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Minimum PC Computer Requirements
Atlantis I/ll, 2EB, Discovery with BMrMMP** and up to 4 Channel LZT*

CPU: Dual-Core 2.2GHz Processor
Operating System: Windows XP, Windows Vista, Windows 7
Memory(RAM): Windows XP - 1GB(Minimum) 2GB(Recommended)

Windows Vista - 2GB(Minimum) 4GB(Recommended)
Windows 7 - 2GB(Minimum) 4GB(Recommended)
Windows 8/8.1 - 2GB(Minimum) 4GB(Recommended)
Windows 107 4GB

Graphics Card: 512MB Dedicated OR 1GB Shared Graphics

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 3" Party DVD Decoder: Required for BMrDVD**
Adobe Acrobat Reader

Adobe Flash Player: Required for BMrFlash Player

Adobe Shockwave Player: Required for BMrFlash Player

CE€ ...

*Live Z-Score Training is an optional purchase
*BMrMMP is an optional purchase
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BrainMaster 3.0 Software Display

Setup/Home Screen Menu

2 Setup/Home Screen - BrainMaster 3.7

Welcome to BrainMaster gé- @@ LOGIN OK: SN: 30342
1 EXP DATE: 12/31;2010
2Current Trainee/Study Folder: ~ CLINICAL LICENSE

Trainee ID: Mini-Q2 - 2Chan Assesment 9 Positions) 3

Login

Trainee Mini-Q2 - 2Chan Assesment 9 Positions
Name:

Folder Selections

Comment: Mini-Q2 - 2Chan Assesment 9 Positions

5 Run The Next Session
Next Session Number:  Total Sessions Available:

2 40

i Vi Ch Setti
Training screen is currently: Not Running oW or Leange Sclings

8
9 Exit Product Manuals 7 Review Session Results

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

Current Trainee/Study Display i 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 i Click to open the Login Menu.

Folders Selections Button i Click to open the Select Trainee/Study Folder Menu.

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

View or Change Settings Button 1 Click to open the Setup Options Menu.

Review Session Results Button 1 Click to open the BReview Screen.

Product Manuals Button 1 Click to open a menu displaying documentation on our software.
Exit Button 1 Click to close the BrainMaster software. ***Please Note: We do not at any
point in time recommend that you use the red
menus and screens of our software, unless otherwise stated.

no

©COoNoOOkW
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=

Login Menu

= _— =

Current Login Status: Basic User

2 Please enter your module Serial Number and PassKey:

[r'ou may enter "Basic" with no PassKey for basic use]

3 .
Serial Number: |h35lt

4
'l PassKey: |

v Remember PassKey

| 6[OptiunaI] Personal Information:

Name: |BrainMastt:rSuppurt

Email: |suppurt@hrainm.cnm

5 Cancel g Login Notes

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

Serial Number and Passkey Box 1 Area where you will input the Serial Number and Passkey
of your BrainMaster unit for logging into the BrainMaster Software.

Serial Number Box i Box where you will type in the Serial Number of your BrainMaster unit.
PassKey Box 1T 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 i If checked, the BrainMaster Software will remember your
passkey. If unchecked, The BrainMaster Software will remember the passkey until the
software is closed.

(Optional) Personal Information 1 Name and E-Mail information utilized for sending BMZ
Files via E-Mail. See 533-309 for more information.

. OK Button i Click when all information is entered to exit the Login Menu. **PLEASE NOTE:

If you are having any difficulties logging in, please double-check your passkey. When
entering, it is highly recommefmarda It dfat CAP.S
having difficulties, please contact BrainMaster Technologies Technical Support.

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

Cancel Button i Click if you do not wish to save any information entered and exit the Login

Menu.
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No

Select Trainee/Study Folder Menu

Select Trainee/Study Folder - . 4 @J

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

1

-]
[0102t5t6EQ]
[Alphal]
[Alpha2]
[alphad]
{i:g::getasmndard] 3 Folder Notes
[AMPplusCOH]
[AtkinsonTest]
[blah]
[Bmirror] 4 Session Librarian
[BReview]
[BReviewTest]
[ChipTest] :
[d] 5 oK
[Daniel S F3 F4 P3 P4 zscore] T i

File Name [Trainee 1D]:
Mini-Q2 - 2Chan Assesment 9 Positions)

T s

2 Create Mew Folder

Sessions Used:

1
Trainee Name:

Mini-Q2 - 2Chan Assesment 9 Positions Max Sessions:

C t.
ommen a0

Mini-Q2 - 2Chan Assesment 9 Positions 6 Edit
Comment i

Session Genie

7 Administer Session Genie &Push to Server and Delete Folder

[ — .

Folder Selection List 1 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 1 Click to create a new Study Folder to be used.

Folder Notes Button i Click to create or look at a Note page for a specific client folder.

**P EASE NOTE: In order for notes to stay, you must save the completed Note file.
Session Librarian Button i Click this to utilize the Session Librarian to create a BMZ File.
OK Button 7 Click to confirm the folder that you have highlighted and exit the Select
Trainee/Study Folder Menu

Edit Comment Button i Click to change the comment for the selected folder.

Administer Session Genie 1 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 i 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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PoONE

Training/Control Screen

Data} Dlsplays Ereq. Bands4 Color5 Sound

560 rstorf v

Data Tab 1 Click to access COM, filter settings, playback options, and Atlantis Setup Menu.
Display Tab 1 Click to choose from various display options.

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

Color Tab i Click to choose between filtered waveforms to be displayed either in color or in
white.

5. Sound Tab i Click to choose your sound settings.
6. GO Button i Click to run a session. **PLEASE NOTE: Be sure that before clicking GO that

© 0N

your BrainMaster Unit is plugged in, installed, and the software is set to the proper COM Port.
STOP Button i Click to stop a session.

Window Button 7 Click to open the Window Menu.

Clock 1 Used to keep time for the Training session.

10 Points i Used to keep track of the amount of Reward points earned in a training session.
11.Close Button 1 Click to close the Training/Control Screen when completed. **PLEASE

NOTE: If a session is ended before it is completed, it will be counted as a completed session.
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File Playback Menu

1 Path: c:\brainm.20\studies\Isaac Niekamp1}
Filename:
Text

e0200101.e02 : - 4 Playback Speed

e0200201.e02 | “Playback ! :
e0200301.e02 ‘ File * Real Time ( Fast ¢ Slow

e0200401.e02
€0200501.e02

e0200601.e02 * Floating Point
e0200701.e02 5 Export ASCII .
e0200801.e02 Text File " Decimal

€0200901.e02
€0201001.e02

7
Input File:

Qutput File:

6 Text File Format

" Hexadecimal

Status:

1. Desciption Section i Section that displays information for the Highlighted .e02 from the Files
Selection Section.

2. File Selection Section i Section where you can choose a recorded run for either playback or
converting.

3. Playback File Button i Click to playback the selected file from the File Selection Section.

4. Playback Speed Section i Section where you can select the speed for playback.

5. Export ASCII Text File Button 7 Click to convert the selected file from the File Selection
Section to an ASCII file.

6. Text File Format Section i Section where you can select the File Format for the ASCII
conversion.

7. ASCII Display Conversion Section i Section that displays the progress of a file being
converted to ASCII format.

8. Done Button i Click to exit the File Playback Menu.
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Window Menu

inclow atnches

=

MultiMedia Player |V Flash Player

TrendVi
Numbers | Trendview SRR e o cione
LongTrend

=
rae | s |

1. Popups Section T Click the included buttons to launch additional display/training feedback
options used for feedback.

2. BMr Multimedia Section* i Click the included buttons to launch either BMrDVD* or BMrMMP*
used for feedback.

3. BMr Macromedia Section 1 Click the included buttons to launch the BMrFlashPlayer used for
feedback.

4. Audio/Video Interfaces Section T Click the included buttons to launch EEGAudio*.

5. Additional Software Section i Click the included buttons to launch additional software.

6. Contributed Games Section i Click the included buttons to launch contributed games used

for feedback.

OK Button 1 Click to close the Window Menu.

Cancel Button i Click to close the Window Menu.

0 N

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

Current Trainee/Study:
Mini-Q2 - 2Chan Assesment 9 Positions ‘

1
Read/\Write Settings File

1 NCHANS: 2 SRATE: 256 FILTER: 6 ARTIFACT: 240 u¥
Data Channels COM: 3 - SUMCHANS:OFF - SAVEEEG:ON - P-P:ON
USE MINI-Q HEADBOX

Frequency Bands

1 GO: [none)
Training Protocol STOP: [none) AUTO:OFF:60/20/10

1 Display: impedances, wave, filt mirror,
Display Options

1 Sound: Reward Sound -
Feedback Control

1 40 SESSIONS -NO BASELINES—9 RUNS OF LENGTH: 1.0 MIN-NO
PAUSE BETWEEN RUNS-SESSION TYPE: Simulation

Session Control

5 2 l 3 _ 4
PRINT SETTINGS Event Wizard

Various Menu Buttons 7 Click to open the associated menus.

