
- 8 Sustained Reward Criterion 9 Refractory Period
Check Equation I x=PercentZOKUL(UTHR, GTHR); M Condition must be met Time between rewards is:
0 milliseconds 0 milliseconds
RULE: [1S GREATER THAN: ~|
Constant: Damping 1 QmIDI Sound Properties:
[use Equation: ~] [Delta =l = | o Starting 61A (1760.0) ~|1toss
Check Equation I X=CT; E |- Instrument 114 Steel Drums | 128 choices
Playing Sustained v |Percus. or
Note: You must press "Check Equation” to check and save any changes made to Madilabion:. [ Amal.-and Pitch ol ampl or
BEvent Result: Starting Level: 70 v|0to 128
THEN: I Play MIDI Sound L' I ‘J | J Loudness Change Rate |3 ~|0to 20
] I ;] I _I Note Change 3 1 v|0to 20
Musical Scale Major (Ionian) >l15 choices
I~ obe s ("stops V¥ Control MMP Player Musical A v | Cto B Flat
4Event Trend Graph Play Note or 1 Note | 1 to 8 Notes
Scale Factor: | 100 Offset: | 0 Play Note on Tab | On all tabs v|ltol6or
Event Summary: isable All | o l
Disable All Events Data Dictiona
Summary for Event 1: EVENT 1 IS CURRENTLY: ENABLED Eusbie BlEve0s X 24
IF: EQN: x=PercentZOKUL(UTHR, GTHR); IS GREATER THAN EQN: x=CT; -
THEN: Play MIDI Sound MODE: 2 NOTE: 61 INSTR: 114 Steel Drums Clear All Events l Show All Events | Print All Events I
STYLE: Sustained MODULATION: Ampl. and Pitch LOUDNESS: Level: 70
LOUDNESS CHANGE RATE: 3 PITCH CHANGE RATE: 1
KEY: A MODE: Major (Ionian) CHORD: 1 Note SR EEs. I s BV '
Import i Use Now | OK

Logged in, device type Discovery

_Use settings and dose |

wnN e

Condition has been met.

o gk

not, when the Trend Graphs are chosen for display.
7. Event Name Section — Section where you can create a name for display in the text stats or

thermometer.

Event Number Section — Section where you choose which Event you are viewing.
Event Condition Section — Section where you set the chosen Event Condition for operation.
Event Result Section — Section where you set what the chosen Event does when the Event

Event Trend Graph Section — Section where you set the size for the Graph.
This Event Is: Section — Section where you set whether the chosen Event is enabled or not.
Visibilty Section — Section where you set whether the chosen Event Graph will be visible or

8. Sustained Reward Criterion Section — Section where you set how long the chosen Event
Condition must be met to produce the selected Event Result.

©

reward is possible for the chosen event.
10.MIDI Sound Properties Section — Section where you can set the properties for MIDI reward

feedback for the chosen Event.
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Refractory Period Section — Section where you set how long for a time before another
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Event Wizard Control Menu Display(Continued)

1Etbable All Eventsh_ZDiSBble All Eventsl]_3 Data Dictionary

1@&ear All Events h_s Show All Events | Print All Events

16 Copy Event h_7 Paste Event

18 Import 19 Use Now bo OK

11.Enable All Events Button — Click to enable all 16 Events.

12.Disable All Events Button — Click to Disable all 16 Events.

13.Data Dictionary Button — Click to launch the Data Dictionary.

14.Clear All Events Button — Click to clear the data from all 16 Events.

15.Show All Events Button — Click to show the Event Summary information for all 16 Events.

16.Copy Event Button — Click to copy the chosen Event.

17.Paste Event Button — Click to paste an Event that has been selected from the Copy Event
Button.

18.Import Button — Click to import the Event Wizard File from a previously created folder..

19.Use Now Button — Click to apply all changes.

20.0K Button — Click to Exit the Event Wizard.
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Data Dictionary for the Event Wizard

Standard variables computed in real time using BrainMaster built-in filter for up to 4 Channel Training

D, T,A LB HGU

channel 1 amplitude (from digital filters) for 8
components

DELTA, THETA, ALPHA, LOBETA, BETA, HIBETA,
GAMMA, USER

channel 1 amplitude (from digital filters) for 8
components

DTHR, TTHR, ATHR, LTHR, BTHR, HTHR, GTHR, UTHR

channel 1 thresholds (from digital filters built-in
autothresholder)

DX, TX, AX, LX, BX, HX, GX, UX

channel X amplitude (from digital filters) for 8
components

DELTAX, THETAX, ALPHAX, LOBETAX, BETAX,
HIBETAX, GAMMAX, USERX

channel X amplitude (from digital filters) for 8
components

CXDA, CXTA, CXAA, CXLA, CXBA, CXHA, CXGA, CXUA

channel X amplitude (from digital filters) for 8
components

CXDF, CXTF, CXAF, CXLF, CXBF, CXHF, CXGF, CXUF

channel X modal frequency (from FFT) for 8
components

CXDE, CXTE, CXAE, CXLE, CXBE, CXHE, C1GE, C1UE

channel X percent energy (from FFT) for 8
components

CXDP, CXTP, CXAP, CXLP, CXBP, CXHP, CXGP, CXUP

channel X percent time over threshold (using digital
filters)

CXDT, CXTT, CXAT, CXLT, CXBT, CXHT, CXGT, CXUT

channel X thresholds (from digital filters built-in
autothresholder)

CXDV, CXTV, CXAV, CXLV, CXBV, CXHV, CXGV, CXUV

channel X variability (from digital filters)

Standard variables for difference channel (not yet implemented)

DS, TS,...DELTAS, THETAS,...CSDA, CSTA,...CSGV,
CSuv

The sum of channels 1 and 2 is always computed and
available. Sum Channel repeats all channell
variables shown above, with "1" replaced by "S"

DD, TD,...DELTAD, THETAD,...CDDA, CDTA,...CDGV,
CDhuv

The difference of channels 1 and 2 is always
computed and available. Difference Channel repeats
all channell variables shown above, with "1" replaced
by "D"

Cross-channel standard variables for up to 4 Channel Training:

Note: use first channel to designate the pair (X=channels X/X+1)

CT

Coherence Threshold currently in use in built-in
coherence processor. This will automatically track any
changes in the coherence threshold.

