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Welcome
The EEG Suite is designed to include a selection of clinical tools
for monitoring and performing biofeedback sessions for 1 and 2
EEG channels, as well as 1 EEG channel with physiology. The
suite can be used with the ProComp Infiniti, ProComp 5 and
ProComp 2 encoders.

Categories
The EEG Suite contains a number of display screens for a variety
of purposes, divided into specific categories. Depending on the
type of biofeedback training you want to do. The
categories classify the types of feedback as...

For 1 & 2 EEG
Standard Bands: This category contains many standard
EEG protocols. These include:
Alpha amplitude (range)
Alpha peak frequency
Alpha theta
Beta amplitude
SMR amplitude
Theta beta
Theta SMR
Wide Band

3 User bands: This category includes training screens for any 3
user defined EEG bands set as 1 reward and 2 inhibits. The
cut-off frequencies for the three bands are defineable on-the-fly.
This category of screens is most usefule when you want to train
for a protocol that is not found in the standard bands category.
6 User bands: Lik the 3 user band category, this category
provides screens for training any set of 6 user bands set to 2
rewards and 4 inhibits. The cut-off frequencies for all the bands
are defineable on-the-fly.

For 1 EEG & Physiology
EEG & Physiology: This category combines user band EEG
training with physiological monitoring and includes 2 sets of
screens: User bands & physiology and User bands & HRV.
User bands & physiology: This set of screens combines a
standard 1 reward + 2 inhibit protocol for any three EEG bands
(on-the-fly band adjustment) wih electromyography (EMG),
Skin Conductance (SC) and peripheral temperature training.
This protocol is ideal for training focus or attention while
monitoring the physiological indicators of relaxation (EMG &
SC down + temperature up).
User bands & HRV (heart rate variability): Same as above
with the standard very low frequency (VLF), low frequency (LF)
and high frequency (HF) heart rate variability components.

Screen Descriptions

Note: The following screen captures show only screens for the procomp infiniti channel sets.
Screens for the procomp 5 are identical to these but screens for the procomp 2 channel set
may vary slightly due to a fewer number of inputs.

Open Display 1 EEG Screens: Standard bands

Training - Alpha Peak Frequency
In this 3 band training screen, the green
light turns on and audio feedback
occurs when the success condition
is met, which is defined by default as
the reward band above threshold and
the 2 inhibit bands below. The red light
turns on and a low tone is played when
the NO GO condition is met.

Training - Alpha Peak Frequency - 2 Monitor
This 2 monitor screen is similar to the previous one but designed to work on 2 monitors

Training - Alpha Peak Frequency
This screen shows a line graph and a
narrow band frequency spectrum
graph in the feedback area to give
instantaneous information on the
moment-to-moment peak frequency
within the alpha band. A proportional
tone is heard each time the peak
frequency changes.

Training - Alpha Peak Frequency - 2 Monitor
This 2 monitor screen is similar to the previous one, but designed to work on 2 monitors.
The clinician screen shows the signal line graphs, with a trend graph of epoch means,
while the client screen shows a sequence of 4 animations, each triggered by the
occurrence of a specific frequency. the goal is to activate all the animation
frames while keeping the red light OFF.

Training - Alpha Peak Frequency brain sign - 2 Monitor
This 2 monitor screen is similar to the previous one, but on the patient screen a neon
brain sign is turned on when the success condition is met.

Training - Alpha amplitude (range)
This screen is designed to train alpha
amplitude within a specific range. 2
horizontal graphs allow you to set
manual thresholds at the desired low
and high amplitude values. A green
ligh turns ON and a tone is heard when
the signal is within the specified range
and inhibit signals are below threshold.
points are given for maintaining range
for a user defined duration time.
Training - Alpha amplitude (range) spinning wheel animation - 2 Monitor
This 2 monitor screen is similar to the previous one but on the patient screen the
glowing animation spins when the signal is within the specified range.

Training - Alpha amplitude (range) ball levitation - 2 Monitor
This 2 monitor screen is similar to the previous one but on the patient screen the
ball levitates when the signal is within the specified range.

Training - Alpha amplitude (range) car animation - 2 Monitor
This 2 monitor screen is similar to the previous one but on the patient screen the
car animation moves when the signal is within the specified range.

Training - Alpha theta relaxing sounds
This screen is designed to train for alpha
theta relaxation. The feedback is driven by
the ebb and flow of alpha and theta
amplitudes and shifts towards one type
of sound. Although the screen shows
amplitude graphs, they are not involved
in driving the feedback because choppy
sound is not conducive to relaxation.

Training - Alpha theta relaxation sounds - 2 Monitor
This 2 monitor screen is similar to the previous one but on the second screen there
is a trend graph of the trained bands and a blue bar that shifts left and right to indicate
the dominate frequency band. Also, the neon brain signs light up accordingly.

Training - Theta beta
This screen monitors theta and beta
activity as well as the theta/beta ratio.
The training goal is to produce sufficient
amounts of beta activity while
maintaining theta below threshold and
sustaining a low theta beta ratio. A
green light turns on when all the
conditions are met. Two growing
animations represent the relative
proportions of theta and beta activity.
Training - Theta beta - 2 Monitor
This 2 monitor screen is like the previous one but the client side shows only the
growing animations and a ball that levitates when the success condition is met.

Training - Beta amplitude &
Training - SMR amplitude
These screens are designed to up-train
low beta or SMR while down-training
theta and high-beta. The ball levitates
when the success condition is met. The
settings instruments on the left, allow
on-the-fly adjustment of the cut off
frequencies.