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

Event Wizard Button - Click to open the Event Wizard.

USE THESE SETTINGS Button i Click to confirm all settings changes and exit the Setup
Options Menu.

CLOSE Button 1 Click to cancel all changes made and exit the Setup Options Menu.

e N .

o
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Read/Write Settings File Menu

-

1 Settings File Name: [double-click to read in settings and proceed]

Use this screen to manage your Settings File
library. You can change settings within any
trainee/study folder, without using this
SCrEEN.

Settings -

[1-channel Alpha Monitor]
[AAPB_HRV[2]]
[AAPB_RON_PPA[1]] 2

[Alert beta training (w. Flash Games]] Save Current Settings to a New File
[Alert beta training with Flash Games via. Event Wizard]
[Alert] =
[AMPplusCOH] e
1A H 1 11

-

iAsym] Save Current Settings To Selected File

[Bands named Reward & Inhibit with Flash Games]
[David alpha theta 2]

[David Pannell Alpha 8.5 etc] i
[DC_and_SCP_Cycle_Training_Il] No name file

[DCSCP]

[Deep alpha theta training] Directory:

[Deep]

[Deep2 2-channel alpha theta training]

[Deep2]

[Deepcomp]

[Demo Alpha amplitude with dynamic thresholding]

[Demo alpha asymmetry with rising flute tone] 4

[Demo alpha aymmetry with rising flute tone] Read In Settings From Selected File

Settings Description:

[Demo alpha downtraining with multiple thresholds organ and piano]
[Demo alpha french horn walkaround using percent energy]

[Demo Alpha Peak Frequency Training] 6 3
[Demo alpha percent energy with chinese koto sounds] * Cancel OK

| = = |

1. Settings File Name Section i 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.

2. Save Current Settings to a New File Button i Click to save the current Studies folders
settings into a new Settings file.

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.

4. Read In Settings From Selected File Button i Click to read the Settings file from the
Settings File Name Section into the current Studies folder.

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

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

Data Channels Menu

[ Data Channels — L&J
1EEG Channels: 2 Software Digital Filter Order:
" One " nlR HEG 1 2 3 4 (. §
& T C6 7 89 10

pIR HEG or

' Four TEMP lower order is faster

higher order is more selective
35um-Channel Mode:

4
~ ON ~ OFF Atlantis Hardware Control
54-channel Sum Method: 6 Amplitude Scale:
" Split + Combine + Peak-to-Peak ( RMS
TSave EEG to Disk: 8 Artifact Threshold: |
" 0ON + OFF 120 microvolts

OSoftware Notch Filters:
[~ 60 Hz Notch Filter [~ 50 Hz Notch Filter

10EEG Data Sampling Rate:
+ 120 sps " 256 sps

11COM Port Select:
Enter COM Port Number (1, 2, 3, ..., 32] 3

|12

Search this PC for Available COM Ports ‘

4

3
Cancel Electrodes & Trainee Info OK

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

Sum-Channel Mode Section i Section where you set the Sum-Channel mode on or off.
Atlantis Hardware Control Button i Click to enter the Atlantis Hardware Control Menu.
4-Channel Sum Method Section i Section where you can set the 4-Channel Sum Method to
either Split or Combine.

Amplitude Scale Section 1 Section where you can set the Amplitude scale to either Peak-to-
Peak or RMS.

7. Save EEG to Disk Section T Section where you can turn on or off the EEG saving option.
8.
9. Software Notch Filters Section T Section where you can turn on or off the Software notch

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

filters.

10.EEG Data Sampling Rate Section i Section where you can adjust the Sample rate you are

collecting from the data.

11.COM Port Select Section i Section where you can set what COM Port your BrainMaster is

on. **PLEASE NOTE: COM 171 8 can also be chosen under the Data Tab of the
Training/Control Screen.

12.Search this PC Button i Click to let the BrainMaster Software search for the BrainMaster

unit.

13.Electrode & Trainee Info Button 1 Click to enter the Electrode & Trainee Info Menu.
14.0K Buttton 7 Click to confirm changes and exit the Data Channels Menu.
15.Cancel Button i Click to cancel changes and exit the Data Channels Menu.
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© N

Atlantis Hardware Control Menu

= — bl
Atlantis Hardware Control . 0 . . - . &J

1 Hardware Environment { Notch Filtering
+ US Domestic (60 Hz] ¢ International (50 Hz} ¢ No HW Filtering

2Hardware Emulation Mode - 3 Low Frequency Cutoff
~ 2EW Wideband © Full Atlantis & 2E (0.5 Hz] ¢ Low [<0.5Hz]

4 Photic Stimulator
@ Autonomousf{immersive ¢ PC Controlled

5 Auditory Stimulator

* Autonomous{/immersive ¢ PC Controlled

6 Yibrotactile Stimulator

& Autonomousf{immersive ¢ PC Controlled

e ’
Cancel 0OK

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

Hardware Emulation Mode Section i Section to adjust the Hardware Emulation. *PLEASE
NOTE: Only the BrainMaster Atlantis modules may utilize the Full Atlantis Emulation mode.
Low Frequency Cutoff Section i Section to adjust the low frequency cutoff. *PLEASE
NOTE: Only the BrainMaster Atlantis modules may utilize the Low frequency cutoff.

Photic Stimulator* Section 1 Section where you can adjust photic feedback. ***PLEASE
NOTE: Only the BrainMaster Atlantis modules may utilize the PC Controlled Photic
Stimulation.

Auditory Stimulator Section i Section where you can adjust auditory feedback. **PLEASE
NOTE: Only the BrainMaster Atlantis modules may utilize the PC Controlled Auditory
Stimulation.

Vibrotactile Stimulator** Section i Section where you can adjust vibrotactile feedback.

OK Button 7 Click to confirm changes and exit Atlantis Hardware Control Menu.

Cancel Button i Click to confirm changes and exit Atlantis Hardware Control Menu.

*PC Controlled Photic Stimulation requires StimFlash. StimFlash is an optional purchase.
*PC Controlled Vibrotactile Stimulation requires InterActor software. InterActor software is an optional purchase.
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1. Electrode Information Section i Section where the sites for training are selected.
**PEASE NOTE: The amount of sites that can be chosen is dependant upon the amount of
channels selected in EEG ChanmelMendiect i

Electrode & Trainee Info Menu

e — i i

1 Active 1 Reference 1 GROUND Reference 2 Active 2

F3 ~| |cz ~| |Fz ~|cz ~| |Fa ~|

Active 3 Reference 3 Reference 4 Active 4

[P3 ~|HLE | LE ~|H{Pa |

T3 C3 Cz C4 T4

Al\ms P3 Pz P4 1g/A2

2 Use Session Wizard to control session 3 Session Wizard
(use for MINI-Q]

Age: (optional - must be nonzero to use Z-Score Training) I[) 7

4 Condition: [required for Z-Score Training)

Electrode and Trainee Information " lﬁ

6 15 ok
Cancel " eyes open  eyes closed

on

2. Session Wizard to control session Check Box i Used to control whether or not Session
Wizard* is used for the training/assessment.
3. Session Wizard Button i Click to enter the Session Wizard* controls.

4. Condition Section i Section to choose eyes open or eyes closed for Z-Score PZOK

training**.

5. OK Button i Click to confirm changes and exit Electrode and Trainee Info Menu.
6. Cancel Button i Click to cancel changes and exit Electrode and Trainee Info Menu.

7. Age Section T Section to enter the age of the client.

*Session Wizard is an optional purchase
**Z-Score PZOK is an optional purchase
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Frequency Bands Menu

Use Hz with 0.001 resolution, 0.0 minimum e.g. 0.0, 0.1, 0.2,..., 63.8, 63.9,
All bands should be 1.0 Hz wide minimum for r ble transient resp
Low: High: Low: High:
[Delta [1.000 3.000 [Beta [15.000 = [20.000
[Theta |4.000 |7.000 [Hibeta [20.000 ~ [30.000
|Alpha |8.000 [12.000 = |Gamma |38.000  |42.000
Lobeta [12.000 = [15.000  |User |30.000 ~ [35.000

2 On-the-fly Frequency Adjust Increment :
Increment (Hz] used for on-the-fly frequency band l‘;
chang Use val 0.10-1.00 (default = 0.50) 0.050

3 Digital Filter Amplitude Smoothing and Damping Factors

Global Smoothing Window [used to slow ampitude changes for all 60
displays and training using digital filters). Specify # of milliseconds to
smooth over. Use values 0-1000 [0=no smoothing, default = 60)

Text Damping Factor [used to further slow value changes for text ,7
displays). Use values 0-1000 (0=no damping, default=100) —

I b Cancel 4 Standard Settings OK

Frequency Band Section T Section where the frequency band range and name can be
adjusted.

