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(57) ABSTRACT

A computer system is configured to present an individual
having Alzheimer’s disease or other form of dementia by
stimulating the individual’s brain using one or both of
sensory stimulation and an electrical current. The individu-
al’s brain may be stimulated while the individual is awake,
or asleep. In situations where the individual is asleep, the
computer system may also determine the individual’s sleep-
stage. Stimulating the individual’s brain induces gamma
frequency activity in the individual’s brain. The gamma
frequency activity is captured and used to provide real-time
feedback in a loop to the user regarding their brain’s
oscillatory activity to enhance the entrainment of the gamma
frequency by the sensory stimulation and/or the electrical
current.
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SYSTEM AND METHOD FOR TREATING
AND PREVENTING COGNITIVE
DISORDERS

RELATED APPLICATIONS

[0001] This application claims priority to U.S. Application
Ser. No. 62/687,553, filed Jun. 20, 2018, the disclosure of
which is incorporated in its entirety by reference herein.

FIELD OF DISCLOSURE

[0002] The present disclosure relates to computer training
systems, and more particularly, to computer systems con-
figured to treat individuals, such as patients, with a cognitive
dysfunction.

BACKGROUND

[0003] Alzheimer’s disease (AD), also referred to as
“Alzheimer’s,” is a chronic neurodegenerative disease suf-
fered by over 25 million people worldwide. Generally, most
people afflicted with AD do not experience symptoms of the
disease until they are over 65 years old. A minority of those
afflicted with AD will experience the symptoms before age
65. These younger people are said to suffer from early-onset
AD.

[0004] The cause of AD is not well understood, but there
are some suspected risk factors. Mostly, the risk is believed
to be genetic, although other factors can include head
injuries and depression. However, individuals exhibiting the
symptoms of AD generally have difficulty remembering
important events that have occurred, as well as the people in
their lives (including family and lifelong friends). Addition-
ally, people afflicted with AD have problems with language,
become easily disoriented, and in many cases, develop
behavioral problems.

SUMMARY

[0005] Embodiments of the present disclosure provide a
system and method that enhances the effect of gamma
frequency entrainment by stimulating an individual’s brain
using sensory stimulation (i.e., a steady-state stimulus at one
or more modalities), an electrical current, or both. As defined
herein, “gamma frequency” is a frequency band at which
some neural oscillatory activity in a human brain occurs.
The gamma frequency band is usually considered to extend
from about 30 Hz to about 100 Hz. The system and method
described herein is beneficial for treating individuals with
various forms of dementia such as Alzheimer’s disease, for
example, and may be used to treat individuals while they are
awake or during sleep.

[0006] Inoneembodiment, the present disclosure provides
amethod for treating an individual with a cognitive disorder.
In this embodiment, the method comprises stimulating an
individual’s brain using one or both of sensory stimulation
and an electrical current. Further, while the individual’s
brain is being stimulated, the method comprises receiving
signals indicating gamma frequency oscillatory activity in
the individual’s brain induced by the stimulation, generating
feedback information based on the signals indicating the
gamma frequency oscillatory activity in the individual’s
brain, outputting the feedback information in a feedback
loop, and enhancing entrainment of gamma frequency
induced by the stimulation in the individual’s brain respon-
sive to the feedback information in the feedback loop.
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[0007] The present disclosure also provides a computing
device for treating an individual with a cognitive disorder. In
one embodiment, the computing device comprises commu-
nications interface circuitry and processing circuitry. The
communications interface circuitry is configured to commu-
nicate with an Electroencephalography (EEG) device
attached to an individual being treated for a cognitive
disorder. The processing circuitry is operatively coupled to
the communications interface circuitry, and configured to
stimulate an individual’s brain using one or both of sensory
stimulation and an electrical current. While the individual’s
brain is being stimulated, the processing circuit is configured
to receive signals indicating gamma frequency oscillatory
activity in the individual’s brain induced by the stimulation,
generate feedback information based on the signals indicat-
ing the gamma frequency oscillatory activity in the indi-
vidual’s brain, output the feedback information in a feed-
back loop, and enhance entrainment of gamma frequency
induced by the stimulation in the individual’s brain respon-
sive to the feedback information in the feedback loop.

[0008] The present disclosure also provides a non-transi-
tory computer-readable medium having a control application
program stored thereon that, when executed by processing
circuitry of a computing device, causes the computing
device to stimulate an individual’s brain using one or both
of sensory stimulation and an electrical current. Addition-
ally, while the individual’s brain is being stimulated, the
control application also configures the computing device to
receive signals indicating gamma frequency oscillatory
activity in the individual’s brain induced by the stimulation,
generate feedback information based on the signals indicat-
ing the gamma frequency oscillatory activity in the indi-
vidual’s brain, output the feedback information in a feed-
back loop, and enhance entrainment of gamma frequency
induced by the stimulation in the individual’s brain respon-
sive to the feedback information in the feedback loop.

BRIEF DESCRIPTION OF THE DRAWINGS

[0009] FIG. 1 is a perspective view illustrating a system
configured according to one embodiment of the present
disclosure.

[0010] FIG. 2 is a flow diagram illustrating a method for
treating individuals with Alzheimer’s disease according to
one embodiment of the present disclosure.

[0011] FIG. 3 is a functional block diagram illustrating
some functional components of an EEG device and a
computing device configured to treat individuals with
Alzheimer’s disease according to one embodiment of the
present disclosure.

[0012] FIG. 4 is a perspective view illustrating a system
configured for treating a sleeping individual in accordance
with embodiments of the present disclosure.

[0013] FIG. 5 is a perspective view illustrating a smart
sleep mask configured for treating a sleeping individual
according to one embodiment of the present disclosure.
[0014] FIG. 6 is a flow diagram illustrating a method for
treating an individual with Alzheimer’s disease while they
are sleeping according to one embodiment of the present
disclosure.

[0015] FIG. 7 is a flow diagram illustrating another
method for treating an individual with Alzheimer’s disease
according to one embodiment of the present disclosure.
[0016] FIG. 8 is a functional block diagram illustrating
functional components of an EEG device, a smart sleep
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mask, and a computing device configured to treat a sleeping
individual according to one embodiment of the present
disclosure.

DETAILED DESCRIPTION

[0017] The present disclosure provides a system and
method for treating and preventing cognitive diseases, such
as Alzheimer’s disease, through the entrainment of the
human brain to produce gamma activity. More specifically,
embodiments of the present disclosure output one or both of
sensory stimulation and an electrical current to an individual
(e.g., a patient being treated for Alzheimer’s disease) in
order to, respectively, indirectly or directly stimulate the
individual’s brain into entering a specific gamma activity
state. During operation, the present embodiments may pres-
ent only a single sensory stimulus or electrical current to the
individual, or multiple different sensory stimuli and/or the
electrical current to the individual. Regardless, stimulating
the individual’s brain according to the present disclosure
elicits a “frequency following” response from the brain,
thereby encouraging the frequency of the individual’s
gamma brainwaves to align to the frequency of the steady
state stimuli and/or the electrical current. As explained in
more detail below, the present embodiments may be imple-
mented on an individual while the individual is awake, or
while the individual is asleep.

Sensory Stimulation of the Brain

[0018] Neural oscillatory activity in the gamma frequency
occurs between 30-100 Hz, and often at or near 40 Hz.
Further, gamma activity has an important role in cognition
and neurodegenerative diseases like Alzheimer’s disease
(AD). Inducing gamma activity in the brains of humans with
AD, especially at the 40 Hz frequency, may help treat or
prevent the onset/progression of AD. Potential mechanisms
include direct or indirect effects on amyloid beta and/or tau
proteins, as well as effects on microglia cells.

[0019] When an individual is exposed to a visual stimulus,
such as a flash of light, for example, the brain’s response to
that stimulus creates an electrical signal known as a visuvally
evoked potential (VEP). These VEPs can be detected using
Electroencephalography (EEG). If a visual stimulus is pre-
sented at regular intervals at a given frequency, the VEPs
will be detected in the EEG at that same frequency.