DCOH, TCOH, ACOH, LCOH, BCOH, HCOH, GCOH,
UCOH

Coherence (currently selected type) between
channels 1 and 2

CXDC, CXTC, CXAC, CXLC, CXBC, CXHC, CXGC, CXUC

Coherence (currently selected type) between
channels X and X + 1

DPCOH, TPCOH, APCOH, LPCOH, BPCOH, HPCOH,
GPCOH, UPCOH

"Pure" coherence between channels 1 and 2

DTCOH, TTCOH, ATCOH, LTCOH, BTCOH, HTCOH,
GTCOH, UTCOH

Similarity ("Training Coherence") between channels 1
and 2

DSIM, TSIM, ASIM, LSIM, BSIM, HSIM, GSIM, USIM

Similarity ("Training Coherence") between channels 1
and 2
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DCOR, TCOR, ACOR, LCOR, BCOR, HCOR, GCOR, "Spectral Correlation Coefficient" (SCC) between

UCOR channels 1 and 2

DCOM, TCOM, ACOM, LCOM, BCOM, HCOM, GCOM, Comodulation (Sterman/Kaiser "SKIL" type) between
channels 1 and 2

DPHASE, TPHASE, APHASE, LPHASE, BPHASE, Phase between channels 1 and 2

HPHASE, GPHASE, UPHASE

CXDH, CXTH, CXAH, CXLH, CXBH, CXHH, CXGH, CXUH Phase between channels X and X + 1

DC and Slow Cortical Potentials Variables

DC1, DC2, ... DC offset for channel 1, 2, ... 1 unit = 4 microvolts
DCE1, DCEZ2, ... Enhanced DC for channel 1, 2, ... 1 unit = 1 millivolt
DCA1, DCA2, ... DC Acquired channel 1, 2, .... 24 (Discovery Only)
DCALL DC average of all 19 10-20 channels (Discovery Only)
DCFR Frontal DC: Fpl F3 F7 Fz Fp2 F4 F8 (Discovery Only)
DCBK Back DC: P3 P4 Pz T5 T6 O1 O2 (Discovery Only)
DCLT Left DC: Fpl F3 F7 C3 T3 P3 T5 O1 (Discovery Only)
DCRT gur%r;; DC: Fp2 F4 F8 C4 T4 P4 T6 O2 (Discovery

DC of any 10-20 site specified by name (Discovery

DCFp1, DCFp2, DCF3, DCF4, ... only)

Region of Interest Training Functions (Must have BrainAvatar LLP License)

LoretaROIA(ROI,Band) Trains the band activity at the chosen region of
interest. The number listing of the ROI's can be found
at www.brainm.com/kb/entry/461. The bands are 1 -
Delta, 2 - Theta, 3 - Alpha, 4 - Lobeta, 5 - Beta, 6 -
Hibeta, 7 - Gamma, 8 - User

LoretaROIAL(ROI,Band) Trains the band activity at the Left Hemisphere of the
chosen region of interest. The number listing of the
ROI's can be found at www.brainm.com/kb/entry/461.
The bands are 1 - Delta, 2 - Theta, 3 - Alpha, 4 -
Lobeta, 5 - Beta, 6 - Hibeta, 7 - Gamma, 8 - User

LoretaROIAR(ROI,Band) Trains the band activity at the Right Hemisphere of
the chosen region of interest. The number listing of
the ROI's can be found at
www.brainm.com/kb/entry/461. The bands are 1 -
Delta, 2 - Theta, 3 - Alpha, 4 - Lobeta, 5 - Beta, 6 -
Hibeta, 7 - Gamma, 8 - User
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Values from other events:

Events can read real-time data from other events. The events are processed in numerical order, so that the events are
evaluated and act in order, e.g. Event 1 before Event 2, etc. Note that all events are checked for to see if any inhibits are
generated, before events take action. All data passed between events are treated as double precision, floating-point

numbers.

E1A, E2A, E3A, E4A, ESA, EGA, ETA, EBA, E9A, E10A,
E11A, E12A, E13A, E14A, E15A, E16A

values of "antecedent" variables in Events 1-16.
These are the selected component values, or the
values of the "x=" equation in the "IF" portion of the
event design. Note: These are also the values of
"In1", "In2", "In3", through "In16", in the Macromedia
Flash Player for BrainMaster

E1B, E2B, E3B, E4B, E5B, E6B, E7B, E8B, E9B, E10B,
E11B,
E12B, E13B, E14B, E15B, E16B

values of "condition" variables in Events 1-16. These
are the selected

component values, or the values of the "x=" equation
after the "RULE" portion of the event design. Note:
These are also the values of "In16", "In17", "In18",
through "In32", in the Macromedia Flash Player for
BrainMaster

E1F, E2F, E3F, E4F, E5F, E6F, E7F, E8F, E9F, E10F,
E11F, E12F, E13F, E14F, E15F, E16F

values of flags for Events 1-16. These are 0 if the
event's condition is not met, and 1.0 if the event's
condition is met. These are also the values of "Flg1",
"Flg2", through "FIg16" in the Macromedia Flash
Player for BrainMaster

E1P, E2P, E3P, E4P, E5P, E6P, E7P, E8P, E9P, E10P,
E11P, E12P, E13P, E14P, E15P, E16P

percent time meeting the condition for Events 1-16.
These allow any events to "see" how often other
events are "true" and use these values in rules.
Values are returned as percent, e.g. between 0 and
100

Built-in Training Control Variables:

INHFX, ENHFX, NUMEX

channel X training flags: number of "stops" meeting
criterion, number of
"gos" meeting criterion, number of possible "go's"

ALLOK

indicates that all "gos" are met, and no "stops" exceed
threshold. Use e.g. "x=ALLOK" for Event 5, to allow
games like BrainMan and BrainCell to work
automatically with any amplitude-based protocol that
is set up using the standard "Training Protocol" setup.

Special Built-in Functions (note that "arg" can be any number or variable name, including other Event Values, flags, etc.

etc.

