NeuroPlay Systems Pte. Ltd.

NUS Enterprise@Singapore Science Park
83 Science Park Drive, #02-03/04, Singapore 118258

Vision: A world where children with neurodevelopmental disorders can truly showcase their potential and shine.
Mission: To create solutions with fun, engaging, and holistic learning environments for children with neurodevelopmental disorders
such as Autism Spectrum Disorder (ASD), Attention Deficit Hyperactivity Disorder (ADHD), and Cerebral Palsy (CP).

The NeuroPlay Ambidexter: A gamified digital therapeutic system
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A modular system architecture for customized gamified therapy

Market opportunity
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Stakeholder pain points

Is therapy enough? How is he progressing?
Therapies are quite expensive.
Will my child like it?

Parent Number of children suffering from Neurodevelopmental
« Is the child in the right mood to learn? Disorders (ASD, ADHD, CP)
« How to effectively communicate his progress to parents?
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« Therapy activities are boring and repetitive.
« | would rather spend time playing with friends. 4% y-0-y CAGR
+ Therapy is tiring. Autism Treatment market
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How do | involve parents to continue therapy at home? 1
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Clinical studies Timelines and Milestones
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Sample Size: 5

Therapy: 3 games of 10 minutes each
. with increasing difficulty for 10

sessions over 1 month
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NUH, Head of Pediatric 20+ experience in game design and 20+ years experience as a child NUS Professor, world renowned 10+ years in clinical research for
Neurology healthcare software development psychologist expertise in mechatronics children with developmental disorders