[0020] For example, exposing an individual to a 10 Hz
strobe light will result in a VEP repeating 10 times per
second. These are known as steady-state visually evoked
potentials, or SSVEPs. SSVEPs are robust EEG signals that
can often be detected reliably even when the overall EEG
data quality is noisy or interrupted by artifacts. SSVEP
signal strength is also modulated by the individuals’ atten-
tion to, and concentration on, the visual stimulus.

[0021] Similarly, auditory stimuli can be presented in a
repeating fashion to induce an auditory steady-state response
(ASSR). In addition, somatosensory stimuli can be pre-
sented to induce steady-state somatosensory evoked poten-
tials (SSSEPs).

[0022] Presentation of steady-state stimuli in the gamma
frequency at one or more of these sensory modalities (i.e.,
visual, auditory, somatosensory) can induce gamma fre-
quency oscillatory activity in the brain. However, the degree
to which gamma activity is induced by these stimuli is
modulated by a variety of factors. Such factors include, but
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are not limited to, the intensity of the stimuli, the attention
paid to the stimuli by the individual, and the mental state of
the individual subject to the stimuli. In order to enhance the
effect of gamma frequency entrainment using steady-state
stimuli at one or more modalities, the present embodiments
provide a system and method whereby individuals are
provided with real-time feedback on their brain’s oscillatory
activity as measured by EEG.

[0023] With one or more embodiments of the present
disclosure, an individual is presented with steady-state
stimuli at one or more modalities while EEG activity is
collected from one or more sensors. The individual may be
presented with the sensory stimuli using one or more output
devices (e.g., one or more display outputs, speakers, tactile
devices, etc.). The individual is then presented with real-
time feedback on the strength, or power, of the induced
gamma frequency, as measured by EEG. This feedback
could be delivered through a video game interface, for
example, in which an avatar’s behavior is dependent on the
power of the induced gamma frequency. The feedback could
take any other form in which the individual understands that
their oscillatory brain activity at the given frequency is
modulating the feedback received. Examples include a
simple bar graph of frequency power, or sounds that are
influenced by the EEG activity. Such feedback could also be
delivered, and may be most effective, in an immersive
environment, such as through a virtual reality (VR) experi-
ence or an augmented reality (AR) interface.

[0024] The individual would then use this feedback to
increase gamma activity in their brain, for example by better
attending to the presented steady state stimuli. Through a
continuous feedback loop, the individual can use this
method to promote gamma activity in the brain to a greater
extent than what is typically induced by steady state stimuli
alone. This will demonstrably improve the therapeutic
impact of gamma frequency entrainment for Alzheimer’s
individuals, and may lead to more persistent effects of
treatment. It may also prove beneficial in the prevention of
Alzheimer’s in at-risk populations.

Electrical Stimulation of the Brain

[0025] In addition to, or in lieu of, the “indirect” sensory
stimulation of the individual’s, embodiments of the present
disclosure are also configured to “directly” stimulate the
individual’s brain using an electrical current. Techniques for
providing such “direct” stimulation include, but are not
limited to, a trans-cranial random noise stimulation (tRNS)
technique and a transcranial alternating current stimulation
(tACS) technique. In both techniques, a low-voltage elec-
trical current is applied directly to the individual’s scalp.
[0026] With tACS in particular, an oscillating current is
applied at a selected frequency to interact with the cortical
oscillations of the brain. To accomplish such electrical
stimulation, electrodes are typically placed directly on the
individual’s scalp over a selected area of the brain. An
electrical current is then applied in a selected frequency
range to entrain neural oscillations, thereby augmenting
them.

[0027] Similar to the embodiments that utilize sensory
stimulation, the individual is presented with real-time feed-
back on the strength, or power, of the induced gamma
frequency, as measured by EEG through, for example, a
video game interface and used to control the behavior of an
avatar (e.g., based on the power of the induced gamma
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frequency), or as described above, in any form in which the
individual understands that their oscillatory brain activity at
the given frequency is modulating the feedback received. As
above, the feedback associated with the electrical current
stimulation could also be delivered, and may be most
effective, in an immersive environment, such as through a
virtual reality (VR) experience or an augmented reality (AR)
interface.

[0028] According to these embodiments, the individual
uses this feedback in a continuous feedback loop to increase
gamma activity in their brain. More particularly, the indi-
vidual can use this embodiment to promote the gamma
activity in the brain, thereby improving the therapeutic
impact of gamma frequency entrainment in individuals
afflicted with a disorder such as Alzheimer’s. Moreover,
such techniques can help make the effects of treatment more
persistent.

[0029] Turning now to the drawings, FIG. 1 illustrates
components of a neuro-feedback system 10 configured
according to one embodiment of the present disclosure. As
seen in FIG. 1, system 10 comprises an EEG device 20 and
a computing device 30.

[0030] The EEG device 20 is generally configured to
measure an individual’s brain activity and comprises one or
more electrical sensors 22, one or more electrodes 24, and a
wireless communications interface 26. In this embodiment,
the EEG device 20 is a headset that is worn by the indi-
vidual. However, those of ordinary skill in the art should
readily appreciate that this is for illustrative purposes only,
and that the present disclosure is not so limited. In other
embodiments, for example, the EEG device 20 may be a
helmet, a cap, or headband. In one embodiment, seen in
more detail later, EEG device 20 comprises a pair of glasses
particularly configured to measure the individual’s brain
activity while the individual is sleeping. Regardless of its
particular structure, however, the EEG device 20 comprises
a plurality of embedded or removable electrical sensors 22
configured to measure the individual’s brain activity. The
sensors 22 and/or the electrodes 24 may use an electrolyte
gel or paste to conduct electrical signals from the individu-
al’s skin (e.g., the individual’s scalp) to the sensor, and from
the electrodes to the individual’s scalp. Alternatively, sen-
sors 22 and/or electrodes 24 may be a type of dry sensor
configured to directly contact the individual’s skin.

[0031] In operation, the EEG device 20 obtains electrical
potential measurements representing the individual’s brain
activity from the sensors 22, and sends signals representing
those measurements in digitized batches to a control appli-
cation executing on the computing device 30. The electrodes
24 receives a low-voltage electrical current at a selected
frequency or frequency range, and applies that electrical
current to the individual’s scalp. The EEG device 20 also
measures the electrical impedance of the sensors 22 as a
measure of contact quality, and in some embodiments, is
configured to filter out interference from the signals gener-
ated by the sensors 22 before those signals are communi-
cated to the computing device 30. Such interference
includes, but is not limited to, AC interference generated by
nearby power lines and electronic equipment, for example.
The control application executing on the computing device
30 continuously processes these received signals, and based
on that processing, generates a score value. This score value
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can then be used by the control application as input into the
video game being played by the individual, or into some
other computer interface.

[0032] Computing device 30 comprises a display device
32 and a user input device, such as a keyboard 34. As stated
above, a control application executing on the computing
device 30 configures the computing device 30 to receive the
signals from sensors 22 and to utilize the incoming signals
to enhance the effect of gamma frequency entrainment.
Particularly, the control application executing on computing
device 30 presents the individual with steady-state stimuli in
the gamma frequency at one or more modalities. The control
application then receives the resultant EEG signals mea-
sured by sensors 22, and controls a video game application,
for example, executing on computing device 20 according to
the signals received from sensors 22. The control application
also provides real-time feedback to the individual indicating
the strength or power of the induced frequency as measured
by sensors 22. The real-time feedback could take any form
needed or desired, including visual, auditory, or both, as
long as the feedback enables the individual to understand
that their oscillatory brain activity at the given frequency
modulates the real-time feedback they receive.

