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1. Overview

1.1. Product Summary

Cogo is a patented, scientifically validated digital therapeutic and attention training programme
based on Brain-Computer Interface (BCl) technology. It complements mainstay ADHD treatments
for children aged 6 to 12. Backed by clinical trials, it has proven efficacy and demonstrated positive
post-training effects on attention-related brain areas, as observed through fMRI scans.

1.2. How the Solution Works

The Cogo program includes 24 sessions lasting up to 3 months. Before training, participants
complete a Calibration phase, involving the Stroop test, to establish their Personalised Attention
Model. Subsequently, participants undergo 24 training sessions, ideally 2-3 times per week, lasting
up to 30 minutes each.

On alternate sessions, there is an additional 30-minute multiple-choice quiz* with 20 questions (10
English, 10 Mathematics). Participants wear the Neeuro SenzeBand throughout the training.

*Quiz questions will differ based on language versions

17
® é @é
» End
[nitial Session Subseguent Sessions Basic Level Intermediate Level Advanced Level
(Calibration) (Training)
Generate Personalised 24 sessions Session 1-4 Session 5-13 Session 14 -24
Attention Model (in clinic and/or at home)

30-minute sessions

MCQ assessments
(alternate sessions)

2. Program Support Materials

2.1. Equipment

Neeuro SenzeBand
The Neeuro SenzeBand* is a safe, non-invasive EEG wearable that measures participant attention
levels. It requires Bluetooth 5.0 compatibility for optimal efficiency.

Wet Wipes
The wet wipe cleans dust or grime that may affect SenzeBand's sensor connectivity. Moist sensors

enhance sensitivity for optimal performance.
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Cogo Mobile Application

This application can be downloaded onto participant’s mobile or tablet and requires a
compatibility of iOS 13.0 or above or Android 8.0 or above.

Internet connection
Participants need an internet connection (mobile data or broadband) to transmit and upload device
data to Neeuro's Cogo server.

3. Programme Structure

3.1. Participant Logins to Cogo App

Participants receive their login credentials from an administrator during onboarding. Ensure the
tablet has the Cogo app downloaded and is connected to the Internet for account login.

i

¢ Email Text Field
I = Input email address i
| i
1
1
1

@ Password Text Field
I - Input Password
! i
! i

|
© Login Button
I = Select to login

________________________

Cogo Mobile App — Login Screen Ul Controls

3.2. Participant wears SenzeBand and Connects to Cogo App

3.2.1. Basic Handling of SenzeBand Device
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Temporal
Lobe
Electrodes

/H\
A
h

Inner Band

Press and hold the power button on the SenzeBand until a blue light appears. Use a wet wipe to
remove any dust and grime that may affect the sensors to improve connectivity and maintain

accuracy.
— -
q’ I —

Wipe your forehead and the area above the ear. Non-alcoholic wipes are recommended.

<>

Position the SenzeBand above the eyebrows, adjust the elastic strap for comfort, and ensure the
spider electrodes are in contact with the scalp for improved connectivity.
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Ensure all inner band sensors are in contact with the forehead. Ensure the Bluetooth function is
enabled on your mobile device. For iOS and Android devices, go to Settings > Bluetooth.

3.2.2.

Initiate SenzeBand Connection Process in Cogo App

Once the SenzeBand is worn correctly, proceed with the connection process. In the Cogo
app, select the SenzeBand menu to connect with the device. Ensure it is not connected to
any other Neeuro apps.

¢SenzeBand Guide

- SenzeBand Connection
Guide Video

— Select to view options

menu

SenzeBand Guide

Paired SenzeBand

—/\[eeuro

| senzeBand 2 Guide | [ senzedand uide |-

SenzeBand

Cogo Mobile App — SenzeBand Menu Ul Controls

SenzeBand Connection

Turn ON your SenzeBand and Bluetooth on your device

SenzeBand

| senzepand 2uide | [ senzeBand Guide |

SenzeBand

©

To initiate SenzeBand Connection

select ‘Add Device’ button.