On-the-fly Frequency Adjustment Increment Section T 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, I=Lobeta,
b=Beta, h=High Beta, g-Gamma, u=User).

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

Standard Settings Button i Click to re-adjust all changes back to original settings.

OK Button i Click to confirm changes and exit the Frequency Bands Menu.

Cancel Button i Click to cancel changes and exit the Frequency Bands Menu.
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Training Protocol Menu

[ Control Protocol and Thrgsholg Va_l_ @T
PROTOCOL SETTINGS FOR CHANNEL 1: ACTIVE: Fz REFERENCE: LE
1 Delta Beta
" Go ( Stop © Ignore |0.0 " Go ( Stop * Ignore 0.0
Theta Hibeta
" Go ( Stop © Ignore {50 " Go [ Stop * Ignore 8.0
Alpha Gamma
||| Go (" Stop  Ignore 0.0 " Go ¢ Stop /* Ignore |[0.0
Lobeta User
" Go ( Stop  Ignore [1.0 " Go ( Stop  Ignore (0.0
2 8elect Channel to Adjust Use these controls to define the
w1 r 2 3 4 protocol and starting threshold for

i each channel and component band.
3 Global Sustained Reward Criterion (all channels)

Training Conditions must be met for: o
to achieve a reward point and sound 500 milliseconds
[use value = 0 - 10000, default=500)

4 Global Refractory Period (all channels])
After a reward, system will wait for: o
before another reward is possible 0 milliseconds
{use value = 0 - 10000, default=0)

5"Original" Sweet Spot Feedback Settings

" ON ~ OFF About...

6 Points Counting Method

* Normal (1 Counter] ¢ Split for 2 Players (2 Counters) About...

| 7
Autothreshold Options

1. Frequency Training Section T Section where the adjustments for the frequency bands
training settings can be adjusted.

2. Select Channel to Adjust Section i Section where you can choose which channels
frequency bands training settings to adjust.

3. Global Sustained Rewards Criterion Section i Section to adjust the time where training
conditions length must be met for a reward point and sound.

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

5. A0riginal 6 Sweet Spot FeieSlebcatciko nSetta itnugrsn Soenc tar
Sweet Spot Feedback Settings. For more infor
Settings, click the Abouté Button.

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

7. Autothreshold Options Button i Click to enter the Autothreshold Options Menu.

8. OK Button i Click to Confirm changes and exit the Training Protocol Menu.

Use the button at left to view and oK
change Autothresholding Opti
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Autothreshold Options Menu

[ Autothresholding Parameters P — l&
1 Autoset "'Go’s" for: 60 percent time over threshold
Autoset "Stops" for: |2[] percent time over threshold
Autoset HiBeta (stop] for: (10 percent time over threshold
| 2 Autothresholding is:
| " ON *" OFF
| 3Threshold Updating:
[
" Manual [Press "y" on keyboard to update) \
I (" Autoupdate once, after pre-baseline

(+ Autoupdate repeat: after pre-baseline + after each run
(" Autoupdate continuous: every second

Note: "y" key can be used to manually update at any time

4 Autothreshold Epoch

Autothresholding uses epoch length of |60 seconds
to compute autothreshold values
| [use value = 1 to 60, default = 60)

| 6 Cancel OK
|

1. Autoset Percent Section i Section to set the percent time over threshold settings for the
Gobs, Stops and Hi Beta(stop).

2. Autothresholding Is: Section T Section to turn on or off Autothresholding.

3. Threshold Updating: Section T Section where you can set the threshold updating options.

4. Autothreshold Epoch Section i Section where you can adjust the epoch to compute the
autothreshold value.

5. OK Button i Click to confirm changes and exit the Autothreshold Options Menu.

6. Cancel Button i Click to cancel changes and exit the Autothreshold Options Menu.
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Display Options Menu

Display Options — ‘,_ li_;hj

1¥iewed Panels: 2 ¥Yiewed Components:

v Raw Yaveform [ Delta

[~ Filtered Waveform I~ Text Stat Line with each Waveform [~ Theta

[~ Phase-Space Trajectory [~ Text Stats Panel [Live] [ Alpha

[~ Thermometers [~ Component Trend Graphs [ [Lobeta

[ FFT Frequency Spectrum [~ Ewent Trend Graphs [ Beta

[~ Brain Mirror [FFT] [~ Wide Event Trend Graphs [ Hibeta

v Brain Mirror [Filters] I Z Score Text Display [ Gamma

[~ Coherence { Phase Display | Z Score Scatter Plot [ User

DIl Memory Mapping Mode

+ Standard " Emulation 5
| Cancel

Use Emulation Mode to use external
games [Somatic Yision, CI5, etc] via.
Event Yizard Events 9-16

h — —

1. Viewed Panels Section i Section where you can choose what panels are to be viewed during
training. **PLEASE NOTE: All Panels can also either turned on or off by clicking the Display
Tab of the Training/Control Screen.

2. Viewed Components Section i Section where you can choose what components are to be
viewed during training. *PLEASE NOTE: All components can also either turned on or off by
clicking the Components Tab of the Training/Control Screen.

3. DLL Memory Mapping Mode Section i Section where you can choose the DLL Memory

Mapping Mode you are using.

OK Button 7 Click to confirm changes and exit the Display Options Menu.

Cancel Button i Click to cancel changes and exit the Display Options Menu.

ok
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Feedback Control Menu

Feedback Control Li;-J

1 Sound Type

v Reward Sound [.wav when all criteria met] MIDI Voice: 2 |41 Viola j
[ Component Sound [.wav for each component]
2 MIDI Style:

MIDI [note for each component] % Sustained fheld) Notes

Coherence [MIDI note for each component]

" Percussive [struck] Notes

=
=

[ Phase [MIDI note for each component]
[ Complex [Reward Sound + MIDI notes]
=

Events [Use Event Wizard to define] 4 MIDI Modulation
+ Amplitude [loud/soft]
bCoherence or Phase Threshold [1-100): |10 " Pitch [hiflo]
5 Train Coherence or Phase: ~
i+ up " down
FType of Coherence:
 Training ['Similarity"] " Assessment ["Pure']

Cancel S 0K

" Spectral Correlation ['SCC"] " Comodulation "SKIL"

1. Sound Type Section i 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 i Section where you can choose the type of MIDI sound for feedback that
utilizes MIDI Playback.

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

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

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

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

either Coherence or Phase training.

Type of Coherence Section i Section where you can choose the type of Coherence training.

OK Button 1 Click to confirm changes and exit the Feedback Control Menu.

Cancel Button i Click to cancel changes and exit the Feedback Control Menu.

© o N
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Session Control Menu

ISession Control P—— I o
NOTE: Please enter all times as whole seconds (1, 2, 3, etc)
1 Baseline Length (pre and post) 2 Run Length:
Ifl— Seconds [before and after Runs] ﬁi—ﬂ— Seconds
(Length of 0 means "'no baselines"] [0 means run indefinitely)
3 Number of Sessions: 4 Number of Runs (Trials]

40 sessions (80 maximum]) 9 Runs

[0 allows repeated use of Test Session 1]  [Must have at least one Run]

5Session Type: 61 Pause Between Runs?

" Assessment " Training

- 5 i Session Wizard
f+ Simulation (" Playback

10 Use Session Wizard to control session 1 RS
Gancel ps[use with MINI-Q) - 0K

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

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

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

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

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

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

7. Session Wizard Button i Click to enter the Session Wizard* Controls. *PLEASE NOTE:
The Session Wizard Controls can also be accessed in the Electrode & Trainee Info Menu.

8. Session Wizard to control session Check Box i Used to control whether or not Session
Wizard* is used for the training/assessment. **PLEASE NOTE: The Session Wizard to
control session Check Box can also be accessed in the Electrode & Trainee Info Menu.

9. OK Button i Click to confirm changes and exit the Session Control Menu.

10. Cancel Button i Click to cancel changes and exit the Session Control Menu.

*Session Wizard is an optional purchase

531—320v2.2 3/16/2016 Page20of 110



BrainMaster 3.0 Software User Manual
Review Session Results Control Menu Display

#  BReview =

File Edit View Components Help

1 Show All [2 Select [3Settings |4Redraw |5 Print Euuick»Filchxm Tamebneviewsw{g aut 10 |11 = |
FlashPlayer Thu Jan 19 17:56:37 2012 c:\brainm.20\studies\FlashPlayer: 2 values scale pk-pk digital filter

10

| [ETEIT AL ¢
V‘ f\ LN | Ll
| BTN

©  Filter Onjoff | €2

-]

=

Show All Button i Click button to display all sessions in a particular study file plotted by
session.