[0033] It should be noted that the EEG device 20 and the
computing device 30 are seen in the figures and described
herein as being separate components. However, the present
disclosure is not so limited. In some embodiments, the EEG
device 20 and the computing device 30 can comprise a
unitary device. By way of example only, a Virtual Reality
(VR) head mounted device (HMD) configured to be worn by
an individual can comprise both the EEG device 20 and the
computing device 30 components. In these embodiments,
the VR HMD could be configured to monitor and record the
individual’s EEG activity using sensors 22, and/or apply a
low-voltage electrical current using electrodes 24, generate
the feedback information based on the signals representing
the EEG activity, and display the feedback information to
the user. Additionally, the VR HMD could also comprise a
microphone to accept voice input from the individual and/or
communicatively connect to one or more other input devices
(e.g., joysticks, force balls/tracking balls, controller wands,
data gloves, trackpads, on-device control buttons, motion
trackers, bodysuits, treadmills, motion platforms, etc.) to
accept user input. Moreover, a VR HMD configured accord-
ing to embodiments of the present disclosure would include
one or more output devices configured to output the steady-
state stimuli (e.g., one or more display outputs, speakers,
tactile devices, etc.) and/or one or more electrodes config-
ured to deliver electrical stimulation to the individual using
the tRNS or tACS approaches previously described.
[0034] In other embodiments of the present disclosure, the
EEG device 20 is included in an Augmented Reality (AR)
HMD or a Mixed Reality (MR) HMD. As in the VR HMD
embodiment, the AR HMDs and the MR HMDs would be
configured to monitor and record the individual’s EEG
activity, apply a low-voltage current directly to the individu-
al’s scalp, generate the feedback information based on the
monitored EEG activity, and display the feedback informa-
tion to the individual, as well as to accept user input and
deliver output to the individual, as previously described.
[0035] FIG. 2 is a flow diagram illustrating a method 40
for enhancing the effect of gamma frequency entrainment
using “direct” stimulation (e.g., electrical current) and/or
“indirect” stimulation (e.g., steady-state stimuli) according
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to one embodiment of the present disclosure. As seen in FIG.
2, method 40 begins by stimulating the individual’s brain
using the steady-state stimuli at one or more modalities
and/or an electrical current to induce gamma activity in the
individual’s brain (box 42). Many kinds of sensory stimuli
can be presented to an individual to induce such gamma
activity in the individual. By way of example, the stimuli
may be visual stimuli that changes at a predetermined
frequency. Such visual stimuli induce an SSVEP and can
include, but are not limited to:

[0036] a flickering shape or pattern that oscillates
between on and off, or between two or more colors such
as white and black;

[0037] an image that appears before the individual and
then disappears, repeatedly;

[0038] a point or dot that flashes on/off or between two
or more colors;

[0039] a series of such points or dots; and
[0040] a pattern having colors that invert.
[0041] In some embodiments, the SSVEP-inducing visual

stimuli could be presented using LED lights, or as images on
a screen (e.g., display 32), or through any other method of
visual presentation. In other embodiments, however, the
SSVEP-inducing visual stimuli could be presented to the
individual in a variety of ways via an Augmented Reality
(AR) or VR system. For example, the visual stimuli may be
presented to the individual:

[0042] as elements of a visual field,;

[0043] as overlaid digital objects;

[0044] as elements of a graphical user interface (GUI);
[0045] as visual manipulations of real-world elements;
[0046] as visual stimuli on the device creating the

AR/VR experience (e.g., a head mounted display
(HMD) device); or
[0047] via other means of visual presentation.

[0048] Those of ordinary skill in the art should understand
that the present disclosure is not limited solely to the
presentation of visual stimuli, and that other embodiments of
the present disclosure are configured to present the indi-
vidual with other types of stimuli. In one embodiment, for
example, the individual is presented with auditory stimuli in
a repeating fashion to induce an auditory steady-state
response (ASSR). ASSRs can be induced in various ways,
including, but not limited to, the rendering of repetitive
tones or beats through speakers at an intended frequency. In
another embodiment, the individual is presented with soma-
tosensory stimuli, such as a surface that vibrates at an
intended frequency, to induce steady-state somatosensory
evoked potentials (SSSEPs).
[0049] In addition, as stated above, some embodiments of
the present disclosure are also configured to induce or
amplify gamma frequency activity in the individual’s brain
using a neuromodulatory stimulation technique, such as the
transcranial random noise stimulation (tRNS), or the tran-
scranial alternating current stimulation (tACS). With tACS,
as previously stated, it is possible to directly modulate an
ongoing rhythmic brain activity by applying oscillatory
currents on the human scalp.
[0050] Additionally, in some embodiments, the present
disclosure utilizes a combination of two or more different
stimuli types, such as visual and auditory stimuli, or visual,
auditory, and somatosensory stimuli, as well as using tRNS
or tACS. Thus, the present disclosure is configured to induce
and/or amplify gamma frequency oscillatory activity in the
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individual’s brain using any of a variety of direct and/or
indirect techniques to enhance and propagate that effect
through a feedback loop with the individual.

[0051] Regardless of the particular type of direct and/or
indirect stimulation that is presented to the individual,
however, the stimulation is presented in the gamma fre-
quency at one or more sensory modalities, or through tACS
or tRNS, to induce gamma frequency oscillatory activity in
the individual’s brain. The sensors 22 associated with EEG
device 20 detect the EEG activity caused by the stimulation,
and send corresponding signals to the control program
executing on computing device 30 (box 44). Signals may be
sent to computing device 30 using any of a variety of known
communication protocols, including but not limited to,
BLUETOOTH via the short-range communications intet-
face 26 on EEG device 20.

[0052] Responsive to receiving the signals from the sen-
sors 22, the control application executing on computing
device 30 presents the individual with real-time feedback
information regarding the strength, or power, of the induced
gamma frequency activity as measured by EEG device 20
(box 46). Particularly, the control application is configured
to compute a value indicating the measured strength or
power of the induced gamma frequency activity based on the
received EEG signals. The control application then provides
real-time feedback information to the individual based, at
least in part, on that computed value.

[0053] In one embodiment, the control application pro-
vides the feedback information via a video game interface.
For example, in one embodiment, the speed of a car in the
video game is controlled depending on the power of the
produced frequency. The higher the power, as indicated by
the computed value, the faster the car is controlled to drive.
In another embodiment, the height of a flying object in the
video game is controlled relative to the computed value. The
higher the computed value (i.e., the higher the power), the
higher the object is controlled to fly. As the computed power
value decreases, which indicates a decrease in gamma
frequency activity in the individual’s brain, the slower the
car becomes or the lower the object flies.

[0054] In addition to feedback provided in a video game,
the present disclosure can also provide the real-time feed-
back to the individual in other ways. For example, in one
embodiment, the control application is configured to gener-
ate and display a simple bar graph of frequency power. With
this graph, the bars in the graph could change (e.g., in size
or color) relative to the computed value, which changes in
response to the increase and decrease of the gamma fre-
quency activity in the individual’s brain. Another embodi-
ment of the present disclosure provides the real-time feed-
back information as one or more audible sounds that are
influenced by the EEG activity. According to another
embodiment of the present disclosure, the feedback infor-
mation is utilized to alter or modify one or more parameters
associated with the electrical current being applied to the
individual via electrodes 24. Further, as previously
described, real-time feedback information could be effec-
tively provided to the individual currently in an immersive
environment, such as through a VR experience or an AR
interface. Those of ordinary skill in the art will appreciate
that the real-time feedback of the present disclosure can take
any form needed or desired as long as the individual
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understands that the induced oscillatory activity in their
brain at the given frequency controls the real-time feedback
they receive.

[0055] The method continues so long as the individual is
presented with the stimulation (box 48). However, when the
method is complete, the control application is configured to
generate and output a report, for example, indicating the
individual’s performance (box 50).

[0056] FIG. 3 is a block diagram illustrating some exem-
plary functional components of an EEG device 20 and a
computing device 30. As previously described, EEG device
20 and computing device 30 may be separate components,
or they may be combined into a unitary device such as in a
VR headset.

[0057] As seenin FIG. 3, the EEG device 20 comprises the
EEG sensors 22, the electrodes 24, and the short-range
communications interface 26, as previously described. Addi-
tionally, however, the EEG device 20 may also comprise a
processing circuitry 28.