Process,

¢ SenzeBand

Press and hold the power button for 3 seconds

Scanning
Scanning for available SenzeBand

¢ SenzeBand ID Number

9 Bluetooth Connection

o Sensor Contact

a Forget SenzeBand

¢ Add SenzeBand

Availability Indicator
- Green (active), red
(inactive)

Status
- Connected/ Connecting/
Not connected

Indicator
- Green/ Red

Button
~ Remove currently
connected SenzeBand

Button

Wait for a few seconds while the app scans for an

available SenzeBand.
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SenzeBand Connection SenzeBand Connection

Congratulations!
SenzeBand detected You've successfully connected your SenzeBand!
Select the available SenzeBand option. z . ® "o,

: . Coumented
A ‘Neeuro SenzeBand’ button option will When SenzeBand successfully connects to the
appear. Select the available SenzeBand app, Select ‘Done’ button.

option.

3.2.3. Verify Connected SenzeBand Device Status

SenzeBand Guide ' Paired SenzeBand

() SBC8:2C:CA:3A:59:AF
Connected

] f&‘,_enze'l?s_arld-'_z' Guid_e-] [_-;Sengséa'nt_:f"(auide

SenzeBand

In the SenzeBand menu, the connected device is displayed in the Device list. Check for green
indicators indicating signal strength. Proceed by selecting the Calibration menu.

Video #1: Cogo App SenzeBand Connection Process
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3.3. Participant Undergoes Calibration Sessions

Calibration includes 2 alternating sessions: Stroop test and relax phase. Create a distraction-free
environment for participants to complete the 15-minute calibration. Increase tablet volume for
audio cues.

Calibratio

£ 9 7N @
hoA N7

There will be a series of For a successful Please set aside 15
questions where you calibration,you must get minutes to complete the
have to pay 80% of the questions calibration.
attention,followed by a correct.
phase where you can
relax.

Calibration

Select ‘Start’ button to begin the Calibration activity.

3.3.1. Adjust and Check SenzeBand Signal Strength

Put on your SenzeBand \ i Put on your SenzeBand

Please adjust your SenzeBand for better sensor Please adjust your SenzeBand for better sensor
contact before you continue contact before you continue

1

Before proceeding, a reminder to wear the SenzeBand device will appear. Check the indicators for
strong signal reception at each sensor, indicated by green. Select 'OK' to proceed.

3.3.2. Calibration Activity Session 1 and 2
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Get Ready q Q Session:1/2 l Trial:20/20 7172 €]

What is the colour of the word?

Orange
Orange 2

Each session begins with a 3-second countdown. Pay attention to the session details displayed.
Answer Stroop test questions by selecting the button with the correct answer.

3.3.3. Post-calibration Activity Results

Relax 0-:|

Calibration |

Calibration is unsuccessful
Look left,right and slowly roll your eyes to each corner of the screen.
Keep going until you hear the beep.

pesdi " 1 The accuracy is below 80%,you will need to take the
Do not focus on any point in particular. ’ test gain, Plebsa redo tive session

After completing the sessions, view the results. To proceed to the next session, the accuracy must be
at least 80%. If calibration is unsuccessful, select the 'Stroop Test' button to retake it.

3.4.Server Generates Personalised Attention Model

Calibration

Attention model is not ready

yet. If you have completed Retake Session

You have completed your Stroop test on 12-Apr-2022

your Stroop test, please
refresh in a few minutes.

Stroop test results have been detected. Please check with
your clinician if you need to retake it,

The Cogo app uploads calibration EEG data to the server. After uploading, select 'Go to Training' and wait
for the server to process the data. The Personalised Attention Model will be ready in approximately 10
minutes. Keep the Cogo app open during this process.
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Video #2: Data upload and logout

3.5. Calibration Phase Completed
Participant may begin the next phase of the program.

4. Training Phase

4.1. Participant Logins to Cogo App
Ensure the calibration activity in the Cogo app has been completed before proceeding to the

training session. The device needs to be connected to the Internet for participants to log in and
access the Cogo app using the provided account credentials.

4.1.1. Access Account Successfully

After login, select Training button to show the Training menu. Select ‘SenzeBand’ menu.

Training =

Sessions List

Training

Cogo Mobile App — Select Training button
Training Menu — Select the ‘SenzeBand’ Menu.

Video #12: Coqgo App Login process

4.2. Participant wears SenzeBand and Connects to Cogo App

Participant conducts basic handling of the SenzeBand device, such as switching it on, wearing it
and adjusting the fit. Ensure SenzeBand is paired to Cogo app.