Select Button i Click to choose the session that you would like to view.

Settings Button i Click to open the BReview Settings Menu.

Redraw Button i Click to update the data.

Print Button 1 Click to print the current displayed Review Screen.

Quick File Button i Click to generate a Quick-File (Mini-Q) excel file.

Excel Table Button i Click to generate a Excel Table Summary for the Session.
Review SW Button i Click to view optional 3@ Party ReviewSo f t war e 0 s .
Quit Button 1 Click to quit the Review Session Results.

10 a Button i Click to step back 60 seconds in the Review Screen.

11.A Button i Click to step forward 60 seconds in the Review Screen.

©CoNoO~WN
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o

BReview Settings Menu

BReview Settings . [ﬁ
1 Components 2 Channels 3 FulScale
" Delta vV Beta ¥ Channel 1 5w
V' Theta ™ Hibeta I~ Channel 2 C 10w
V Alpha ™ Gamma [~ Coherence 12 20w
¥ Lobeta I™ User [ Channel 3 W
I Aux I Channel 4 * 50uy
4Format I Coherence 3-4 C100u
Il & Graphics ¢ Text " Report 200w
I 5 Single Session P
v Show Thieshold Levels 6 All Sessions

IS
I Show % Time Above Thieshold || Show By Type eher Busesain

[~ Show Modal Frequency

7 Data Source
[” Show Standard Deviation

 FFT & Digital Filters
[~ Show Phase
8 Zoom
10 Filter Size
g Epoc Size
9 View I
Al Session " One Session & Zoom
LOEven(s
™ Event1 ™ Event5 I Event9 ™ Event13
I~ Event2 ™ EventB [~ Event10 [~ Event14
| | T Event3 ™ Event? I~ Event11 ™ Event15
™ Event4 ™ Events ™ Event12 ™ Event16

11 Cancel 12 ok 13 Z5core |

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

Channels Section T Section where you can choose the channel and channel combinations
that you would like to be viewed.

Full Scale Section i Section where you can choose the scale for the data being displayed.
Format Section T Section where you can choose what type of format you would like the
information being reviewed be displayed PLEASE NOTE: not all formats are available for all
views.

Single Session Settings Section T Section where you can set what you would like to be
displayed for a single session.

All Sessions Settings Section i Section where you can set what you would like to be
displayed for a single session.

Data Source Section T Section where you can choose between the type of Data Source
Zoom Section i Section where you can the Zoom Filter size and Epoc Size

View Section T Section where you set the type of view you would like.

0 Events Section i Section where you can choose any or all of the Events that you would like to

view in the Review Screen.

11.Cancel Button i Click to cancel any changes and close the BReview Settings Menu.
12.OK Button 1 Click to confirm any changes and close the BReview Settings Menu
13.ZScore Button i Click to open the ZScore Settings Menu.
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no

o0k W

~

ZScoreSettings Menu

|

1Channell ~bs. Rel Rat/T |Rat/& |Rat/B  |Rat/G Channel 3 Abs Rel Rat/T |Rat/& |[Rat/B  [Rat/G

Channel 2 Channel 4

M
M

v [coH[PHA] 14 Jasy[con]PHa] 2 Jasy [coH[PHa] 24 Jasy [conrHA] 34 Jasy [coH[PHA

@0
@0
@0

' [1-2 ASY [COHIPHA| 13 |A

2 Select All ZScores |Greater Than  ~| [0

3 oK | 4 Cancel | 5 Selectall |

Z-Score Selection Section T Section where you can choose which Z-Score values you would
like to display on the Review Screen.

Select Section T Section where you can choose to view all Z-Scores with-in a certain defined
range to be displayed on the Review Screen.

OK Button i Click to confirm changes, and close the ZScore Settings Menu.

Cancel Button i Click to cancel changes, and close the ZScore Settings Menu.

Select All Button i Click to select all Z-Score values to be displayed on the Review Screen.
Deselect All Button 7 Click to deselect any Z-Score values that were selected to be displayed
on the Review Screen.

Scale Section i Section where you can set the Scale that you would like to set for viewing the
Z-Scores on the Review Screen.
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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> switchesintofif r equency

al pha,

Keyboard Quick Keys

adjusto

mode.

At o fwdlmake the fregquency baad changed per what you have selected for
the on-the-fly Frequency adjustment.

A
@
<

Function

Increase alpha {82 Hz) threshold by 0.1uV or target by 1 percent

Decrease alpha {82 Hz) threshold by 0.1uV or target by 1 percent

Increase beta (180 Hz) threshold by 0.1uV oatget by 1 percent

Decrease beta (180 Hz) threshold by 0.1uV or target by 1 percent

Increase coherence/phase threshold

Decrease coherence/phase threshold

Increase delta (B Hz) threshold by 0.1uV or target by 1 percent

Decrease delta {2 Hz) threshold by 0.1uV or target by 1 percent

| ncr e msacd MPY34B) threshold 0.1 uV or target by 1 percent
Decr e amne 0 42 &B) threshold 0.1 uV or target by 1 percent
I ncr eas e -3Hi)thesthad0.1(U\2 target by 1 pemt
Decr ease {HRhHz)hreshold 0.1(u¥ Or target by 1 percent
| ncr eas e -IblHp) theghad.1 U\ a? target by 1 percent

Decr ease {59 Hz)aheeshold 0.1(u¥ &r target by 1 percent

Toggl e ABrai n MandFiltredMotleet ween FF

Reduce artifact rejection threshold value byrifrovolts

Increase artifact rejection threshold value byrifrovolts

Increase theta (8 Hz) threshold by 0.1 uV or target by 1 percent

Decrease theta {8 Hz) threshold by.1 uV or target by 1 percent

Increase user band threshold by 0.1 uV or target by 1 percent

Decrease user band threshold by 0.1 uV or target by 1 percent

Copy autothresholds into current

+I<|(cCcle ||~ (B~ [(=Z2(r| (T (g0 |m|o|>|v

Increase display gain by 20%

Decrease display gain by 20%

Pause or end pause

Setmode so keys (d, t, etc) adjust channel 1 only for thresholds, etc.

Setmode so keys (d, t, etc) adjust channel 2 only for thresholds, etc.

Setmode so kys (d, t, etc) adjust channebBly for thresholds, etc.

Setmode so kys (d, t, etc) adjust channebdly for thresholds, etc.

Setmode so keys (d, t, etc) adjust both channels 1 and 2 for thresholds, e
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Trainee Folders

Creating a Trainee Folder

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

1. From the Setup/Home Screen, click the sy e L . =]
. . . . Select Folder: [you may double-click to select] i
Folder Selection Button. This will bring you oblyFob] :
H [RobTest] reate New Folder
to the Select Trainee/Study Folder screen. [Fon in w
. . [rtest]
On this screen, click the Create New Folder IRTest] Folder Notes
Button to begin creating a new folder. |
=5Ikd‘11ilgk5] ] Session Librarian :
smrdtdown|
o 1 !
[Swingle_Assessment[1]] i
[TerryTest] - i

File Name [Trainee ID):

SendingStudies} Sessions Used:

0
Trainee Name:

SendingStudies Max Sessions:
Comment:

PZOK with PZMO and PZME Edit
Comment

Session Genie

0

Administer Session Genie Push to Server and Delete Folder

2. 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 eptered the name and file ID, click OK |
to continue.

'HCreatingTraineeFolder

3. Another screen will pop up to confirm the T D e ————————
name of the folder. If the name and file ID Creating TraineeFalder
are OK, click OK to contine.