[0058] The processing circuitry 28 may comprise, for
example, one or more microprocessors, hardware circuits,
firmware, or a combination thereof. In the exemplary
embodiments disclosed herein, processing circuitry 28 is
configured to receive signals from sensors 22 and control the
short-range communications interface 26 to transmit those
signals to computing device 30 using BLUETOOTH, for
example, as previously described. Additionally, the process-
ing circuitry 28 may be configured to filter these signals to
remove unwanted interference, as previously described.
Further, processing circuitry 28 is configured to cause elec-
trodes 24 to apply a specified low-voltage electrical current
to the individual’s scalp. In some embodiments, the pro-
cessing circuitry 28 may incorporate a memory circuit, or
have access to a memory circuit, that stores instructions and
data to control the functioning of processing circuitry 28.
[0059] The computing device 30 comprises a processing
circuitry 60, a memory circuitry 62, a user input/output (I/O)
interface 64, a communications interface 66, and a short-
range communications interface 68. The processing circuitry
60 may be implemented by one or more microprocessors,
hardware, firmware, software, or a combination thereof, and
generally controls the operation and functions of computing
device 30 according to appropriate standards. Such opera-
tions and functions include, but are not limited to, executing
an application program with which an individual may inter-
act, such as a video game.

[0060] Additionally, the processing circuitry 60 may be
configured to implement logic and instructions of a control
application 70 stored in memory circuitry 62 to perform the
functionality of the embodiments of the present disclosure,
as previously described. Such functions include, but are not
limited to, the receipt of information from the sensors 22 via
the short-range communications interface 68, and the filter-
ing of this information, if necessary, to remove unwanted
interference, and the delivery of low-voltage electrical cur-
rents to the individual’s scalp via electrodes 24. In some
embodiments, the EEG device 20 analyzes that information
to compute the power values, and to input those values into
the control application executing on computing device 30 to
provide real-time feedback in a loop.

[0061] Memory circuitry 62 may comprise any non-tran-
sitory, solid state memory or computer readable storage
media known in the art. Suitable examples of such media
include, but are not limited to, ROM, DRAM, Flash, or a
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device capable of reading computer-readable storage media,
such as optical or magnetic media. The memory circuitry 62
stores programs and instructions, such as the control appli-
cation 70, that controls the processing circuitry 60 as stated
above. In addition, the memory circuitry 62 also stores the
application program 72 (e.g., the video game) with which
the individual interacts, and in some embodiments, one or
more individual profiles 74 comprising information associ-
ated with the individual. As previously described, the control
application 70 and the application program 72 may be
implemented as separate application programs that commu-
nicate with each other, or as a single application program.

[0062] As seen in FIG. 3, the memory circuitry 62 and the
processing circuitry 60 are shown as separate devices that
communicate via a bus. However, those of ordinary skill in
the art should appreciate that the present disclosure is not
limited to this architecture. In other embodiments, the pro-
cessing circuitry 60 may incorporate the memory circuitry
62, and thus, the two may form a single circuit. Similarly, the
present disclosure does not require application program 72
and/or the one or more individual profiles 74 to be stored
locally on memory circuitry 62. Rather, in other embodi-
ments, some or all of the application program 72 and the one
or more individual profiles 74 are stored on a computer
server in the Cloud and streamed to the individual’s device.

[0063] The User /O interface 64, as previously stated,
comprises components with which the individual can inter-
act with and control the operation of the computing device
30. As seen in FIG. 3, such components include display
device 32, keyboard 34, and mouse 38. The communications
interface 66 comprises a transceiver or other communica-
tions interface that facilitates communications with one or
more remote devices over a communications network, such
as the Internet and/or a wireless communications network.
Those of ordinary skill in the art will appreciate that the
communications interface 66 may be configured to commu-
nicate with such remote devices using any protocol known
in the art.

[0064] The short-range communications interface 68 com-
prises a transceiver configured to transmit data to, and
receive data from, the short-range transceiver 26 of EEG
device 20. Thus, the short-range communications interface
68 may comprise a BLUETOOTH transceiver that commu-
nicates information with the EEG device 20 using the
well-known BLUETOOTH protocol. However, other proto-
cols that are known in the art are also suitable for use by the
short-range communications interface 68.

[0065] In one embodiment, the short-range communica-
tions interface 68 comprises a Universal Serial Bus (USB)
interface. In these embodiments, the EEG device 20 could
comprise a USB device that the individual connects directly
to a USB port on the computing device via a USB cable.
Thus, the EEG device 20 and the computing device 30 are
capable of communicating with each other via both wireless
and non-wireless communications means.

[0066] The previous embodiments describe the system
and method of the present disclosure as being implemented
on individuals that are awake. However, those of ordinary
skill in the art should readily appreciate that the present
embodiments are not so limited. In other embodiments, the
present disclosure is implemented to enhance the effect of
gamma frequency entrainment while the individuals are
asleep.
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[0067] In more detail, embodiments of the present disclo-
sure enhance the effect of gamma frequency entrainment
using one or both of steady-state stimuli at one or more
modalities by exposing individuals to steady-state multi-
modal stimuli (visual, auditory, and/or somatosensory) and
electrical stimulation (tRNS, tACS), at the gamma fre-
quency for an extended period of time while the individuals
are asleep. At the same time, the present embodiments
collect EEG activity from one or more sensors attached to
the individual. The EEG activity measures the strength of
the induced gamma activity and/or the propagation of
gamma activity in different brain regions while the indi-
vidual is sleeping. This real-time EEG feedback information
on the individual’s brain oscillatory activity is then pro-
cessed and used to drive and optimize the sensory stimula-
tion to maximize gamma entrainment. In particular, embodi-
ments of the present disclosure are configured to
automatically adjust one or more parameters associated with
the stimuli and/or the electrical current being provided to the
sleeping individual based on the feedback. For example,
embodiments of the present disclosure may automatically
adjust parameters that define the intensity and/or wavelength
of light of a visual stimulus, the volume and tone of an
auditory stimulus, the strength of vibration in a somatosen-
sory stimulus, and the strength/frequency/protocol/location
of tACS stimulation.

[0068] In some embodiments, the EEG feedback informa-
tion is also used to determine the sleep-stage of the indi-
vidual. Thus, in these embodiments, the EEG device 20 is
also configured to measure the individual’s other brain
waves (i.e., alpha waves, beta waves, delta waves, and theta
waves) in addition to the gamma waves, so that the infor-
mation representing those other signals can be included in
the BEEG feedback information. The EEG feedback infor-
mation can then be used as input into a control program that
controls the manner in which the stimuli is provided to the
individual during sleep. For example, the control program
may, in one embodiment, control lights to flash on and off at
a specified frequency, control the volume and/or tone of
auditory stimuli, control a tactile generator to increase
and/or decrease the strength of vibration in a somatosensory
stimulus, and/or control one or more of the strength/fre-
quency/protocol/location of tACS stimulation.

[0069] Additionally, according to one embodiment, the
parameters are automatically adjusted based on the stage of
sleep of the individual and the risk of waking. For example,
if it is determined that the individual is susceptible to being
awakened based on that individual’s sleep EEG patterns
(i.e., the information representing one or more of the moni-
tored alpha waves, beta waves, delta waves, gamma waves,
and theta waves), the stimulation can be terminated or
adjusted appropriately to ensure sleep isn’t interrupted.
Similarly, if it is determined that the individual is in a stage
of sleep that’s well-suited for gamma entrainment, the
stimulation can be adjusted to optimize gamma entrainment.
In this manner, the present embodiments use EEG feedback
to both optimize the strength of the gamma entrainment, and
to automatically adjust one or more parameters associated
with the stimuli (and/or the tACS simulation) to adjust the
gamma stimulation according to the sleep patterns of indi-
viduals while at the same time, mitigating the risk of waking
the individual. That is, system 10 is configured according to
the present embodiments to provide the most effective
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stimulation possible to an individual while not waking or
interrupting the healthy sleep patterns of the individual.
[0070] FIG. 4 illustrates components of system 10 con-
figured to provide an individual P with the steady-state
stimuli at one or more modalities while the individual P is
asleep according to one embodiment of the present disclo-
sure. In this embodiment, system 10 comprises a stimulation
delivery device (SDD) 80 for providing one or more of
SSVEP, ASSR, SSSEP inducing stimuli, and electrical
stimulation (e.g., tRNS, tACS) to a sleeping individual P, an
EEG device 20 for measuring the brain activity occurring in
various regions of the sleeping individual’s brain in response
to the stimuli, and a control computer 150 for generating
BEG feedback information from the EEG measurement
data, and for controlling how and/or when SDD 80 provides
the stimuli and/or electrical current based on the generated
EEG feedback information.