Zorl(arg) returns O if argument is <1, 1 otherwise. Note: when
used with a fraction e.x. X/Y, returns 1.0 if X >=Y, 0.0
otherwise

GT(arg) returns O if argument is <1, 1 otherwise. Note: when

used with a fraction e.x. X/Y, returns 1.0 if X >=Y, 0.0
otherwise
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Rng(argl, arg2, arg3)

returns O if argl is within arg2 of arg3. E.g. Rng
(C1AF, 0.5, 10) returns

1 if Channel 1 Alpha Frequency is within 0.5 Hz of 10
Hz. E.g. between

9.5 and 10.5 Hz, and returns 0 otherwise

Bnd(channel, low, high) or Band(channel, low, high)

returns total FFT energy in a band for a channel. E.g.
Bnd(2, 4, 6)

returns the energy in channel 2 between 4 Hz and 6
Hz

Modf(channel, low, high)

returns modal frequency ("first moment") from FFT in
a band for a channel. E.g. Modf(2, 4, 6) returns the
modal frequency in channel 2 in band from 4 Hz to 6
Hz

Peakf(channel, low, high)

returns peak frequency (highest amplitude) from FFT
in a band for a channel. E.g. Modf(2, 4, 6) returns the
peak frequency in channel 2 in band from 4 Hz to 6
Hz

x=SetPhoticRate(rate), x=SPR(rate)

sets rate of photic stimulation to value given by "rate"

Built-in Constants:

Schumann, SCH

Schumann Frequency = 7.81

PHI, GOLDEN, GM

Golden Mean = 1.618

Pl

Pl =3.14159

Standard Operators: Note: all arguments and parameters are treated as double precision floating point values

+-*/

add, subtract, multiply, divide

%

modulus returns the remainder after an integer
division

AN

power:y =x "2

0

parenthetical gropuing, unlimited, e.g. (2 + BETA) /
THETA

semicolon, needed at end of each equation in formula

/)

comment, single line

..

comment, multiple lines

Priority of Operators:

0 highest

A next

-X (unary minus) next (e.g. y=-x"2, the ~ occurs before -)
*n next

+- lowest
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Standard Built-in Functions:

abs(x) return absolute value

acos(x) calculate arccosine

asin(x) calculate arcsine

atan(x) calculate arctangent

atan2(x,y) calculate arctangent with two parameters to preserve
guadrant angle

bessj(n,v) Bessel function of the first kind. n is order and v is
input value

bessy(n,v) Bessell function of the second kind. n is order and v is
input value.

Ceil(x) Find integer ceiling

Cos(x) Calculate cosine

Cosh(x) Calculate hyperbolic cosine

exp(x) calculate exponential function "e to the x"

floor(x) Find integer floor

hypot(a,b) calculate hypotenuse of right triangle

log(x) calculate natural logarithm

log10(x) calculate base-10 logarithm

max(x,y) return larger of two values

min(x,y) return smaller of two values

rand(x) get pseudorandom number between 0 and 1

sin(x) calculate sine

sinh(x) calculate hyperbolic sine

sqrt(x) find square root

srand(x) initialize pseudorandom series

tan(x) calculate tangent

tanh(x) calculate hyperbolic tangent

Z-Scores Variables (To be used with ANI (optional purchase) 4 Channels

ZAPXD, ZAPXT, ZAPXA, ZAPXB, ZAPX1, ZAPX2, ZAPX3,
ZAPXG

channel X Absolute Power for 8 components

ZRPXD, ZRPXT, ZRPXA, ZRPXB, ZRPX1, ZRPX2, ZRPX3,
ZRPXG

channel X Relative Power for 8 components

ZPRXDT, ZPRXDA, ZPRXDB, ZPRXDG, ZPRXTA,
ZPRXTB, ZPRXAB, ZPRXAG, ZPRXBG

channel X Power Ratios for 10 ratios

ZAAXYD, ZAAXYT, ZAAXYA, ZAAXYB, ZAAXY1, ZAAXY?2,
ZAAXY3, ZAAXYG

Amplitude Asymmetry between channel X and Y for 8
components

ZCOXYD, ZCOXYT, ZCOXYA, ZCOXYB, ZCOXY1,
ZCOXY2, ZCOXY3, ZCOXYG

Coherence between channel X and Y for 8
components

ZPHXYD, ZPHXYT, ZPHXYA, ZPHXYB, ZPHXY1, ZPHXY2,
ZPHXY3, ZPHXYG

Phase between channel X and Y for 8 components
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Z-Scores Functions (To be used with ANI (optional purchase), BrainDX (optional purchase), or BrainMaster (BrainAvatar

Only) Z-Score DLLs

PercentZOK(range), PZOKUL(range)

Percentage of Z scores that are within "range" of
normal. Returns value between 0 and 100

PercentZOKUL (upper, lower), PZOKUL(upper, lower)

Percentage of Z scores that are below upper limit, and
above lower limit. Returns value between 0 and 100

PercentZAOK(range), PZAOK(range)

Percentage of ABSOLUTE POWER Z scores that are
within "range" of normal. Returns value between 0
and 100

PercentZAOKUL (upper, lower), PZAOKUL (upper, lower)

Percentage of ABSOLUTE POWER Z scores that are
below upper limit, and above lower limit. Returns
value between 0 and 100

PercentZROK(range), PZROK(range)

Percentage of RELATIVE POWER Z scores that are
within "range” of normal. Returns value between 0
and 100

PercentZROKUL (upper, lower), PZROKUL(upper, lower)

Percentage of RELATIVE POWER Z scores that are
below upper limit, and above lower limit. Returns
value between 0 and 100

PercentZPROK(range), PZPROK(range)

Percentage of POWER RATIO Z scores that are
within "range" of normal. Returns value between 0
and 100

PercentZPROKUL (upper, lower), PZPROKUL (upper, lower)

Percentage of POWER RATIO Z scores that are
below upper limit, and above lower limit. Returns
value between 0 and 100

PercentZASOK(range), PZASOK(range)

Percentage of ASYMMETRY Z scores that are within
"range" of normal. Returns value between 0 and 100

PercentZASOKUL (upper, lower), PZASOKUL (upper, lower)