Cancel
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4. The following screen will allow you to select a [ sestasims: e T — =7
- . . . . Settings ~  Select afile that
settings protocol. Highlight the Settings File {a‘lmine. JA— ?;‘i'!iz’.’izi:‘:‘;é";‘i.,,
H H [AAPE_HRV[2 our new folder.
that you would like to use, and click OK to Eﬁﬁiﬁﬂgﬁaﬁﬁﬂb Heon Games] Yowmay °
Contlnue . ***P L EAS E NOTE |t |S n0t {ﬁ:gz]heta training with Flash Games via. Event Wizard] :z:fgt‘;gﬁ:vl;nav
) [AMPpIus(_ZOH] folder's settings
recommended to Choose [. .] aS a Settlngs {::;;5]5 simple assessment] on the next screen]
[ganflds r:ahme:]hﬂtev;ard & Inhibit with Flash Games] _
pr0t0C0| : {D::;d g:n:ell il:hz]i 8.5 et -

.. . "Q‘Setuprumesneen—B.:inMasters_ e
You have now created a folder for training. You will
g Welcome to BrainMaster LOGIN OK: SN: 30796

be able to tell thiS, as you will see the Trainee ID and UNLIMITED USE
1 H Current TraineefStudy Folder: CLINICAL LICENSE

Trainee Name are now displayed on the Trainge ID: Creating rainceolden

Setup/Home Screen. You might need to click e G Lot ‘
somewhere on this screen in order for the updates to Name: | ol Seections |
take place. comment |

. Run The Next Session
Next Session Number: Total Sessions Available:
1 repeatable

Training screen is currently: Not Running View or Change Settings

Exit Product Manuals Review Session Results
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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 Setup/Home Screen, click the View

Setup Options

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

Current Trainee/Study:

eadWrite Settings File CreatingTraineeFolder

NCHANS: 2 SRATE: 256 FILTER: 6 ARTIFACT: 240 u¥
Button to Contlnue Data Channels COM: 6 - SUMCHANS:OFF - SAVEEEG:OFF - P-P:ON

User:20.0000-32.0000
Frequency Bands

GO: [nong]

Display: event trends,
Display Options

Sound: Event Sounds -
Feedback Control

A0

CLOSE PRINT SETTINGS

SITES: C4-A1-A2-—-

]
Training Protocol STOP: [none] AUTO:0FF:20{20/5

0 SESSIONS -NO BASELINES—10 RUNS OF LENGTH: 2.0 MIN-NO
Session Control PAUSE BETWEEN RUNS-SESSION TYPE: Simulation

Event Wizard USE THESE SETTINGS

2. On the Read or Write Settings File Menu, ‘

4

===

highlight the settings file that that you would T T———

Use this scree

Setlings

like to use, then click the Read In Settings o —
From Selected File Button to continue.

@ training (w. Flash Games)|
ing with Flash Games via, Event Wizard]

ssessment]

Bands named Reward & Inhibit with Flash Games]
David alpha theta 2]

David Pannell Alpha 8.5 etc]
DC_and_SCP_Cycle_Training_li

DCSCH

Deep alpha theta raining]

De

ep
Deep? 2-channel alpha theta training]
I

Demo alpha fre
Dema Alpha Peak Frequency

Training]
Demo alpha percent energy with chinese ki

s
— library. You can change

traineefstudy folder, without using this
screen.

Save Current Settings to a New File ‘

to manage your Settings File

setlings within any

Save Current Settings To Selected File ‘

Settings Deseription:

alpha plana in my life beatles

Directory:

cibrainm.20/setings/Demo alpha plana in my

lite beatles

Read In Settings From Selected File ‘

Cancel |

——

3. The following pop-up will ask to confirm your changes.

bsetup30

S5

After you click OK, another Pop-Up will appear to
confirm the changes.

[ bsetup30 [é] l k

l | Settings Read inta current falder!

OK to read in settings from Settings File:
/brainm.20/settings/Deep
Into Current Folder:

c/brainm.20/studies/Creating TraineeFoldery,

Cancel
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The settings for your Trainee folder have now been
changed. You will be able to tell this, by seeing the
information on the Setup Options screen will be

different as it was before.

531—320v2.2 3/16/2016

Setup Options

Data Channels

oo |
==
=
[ese= |
s |
o |

Frequency Bands

Training Protocol

Display Options

Feedback Control

Session Control

CLOSE

Current TraineelStudy:
i| CreatingTraineeFolder

NCHANS: 1 SRATE: 266 FILTER: 3 ARTIFACT: 240 u¥
COM: 6 - SUMCHANS:OFF - SAYEEEG:OFF - P-P:ON
SITES: Pz-Al-A2

Theta:5.0000-8.0000 Alpha:8.5000-11.5000

GO: 1:Theta(4.4) 1:Alpha(4.7)
STOP: 1:Delta(6.7) 1:Hibeta(11.2) AUTO:ON:50/5/5
AUTOUPDATE BEFORE EACH RUN

Display: wave, filt. wave, wf text line, therm, event trends,

Sound: Component Sound -
Midi Sound - Voice: 102 Echo Drops [Sustained)

20 SESSIONS -NO BASELINES—10 RUNS OF LENGTH: 3.0 MIN-NO
PAUSE BETWEEN RUNS-SESSION TYPE: Training

PRINT SETTINGS Event Wizard USE THESE SETTINGS
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Saving Changes toSettings Files

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

License

1. From the Setup/Home Screen, click the View

Setup Options

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

Frequency Bands

Display Options

Feedback Control

A0

CLOSE

Current Trainee/Study:
eadWrite Settings File CreatingTraineeFolder

NCHANS: 2 SRATE: 256 FILTER: 6 ARTIFACT: 240 u¥

Button to Contlnue Data Channels COM: 6 - SUMCHANS:OFF - SAVEEEG:OFF - P-P:ON

SITES: C4-Al1-A2-—--
User:20.0000-32.0000

GO: [none]
Training Protocol STOP: [none] AUTO:0FF:20{20}5

Display: event trends,

Sound: Event Sounds -

0 SESSIONS -NO BASELINES—10 RUNS OF LENGTH: 2.0 MIN-NO
Session Control PAUSE BETWEEN RUNS-SESSION TYPE: Simulation

PRINT SETTINGS Event Wizard USE THESE SETTINGS

2. On the Read or Write Settings File Menu,

Read or Write Settings File >

] ]

highlight the settings file that that you would T T——— -

Setlings

like to change, then click the Save Current o —
Settings To Selected File Button to continue.

a training (w. Flash Games)|

ssessment]

David alpha theta 2]

David Pannell Alpha 8.5 etc]
DC_and_SCP_Cycle_Training_li
DCSCH

Deep alpha theta raining]

De

ep
Deep? 2-channel alpha theta training]
I

ema alpha fre
Dema Alpha Peak Frequency Tr
Demo alpha percent energy wi

ing with Flash Games via, Event Wizard]

Bands named Reward & Inhibit with Flash Games]

0 sounds] - Cancel | ‘ oK ;l

screen to manage your Settings File
— library. You can change setiings within any

traineefstudy folder, without using this
screen.

Save Current Settings to a New File ‘

Save Current Settings To Selected File ‘

Sefttings Description:
alpha plana in my life beatles

Directory:

cibrainm.20/setings/Demo alpha plana in my
life beatles

Read In Settings From Selected File ‘

3. The following pop-up will ask to confirm your changes. ..

After you click OK, another Pop-Up will appear to
confirm the changes.

l | settings saved

[ bsetup30 &J ] l 3

QK to copy settings from Current Folder:
c/brainm.20/studies/CreatingTraineeFolder\
To Settings File:

/brainm.20/settings/Deep 2-channel alpha theta training

Cancel | L
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The settings have now been changed to the
selected Settings File.
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Setup Options

Read/Write Settings Fi

Data Channels

Frequency Bands

Training Protocol

Display Options

Feedback Control

Session Control

CLOSE

U000

Current TraineelStudy:
CreatingTraineeFolder

NCHANS: 1 SRATE: 266 FILTER: 3 ARTIFACT: 240 u¥
COM: 6 - SUMCHANS:OFF - SAYEEEG:OFF - P-P:ON
SITES: Pz-Al-A2

Theta:5.0000-8.0000 Alpha:8.5000-11.5000

GO: 1:Theta(4.4) 1:Alpha(4.7)
STOP: 1:Delta(6.7) 1:Hibeta(11.2) AUTO:ON:50/5/5
AUTOUPDATE BEFORE EACH RUN

Display: wave, filt. wave, wf text line, therm, event trends,

Sound: Component Sound -
Midi Sound - Voice: 102 Echo Drops [Sustained)

20 SESSIONS -NO BASELINES—10 RUNS OF LENGTH: 3.0 MIN-NO
PAUSE BETWEEN RUNS-SESSION TYPE: Training

PRINT SETTINGS Event Wizard USE THESE SETTINGS
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Playing Back a Session

PLEASE NOTE: You can only play back a file that has the Save EEG to Disk option set to on.

1. From the Setup/Home Screen, click the View [ susopien e
or Change Settings Button. On the Setup ReadWite Setings Pl | reuingTrainecFoldes
Options Menu, click the Session Control

Button

NCHANS: 2 SRATE: 256 FILTER: 6 ARTIFACT: 240 u¥
Data Channels COM: 6 - SUMCHANS:OFF - SAVEEEG:OFF - P-P:ON
SITES: C4-Al1-A2-—-—

User:20.0000-32.0000
Frequency Bands

GO: [none)
Training Protocol STOP: [none] AUTO:0FF:20{20/5

Display: event trends,
Display Options

Sound: Event Sounds -
Feedback Control

0 SESSIONS -NO BASELINES-10 RUNS OF LENGTH: 2.0 MIN-NO

Session Control PAUSE BETWEEN RUNS-SESSION TYPE: Simulation

A0

CLOSE

PRINT SETTINGS Event Wizard E THESE SETTINGS:

2. From the Session Control Menu, set the

SESSIOH Type tO PlaybaCk, then ClICk the OK NOTE: Please enter all times as whole seconds (1, 2, 3, etg)
button tO Contlnue Baseline Length [pre and post] Run Length:
[0 Scconds (before and afier Runs] | [120 Seconds
[Length of 0 means "no baselines"] [0 means run indefinitely]
Number of Sessions: Number of Runs [Trials]

40 sessions [80 maximum] 10 Runs

[0 allows repeated use of Test Session 1] [Must have at least one Run]

Session Type: [~ Pause Between Runs?
" Assessment " Training

) ) Session Wizard
" Simulation + Playback

Use Session Wizard to control session
C 1 ; :
2ncc " juse with MINI-Q) oK

531—320V2.2 3/16/2016 Page31of 110



BrainMaster 3.0 Software User Manual

3. From the Setup Options Menu, click USE

THESE SETTINGS Button. When you return 00:00

to the Setup/Home Screen, click the Run The
Next Session Button. On the Trainee Screen,
click the GO Button to Continue.