[0071] The SDD 80 is configured to deliver one or more
of a visual, auditory, and/or somatosensory stimuli to an
individual P who is asleep to induce SSVEPs and/or ASSRs
and/or SSSEPs, respectively, and to deliver the electrical
current to electrodes 24. For example, in some embodi-
ments, SDD 80 comprises a display device (e.g., a television
or computer monitor) that utilizes Light Emitting Diodes
(LEDs) to output the visual stimuli to the individual P,
and/or a set of loudspeakers, headphones, or ear buds
configured to output the auditory stimuli to the individual P,
and/or a tactile generating device configured to output
somatosensory stimuli to the individual P. In other embodi-
ments, SDD 80 comprises a “smart sleep mask™ designed to
be worn by the individual P during sleep. As described later
in more detail, the smart sleep mask comprises a visual
stimulus output component (e.g., one or more LEDs) con-
figured to deliver an SSVEP-inducing visual stimuli to the
sleeping individual P, and/or auditory stimulus output com-
ponents (e.g., headphones or ear buds) configured to deliver
an ASSR-inducing auditory stimuli to the sleeping indi-
vidual P, and/or one or more tactile components configured
to deliver a SSSEP-inducing somatosensory stimuli to the
sleeping individual P. In addition, or in lieu of such stimuli,
SDD 80 can also be configured with one or more electrodes
24 to generate and deliver the electrical stimulation to the
individual P, such as used with TENS or tACS. In these
embodiments, SDD 80 can generate the electrical stimula-
tion that is delivered to the individual P’s scalp via elec-
trodes 24 that are mounted, for example, on EEG device 20.
[0072] Regardless of the particular type of SSD 80, how-
ever, SSD 80 communicates with control computer 150 via
any communications technology known in the art (e.g,
BLUETOOTH, wireless, Ethernet, etc.) such that its opera-
tion is controlled to provide the visual and/or auditory and/or
somatosensory stimuli, and/or electrical stimulation, to a
sleeping individual P.

[0073] SSD 80 can also provide various different types of
SSVEP-inducing and/or ASSR-inducing and/or SSSEP-in-
ducing stimuli to an individual P according to the present
disclosure. By way of example only, visual stimuli that
induces SSVEP can include, but is not limited to, a flickering
shape or pattern that oscillates between on and off, or that
changes between two or more colors (e.g., black and white),
an image that appears and disappears repeatedly at a pre-
determined frequency or frequencies, a point or dot that
flashes on and off or between two or more colors, a series of
such points or dots, a pattern whose colors invert, or any
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other visual stimulus that changes at a predetermined fre-
quency. For ASSR-inducing embodiments, auditory stimuli
can include sounds such as tones, beats, and chirps, and may
be modulated at any desired rate and rendered at any desired
frequency. SSSEP-inducing somatosensory stimuli can
include tactile signals causing the individual to perceive a
pattern of touch.

[0074] The EEG device 20, as described above, is a
headset worn by individual P and is generally configured to
measure the individual’s P brain activity while he/she is
sleeping. As in the previous embodiments, the EEG device
20 obtains electrical potential measurements representing
the individual’s P brain activity from the sensors 22, and
sends signals representing those measurements in digitized
batches to a control application executing on control com-
puter 150 using communications interface 26. Additionally,
EEG device 20 measures the electrical impedance of the
sensors 22 as a measure of contact quality, and filters out
interference from the signals generated by the sensors 22
before communicating those signals to the control computer
150. The control application executing on the control com-
puter 150 continuously processes these received signals, and
based on that processing, generates EEG feedback informa-
tion. This EEG feedback information can then be used by the
control application to control the amount and type of stimuli
provided to the individual P by SSD 80.

[0075] Control computer 150, as stated above, executes a
control application that configures the control computer 150
to receive signals from EEG device 20, and to utilize those
incoming signals to enhance the effect of gamma frequency
entrainment. Particularly, the control application executing
on control computer 150 provides SDD 80 with SSVEP
and/or ASSR and/or SSSEP-inducing stimuli, and controls
SDD 80 to output that steady-state stimuli in the gamma
frequency at one or more modalities (and/or an electrical
current) to individual P while he/she is asleep. The control
application then receives the resultant EEG signals mea-
sured by sensors 22, and uses those signals to generate
“real-time” EEG feedback information. This “real-time”
feedback information indicates the brain’s oscillatory activ-
ity, and is used to drive and optimize the visual and/or
auditory and/or somatosensory stimuli and/or the low-volt-
age electrical current output by SSD 80 to maximize gamma
entrainment.

[0076] Additionally, as stated above, in some embodi-
ments, the generated EEG feedback information is also used
to monitor the sleep-stage of individual P. Monitoring the
sleep-stage of the individual P allows the control computer
150 to control SDD 80 to carefully stimulate the individual’s
brain (i.e., using the visual and/or auditory and/or soma-
tosensory stimuli and/or electrical current) during the opti-
mum stages of sleep, while simultaneously decreasing the
risk that the stimulation will wake the individual P prema-
turely. For example, if based on their sleep EEG patterns, a
given individual P appears to be waking, or is susceptible to
waking, control computer 150 can terminate or otherwise
adjust one or more of the visual, auditory, and somatosen-
sory stimuli, as well as the electrical current, to ensure that
the individual’s P sleep is not interrupted. As the generated
EEG feedback information indicates that individual P is
returning to, or entering, a more stable or deeper sleep-stage,
control computer 150 can begin to adjust or return the visual,
auditory, and/or somatosensory stimuli SDD 80 to previous
levels. Similarly, if the monitored sleep-stage indicates that
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the given individual P is in a stage of sleep that’s well-suited
for gamma entrainment, control computer 80 can adjust the
one or more of the visual, auditory, and somatosensory
stimuli, as well as the electrical current, accordingly to
optimize the strength of the gamma entrainment.

[0077] FIG. 5 is a perspective view of a type of SSD 80
suitable for use with embodiments of the present disclosure.
In this embodiment, SSD 80 comprises a “smart sleep mask”
90 that is worn by the individual P while sleeping. However,
this 1s for illustrative purposes only. Although the SSD 80 of
FIG. 5 is shown as a mask 90, other embodiments of the
present disclosure provide the SSD 80 in the form of a
headset used for VR/AR/MR.

[0078] As seen in FIG. 5, mask 90 comprises a lightweight
shade panel 92, one or more LEDs 94, 96 disposed in or on
the shade panel 92, a pair of speakers 98a, 985 (collectively,
speakers 98) disposed on a frame of the mask 90, and a
communications interface circuitry 100. Shade panel 92 is
designed to completely cover the eyes of the individual P
when he/she is wearing mask 90. In use, shade panel 92
blocks unwanted ambient light, but is controlled to provide
its own light using the one or more LEDs 94, 96. In
particular, LEDs 94, 96 are controlled by control computer
150 to deliver SSVEP-inducing visual stimuli to individual
P during sleep. For example, according to the present
disclosure, LEDs 94, 96 can be controlled by control com-
puter 150 to show one or more of the following SSVEP-
inducing stimuli:

[0079] a flickering shape or pattern that oscillates
between on and off;

[0080] a flickering shape or pattern that changes
between two or more colors (e.g., black and white);

[0081] an image that repeatedly appears and disappears
at a predetermined frequency or at varying frequencies;

[0082] a point or dot, or a series of points or dots, that
flashes between two or more colors;

[0083] a pattern of light(s) in which the colors of the
lights invert at a predetermined frequency or frequen-
cies; or

[0084] any other visual stimulus that changes at a
predetermined frequency.

[0085] In embodiments designed to induce ASSR, speak-
ers 98 deliver the auditory stimuli to the individual’s P ears.
Such auditory stimuli include sounds such as tones, beats,
and chirps, and may be modulated at any desired rate and
rendered at any desired frequency. In one embodiment,
speakers 98 comprise a set of ear buds that insert into
individual’s P ears, while in other embodiments, speakers 98
comprise a set of loudspeakers that sit over the ears of
individual P.

