Video Games meet Neuroscience

The Vision of the Future of Brain Optimization
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Current Approacn
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This Is just not good enough
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Multi-tasking Index
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Decades of Life Training



Move to the Real World
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Akili Interactive Labs
Co-founder and Chief Science Advisor

Patent-pending: “Enhancing Cognition in the Presence of Distraction and/or Interruption”



jeuroscape
Lab

Bridging the Gap Between Technology and Neuroscience

Neuroscapelab.com
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New Technology

Motion Capture
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Virtual Real




New Games...




Meditrain

Body-Brain Rhythmic
lrainer ythmicity
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Fnhance the Eftects

Neuromodulation Neurofeedback

Video Games



GlassBrain









Adaptive Cognitive Evaluation
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N real-world real-time

targeted / personalized / multimodal / closed-loop



Over the Next 10 Years ...

. o Addiction
Parkinson’s Disease Anxiety Disorder

Schizophrenia=xy(\)
: Alzheimer's Disease

Multiple Sclerosis

Fducation Depression

Autism  Wellness

Attention Deficit Disorder
Traumatic Brain Injury

Post Traumatic Stress Disorder
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