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WHAT IS T?

During last years, fere wias @ huge |
ase of cognitive fu ncﬁon%}ues ike ADHD syn-
drome efc. Learning Light Is a product that fo-
cuses on a‘cognitive functions training.

This sysfem fries to improve attention or
memory of its user. The user needs to pay
attention to a light, wuhich is flashing with co-
lors, and interact with a mobile application.

The applicafion comes with twuo basic fun-
ctions:

- reaction fraining, where the user needs 1o
react as soon as possible to a light change,

- memory training, where the user needs to
remember a sequence of colors and then re-
construct it in the right order.

In both cases the application measures the
reaction fime that is shown to the user after
the training. This feature can keep track of the
fraining progress and ensures a presence of
a gamification element.
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TECHNICAL DESIGN

Learning Lighxt“ is made of three paris:

- a ight,

- a controller,
- a mobile application.

The light 1Is a RGB LED strip with a radio
frequency receiver, packed in a plastic cover.

The controller consists of an Arduino Leo-
nardo with a Bluetooth module and a radio
frequency fransmitter.
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The mobile application is developed wiith
HTML, CSS and JavaScript, afteruuards
- complled with Cordova and hosted INsI-
de a native application that utilizes a mobile

platform’s WebViewu.
applicafion development.

This 1s called a hybrid
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