[0086] Regardless, the operation of the LEDs 94, 96 and
the speakers 98 are controlled by the control computer 150.
In particular, mask 90 is communicatively connected to
control computer 150 via a communications link. In one
embodiment, the communication link comprises a wireless
communication link, such as a BLUETOOTH link or WiFi
link. In these embodiments, communications interface cir-
cuitry 100 comprises a suitable wireless communications
circuit, as is described in more detail later. In other embodi-
ments, however, the communication link comprises a hard-
wire link. Such hardwire links may comprise an Ethernet
cable, for example, or any other physical wires and/or cables
connecting mask 90 to control computer 150. In these latter
embodiments, communications interface circuitry 100 com-
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prises a port or jack configured to physically releasably
receive an Ethernet cable or similar cable. In still other
embodiments, the mask 90 is also configured to implement
the functions of the control computer 150. Therefore,
according to the present disclosure, mask 90 and control
computer 150 can comprise a unitary device.

[0087] In operation, communications interface circuitry
100 receives control signals from control computer 150.
Upon receipt, the control signals are processed by process-
ing circuitry in the communications interface circuitry 100
and are used to control the LEDs 94, 96 and/or speakers 98
to provide the SSVEP and/or ASSR inducing stimuli previ-
ously described. In some embodiments, although not explic-
itly seen in FIG. 5, mask 90 may also include electrodes 24.
In these cases, the smart sleep mask 90 may be configured
to deliver a controlled low-voltage electrical current to the
individual’s scalp as previously described.

[0088] FIG. 6 is a flow diagram illustrating a method 110
for treating and preventing cognitive disorders in an indi-
vidual through gamma entrainment while the individual P is
asleep. Such cognitive disorders may include, but are not
limited to, Alzheimer’s disease. For ease of discussion, the
SDD 80 providing the SSVEP and/or ASSR-inducing
stimuli to the individual P in method 110 is the mask 90.
However, this is for illustrative purposes only. Those of
ordinary skill in the art will readily appreciate that method
110 is equally as suitable for use when SDD 80 comprises
a display device, such as a television or computer monitor,
and/or a ftactile generator. Additionally, according to
embodiments of the present disclosure, mask 90 can be
configured to include one or more electrodes 24. As stated
above, mask 90 can be configured to deliver the electrical
stimulation associated with tACS-based approaches directly
to the scalp of the individual. Thus, it is understood that
method 110 can be used to stimulate the individual’s brain
using one or both of sensory stimulation (i.e., one or more
steady-state stimuli) and an electrical current.

[0089] As seen in FIG. 6, method 110 begins with the
control computer 150 generating the control signals used to
control the visual and/or auditory output components (e.g.,
LEDs 94, 96 and/or speakers 98) to output the SSVEP and/or
ASSR inducing stimuli to the individual P while that indi-
vidual P is asleep, and sending those control signals to mask
90 (box 112). Mask 90, upon receipt of the control signals,
controls LEDs 94, 96 and/or speakers 98 to output the
stimuli steady-state stimuli. The EEG device 20, meanwhile,
measures the brain activity of the sleeping individual P and
sends signals representing that brain activity back to control
computer 150. As previously stated, the EEG device 20
measures the brain activity in one or more different regions
of the individual’s P brain. Control computer 150 receives
the signals from the EEG device 20 (box 114) and generates
EEG feedback information based on those signals (box 116).
Then, based on the generated EEG feedback information
and/or on the raw signals received from EEG device 20,
control computer 150 determines the sleep-stage of the
individual P (box 118), and automatically adjusts the stimuli
parameters (box 120). In this embodiment, the stimuli
parameters are adjusted based on the EEG feedback infor-
mation and on the determined sleep-stage of the individual
P.

[0090] Using method 110, control computer 150 is con-
figured to generate and utilize the EEG feedback informa-
tion to both optimize a strength of the gamma entrainment,
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as well as to synchronize the gamma stimulation parameters
to align with the sleep patterns of the individual P.

[0091] As stated above, the present disclosure provides
other methods for inducing gamma and/or amplifying activ-
ity in the individual’s P brain. Such methods include, but are
not limited to, the previously described tRNS and tACS. By
way of example, one embodiment of the present disclosure
employs a tACS-based approach to electrically stimulate
selected areas or regions of the individual’s P brain. With
this embodiment, as previously stated, one or more tACS
parameters (e.g., voltage, frequency, localization, and the
like) are adjusted or modified in “real-time” (i.e., responsive
to receiving real-time EEG feedback information) to maxi-
mize gamma activity in the individual’s P brain. According
to the present disclosure, these embodiments may be per-
formed regardless of whether the individual is awake or
asleep. In one particular embodiment, the tACS stimulation
is applied during a training period while the individual P is
awake as a complement or alternative to other types of
sensory stimulation approaches, such as audio-visual stimu-
lation, with one or more parameters controlling the stimu-
lation being modified in real-time based on the EEG feed-
back information.

[0092] Additionally, some embodiments of the present
disclosure utilize machine learning techniques to optimize
the parameters on which the stimulation is based to maxi-
mize the gamma activity in the individual’s brain, and/or
maximize an individual’s P performance on a regularly-
performed cognitive assessment, for example. Machine
learning techniques are beneficial because they allow a
device implementing the method (e.g., control computer
150) to optimize the stimulation parameters on a per-
individual basis.

[0093] In more detail, the parameters being changed are
dynamic and will often change very quickly. Further, param-
eters that are optimized for a first individual P, may not be
optimized for a second individual P,. This is because
different individuals typically respond differently to the
stimulation. That is, the first individual P, may respond very
favorably to stimuli and/or an electrical current optimized
according to the first set of optimized parameters while the
second individual P, responds best to the same stimuli
and/or an electrical current driven by a different set of
optimized parameters. By using a machine-learning
approach, the present embodiments are able to “learn” which
parameters and/or stimuli and/or electrical current work best
for a particular individual P, and utilize those parameters
when stimulating the brain of the particular individual P.
[0094] FIG. 7 is a flow diagram illustrating a method 130
for treating cognitive disorders in an individual using tACS
to induce and/or amplify the gamma activity in the indi-
vidual’s P brain. In this embodiment, the individual P is
fitted with a device, such as EEG device 20 or mask 90, for
example, having one or more electrodes 24 that contact the
individual’s P scalp directly. As is known in the art, the
electrodes are placed over an area of interest on the indi-
vidual’s P scalp and are associated with a reference electrode
disposed over a neutral location of the individual’s P scalp.
During treatment, an oscillating sinusoidal current is applied
to the individual P via the electrodes 24 at a selected
frequency.

[0095] Method 130 begins with control computer 150
generating the control signals used to control the SSD 80 to
provide the electrical current to the individual P (box 132).
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In this embodiment, SSD 80 generates and sends an oscil-
lating sinusoidal current at a selected frequency to the
electrodes contacting the individual’s scalp. In addition, as
stated above, mask 90 may also generate the control signals
needed to control LEDs 94, 96 and/or speakers 98 to output
audio-visual stimuli steady-state stimuli. The EEG device
20, meanwhile, measures the brain activity in one or more
different regions of the individual’s P brain and sends signals
representing that brain activity back to control computer
150, as previously described. Control computer 150 receives
the signals from the EEG device 20 (box 134) and generates
EEG feedback information based on those signals, as pre-
viously described (box 136). Then, in cases where the
individual P is asleep, control computer 150 determines the
sleep-stage of the individual P based on the generated EEG
feedback information and/or on the raw signals received
from EEG device 20 (box 138). In cases where the indi-
vidual is awake, the step of determining the sleep-stage need
not be performed.