Percentage of ASYMMETRY Z scores that are below
upper limit, and above lower limit. Returns value
between 0 and 100

PercentZCOK(range), PZCOK(range)

Percentage of COHERENCE Z scores that are within
"range" of normal. Returns value between 0 and 100

PercentZCOKUL (upper, lower), PZCOKUL (upper, lower)

Percentage of COHERENCE Z scores that are below
upper limit, and
above lower limit. Returns value between 0 and 100

PercentZPOK(range), PZPOK(range)

Percentage of PHASE Z scores that are within
"range" of normal. Returns value between 0 and 100

PercentZPOKUL (upper, lower) or PZPOKUL(upper, lower)

Percentage of PHASE Z scores that are below upper
limit, and above lower limit. Returns value between 0
and 100

PercentZCCOK(range), PZCCOK(range)

Percentage of ALL CONNECTIVITY Z scores that are
within "range" of normal. Returns value between 0
and 100

PercentZCCOKUL (upper, lower), PZCCOKUL(upper, lower)

Percentage of ALL CONNECTIVITY Z scores that are
below upper limit, and above lower limit. Returns
value between 0 and 100
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sLORETA Z-Scores Functions (To be used with BrainDX (optional purchase), or BrainMaster (BrainAvatar Only) Z-Score

DLLs

LoretaROIZAP(ROI,Band)

Trains the Absolute Power at the chosen region of
interest. The number listing of the ROI's can be found
at www.brainm.com/kb/entry/461. The bands are 1 -
Delta, 2 - Theta, 3 - Alpha, 4 - Lobeta, 5 - Beta, 6 -
Hibeta, 7 - Gamma, 8 - User

LoretaROIZAPL(ROI,Band)

Trains the Absolute Power at the Left Hemisphere of
the chosen region of interest. The number listing of
the ROI's can be found at
www.brainm.com/kb/entry/461. The bands are 1 -
Delta, 2 - Theta, 3 - Alpha, 4 - Lobeta, 5 - Beta, 6 -
Hibeta, 7 - Gamma, 8 - User

x=LoretaROIZAPR(ROI,Band)

Trains the Absolute Power at the Right Hemisphere of
the chosen region of interest. The number listing of
the ROI's can be found at
www.brainm.com/kb/entry/461. The bands are 1 -
Delta, 2 - Theta, 3 - Alpha, 4 - Lobeta, 5 - Beta, 6 -
Hibeta, 7 - Gamma, 8 - User
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Designing an Event

this Example,
we will work
with Event 1).

Event Murmber:

Next, set the Event Condition (For this
example, we are going to reward the
Channel 1 Theta band, when it is greater than
its threshold). There are many ways that the
Event Wizard can define what is being trained
(See Attached pictures). If an equation is
used, the Check Equation Button must be
clicked, or it will not save this.

Next, set the Event Result (For This example,
if the Event Condition is met, a .wav will play.
This will also Control BMrMMP).

Next, set the size of the Event Trend Graph. If
you are not going to make your graph visible, you

do not need to do anything with this (For this
example, the graph will range from 0 to 20).

Next, you will need to make sure, that the Event is
enabled. You will also need to choose whether
you would like it visible or not. If the Event is not

enabled, it will not work. But, if the Event is

Hidden, it will still operate. Also, if you would like

1. On The Even Wizard Screen, choose the Event Number that you would like to work with (For

(12 0344 8B CCF 08073 71007 1147124713 14¢° 1507 16

Event Condition with Equations

Event Condition: =
Constant; Damping Factor:

IF: |Use E quation: j |Dalta J |Amphtude J | |U
Check E quation ‘x=THETA, - .
RULE: [I5 GREATER TH&N |
Constart: Dramping Factor:
[Use Equation | [Delts | [SKIL Comodulation ~] |1.0 0
Check E quation ‘x:TTHF\.‘ -
Mote: You must press "'Check Equation’ ta check. and zave any changes made to equations
Event Condition with Channels
Event Condition:
Constant: Damping Factor:
IF:|Channel 1 v|[Theta  +| |Ampitude =l o
[+=THETA; I -
RULE: [I5 GREATER THAK: |
Constant: D amping Factor:
| Chanrel 1 | [Theta <] [Thieshald =] 1o [0
|+=TTHR; o
Maote: You must press "Check Equation” to check and save any changes made to equations
Event Result:
THEN; [Play A% Saund =] | = | =l
| | = | =
r I¥ Control MMP Player

Ewent Trend Graph

Scale Factor: |2|:| Offzet: (0

This Event Is: Visibility:
" Enabled + Disabled {+ \isible " Hidden
Ewvent Name

Theta Enhance

the event to have a personalized name, do so now.
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Sustained Reward Critericn Refractory Period

0. Next, set the Sustained Reward Cl’itel’ion, Condition must be met Time between rewards is:
Refractory Period and the properties of the 500 millissconds 500 milliseconds
MIDI Sound. If you are not utilizing a MIDI MIDI Sound Propertis:
sound for a reward sound, you do not have to Starting [37A (440.0) <] 1toss
set this. The Sustained Reward Criterion and Instrument |41 viola ~+| 128 choices
Refractory Period effect how often a reward Playing | Sustained _~lPercus. or
can be give (For this example, the Sustained Modulation: | Ampl. and Pitch  +| Ampl. or
Reward Criterion and Refractory Period are Starting | Level: 80 ~|0to128
both set for 500 milliseconds. This means, Loudness Change Rate |3 ~]otoz0
that a reward will not be given unless the Note Change |, 3 ~|oto20
client stays above the threshold for 500 Musical Scale , Chromatic 5| o e
milliseconds. Then, another reward is not Musical |4 E . ::;;
possible for another 500 milliseconds). ::: :Z: i I;:::t;b - ﬁ L 6o

7. Click the Use Now Button, and then click OK.

Logged in, davica type Dscevary
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The Event Wizard has been set for the Client Folder. You will be able to tell this during the
running of a session. If the Event was set to Visible, then you will see a graph if you choose the
Display Event Trend Graph, or Wide Event Trend Graph. If you do not have the Event set to
Visible, then you can still see that this is occurring through the Display Text Stat Panel. If you
have placed a name for the Event, this will be reflected in the Text Stats, if you have these
displayed, as well as the Thermometer Contour Display.

ile Ban |
G O 0 ie3s oo [ e kg

‘ 24-CHANNEL EEG ‘SAVING EEG TO DISK...