Training - Beta amplitude &
Training - SMR amplitude - 2 monitor
These 2 monitor screens are like the previous ones but the client side shows only the
levitating ball.

Training - Beta - Rocketship race &
Training - SMR Rocketship race - 2 monitor
These 2 monitor screens are like the previous ones but the client side shows 3
rocketships and 3 bar graphs. Each ship advances when the corresponding bar
graph’s signal is over the threshold. The goal is to make the middle ship, which is
connected to the reward channel, advance while keeping the other 2 from advancing.
When a ship reaches the end, a wormhole takes it back to the beginning and a lap is
counted. The game can be reset by clicking the Reset button in the Toolbar.

Training - Theta SMR - Ball levitation - 2 Monitor
This 2 monitor screen is designed to reward the ability to sustain a specified success
condition. The ball levitates when the success conditions are met. A red light turns on
whenever the inhibit band goes over threshold or the reward band dips below
threshold. If this happens too often, the levitation stops until the conditions are right.

Training - Theta SMR - Spinning wheel animation - 2 Monitor
This 2 monitor screen is like the previous one but the success condition triggers
the spinning wheel animation.

Training - Wide band
The wide band screens can be set to
inhibit a user-specified band while
rewarding a user-specified narrow
band. Bandwidths are adjusted
on-the-fly. Similar to previous screens,
the ball levitates when the success
conditions are met.

Training - Theta SMR - Spinning wheel animation - 2 Monitor
This 2 monitor screen is like the previous one but the client side shows only the
growing rectangles, the green light, and the levitating ball.

Open Display 1 EEG Screens: 3 User bands

Training - 3 User band - Ball levitation
This 3 user band training screen
features a ball that levitates when the
success condition is met, which is
defined - by default - as the reward band
above threshold and the 2 inhibit bands
below. The output ON for each condition
can be toggled on-the-fly. The user
bands can be adjusted on-the-fly as well
using the settings instruments on the
left side of the screen.

Training - 3 User band - Ball levitation - 2 Monitor
This 2 monitor screen is like the previous one, but on the client side only the levitating
ball is shown.

Open Display 1 EEG Screens: EEG and physiology

Training - User bands & HRV
This screen is designed for training
3 EEG user bands, along with HRV.
When the EEG components are in
condition, the EEG light turns on. When
the HRV components are in condition,
the HRV green light turns ON. When the
EEG components are in condition, the
EEG green light turns ON. When both
lights are ON, the wheel animation spins.

Training - User bands & HRV - 2 Monitor
This 2 monitor screen is like the previous one. But on the client side, a ball levitates
when success conditions are met.

Training - User bands & Physiology
This screen is designed for training
3 EEG user bands, along with EMG,
skin conductance and temperature.
When the EEG components are in
condition, the EEG green light turns ON.
When the physiological components are
in condition, the second green light turns
ON. When both lights are ON, the green
wheel animation spins.
Training - User bands & Physiology - 2 Monitor
This 2 monitor screen is like the previous one. But on the client side, a ball levitates
when success conditions are met.

Training - 2 EEG - 6 User bands
This screen is designed for training
up to 6 different EEG bands set up as
1 reward and 2 inhibits on each side.
When one side is in condition, 1
green light turns ON and audio feedback
is heard. When both lights are on, The
robot arm builds a wall. When the wall is
finished, a stick of dynamite is dropped
on it and the wall blows up. A counter
keeps track of how many walls have
been exploded.
Training - 2 EEG - 6 User bands - 2 Monitor
This 2 monitor screen is like the previous one. But the client side only displays the
green lights and the robot arm.

Training - 2 EEG - 6 User bands - 2 Monitor
This 2 monitor screen is like the previous one. But the success condition pulls the
levitating ball away from the magnet and gives you points.

Open Display 2 EEG Screens: 6 User bands - 2 Person
Training - 2 EEG - 6 User bands - 2 person - 2 Monitor
This screen is designed for 2 people to train 3 user bands set up as 1 reward and 2
inhibits for each. When the success condition is met for either person, their
corresponding levitating balls will move away from the their magnets as they gain
points. The game can be reset by clicking the Reset button on the window’s toolbar.

Training - 2 EEG - 6 User bands - 2 person - 2 Monitor
This screen is like the previous one but balls are levitated to gain points.

Training - 2 EEG - 6 User bands - 2 person - 2 Monitor
This screen is like the previous one, but when a player meets the success conditions,
their space ship moves through space. When a ship reaches the end, a wormhole
brings it back to the beginning and a lap is counted. The game can be reset by
clicking the Reset button on the windows toolbar.

Training - 2 EEG - 6 User bands - 2 person - 2 Monitor
This screen is like the previous one, but when player 1 meets the success conditions,
the ball is pushed to the right. When player 2 meets success conditions, the ball is
pushed to the left. Points are acquired by keeping the ball on your opponents side of
the screen.

Open Display 2 EEG Screens:
Standard/User bands coherence range
Training - 2 EEG - Standard bands coherence - 2 Monitor
This screen is designed to train coherence between 2 EEG sites within 4 user
bands. For each band, there are 2 bar graphs where you can set a minimum and a
maximum coherence value (between 0 and 100). When the coherence value for
that band is within range, the green light turns ON. When all four lights are on, the
green light moves the ball closer to the screen.

Training - 2 EEG - Standard bands coherence - 2 Monitor
This screen is like the previous one, but when all the green lights are on, the ball
levitates

Training - 2 EEG - User bands coherence - 2 Monitor
This screen is like the previous one, but The bands are user definable.