[0096] Method 130 then optimizes the stimulation param-
eters based on the EEG feedback information, and if the
individual is sleeping, on the determined sleep-stage of the
individual P (box 140). In particular, method 130 automati-
cally selects the parameters that are to be adjusted, and
determines how those parameters are to be adjusted. Method
130 then adjusts the selected parameters accordingly (box
142), and based on the adjusted parameters, generates the
control signals needed to continue delivering the electrical
current (and/or the steady-state stimuli) to the individual P
(box 132). Selecting and adjusting the parameters in this
manner affects the electrical current being output to the
individual, thereby optimizing the gamma frequency oscil-
latory activity induced by the electrical current. Addition-
ally, because the parameters are optimized for a given
individual, method 130 also calls for saving the optimized
parameters to an individual profile (box 144). Saving the
optimized parameters on a per-individual basis allows for
the easy and quick customization of treatment for the given
individual.

[0097] There are a variety of machine learning techniques
suitable for use in optimizing the parameters associated with
the steady-state stimuli and/or the electrical current stimu-
lation according to the embodiments of the present disclo-
sure. In one embodiment, however, control computer 150
employs any of a known variety of optimization algorithms
to select parameters associated with the steady-state stimulj,
and to adjust those parameters based on the efficacy of the
current parameters to produce the desired gamma activity in
the individual’s brain.

[0098] By way of example only, one embodiment of the
present disclosure uses a genetic algorithm with a neural
network algorithm to select and adjust the parameters.
Genetic algorithms are a sub-class of evolutionary algo-
rithms, and are designed to evolve a plurality of candidate
solutions towards a selected solution. In the context of the
present disclosure, the genetic algorithm receives the feed-
back information, as well as information regarding the
individual’s sleep-stage, and produces a result indicating
which parameters should be adjusted, as well as how those
parameters should be adjusted. For example, in one embodi-
ment, control computer 150 is configured to adjust the
frequency of the oscillating current, the voltage of the
oscillating current, the location on the individual’s P scalp to
which the current is applied, and/or the periodicity at which
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the oscillating current is delivered to the individual’s scalp
based on a result produced by the genetic algorithm. In
another embodiment, the parameters are selected and
adjusted based on the results of a comparison of the EEG
feedback information for the given individual to previously
collected and stored EEG information (e.g., baseline infor-
mation) for that individual P.

[0099] FIG. 8 is a functional block diagram illustrating
some exemplary functional components of system 10
including FEG device 20, mask 90, and control computer
150. The EEG device 20 comprises the same or similar
components (i.e., EEG sensors 22, communications circuitry
26, and processing circuitry 28) and functions as previously
described.

[0100] Mask 90 comprises a “smart sleep mask” that is
worn by the individual P while asleep, and comprises one or
more stimuli output devices (e.g., LEDs 94, 96 and/or
speakers 98), electrodes 24, communications interface cir-
cuitry 100, and processing circuitry 102. In operation, com-
munications interface circuitry 100, which may comprise a
BLUETOOTH communications interface, for example, is
configured to receive and process the raw control signals
from control computer 150. Processing circuitry 102, which
may comprise one or more microprocessors, hardware cir-
cuits, firmware, or a combination thereof, then processes
those raw control signals. In one embodiment, for example,
the raw control signals comprise one or more messages
identifying particular visual and/or auditory components
(e.g., LEDs 94, 96 and speakers 98), as well as a particular
pattern for the stimuli. Processing circuitry 102 then gener-
ates one or more signals to control the operation of LEDs 94,
96 and/or speakers 98 such that these components provide
corresponding respective SSVEP and ASSR inducing
stimuli to the individual P while he/she is asleep.

[0101] As stated above, the present embodiments are not
limited to the use of a smart sleep mask 90, which in this
embodiment, are formed as glasses. Rather, some embodi-
ments utilize a headset associated with a VR/AR/MR envi-
ronment. Therefore, the components illustrated in FIG. 8
with respect to mask 90 are also the components associated
with a VR/AR/MR headset used in at least one embodiment
of the present disclosure.

[0102] Control computer 150 comprises a processing cir-
cuitry 152, a memory circuitry 154, a user input/output (I/O)
interface 156, and communications interface circuitry 158.
The processing circuitry 152 may be implemented by one or
more microprocessors, hardware, firmware, software, or a
combination thereof, and generally controls the operation
and functions of control computer 150 according to appro-
priate standards. Such operations and functions include, but
are not limited to, executing a control program 160 stored in
memory 154 to control mask 90 to provide steady-state
SSVER and/or ASSR and/or SSSEP-inducing stimuli at one
or more modalities to a sleeping individual P, while simul-
taneously collecting EEG signals indicating the individual’s
P brain activity, as previously described. In some embodi-
ments, the logic and instructions comprising control pro-
gram 160 configured control computer 150 to analyze sig-
nals received from the EEG device 20 to determine the
sleep-stage of the individual P, and to adjust the parameters
of the SSVEP and/or ASSR and/or SSSEP-inducing stimuli,
and/or tACS stimulation, accordingly.

[0103] Memory 154 may comprise any non-transitory,
solid state memory or computer readable storage media
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known in the art. Suitable examples of such media include,
but are not limited to, ROM, DRAM, Flash, or a device
capable of reading computer-readable storage media, such
as optical or magnetic media. The memory 154 stores
programs and instructions, such as the control program 160,
that controls the processing circuitry 152 as stated above.

[0104] As seen in FIG. 8, the memory 154 and processing
circuitry 152 are shown as separate devices that communi-
cate via a bus. However, those of ordinary skill in the art
should appreciate that the present disclosure is not limited to
this architecture. In other embodiments, the processing
circuitry 152 may incorporate the memory 154, and thus, the
two may form a single circuit.

[0105] The User Input/Output (I/O) devices comprise
components with which the individual can interact with and
control the operation of control computer 150. While not
expressly seen in FIG. 8, such components include, but are
not limited to, a display device, a keyboard, and a mouse.
[0106] The communications interface circuitry 158, in this
embodiment, comprises a transceiver or other communica-
tions interface that facilitates communications with the mask
90 and EEG device 20. For example, communications
interface circuitry 158 communicates with the communica-
tions interface circuits 16, 100 of EEG device 20 and mask
90, respectively, using the well-known BLUETOOTH pro-
tocol. In other embodiments, however, communications
interface circuits 26, 100, 158, comprise transceivers con-
figured to communicate over much longer distances. In these
latter embodiments, communications interface circuits 26,
100, 158 may be configured to communicate with each other
over a network such as the Internet and/or a wireless
communications network. In other embodiments, commu-
nications interface circuitry 158 comprises a Universal
Serial Bus (USB) interface. In these embodiments, EEG
device 20 and/or mask 90 could comprise USB devices that
connect directly to a USB port on the computing device via
a USB cable. Thus, one or both of EEG device 20 and mask
90, as well as control computer 150, are capable of com-
municating with each other via wireless and non-wireless
communications means.

[0107] The present disclosure may, of course, be carried
out in ways other than those specifically set forth herein
without departing from essential characteristics of the dis-
closure. For example, the present embodiments describe the
system 10 and its various components and methods as being
useful for treating individuals with Alzheimer’s disease.
However, this is for illustrative purposes only, as the present
embodiments are not so limited. In some embodiments, the
system of the present disclosure is used to treat individuals
having other types of dementia and/or cognitive dysfunc-
tions.

[0108] Additionally, the embodiments disclosed herein
utilize a non-invasive EEG device 20 to measure the signals
associated with brain activity. However, this is for illustra-
tive purposes only. EEG is not the only technique with
which the present disclosure is able to detect signals asso-
ciated with such brain activity. In other embodiments, the
present disclosure utilizes invasive techniques to detect such
signals. These include, but are not limited to, implants or
other devices that directly contact the brain of an individual.
[0109] Further, according to the present embodiments, the
EEG device 20 is not only configured to detect steady-state
evoked potentials, as previously described. Rather, EEG
device 20 can also be configured to measure the gamma
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frequency oscillatory activity induced or amplified in a
tACS-based embodiment. Additionally, EEG device 20 can
be used to monitor other types of brain waves as well, such
as the individual’s alpha waves, beta waves, delta waves,
and theta waves.

[0110] Regardless of whether a particular device is inva-
sive or non-invasive, however, EEG device 20 measures
signals to detect the individual’s P brain activity regardless
of whether the individual P is awake or asleep, as previously
described.