4.3. Participant Access Current Open Session

Participants can access the appropriate training session based on the schedule. The session status
in the list is displayed as either 'Open’ or 'Closed".
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Tl'aining B - éTrainEngMenuTab

¢ Session Number
| = Total of 24 sessions
| per program
|
| @ Progress Menu Tab
| I

e Session Availability

| Sessions List ‘
Date |
- Date scheduled for H " < 'e a SenzeBand Menu Tab‘
training il Session6 27May2019 | © Open | |
| © Settings Menu Tab |
Session Status ! }
e - Session accessibility Session7 29 May 2019 & Closed " N il ]

(Open/Closed)

© Start Session Bution ~ Session8 31 May 2019 & Closed

- Access training activity |
i

¢ Scroll Bar

Training

Cogo Mobile App — Training Menu Ul Controls

-
@ Back Icon Button
i~ Return to Sessions List

+

@ Activity Number
- Activity # within the
session

Session #6 Q

0—©

© Game Activity Type #1 Intermediate @ Score 80

i - Basic/ Intermediate/
i Advanced

#2 Intermediate O Open w |

o Game Activity Status :
- Session accessibility #3 Quiz & Closed
! (Open/Close)

) Start Training

- Session score

@ Help Guide Button ﬂ
I - Game Guide

Q Start Training Button
- Access and begin
training

Cogo Mobile App — Training Session Selection Menu Ul Controls

4.3.1. Select an Open Session From Sessions List

Sessions List Session #6

i M. 1 ) i
Session5 23 May 2019 @ Scores 180, 210 e e @ Score 80

I Session6 | 27 May 2019 ¢0 Open | i Intermediate © Open

uiz Closed
Session7 29 May 2019 & Closed Q &

Training Prog SenzeBand ettings Training
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The Sessions List displays the status of the 24 Each training session either consist of 2 game
scheduled training sessions. For open sessions, activities or 2 games and 1 quiz (alternate
select the 'Start Session' button to proceed. sessions). Click 'Start Training' to begin the

current activity.

Video #3: Cogo App Session Activity Selection

4.4, Participant Undergoes Training Session (1° Game activity)

Game levels progress from Basic, Intermediate to Advanced levels. Each game level has different
requirements for completion.

| - 1 [

¢ EEG Signal Indicator N ! 2 Look at the bird. Focus on it to make it run!
| - SenzeBand ¥ |
3 signal strength
| = Access attention graph

|
|
|

@ On-screen

| instructions
i - Game objectives

Q Pause Button

= @ Attention Level
| - Current attention score |
! !
! I
! I
: !

|
© Game Progress |
| = Time and distance

i counter

1
1

Game Score
1 = Current total
: game score
H

Cogo Mobile App — In-game screen Ul Controls
4.4.1. Playing the Game Activity

Adjust your SenzeBand

&

Please adjust and wear your SenzeBand properly
before you continue.

77 Time taken: 00:01 ‘
Distance: 11m |
o = s = = Ji

L

Before the activity starts, ensure that indicators are green. Once ‘Start’ button appears,
select it to proceed. In Basic level, the objective is to get Cogo (the avatar) to run as far as
possible, within the duration of 10 minutes.

Video #4: Cogo In-game activity

4.4.2. Pausing the Game Activity
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When necessary, participant may tap on the ‘Pause’ icon button to temporarily pause the
game. This brings up the Pause menu which allows the option to resume the game session.

: |
@ Pause Button !
I — Select to pause game :

I
I activity
|

I

I

|

- Displays game activity

¢ Pause Pop-up screen ;
status i
i

Options

Resume Button |
- Select Play icon button |

Game is paused toresume

=il [Fhsw @ Exit Button 3
4 HE @ ~ Select Exit icon button to |

exit game activity I

|
I
|
|
|
|
|
I
\

Cogo Mobile App — In-game Pause screen Ul Controls

4.4.3. Viewing the In-game Attention Graph

[
@ EEG Signal Indicator
| - SenzeBand
3 signal strength
| = Access attention graph
I
|
|

@ Attention Graph - . =y Attention
| Pop-up [

| = View current Attention

i levels

© Close Button
3 — Select to close Attention
| graph
i

Cogo Mobile App — In-game Attention Graph Ul Controls

Video #5: Pause menu and In-game Attention graph

4.4.4. Viewing Game Activity Results (Post-session)
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-
@ Game Results !
| = View post game activity i
| brain and game score
E details
1
|
1
1

Q Exit Button

- Exit current activity

Brain Score Game Score

Q View Graph Button Attention Game Score
- View post game activity ! -
brain and game score !