1G 1D 1P 2G 2D 2P 3G 3D 3P 4G 4D 4P
8.7 0.7 2.7 8.4 0.9 35 87 0.9 3.9 89 0.7 3.2
11.2 1.2 6.6 10.6 1.1 4.7 10.5 1.1 6.2 10.8 1.1 5.8
12.7 1.5 10.212.5 1.2 7.1 12.3 1.4 7.8 12.1 1.1 6.9
10.4 1.3 5.3 108 1.2 6.3 11.3 1.1 5.4 10.7 1.2 5.8
14.3 1.2 8.2 14.1 1.3 9.4 13.5 1.1 6.1 14.3 1.2 7.5
19.1 1.9 18.519.5 1.9 19.019.7 2.0 20.119.6 1.8 18.9

RULE VALUE B THEN: VALA VALB % TIME
0.00 12.00 0.0

2.00 2.00
2.00 2.00

nothing 0.00 0.50
14.49 0.00

nothing 100 1.50
5.00

o [\\H‘\\HlHH‘\H\lHIWIH‘HH'\'H‘IH*

itor 5 Tah 5 ) Tab 6 {Revie|C:\ProgramData\BrainMaster\Studies
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Making a Threshold to be dragged by the Thermometer

Event Condition:

Constant; Damping Factor;
IF: [Use Equalion | [peta | [Ampltude = o
Check Equation |H=THETA,‘ - o
RULE: [I5 GREATER THAN: ~|
Constant; Damping Factor:
[Use Equation: =] [Delta =] [3KIC Comodulation ~] [1.0 0

Check Equation |H=TTHF|;

Mate: You must prezz ''Check Equation” to check and zave any changes made to equations

L1~

Event Condition:

1. In order to make an adjustable threshold

through a Thermometer, the Event Rule must ~ © === sllee S A E
g “ . ” . Check Equation | [x=Theta; B
be changed from a “Use Equation” defined : | -
threshold, to a “Use Channel 1” Threshold. \;h _ J e G
‘>=:: H

Note: You must press "Check Equation” to check and save any changes made to

2. Click the Use Now Button, and then click OK
Button.

The Event Threshold will now be able to be controlled through the Thermometer Contour Display, by

Clicking on the Threshold indicator on the left of this Display.

i i sl i il 19:13 oo | W d[eeen ] By

24-CHANNEL EEG SAVING EEG TO DISK..
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Basic BrainMaster Setting Protocol through the Event Wizard

Alert

Summary for Event 1:
EVENT 1 IS CURRENTLY: ENABLED

IF: EQN: x=THETA/TTHR; IS GREATER THAN Value: 1.0

THEN: Do Nothing

Summary for Event 2:

EVENT 215 CURRENTLY: ENABLED
IF: EQN: x=BETA/BTHR; IS GREATER THAN Value: 1.0
THEN: Do Nothing

Summary for Event 3:
EVENT 3 1S CURRENTLY: ENABLED

IF: EQN: x=HIBETA/HTHR; IS GREATER THAN Value: 1O

THEN: Do Nothing

Summary for Event 4
EVENT 4 IS CURRENTLY: ENABLED

IF: EQN: x=POINTS/100; IS GREATER THAN Value: 0.0

THEN: Do Nothing

Summary for Event 5:

EVENT 515 CURRENTLY: ENABLED
IF: EQN: x=ALLOK; IS GREATER THAN Value: 0.0
THEN: Do Nothing

Summary for Event 6:
EVENT 6 IS CURRENTLY: DISABLED

IF: Value: 0.0

IS GREATER THAN Value: 0.0

THEN: Do Nothing

Summary for Event 7:
EVENT 7 1S CURRENTLY: DISABLED
IF: Value: 0.0
IS GREATER THAN Value: 0.0
THEN: Do Nothing

Summary for Event 8:
EVENT 8 IS CURRENTLY: DISABLED
IF: Value: 0.0
IS GREATER THAN Value: 0.0
THEN: Do Nothing

BMrEventGUIS0

Event 1 — THETA/TTHR is Greater than 1. This shows the ratio of the low “stop” inhibit to its

threshold.

Event 2 —- BETA/BTHR is Greater than 1. This shows the ratio of the “go” component to its

threshold.

Event 3 — HIBETA/HTHR is Greater than 1. This shows the ratio of the hi “stop” inhibit to its

threshold.

Event 4 — x=POINTS/100. This shows the points divided by 100. This is merely for the Flash

Game indicator.

Event 5 — x=ALLOK. This indicates that all components meet criteria, and the Flash Game can

‘move” or proceed.
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BMrEventGUI30
Il

i Summary for Event 1:
IF: EQN: x=PercentZOKUL(UTHR, -GTHR); IS GREATER THAN EQN:
x=CT;

THEN: Play MIDI Sound MODE: 2 NOTE: 61 INSTR: 114 Steel Drums
STYLE: Sustained MODULATION: Ampl. and Pitch LOUDNESS: Leve: 70
LOUDNESS CHANGE RATE: 3 PITCH CHANGE RATE: 1

KEY: A MODE: Major (loniar) CHORD: 1 Note

Summary for Event 2

IF: EQM: x=E1P; // percent reward IS GREATER THAN EQN: x=E1P;
THEN: Do Nothing I

Summary for Event 3: »

IF: EQM: x=-GTHR;// "g" key = lower IS GREATER THAN EQM: x=-GTHR;
THEN: Do Nothing

I
Summary for Event 4 il
EVENT 415 CURRENTLY: ENABLED
IF: EQN: k=UTHR; // "u” key = upper IS GREATER THAN EQM: x=UTHR; i
THEN: Do Nothing |
Summary for Event 5: |
EVENT 515 CURRENTLY: ENABLED I
IF: EQN: x=ELF; IS GREATER THAN Value: 0.5
THEN: Do Nothing I
Summary for Event 6: |
EVENT 6 IS CURRENTLY: DISABLED I
IF: EQN: x=(ZAP1D+ZAP2D)/2; IS GREATER THAN Value: -0.5 I
THEN: Do Nothing
Summary for Event 7:
EVENT 7 IS CURRENTLY: DISABLED |