[0111] Similarly, the present disclosure is not limited to
presenting the individual with feedback information regard-
ing the strength, or power, of the induced gamma frequency
activity. In some embodiments, for example, the present
disclosure provides feedback information regarding the
extent of the gamma frequency neuronal stimulation. There-
fore, the present embodiments are to be considered in all
respects as illustrative and not restrictive, and all changes
coming within the meaning and equivalency range of the
appended claims are intended to be embraced therein.

What is claimed is:

1. A method for treating an individual with a cognitive
disorder, the method comprising:

stimulating an individual’s brain using one or both of

sensory stimulation and an electrical current; and
while the individual’s brain is being stimulated:
receiving signals indicating gamma frequency oscil-
latory activity in the individual’s brain induced by
the stimulation;
generating feedback information based on the sig-
nals indicating the gamma frequency oscillatory
activity in the individual’s brain;
outputting the feedback information in a feedback
loop; and
enhancing entrainment of gamma frequency induced
by the stimulation in the individual’s brain respon-
sive to the feedback information in the feedback
loop.

2. The method of claim 1 wherein stimulating an indi-
vidual’s brain using one or both of sensory stimulation and
an electrical current comprises outputting one or more
steady-state stimuli at one or more modalities to the indi-
vidual.

3. The method of claim 2 wherein outputting one or more
steady-state stimuli at one or more modalities to the indi-
vidual comprises outputting the one or more steady-state
stimuli in the gamma frequency via a video game interface.

4. The method of claim 3 wherein enhancing entrainment
of gamma frequency induced by the stimulation comprises
altering a frequency at which the one or more steady-state
sensory stimuli is output to the individual based on the
feedback information in the feedback loop.

5. The method of claim 3 wherein the signals indicating
the gamma frequency oscillatory activity comprise Electro-
encephalography (EEG) signals measured by an EEG device
attached to the individual, and wherein the feedback infor-
mation comprises data indicating a strength of the gamma
frequency oscillatory activity in the individual’s brain as
indicated by the EEG signals.

6. The method of claim 5 wherein outputting the feedback
information in a feedback loop comprises generating one or
more input signals to control a behavior of an avatar
displayed on the video game interface based on the strength
of the induced gamma frequency activity.
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7. The method of claim 1 wherein enhancing entrainment
of gamma frequency induced by the stimulation comprises:
generating a score value for a video game being played by
the individual based on the feedback information; and
inputting the score value into the video game to control
play of the video game.

8. The method of claim 1 wherein the method is per-
formed while the individual is asleep.

9. The method of claim 1 further comprising:

determining a sleep-stage of the individual based on the

feedback information;
automatically adjusting one or more parameters associ-
ated with the one or both of the sensory stimulation and
the electrical current being used to stimulate the indi-
vidual’s brain based on the feedback information and
the determined sleep-stage; and
while the individual remains asleep, continuing to stimu-
late the individual’s brain using the one or both of the
sensory stimulation and the electrical current according
to the adjusted one or more parameters without inter-
rupting the sleep-stage of the individual.
10. The method of claim 9 further comprising terminating
the stimulation of the individual’s brain responsive to deter-
mining that the stimulation is interrupting the sleep-stage of
the individual.
11. The method of claim 1 further comprising optimizing
the gamma frequency oscillatory activity induced by the one
or both of the sensory stimulation and the electrical current,
wherein optimizing the gamma frequency oscillatory activ-
ity comprises:
selecting a set of one or more parameters for the one or
both of the sensory stimulation and the electrical cur-
rent based on a result of an optimization algorithm;

adjusting the set of one or more parameters based on the
result of the optimization algorithm.

12. The method of claim 1 wherein enhancing entrain-
ment of the gamma frequency further comprises applying
the electrical current to one or more areas of the individual’s
brain to induce or amplify the gamma frequency oscillatory
activity in the individual’s brain.

13. The method of claim 1 wherein the method is per-
formed in at least one of a Virtual Reality (VR) environment,
an Augmented Reality (AR) environment, and a Mixed
Reality (MR) environment.

14. A computing device for treating an individual with a
cognitive disorder, the computing device comprising:

communications interface circuitry configured to with an

Electroencephalography (EEG) device attached to an
individual being treated for a cognitive disorder; and
processing circuitry operatively coupled to the commu-
nications interface circuitry, and configured to:
stimulate an individual’s brain using one or both of
sensory stimulation and an electrical current; and
while the individual’s brain is being stimulated:
receive EEG signals indicating gamma frequency
oscillatory activity in the individual’s brain
induced by the stimulation;
generate feedback information based on the EEG
signals indicating the gamma frequency oscilla-
tory activity in the individual’s brain;
output the feedback information in a feedback loop;
and
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enhance entrainment of gamma frequency induced
by the stimulation in the individual’s brain respon-
sive to the feedback information in the feedback
loop.

15. The computing device of claim 14 wherein to stimu-
late the individual’s brain, the processing circuitry is con-
figured to output one or more steady-state stimuli at one or
more modalities in the gamma frequency via a video game
interface.

16. The computing device of claim 15 wherein the pro-
cessing circuitry is further configured to modify a frequency
at which the one or more steady-state sensory stimuli is
output to the individual based on the feedback information
in the feedback loop.

17. The computing device of claim 14 wherein the feed-
back information comprises data indicating a strength of the
gamma frequency oscillatory activity in the individual’s
brain as indicated by the EEG signals, and wherein to output
the feedback information in the feedback loop, the process-
ing circuitry is configured to generate one or more input
signals based on the strength of the induced gamma fre-
quency activity to control a behavior of an avatar displayed
on the video game interface.

18. The computing device of claim 14 wherein the indi-
vidual is asleep during treatment, and wherein while the
individual is asleep, the processing circuitry is further con-
figured to:

determine a sleep-stage of the individual based on the

feedback information;

automatically adjust one or more parameters associated

with the one or both of the sensory stimulation and the
electrical current being used to stimulate the individu-
al’s brain based on the feedback information and the
determined sleep-stage; and

while the individual remains asleep, continuing to stimu-

late the individual’s brain using the one or both of the
sensory stimulation and the electrical current according
to the adjusted one or more parameters without inter-
rupting the sleep-stage of the individual.

19. The computing device of claim 18 wherein the pro-
cessing circuitry is configured to terminate the stimulation of
the individual’s brain responsive to determining that the
stimulation is interrupting the sleep-stage of the individual.

20. The computing device of claim 18 wherein the pro-
cessing circuitry is further configured to:

select a set of one or more parameters for the one or both

of the sensory stimulation and the electrical current
based on a result of an optimization algorithm;

adjust the set of one or more parameters based on the

result of the optimization algorithm; and

continue stimulating the individual’s brain using the one

or both of the sensory stimulation and the electrical
current according to the adjusted set of one or more
parameters to optimize the gamma frequency oscilla-
tory activity induced in the brain of the individual by
the steady-state stimulus.

21. The computing device of claim 20 wherein the pro-
cessing circuitry is further configured to apply the electrical
current to one or more areas of the individual’s brain to
induce or amplify the gamma frequency oscillatory activity
in the individual’s brain.

22. The computing device of claim 14 wherein the com-
puting device comprises one of a Virtual Reality (VR),
Augmented Reality (AR), and Mixed Reality (MR) headset.
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23. The computing device of claim 22 wherein the one of
the VR, AR, and MR headset further comprises the EEG
device.

24. A non-transitory computer-readable medium having a
control application program stored thereon that, when
executed by processing circuitry of a computing device,
causes the computing device to:

stimulate an individual’s brain using one or both of

sensory stimulation and an electrical current; and

while the individual’s brain is being stimulated:

receive EEG signals indicating gamma frequency oscil-
latory activity in the individual’s brain induced by
the stimulation;

generate feedback information based on the EEG sig-
nals indicating the gamma frequency oscillatory
activity in the individual’s brain;

output the feedback information in a feedback loop;
and

enhance entrainment of gamma frequency induced by
the stimulation in the individual’s brain responsive
to the feedback information in the feedback loop.
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