1

]

i

I details | .

i | Distance Travelled
! !

1

(4] Continue Button | Fruits Collected
- Continue to next activity |

| (if applicable)

Cogo Mobile App — Post-activity Results Screen Ul Controls

4.4.5. Game Results — Understanding Mental State

Brain Score Game Score

[] Attention Game Score

Distance Travelled

Fruits Collected

Brain Score -Attention

Focusing on one thought process at a time. Participant is not distracted with multiple tasks,
such as listening and talking at the same time. The longer attention is sustained, the higher
the score.
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@ EEG Signal Indicator

e Score Counter

¢ Pause Button

Results

— Attention

00:05 P 00:15 G 00:25

Attention Graph
Shows level of attention recorded
throughout game activity.

Results

— Game Score = Distance Travelled

o0  00:05 00:15

00:25

1
00:30

Distance Graph

Compares Game score with Distance travelled in

game activity.

Video #6: Post-game activity results screen

4.5. Participant Undergoes Training Session (MCQ Quiz)

The MCQ activity consists of 20 academic questions. Participants have 30 minutes to complete it.
Participant can use paper and pen for calculations, but calculators are not allowed.

Timer Counter
- Time calculated from

start of quiz

- View total no. of
questions answered
correctly

Betty and Jane are sisters.

are also best friends.

Cogo Mobile App — In-activity MCQ Quiz Ul Controls

Video #7: MCQ Quiz activity

4.6. Cogo Uploads Completed Activity Results to Server

Complete the quiz and ensure that device is connected to the Internet

during the data upload.

Question Counter
— No. of questions
answered

o Question Panel

— Questions and relevant

image

0 MCQ Buttons

— Answer options

Page 16 of 23
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@ Quiz Results

I = View post activity brain Results

and quiz score details

@ Exit Button
= Exit current activity

© View Graph Button

I - View Attention graph of Brain Score
| the completed activity

| Attention

Continue Button
I — Continue to next

| activity (if applicable)

Cogo Mobile App — Post-activity MCQ Quiz Results Ul Controls

Results Results

Congratulations! Brain Score Game Score

session!

Completed all 20 questions within the time View Brain and Game scores of the completed
limit. Quiz activity.

Results

Quiz results successfully uploaded onto Cogo server.

Video #8: Uploading MCQ Quiz data
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4.7.Cogo App Provides Updates on Upcoming Scheduled Training Session

Trainirig

Sessions List
You have already completed a - Session6 27 May 2019 @ Scores 80,3120, 133

session today. Your next

session will be open on
2022-03-25 Session7 29 May 2019 & Closed

| . - Sessions 31May2019 @ Closed

Training Training

In the Training menu, a pop-up screen confirms the completed session and reminds participant of the next
scheduled session. The scores achieved for the various activities will also be displayed.

4.8. Review Session Results in Progress Menu

Participant may view results of completed sessions from the Progress menu.

[ ] - i
‘ Scrollbar ' Pr r ) @ Session Completion
| 09 ess | Date
| ~B p - View date of completion
¢ Session Selection - of selected session
| Buttons i i
| - Select completed past | . |
| sessions to view results ! Game Session Results = ¢ Game Results
i and graph details | Completed Session #7 - 1 Apr 2022 \l | = View average attention
! - 4 5 | and final game score of
! - . each activity
1‘ ] J m Game 1 Avg Attention m Game 1 Score
"""""""""""" Session?7 ¢ =) e
— — © Review Graph Button
| 3 1 | - View Attention/
Sessions Game 2 Avg Attention m Game 2 Score Distance travelled graph
= — during Game/Quiz activity
|
Sessiond e
(T (T
@ Activity Selection @ Attention Graph
| Buttons Button
| - Select to toggle - Select to view on graph
| between activities of the panel
3 session
i i
a ) = Attention . Distance Travelled
T Activity Type Graph Button
| - Game/ Quiz | - Select to view on graph
| panel
| Graph Panel
| - Contains details of the @ Exit Button

| - Selectto retum to

| selected graph
\ Progress menu

Progress
Cogo Mobile App — Progress Menu Session Details Ul Controls
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Progress