4. From the File Playback Menu, choose the file
that you would like to playback, and how you -

Filename: e0200201.e02

would like this file to be played back. When Len: 120 sec [2 chansl, 256 sps, 2EW C3-A1-Cz-A2-C4 TRAINING

all of the settings are as you would like, click [ Ermmicr: H P | F:aﬁ'if'%s,:zgdﬁst o
the Playback File Button to continue. TexFile Format

EIJZIJIJEIN:EIJZ 7 Floating Point
e0200701.e02 Export ASCII :
e0200801.e02 Text File " Decimal

e0200901.e02 5
e0201001.e02 - " Hexadecimal

Input File: |
Output File: |

Status: |

Done |
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You will now be playing back the run that you selected. You can tell this, by seeing the information

be played on the Training/Control Screen.

Close

! ﬂh’\ Il

View Playback

il

pl 580.9 v "|

NI “
Iy \
N\ i AWV““ N W, H“’

1
|,,n|”|u|MIU\,| ‘-‘.‘U‘ it W‘*U\]UW"l”'”W‘n"‘WW“J‘“M‘HU‘I‘“'}"P‘” \\l‘\\’ﬂ\\llrlwhlm‘“v.ﬂ,'.\m'l\\\W‘UIWu"lf\iu"'H'\
DL
‘ H‘”| ‘

9

EC CHANNEL ZHCF Avr Amlpl
|1 |‘ |u
\ l'\ il ‘\ \‘ ‘ J

ta: '7

\H
h}

i 'I\ ‘
LAY

Sans w Ba:

(b |
«uﬂl\'w i H'.'.v“.. o

MU‘ n‘h“““ﬂ'u"w i wwu‘u‘.ﬂw‘"'u'h“w‘u”wu“"w' i

19 Dur: 25.0 secs
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Converting a Session to an ASCII File

PLEASE NOTE: You can only play back a file that has the Save EEG to Disk option set to on.

1. From the Setup/Home Screen, click the View  |seuscpion: e
. Current Trainee/Study:
or Change Settings Button. On the Setup Read{Write Setings File | ¢roatingTraineeFolder
i i i NCHANS: 2 SRATE: 256 FILTER: 6 ARTIFACT: 240 u¥Y
Optlons Menu’ Cl ICk the SeSSIOn Contro' Data Channels COM: 6 - SUMCHANS:OFF - SAVEEEG:OFF - P-P:ON
SITES: CA-Al1-A2-—-—
BUtton User:20.0000-32.0000
Frequency Bands
GO: [none)
Training Protocol STOP: [none] AUTO:OFF:20{20}5
Display: event trends,
Display Options
Sound: Event Sounds -
Feedback Control
0 SESSIONS -NO BASELINES—10 RUNS OF LENGTH: 2.0 MIN-NO
Gession Control PAUSE BETWEEN RUNS-SESSION TYPE: Simulation
CLOSE ‘ PRINT SETTINGS Event Wizard E THESESET[INGS
2. From the Session Control Menu, set the Session Control
Sess'on Type to Playback then C“Ck the OK NOTE: Please enter all times as whole seconds (1, 2, 3, etc)
]
b tt t t Baseline Length [pre and post) Run Length:
utton to continue.
0 Seconds [before and after Runs] 120 Seconds
[Length of 0 means "no baselines"] [0 means run indefinitely]
Number of Sessions: Number of Runs [Trials]
40 sessions (80 maximum] 10 Runs
[0 allows repeated use of Test Session 1] | [Must have at least one Run)
Session Type: [~ Pause Between Runs?
" Assessment " Training
) ) Session Wizard
" Simulation + Playback
Use Session Wizard to control session
C | i i
ance ' [use with MINI-Q] OK
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3. From the Setup Options Menu, click USE

THESE SETTINGS Button. When you return 00:00

to the Setup/Home Screen, click the Run The
Next Session Button. On the Trainee Screen,
click the GO Button to Continue.

4. From the File Playback Menu, choose the file
that you would like to convert, and what S

format you would like this file to be formatted Len: 120 sec [2 chansl, 256 sps, 2EW C3-A1-Cz-A2-C4 TRAINING

to. When all of the settings are as you would | Ermmicr: H P | F:aﬁ'if'%s,:zgdﬁst o
like, click the Playback File Button to TextFile Format

i EIJZIJIJEIN:EIJZ 7 Floating Point
Contlnue. e0200701.e02 Export ASCII :
e0200801.e02 Text File " Decimal
zggg?gg}zgg . " Hexadecimal
Input File: |
Output File: |

Status: |

—

5. The following box will appear. Click OK to master30
continue.

ii Will write out 30720 samples to file
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6. The system will begin the conversion. During
this time, do not click anything to let the
system properly convert.

File Playback and Export

Path: c:A\brainm.20\studies\Isaac Niekamp1}
Filename: e0200201.e02
Len: 120 sec [2 chans], 256 sps, 2EW C3-A1-Cz-A2-C4 TRAINING

Text File Format

e0200601.e02
e0200701.e02
e0200801.202
e0200901.e02
e0201001.e02 =

* Floating Point

" Decimal

" Hexadecimal

Input File: c:\brainm.2Mstudiesiisaac Niekamp1le0200201.e02
Output File: | c:\brainm.20\studies\Isaac Niekamp11a0200201.e02.txt

Status: File Written: 30720 Samples, 1136640 Characters

e0200101.e02 2 Playback Speed
4 Playback ~
. E File « Real Time ¢ Fast  Slow

Done |

The run will now be converted to ASCII format. You will tell that this has been completed through the
confirmation screen stating this. At this time you can choose whether or not you would like to view

this file.

File: c\brainm.20hstudies\Isaac Niekamnpl\al200201.02 bt written.

Do you wish to view the file?

531—320v2.2 3/16/2016
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BMZ Files

Creating A BMZ from a Studies File

1. From the Setup/Home Screen, click the o T o LI - =
. . . . Select Folder: [you may double-click to select
Folder Selection Button. This will bring you —— :
H [RebTes1] reate New Folder
to the Select Trainee/Study Folder screen. [Ron bin] w
. . . [rtesq]

On this screen, highlight the Folder you e Foder e

would like to create into a BMZ file, and click

Session Librarian Button. Emtdou st tmin_|
sudest
{_’?;irr;grlzgtt]msessmenlll]] i

File Name (Trainee ID]:

Sessi Used:
SendingStudies) essions Use

0
Trainee Name:

SendingStudies Max Sessions:
Comment:

PZOK with PZMO and PZME Edit
Comment

Session Genie

0

Administer Session Genie Push to Server and Delete Folder
2. When the following screen pops up, click OK [ wiefies 0o -ewe X ==
to Continue' This procedure will write an archive file for study
"SendingStudies”.
Study Name:

You may then copy the archive to the floppy disk
or email it to a recipient

0K Cancel

3. Another screen will pop up to show progress. [ crating trainMaster Archive - X ==
Nothing is negded to be done. Slmp!y wait Adding
for the extraction to Complete to continue. to c:\brainm.20\archive\SendingStudies.bmz

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

A. Floppy i This option will only work with a
Floppy Disk. If you do not have a floppy
drive, it will not function properly.

B. Email i In order for this to work properly,
two things are needed. First, proper E-
mail information needs to be filled in from
the Login page(See attached Picture).
Second, the E-Mail account has to be tied
through Microsoft Outlook.

[Optional) Personal Information:

|| | MName: |BrainMaster Support

Email:  |support@brainm.com

Copy To Floppy Disk?

Archive cl\brainm.20\archive\SendingStudies.bmz
created.

Do you want to copy to the floppy disk

or send it by email?

NO

C. NO T 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

5. Depending on which option that you choose
above, you will receive a message stating
that the action has been completed.

You now have a BMZ file created.

