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Our task instructions are available in a wide variety of
languages including:

ADHD Cognitive
Test Battery
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Clinical Trials

The effect of an acute dose of dex amphetamine on cognitive performance on the CogState ADHD battery
in individual children with ADHD. In this figure, treatment response was defined as an improvement in
cognitive function if greater than 1.65 standard deviation units.
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Cognitive z-composite score

Screenshot of Maze Learning Task and behavioral change scores in ADHD

The CogState ADHD Battery

The CogState ADHD battery is a rapid and accurate test of cognitive function that has been developed
specifically for the repeated assessment of children with psychiatric disorders such as ADHD. It has also been
used to study the same cognitive functions in adults with ADHD.

The non-verbal stimuli, constant stimulus-response requirements and simple instructions mean that the
CogState ADHD battery can be applied to the assessment of cognitive function in children over the age of four
years as well as in adults from different language, cultural and socio-economic backgrounds.

The outcome measures from the CogState ADHD battery have been shown to be sensitive to cognitive
impairment in ADHD and also sensitive to the effects of medication in both children and adults with ADHD.

The CogState ADHD battery allows for non-expert administration on standard computer equipment, which
lowers cost and makes it easier to integrate into any clinical trial.

Our test battery is customizable:

We can provide either a very brief test battery that takes only 8 minutes to administer, or a more extensive
battery that covers a greater number of cognitive domains. The rapid battery provides measures of attention,
vigilance and executive function. For a more detailed assessment, other tasks that measure verbal learning &
memory, visual learning & memory and social cognition can be added to the battery.

The effect of 7.5mg dex on composite cognitive

Py 2 oy S B e ey Y

—————

Screenshot of Detection Task

www.cogstate.com

Magnitude of impairment in psychomotor function, attention, memory and executive function in children
and adults with ADHD who were naive to stimulant medication at assessment. Data shows magnitude
of impairment relative to age and education matched controls and magnitude of impairment is given in

standard deviation units (Cohen’s d).

Psycho- Vigilance Memory Executive
Function motor Function

Psycho- Vigilance Memory Executive

Magnitude of impairment in cognitive

function in children and adults with ADHD

Brief Battery (8 minutes to administer)

@ Detection Task

The pre-task on-screen instructions ask:
“Has the card turned over?” A playing card
is presented in the center of the screen. The
card will flip over so it is face up. As soon
as it does, the subject must press the “Yes”
key. The card will go to the back of the pack
and the subject must press the “Yes” key as
soon as the next card flips over and so on.

@ ldentification
Task

The pre-task on-screen instructions ask: “Is
the card red?” A playing card is presented
in the center of the screen. The card will flip
over so it is face up. As soon as it does this
the subject must decide whether the card is
red or not. If it is red they should press “Yes”,
if it is not red they should press “No”.

€ One Back Task

The pre-task on-screen instructions ask:
“Does the face up card exactly match the
one before?” A playing card is presented
face up in the center of the screen. The
subject must decide as each card is
presented whether it is identical to the one
just before. If the card is identical to the card
presented immediately before it, they should
press “Yes”. If it is not, they should press
“NO".

O Groton Maze
Learning Task

The subject is shown a 10 x 10 grid of tiles
on a computer touch screen. A 28-step
pathway is hidden among these 100 possible
locations. The start is indicated by the blue
tile at the top left and the finish location is
the tile with the red circles at the bottom
right of the grid. The subject is instructed to
move one step from the start location and
then to continue, one tile at a time, toward
the end (bottom right).

Add any number of these tasks for

a more comprehensive battery
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International
Shopping List Task

The subject is told by the test supervisor:
“In this task, | am going to read you a
shopping list. | would like you to remember
as many items from this list as possible.
Are you ready to start?” The test supervisor
reads the list of words as they appear on the
computer screen. When the test supervisor
has read all the words, the subject is required
to recall as many items as possible from
the list.

Social-Emotional
Cognition Task

The pre-task on-screen instructions ask,
“Tap the odd one out”. In this task, the
subject will see a number of pictures on the
screen. One of these pictures will be different
to the others in some way. The subject must
decide which one of the pictures is different
then tap that picture as quickly as they can.

One Card
Learning Task

The pre-task on-screen instructions ask:
“Have you seen this card before in this
task?” A playing card is presented in the
center of the screen. As soon as it does
the subject must decide whether or not the
same card has been seen before in this task.
Subjects must try to remember all the cards
that have been shown previously in order to
decide whether or not they have seen each
card before.