= Attention
Completed Session #2 - 4 Nov 2020

ame 1 Avg Attention Game 1 Score
ame 2 Avg Attention Game 2 Score

E Quiz Avg Attention Quiz Score

00:05 . 00:15 00:25

> | 00:00 00:10 00:20 00:30 }

Progress Progfess

Go to the 'Progress' menu to see results of Toggle between the activities completed during
completed sessions. Click 'Review Graph' to the session to view the various data graphs.
view data graphs.

Video #9: Session results in Progress menu

5. Game Level Mechanics

5.1. Basic Level Gameplay

{ . 3
o EEG Signal Indicator : ) Look at the bird. Focus on it to make it run!

- SenzeBand signal
strength

— Access attention
graph

© On-screen
Instructions
- Game objectives

{ |
o Attention Level i

| — Current attention )
score

¢ Pause Button

Q Game Progress

- I —Time and distance
= \ i counter

. i
md g5 = G ]
{ \ |

1 " a Game Score

77 . Time taken: 00:01 ‘ ! - Current total

: Distance: 11m | | 9ame score

( 1 1
—_— e ———————— | ]

D

Cogo Mobile App — In-game Basic level screen Ul Controls (Repeated slide)
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Look at the bird. Focus on it to make it run!

. —
Time taken: 00:01 } 7 5 Time taken: 04:06
Distance: 11m Distance: 1228m

Focus and sustain your attention on Cogo to keep running. The screen displays the distance traveled and
total time taken. Allocate 10 minutes to achieve the furthest distance, as it determines the game score.

Video #10: Cogo Basic level gameplay

5.2.Intermediate Level Gameplay

¢ EEG Signal Indicator |

| — SenzeBand signal

strength
- Access attenton ¢+ A SNE et AL Y LT e Ty
graph o Attention Level
= Current attention
score
On-screen
! Instructmlns A
- Game objectives J» o Game Progress

- Time and distance

counter
© Pause Button
@ Jump Button
o Fruit List - Cogo jumps to collect
- List of fruits to collect fruit

é Turn Button

- Cogo turns to run the
other direction

© Game Score
- Current total
game score

________________________

Cogo Mobile App — In-game Intermediate level screen Ul Controls
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In the game, your objective is to have Cogo coIIect as many fruits as possible from the list W|th|n a 10-
minute duration. Focus on Cogo to make it run and sustain your attention to keep it going. Collect the
fruits along the path in any order as displayed in the list.

If Cogo is below a fruit, it will shake slightly. Use the 'Jump' button to make Cogo jump and collect the fruit.
Use the 'Turn' button to make Cogo turn and obtain missed fruits. Once the correct fruit is collected, it is
removed from the list. Only collect fruits within the list. Penalties of 10 points are incurred for obtaining
unlisted fruits, jumping without collecting any fruit, and skipping fruits in the list.

Video #11: Cogo Intermediate level gameplay
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5.3. Advanced Level Gameplay

@ ££G Signal Indicator
| = SenzeBand signal

| strength

- Access attention

graph

@ On-screen
Instructions

- Game objectives
|
|
1

© Pause Button

(4] Fruit List
v — List of fruits to collect

Collect fruits in the order shown in the list!
—

8 4

TR

“Jg?ﬁ‘

(
é Attention Level
— Current attention

1
i
| score
i
1
1
i
1

© Game Progress
- Time and distance

.
]
| counter
|
|
1

— Cogo jumps to collect
fruit

¢ Turn Button
- Cogo turns to run the
other direction

© Game Score

i — Current total
| game score
1
1
1

In the Advanced level, the objective remains the same as Intermediate, but the collected fruits must be in
the correct left-to-right sequence within 10 minutes. Focus and sustain your attention to keep Cogo

running.

m‘—:}\m m\_:h

_._’__-.

g T

Once you collect the correct fruit, it will be removed from the list. Keep collecting the next fruit in
sequence. Penalties of 10 points are incurred for obtaining incorrect fruits, jumping without collecting any
fruit, and skipping the correct fruit.
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Video #12: Cogo Advanced level gameplay
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