531-320v2.2 3/16/2016
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Archive file created but NOT emailed or saved to floppy

write archive

Archive file can be found in c\brainm . 20harchive
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Creating a BMZ from a Settings File

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

License

(=X

1. From the Setup/Home Screen, click the S e -

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

Folder Selection Button. This will bring you [RobbyRobl

[RobTest]

to the Select Trainee/Study Folder screen. [Ron Min

[Rtes]
[rtest]

On this screen, highlight the Folder you [RTes11

[RTest2]
[SCR Pod Atlantis]

.. . . sikdfjlaks]
Administer Session Genie Button. amrctdow)

StephTest]

stupidtest]
Swingle_Assessment[1]]
[TerryTest]

File Name (Trainee ID]:
SendingStudiesy

Trainee Name:
SendingStudies

Comment:

PZOK with PZM0 and PZME

would like to create into a BMZ file, and click
Session Librarian

Session Genie

Administer Session Genie ‘

Create New Folder
Folder Notes

Sessions Used:
0

Max Sessions:

0

Edit
Comment

Push to Server and Delete Folder

2. When the FileUtilis Screen opens, click the [ Fileutits

L

Create Archive Button.
Extract Archive
Administration

3. Click The Select Study Button. This will bring up a e

= =

menu in which you can choose not only folders o rete S o cotre o seca affrent sy

located in the Studies folder, but T P Binesie:nomm s
the Settings folder as well. After = et | =
you have the file that you would —— ;

like to Archive, click OK on the ST aaen b B
Browse For Folder Menu, and then

the Create Archive Button on the .

FileUtilis Screen to continue.
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4. To continue, you will have to b Fiee B =] e =
c I | C k t h e ﬁ C on t [ ciek on ‘Contrue/Confim or ‘Cancel [ clcon Cantinuz/Canfirm or ‘Cance?
. Study C:\prainm, 20\studies'\SendingStudies\*. * Study C:\brainm. 20 \studies\SendingStudies ==
BUtton' After you do thls’ you ‘ i Contue/Confrm | Cancel ‘ ,—| Continue/Confirm ‘ Cancel
will see a Blue Progress bar, ENEEREEERENEEEE
and a list of tasks that are being | [&
completed.
5. When the following screen appears, it will [ Fieusis
glve you 3 Optlons' Copy ArChlve to DISk’ |D0youwanthncopyitmdiskorsenditbyemail?
Email Archive, or Copy Archive to Server. sty B

A. Copy Archive to Disk T This option will only — — _
work with a Floppy Disk. If you do not have a I T R
floppy drive, it will not function properly. NEENEEENNNNNNENENNNRNENEEEE

B. Email Archive i In order for this to work rchive c:prainm. 20\archive SendingStudis. bz created. E
properly, two things are needed. First, proper
E-mail information needs to be filled in from
the AiLogind page( See
Second, the E-Mail account has to be tied
through Microsoft Outlook.

[Optional] Personal Information:

|| Mame: |BrainMaster Support

Email: |5uppnrt@hrainm.cum

C. Copy Archive to Serveri 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
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6. Depending on which option that you choose

above, you will receive a message stating
that the action has been completed.

You now have a BMZ file created.

531-320v2.2 3/16/2016
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I Click on Exit

Study I C:'\brainm, 20\studies\SendingStudies| =, *

Study SendingStudies was saved to the server -
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Import Received/Downloaded BMZ Files

1. There are 3 ways BMZ Files can be [ Opening Mail Attachment o] |
received: E-Mail, Removable media, or -
. . | ‘fou should only open attachments from a trustworthy source,
downloading from the internet. Double- &4
. . Attachment: Test.bmz from .bmz Ficture Example - Message
click on the BMZ file, and choose Open or HM)
Run, depending on your version of
. Would you like to open the file or save it to your computer?
Windows.
Com ) Cand
Always ask before opening this type of file
2. The system will now take over. Press o) g o
OK when prompted. B + b
From c:\brainm.20\archive\Test.bmz :ch\brainm.20\archive\Test.bmz
was expanded to study Test
INEENENNNENEEEER
3. The folder is now expanded for use in YOUur [seramwus e T i —

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

studies folder. You can access this folder - 5
by clicking Folder Selection Button on the HTen?] oot |

SCR Pod Atlantis]

BrainMaster Setup/Home Screen. it S

[stupidtest]

erryTest]

[Test_HRY]
[Tinnitus] Session Librarian

[TonyaTest]
[Ttest]

uh]
[Z Scores PercentZOK with Somatic Vision Enabled]
[£_Score_PZOKUL_MS[1]] <

File Name (Trainee ID]: —_— -
essions Used:

Test, I
0

m

Trainee Name:
Standard Test Study Max Sessions:
Comment: 0

[none) Edit
Comment |

Session Genie

Administer Session Genie Push to Server and Delete Folder
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Moving Studies File to be Used as Settings File

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

License

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

2. From the Setup/Home Screen, click the
View or Change Settings Button. Once
this is complete, then click 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. After doing this, click
OK to all the prompts to follow. After you
click OK on the Settings saved screen,
you will now be able to use the folder as
a settings protocol.

SendingStudies

b Setup/Home Screen - BrainMaster 3.71

‘Welcome to BrainMaster

LOGIN OK: SN: 30796
UNLIMITED USE
CLINICAL LICENSE

~Current Trainee/Study Folder:
Trainee ID: SendingStudies\
Login |
Trainee SendingStudies
Hanes ‘ Folder Selections |
Comment:  Folder used for examples in Manuals
) Run The Next Session |
Next Session Number: Total Sessions Available:
1 repeatable
Traini P . < View or Change Settings
raining screen is currently: Not Running

:

Exit Product Manuals Review Session Results

Current Trainee{Study:
Readfwrite Settings File SendingStudies

NCHANS: 1 SRATE: 256 FILTER: 3 ARTIFACT: 255 u¥
Data Channels COM: 3 - SUMCHANS:OFF - SAVEEEG:ON - P-P:ON
SITES: F7-LE - GND

Alpha:8.0000-12.0000
Frequency Bands

GO: [none)
Training Protocol STOP: (none] AUTO:OFF:50{20{10

Display: impedances, wave, w] text ling, training stats, wide event
Display Options trends,

Sound:

Feedback Control

0 SESSIONS -NO BASELINES—20 RUNS OF LENGTH: 1.0 MIN-NO
Session Control PAUSE BETWEEN RUNS-SESSION TYPE: Simulation

CLOSE | PRINT SETTINGS Event Wizard USE THESE SETTINGS

=3
===
==
[esas |
B===1
==

Raad or Write Settings Fils . | - Tocit]
Senings File Name: (double-click to read in setings and proceed) Use this scroen 1o manage your Seings File
Setiings — library. You can change seftings within any

% tralneesstudy folder, without using this
[1-channel Alpha Manitor] screen.
V(2]

[AAPB_RON_|

[Alert beta training fw. Flash Games)]

[Alert beta training with Flash Games via. Event Wizard]
jAler]

[AMPplusCOH]

::;_'nj’ simple assessment] Save Current Setlings To Selected File ‘
[Bands named Reward & Inhibit with Flash Games]

| |iDavid alpha theta 2]

Save Current Setlings to a New File ‘

David Pannell Alpha 8.5 ctc] Settings Description:
DC_and_SCP_Cycle_Training_ll] No name file
DCSCH]

Deep alpha theta training] Directone

Dee

Decp? 2-channel alpha theta training]
Deep?]

Demo alpha aymmetry with rising flute tone] Read In Settings From Selected File
Demo alpha downtrain eshal

Dema alpha french ho
Demo Alpha Peak Frequen:
Dema alpha percent energy

gl e
ese koto sounds] - Cancel ‘ I oK.

] oy e Foaer HNEER X eemen @}

SendingStudies

|| sendingSudies

=1 [ | Goner

0K to copy settings from Current Folder:

ainm. 20/studies/SendingStudies\

y l} Settings saved!

/brainm 20/settings/SendingStudies

To Settings File:
[0k |
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Archiving Old Studies Folders

1. From the Setup/Home Screen, click the

Folder Selection Button. This will bring you

Select Trainee/Study Folder -

ey L

=X

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

[RobbyRob] o
to the Select Trainee/Study Folder screen. on i eS|
On this screen, highlight the Folder you Eﬁlléi Folder Notea

[SCR Pod Atlantis]
SCR_Pod_Atlantis]

[slkdfjlaks]

smrdtdown]

StephTest]

stupidtest]

Swingle_Assessment[1]]

[TerryTest]

would like to remove, and click the Push To
Server and Delete Folder Button.