IF: Value: 0.0
1S GREATER THAN Value: 0.0 I
THEN: Do Nothing

Summary for Event 8
IF: Value: 00

15 GREATER THAN Value: 0.0
THEN: Do Nothing

Z-Score PZOKUL

EVENT 115 CURRENTLY: ENABLED

EVENT 215 CURRENTLY: ENABLED

EVENT 315 CURRENTLY: ENABLED

EVENT 8 15 CURRENTLY: DISABLED

Event 1 — x=PercentZOKUL(UTHR, -GTHR) is Greater than CT. This rewards the Percentage of Z-
Scores that are with-in the ranges of the U Threshold and G Threshold that are above the threshold

that is defined by the C Key.
Event 2 — x=E1P. This shows the percentage of reward for Event 1.

Event 3 — x=-GTHR is greater than x=-GTHR. This gives a graphical representation for the Lower
threshold for the Z-Score equation.
Event 4 — x=UTHR is greater than x=UTHR. This gives a graphical representation for the Upper
threshold for the Z-Score equation.
Event 5 — x=E1F is greater than 0.5. This flags Event 1. When the Event 1 meets its Event

Condition, Event 5 produces a 1, which indicates that this component has met criteria, and the Flash

Game can “move” or proceed.
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Advanced Event Wizard Controls

Enabling Multiple Events to control Flash Player (2 Event Example)

1 Bronsan g

Main | Logn | Folder Settings | o browser | Review | Giobal Setiings |

Man | Login | Folder Sattngs |0 6o

| Ravien

Wain | Rsad/Wite| Chanets| Bands | Protocol| isply | Feadback | Session Event Wiz | acauisition | Montage| Auto Threshod | 2 Scores| Session iz o

Global Sstongs |

Wi | Aeaciwrite | channets | Bands | Protocal | Display | Ferdback | Session Event Wizaed | accpisiton| Montage | Auto Threshold | 2 Scores | Session wirard|

Event Humber: This Event e: visbiity: St Humber: ThisEvent 121 isibley:
102 3 0Ca C5C6 C7 CaCe Cw 2013014015016 | © Enabled Disnbled Visible  tadd f1f3 C3 04 Oy @ C7 L B U PR Pt W b R T btimd O Disabled  vigie " Fdden
Evrt Condhion RN Erant Conition

Constanti Damping [T Canstant —
L e | = = a0 I =] [

Enabi Al Evenss|  Disable Al Evases]
Cluar il Events | Shw All Everta | Priet A1 Evants
Copy Evere Pste Evene

mport Use ow T |

e

BT 1 13 cummaLY: SuAsLED

= Show Al Events Print Al Events
oy vt | putn ran

imoon amon | [0

Car 3 Everts

Logged i, dsvcs s Dscavery | g [ ooone v swvic roa oscovary e T —

1. Create an Event (Event 7) that Flags these
Events, and requires them to be greater than
the possible combination with-out all being
met (For this example, since there are two
Events, we want the Event Condition to be
greater than 1.5. This way, we are only
successful when both Event 1 and Event 2
have been met).

Glors Sattings |

ol | bisplay | Fesdback | ses:

Crrmme || oo

Ceic]

| Revien | b sattings |

2. Next, we will need to flag the results of this
last created Event into Event 5, so that the
Flash Player can be controlled.

ot ispiay | Fesdback | Sessan Event Wizard | ac

o Sets and Gose | s Thaon et |

==
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Your protocol will now be able to drive the Flash Player when all Event criteria has been met for the
different Event Conditions. You will be able to tell, as you can see that the Flash Player will operate

to Event 5

SCORE 1370
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Enabling Amplitude and Events to control Flash Player

Main

| Logn | Folder Sattngs | Fo romser| as
Man | Read/writs | Channels | Bands  Protocol | Display | Feedback | Session | Event Wizard | Acquisition | Montage | Auto Threshold | 2 Scores | Session wizard |

PROTOCOL SETTINGS FOR CHANNEL 1= ACTIVE: C3 REFERENCE: LE
Delta Beta

Go C Stop © lgnore [00 ¢ Go & stop ~ lgnore (50
Thets Habeta
© 6o stop @ Ignore [50 Go © stop & ignore [00
Apha Gam

Go ©top @ ignore [99 |\~ Go " Stop @ Ignore [20
Lobet User
 Go © Stop @ Ignore [0.0 Go © Stop @ Ignors [2.0

Selact Channel to Adjust
®1 2 3

Points Counting Method
@ Normal (1 Counter)  Spit for 2 Players (2 Counters)  About.

| Global Setongs |

etk b o sl tns
sttt opters

Man | Logn | Foider

Main | RaadWita | Charnels | Bands | Protocol | Dptay | Feadsack | Session Event Wicard | Accpition | Montage | Auta Threshold | Z Scores | Sassien Wazard |

Sattings |EDF trowsar | Review | Giobal Sattinga |

=
1. Create an Event to indicate that all amplitude P SSS—— ==
Main | Readfwrite | Channelz | Bands | Protoce | Display | Feedback | Seasion Event Wizard | aceuimitien | montage | auto Threshold | Z scores | session wiard

2.

components have met their criteria.

Create an Event (Event 7) that Flags these
Events, and requires them to be greater than
the possible combination with-out all being
met (For this example, since there are two
Events, we want the Event Condition to be
greater than 1.5. This way, we are only
successful when both Event 1 and Event 2
have been met).

[(rer ]531-322 v1.2 7/9/2013

e “Check Enuatisn tn Shack and e any changes made 1

=T = o

e 9 15 CLmRENTL, OIS
Logasa i, devics typs iscovsry et
. — — |
Wan | Logn | Folder Settinge |EDF frouses | Revies | lobal Setoras |
van | Bands | srotocel | Sasson Event wieard | | Montage | st Theeshold | 2 Scores| Session wizard

et
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3. Next, we will need to flag the results of this
last created Event into Event 5, so that the
Flash Player can be controlled.