Session Librarian

Sessions Used:
0

File Name [Trainee ID]:
SendingStudiesy

Trainee Name:
SendingStudies

Comment:

PZOK with PZM0O and PZME

Max Sessions:

0

Edit
Comment

Push to Server and Delete Folder

Session Genie

Administer Session Genie

£ FileUtils

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

| Click on "Continue’ or ‘Cancel’

Study | c\brainm. 20\studies\SendingStudies'=, =

move the folder to the |

Continue | Cancel ‘

Do you want to delete the study?

reCyCIIng bln CIICk Yes = Are you sure you want to move this folder to the Recycle Bin?
to continue. =

SendingStudies
Date created: 6/4/2010 12:08 PM l

P =X

Create New Folder
Folder Notes
~ Session Librarian
i 0K

Sessions Used:
0

The folder has now been deleted from the Studies
Directory. A BMZ of this file has been created, and is
saved at C:\brainm.20\archive.

Select Trainee/Study Folder . AR

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

[RobTest] -
[Ron Mini]

[Rose Ruby Ceiling]

[Rtes]

[rtest]

[RTestl]

[RTest11]

[RTest2]

Is]

[SCR Pod Atlantis]
[SCR_Pod_Atlantis]
[slkdfjlaks]
[smrdtdown]
[StephTest]
[stupidtest]

[Swingle Assessment]

File Name [Trainee ID):
SendingStudiesy
Trainee Name:
SendingStudies
Comment:
SendingStudies

Max Sessions:

0

Edit
Comment

Push to Server and Delete Folder

Session Genie

Administer Session Genie ‘
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o g

BMr Extras

BMr Contributed Games

Puzzle

Reset Button 7 Click to make the blue squares visible. This can also be performed by clicking
Alt + R.

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

Difficulty Check Box T 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.

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

Start Button i Click to start the game. This can also be performed by clicking Alt + S.
Display 1 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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Space Race

‘

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

Lunar Lander i 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 1 Section that keeps track of how many times each ship wins the race.

Start Button i Click to start the game. This can also be performed by clicking Alt + S.
Pause Button 1 Click to pause the game. This can also be performed by clicking Alt + P.
Change Background Button i Click to choose between several background images for the
screen. This can also be performed by clicking Alt + B.

Choose Sound Button i 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.

8. Hide Controls Button i Click to shrink the screen and obscure the control buttons. This can
also be performedbyc | i cking the AIlt + H. To get the «cc

N

o0k W

~
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Cricket

- &

20
0
o)
B
As training proceeds, the crickets fAstack upo a

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

531-320v2.2 3/16/2016 Paged7 of 110



BrainMaster 3.0 Software User Manual

Bug Run (Version 1b)

)

This screen provides a

random, runni

ng a

race.
will slip down a bit, and fall behind. The goal of the gam

i b

u
I
e

g raceo. As
f the trainee
is to have the race progress.

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

Requirements: Basic amplitude training

Brief Description: BrainMan will advance 1 point
for each target Ahito.
determined by the setup of the Thermometer
system, the exact criteria for causing BrainMan to
move can be set up in any desired fashion.
Whenever an inhibited component is over its
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 . AGOO components are
are shown in red. All other components are shown in blue. The values
are Adampedo, so they
shown by selecting the bottom text with the mouse. In 2-channel mode, it
shows both channels.

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 _
withreal-t i me response. AnGOOo
i+0 in the bottom of the
component s-i sihowt me ibotto
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

di splay scal can be cHan
keys, as usual. When two channels are used, both
channels appear.

531-320v2.2 3/16/2016
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Display: Lissaview

Display Type: Display

Requirements: Basic amplitude training

Brief Description: This is a 2-dimensional display,
using Arate of changeo i
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
threshol d. The outer bo
you want them small. If they get large, they
encroach on the inner box, which inhibits feedback.
When two channels are ush
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
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 Auptrainedd compone
features show the highandt he | ow Ai nh
two channels are used, this window adapts, to show
the two Auptrainedo comp
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

-
¥ FlashPlayer for BrainMaster -

File Edit View Help

Game: Zli'rotocul Type: 3§Game Type: I
1|—B_r;inMan2.swf :J Standard BMr L‘HE;ainMaster Ll‘

BRAINMAN 2

START GAME (Auto)
START GAME (Manual)

1. Game Drop-Down Box i Drop-down box where you can choose the game that you would like
the Flash Player to use.
2. Protocol Type Drop-Down Box i Drop-down box where you can choose the type of Protocol
you are using, whether i t-dige Z&coRtoaRT4dRealdimd4a-ai n M
Score.
3. Game Type Drop-Down Box i Drop-down box where you can choose the Game Type that
the Flash Player is using.
4. Display Window i Display Window where the Flash Player Game is played.
5. Event Wizard Readings i Displays the information that is coming in from the Event Wizard.
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Using BMr Flash Hayer

1. Setup the training that you would like to use, | = sie-EEST g F e
or choose an existing folder that you would Welcame to Brainkfaster UNLIMITED USE
like to wus, and cl i ck|fSuammrme
Sessiono Button. 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

2. After you start the Session, click the 5 Tramng/Contot s - srnvisie 37 I =
~ . N Data Display FreqBands Color Sound
AWi ndowo Button. 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""

3. In the Window Launcher Menu, click the
AFl ash Pl ayero Button

Macromedia Section. BoxFlow |
BrainMan | Mini BMirr

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.

Protocol Type: Game Type:
~|[standard BMr  ~][BrainMaster  ~|

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

Color Quest

1. Blimp i 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
col or . After 10 hits, the blimp will Aspin o
game screen. There are 6 total blimps.

2. Launch Pad i 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 i 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 i These progress bars measure the overall feedback of the user. The
irainbowo feedbafttk, bdirsploays$ hehe userdés rel at|
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 1 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 user6s

6. Progress Panel i The Progress Panel has six blimp-shaped outlines. As the user
Afcompl et eso each of -shapedauting wilbbe fill@dpnswith a gbleblinbpl i mp
Atokeno. This panel |l ets the user know how m
as well as representing a visual reward for the user.

Similar Games i None
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BrainCats 2

BRAINCATS V 2.0'7 1)
= 4

Standard 2% Marathon
(~2 min HCE’FN (~5 min race)

BrainMaster Technologies, Inc.]
P AT A P S AN g
Frorw e Dacacte 3 (6 B30, 163 16 New Mllen i

. Difficulty (0-99): m

RN

Oping Screen

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

2. Race Length Section i 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 i Section where you set the difficulty. The difficulty corresponds to the
percentage of client feedback that wil!/l put t
competition. The default value is 50%. For example: atadifficult y | evel of A250
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,inthecase of A250, a client providing 35
chance of winning the race.

4. Sound On/Off Section i 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:

At the games start

At the result screen after a win

When the user earns the Monkey Trophy

When the user earns the Elephant Trophy

When the user reaches the nighttime scenario

When the user wins after completing the nighttime scenario

5. Start Race Button 1 Click to begin the game after all settings are set to your desired settings.

~oao T
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Races Run Today: 3. .\ iRacesWon
Race Screen

oday,

1. Sun/Moon Graphics i 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 i 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 1 When the client meets feedback requirements, the borders of the race
track will light up around the players selected cat.
4. Statistics Sectionit Her e, you can see the userb6s perforn

Similar Games i 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 i Click to choose the Automatic Gameplay mode. This is
more akin to the original BrainMan for BrainMaster. BrainMan will move automatically across
t he board. Hi s movements are a direct respon
user 6s feedback eeaonddhewillalstgesvern the Aintel
more consistent feedback resulting in a more effective BrainMan.

2. Manual Gameplay Selection i 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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7 FlashPlayer for BrainMaster E=8(E=R 5

Eile Edit View Help

SCORE 8930

Ready 046 |000 112 (1503 |1.00

Training Screen

1. BrainMan i 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 T When all the pills on a stage have been eaten, BrainMna will move on to the next stage.
Ghosts T 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
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.
4. Power Pill T The Power Pill delivers a reward sound to the client, and has a small chance of
increasing BrainManbés speed for the duration
5. Maze i 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.

w N

6. AlLeveli The Al is the controller of BrainMands m
three things: the clientbés relative feedback
cl i ent 6 sthrqughohg levels As these values increase, you will notice the Brain begin to
0 I upo. This means that BrainMan wil | act
effectively.

7. Speed Level 1 This is self-explanatory. Much like the Al Level, it is governed by both the
clientés relative feedback and progress throu

progress through the level. Instead, it has a chance to temporarily increase when the user
eats a power pill.
8. Score 1 This number is raised by eating Pills, Fruit, and Ghosts.
9. LivesiThese do not affect gamepl ay. Rat her , t he
one life for every 8,000 points sored.
10.Fruit i 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 MEREEH 8

1. BrianPlanets T 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 i This box counts the amount of Solar Systems that have been
created.

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

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

1. Enhance Box T 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 i 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 1 Box that displays the current amount of points that the client has earned
during their training.

Similar Games 1 None.
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