Your protocol will now be able to drive the Flash Player when all Event criteria has been met for the
different Event Conditions. You will be able to tell, as you can see that the Flash Player will operate
to Event 5

10000 (409 [200 [200 (100
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Enabling Events to control Third-Party Games

1. First, the BrainMaster Software has to be set
into Emulation Mode. This is accomplished
in the Display Options Menu under the DLL

Memory Mapping Mode.

2. Next we have to set the Events so that they
will properly operate. This is accomplished,

by utilizing Events 9-16 to emulate the

Filtered Waveforms. A list of the Events to
what band they are referring to, see below
(For this example, we are going to want the
game to react to training done on the Lobeta

band. Because of this, we will use Event 12).
For proper reaction, the Event Condition must

be Event must be greater than its condition

(For this example, we want the training

reaction from Event 1. So, because of this
the Event Condition is “IF Equation: x=E1A, is GREATER THAN Equation x=E1B”). You can

do this for up to all 8 Events.

F [Tetame =] pan [

Check Equstien | [=ETA

RULE: [IS GREATER THAN

EVENT 1215 CURRENTLY: ENABLED

o | Do lEvers] DDy |

G lEvrts | ShowAEveris| _irtatEvris |

b | Combven | Paumbrn |

Corcal | Uambow | 3

Third-Party "Filtered
Event Number | band

9 Delta

10 Theta

11 Alpha

12 Lobeta

13 Beta

14 Hibeta

15 Gamma

16 User
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You have now enabled the BrainMaster protocol to have its Events be seen as a Filtered waveband
in the third-party game. You will be able to see this, by starting the third-party game, and seeing the
band that you chose to affect the games reward. If this is not working, please make sure that you
have set the reward for the game to the bands that you have chosen.

] CandleFlame
File Settings Help

Hide Measurements

Theta/tiBeta | Thel/HiBjLoB
ts Window

Please start a BrainMaster session. Deltz: 0.00 Theta: 0.00 Alpha: 0.00 LoBeta: 1.00 Beta: 0.00 HiBeta: 0.00 Gamma: 000
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Session Wizard

Session Wizard Control Screen

Main ] Login ] Folder Settings IEDF Browser[ Rewew] Global Settings]

Main ] Read/Write] Channelsl Bands [ Protocol] Displayl Feedbackl Sessionl Event Wizard] Acquisition] Montagel Auto Threshold] Z Scores Session Wizard ]

1 Available Template Files:

Discovery 2-minutes EO and EC.mqt
Discovery 5-minutes EO and EC and TASK 1.mqt
[

Use Template

View Template

3 File

Template Description:

4

Template Comment:

5

Logged in, device type Discovery

1. Available Template Section — Section where you can choose the Session Wizard Template
you would like to use.

2. Use Template Button — Click to use the Session Wizard Template this is selected from the
Available Template Section.

3. View Template File Button — Click to View the Template of the Session Wizard Template that
has been selected.

4. Template Description Section — Section that displays the Template’s description of the
selected Session Wizard Template.

5. Template Comment Section — Section that displays the Template’s comment of the selected
Session Wizard Template.
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Loading a Protocol that has a Pre-Loaded Session Wizard File (Classic)

1. Choose a Study file that you would like to
use. From the Main Menu, click the Settings

Tab.

2. From the Setup Options Menu, click the
Read/Write Sub-Tab.

Logged in, device type Discovery
—

3. From the Read or Write Settings File Menu,
double-click the settings protocol that you
would like to use, and load this protocol, by
double-clicking. Confirm all changes and run
your session

Logged in, device type Discovery
—
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The System will now run the Session Wizard File. You will be able to tell this, as there will be a
message stating the Number of periods, pauses, and total time in the session.

Mumber of Periods in Session: 3
i ! % Mumber of Pauses in Session: 3

Total Time in Session: 900 seconds
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Loading a Protocol that has a Pre-Loaded Session Wizard File (Training Screen)

1. From the Training Screen, click the File Tab  weewcammem = ooom e oo
and then click Import Settings. .

2. The following will open, so that you can find = —— ————— ==

(I [+ Computer » WINVISTA (C) b ProgramData b BrainMaster b Settings + [ ¢ || Search Settings o

the BrainMaster Setting file you would like. - e

B Recently Change *  Name Datem

H|ghl|ght the Sett|ng f||e that yOU WOUId I|ke to Puslc 1 4 chan therms.bdc2 MWL 1A2PM BDB2 File 65KB

B Desktoy
& [ raw train filt. b2 T/12/2011113PM  BDEZ File 65K8

odified Type

& Downloads

use, and click open to continue.

Recent Places

5 Libraries
9 Documents
& Music
] Pictures

B videos

™ Computer
&, WINVISTA (C)
s DATA (D3)

File name: v [SetupFiles -

— "
\ Come )

The System will now run the Session Wizard File. You will be able to tell this, as there will be a
message stating the Number of periods, pauses, and total time in the session.

Mumber of Periods in Session: 3
Mumber of Pauses in Session: 3

Total Time in Session: 900 seconds
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Loading a Session Wizard File to a Pre-Existing Protocol

1. Choose a file that you would like to use.
From the Main Menu, click the Settings Tab.

2. From the Setup Menu, click the Session
Wizard Tab.

3. From the Session Wizard Control Menu,
choose the Session Wizard Template you
would like to use. When you have the file
you would like to use, click the Use Template
Button to confirm the choice. Confirm all
changes and run your session.

uuuuuuuuuu
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The System will now run the Session Wizard File. You will be able to tell this, as there will be a
message stating the Number of periods, pauses, and total time in the session.

Mumber of Periods in Session: 3
r l % MNumber of Pauses in Session: 3

Total Time in 5ession: 900 seconds
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Data Dictionary for the Session Wizard

Session Wizard Basic Variables

NAME

Defines the name of the Session Wizard Template. The
name placed here, will be in view on the Sesssion Wizard
Control Screen.

VERSION

Defines what version of the Session Wizard Template.
This is not displayed anywhere only in the actual Session
Wizard Template

COM

Defines the comment of the Session Wizard Template.
The comment placed here, will be in view on the Session
Wizard Control Screen

NCHANS

Defines the number of channels that will be used by the
Session Wizard Template.

DO

Starts the Session Wizard Template.

DONE

Ends the Session Wizard Template.

"

Classifies a comment for the user. Use to place
comments in your Session Wizard Template, with-out the
Session Wizard seeing these comments.

BEGCYCLE

Begins an area to create a pre-defined cycle to be used
in the DO section of the Session Wizard Template. The
CYCLE is created outside of the DO Section.

ENDCYCLE

Ends an area to create a pre-defined cycle to be used in
the DO section of the Session Wizard Template. The
CYCLE is created outside of the DO section.

DOCYCLE

Used in the DO section of the Session Wizard Template.
Calls to a pre-defined CYCLE with-in the Sessio Wizard
Template.

Session Wizard Session Variables

MESG1

Displays a message before the run begins.

MESG2

Displays a message after the run ends.

SITES

Programs the run for the specific locations that will be
acquired/trained.

PERIOD

States how long the run will be

FEEDBACK

Variable that can be used for the Session Wizard
Template. This value will only be kept for the period
declared.

DUTY

Percentage Variable that controls the FEEDBACK
variable. This allows FEEDBACK to be worth its stated
value for the percentage of time of DUTY (If PERIOD is
30, FEEDBACK is 10, and DUTY is 50, then
FEEDBACK=10 for the first 15 seconds and 0 for the last
15 seconds). This value will only be kept of the period
declared.

INTENSITY

Variable that can be used for the Session Wizard
Template. This value will only be kept for the period
declared.
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Session Wizard Session Variables for Discovery
EYES OPEN Creates an EDF File with the EO mark when the PERIOD
is complete.

EYES CLOSED Creates an EDF File with the EC mark when the PERIOD
is complete.

TASK Creates an EDF File with the TASK mark when the
PERIOD is complete. You will have to declare the Task
for this.

Session Wizard Session Variables for Peripherals

PHOTICRATE Variable that sets the rate for Photic glasses to be used
for the Session Wizard Template. This value will only be
kept for the period declared.

PHOTICENABLE Enable or Disable Photic Output. 1 Enables Photic
Output. 0 Disables Photic Output.
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Designing a Session Wizard Template

PLEASE NOTE: A Session Wizard Template can be designed in any Notepad-based program. Itis
recommended to use Notepad++. For more information on Notepad++, please visit http://notepad-

plus-plus.org/.

1. Open your Notepad-based program.

Fie Edit Search View Enceding Langusge Seftings Macro Run Plugins Window } A
Il c2B® v cBl4bDiPeiag +:BRH1EDCEELNERIEavy g%

Horew 2|

ormal test file length:0_lines :1 Lnil Col:l Selib Dos\Windows  ANSI NS

[ “rem 2~ Notepad--

2. Create your Header information. The Header .o oo e e e

information will contain the Line “BrainMaster
Session Wizard Control File”. It will also
contain the Version, Name, Comment, and
Number of channels.

3. Next, create any cycles that will be used. If
you are not using the CYCLE feature, thisis  |i-:
not needed.

[(rer ]531-322 v1.2 7/9/2013

i o B8 s 4RI C Mgt <@

Plugin:  Window 1

R E sy R gV

= 1E3| e

Nosmal test ile length : 144 lines : 6

Ln:6 Coli10 Sel:0

Dos\Windows  ANSI s

File Edt Sesch Yew Encoding Lainguage Sefings Macro Run

BB s Lh&dDRMidc | min|+ =

Plugins  Window 1

1 E2| @

I EREAYE o

Homal e fle length : 360 _fines : 13
—

Ln:8 Col:107 Sel:0
—

Dos\Windows  ANSI [
—
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4. Now, create the DO section of the template
section of the Session Wizard Template. All
that is created in the DO section will control
the session. When the DO section is
completed, end with DONE.

Mool testfile lenigth : 835 lines : 26 Ln:26 Col:6 Sel:0 Dos\Windows  AMSI [

5. When completed with you Session Wizard L savens 0 o

Template, it is now time to save it. The i L o ) M L
. . . . I MName Date modified Type
location that you will need to save this in for &% | Discovery 2-minutes EO and EC.mat STzt o | MOT P
use iS RecentPlaces ™ piccovery 5-minutes EO and EC and TASK 1. 6/24/20111:38 PM  MQT File
. | W

c:\ProgramData\BrainMaster\Control\swd for || oeke
use in the BrainMaster BrainAvatar Software. =
You will save the file as . th.. ‘

-

“YourSessionWizardTemplateName”.mqt. If || ..o
you are using a Notepad program that allows | @& - ) y
this action, no further action will be required. | ™™™ ...  scoveiessrm 7 =
If you are using a Notepad program that will '
not support this naming, you will have to
force the .mqgt ending in Windows manually.

Save as type: MNormal text file {*ta) v] [ Cancel ]
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You have now created a Session Wizard Template, that can now be used for future sessions. You
will be able to tell that this has been completed, by opening the Session Wizard Control Screen, and

seeing your newly created Session Wizard Template ready for use.

_— e —

Main I Login I Folder Settings IEDF Bmwser} Revlew] Global Settmgs]

Available Template Files:

Discovery 2-minutes EO and EC.mqt
Discovery 5-minutes EO and EC and TASK 1.mqt
SessionWizardTemplateTest. mgt

[

Template Description:

Main } Read,’Wr\tal Chamnels] Bands I Prutucull D\sp\aﬂ Feedbackl Sesslunl Event Wizard I ACquISItIDﬂ} Montage I Auto Threshu\d] Z Scores Session Wizard 1

Use Template

View Template
File

|2-minutes EO EC and TASK 1

Template Comment:

|Use with Discovery 24E

Logged in, device type Discovery
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BrainMaster Products are manufactured by:

BrainMaster Technologies Inc.
195 Willis St.

Bedford, OH 44146

United States

1-440-232-6000

EC |REP
European Representative:

Langenhagener StraRe 71
D-30855 Langenhagen

Phone: +49-511-39 08 95 30
Fax: +49-511-39 08 95 39
Email: info@mdi-europa.com
Internet: www.mdi-europa.com
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