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10. Sales of Jungle Rangers, minus returns, from 2012 through May 31, 2013 totaled 
approximately $4.5 million.   
 
11.  To induce consumers to purchase the ifocus System, Respondents have disseminated or have 
caused to be disseminated advertisements, including but not necessarily limited to the attached 
Exhibits A through F.  These materials contain the following statements: 
 

A. MALE ANNOUNCER: “Do you know your child is bright, but that struggles with focus 
or [sic] dragging down grades and self esteem?”   
 
UNIDENTIFIED FEMALE: “Because she gets bored so easily, then she has a very 
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Parent, ifocus Co-Founder. . . .” 
 

JOHN ABLE: “It’s taking their brain and opening up the neuro pathways and their 
ability to focus and pay attention is improved.” 

 
(Ex. A, Infomercial version 1, at p. 5-8, 11, 23, 41-42) 

 
B. FEMALE ANNOUNCER: “Here to tell us more is brain specialist and ifocus scientific 

advisor, Dr. Daniel Amen.  He’s a child psychiatrist and brain imaging specialist and 
he’s authored 28 books on the brain.  Dr. Amen is also a father and a grandfather.” 

 
DR. DANIEL AMEN: “As a child psychiatrist, I’ve not been all that excited about video 
games for children because children have developing brains.  Here, we had developers, 
in a thoughtful way, develop a game to actually strengthen the connections in the brain.  
It’s a very interesting term called ‘long-term potentiation.’ So, what that means is the 
connections between cells actually become stronger. So, to have the opportunity to 
actually study it and show that it is, in fact, helpful was very exciting for me.  So, we had 
a group of 45 children.  What we found was their ability to regulate themselves[,] so self 
regulation and emotion statistically significantly increased after the kids played the 
game.  If you can help a child with their emotions[,] regulate themselves, they’re more 
successful in their lives.  Not only are they happier, but they’re able to stay on task.  So, 
I think any kid will benefit from this.” 

 
[On screen depictions omitted]
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ON SCREEN: “N-BACK 
HOLD INFORMATION 
UPDATE INFORMATION 
REMEMBER AND FOCUS” 

 
MALE ANNOUNCER: “And N-Back requires players to hold information and update 
that information.  It’s practice for real life, helping kids to think about what they’ve 
learned and to focus and remember what they need to do.  It’s this innovative[,] 
groundbreaking combination of proven science and increasingly challenging fun that has 
kids hooked from the very first time they play.”     

 
[On screen depictions omitted] 

 
* * * 
 
FEMALE ANNOUNCER: “Zak and Zane are identical twins.  Think busy times two.  
Their dad knows how important exercise is for young boys, so he makes sure they spend 
a lot of time outside working off their energy.  And while they’re great when it comes to 
sports, both Zak and Zane had trouble focusing at school.” 

 
GARTH: “But to try to focus to do homework, there’d be times where it would take me 
a half-hour to just do one math problem.” 
 
FEMALE ANNOUNCER: “But since playing the Jungle Rangers game and using the 
ifocus System, Zak and Zane are able to focus, filter out distractions and homework has 
become much more productive.” 
 
ON SCREEN: “Garth 
Zak and Zane’s Dad 
Individual Result - your child may not be as successful” 
 
(disclosure appears in fine print at the bottom of the TV screen) 

 
GARTH: “Well, they’re doing better in school.  We just got their report cards, and we 
were shocked, all As and Bs.  They’ve never had that before.” 
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FEMALE ANNOUNCER:  “The ifocus Jungle Rangers game isn’t available at schools, 
so elementary school principal Lori Jensen jumped at the opportunity to test it as part of 
her curriculum.” 

 
LORI JENSEN:  “It fit into what we were trying to do with our students, engage them in 
the learning process, but also expand what their brains were going to be able to do.” 
   
FEMALE ANNOUNCER:  “The teachers were enthusiastic.” 

 
JANE MARSHALL:  “And, actually, as educators, that’s what we’re trying to do.  
We’re trying to create new pathways in the brain.” 

 
FEMALE ANNOUNCER:  “So, students played the ifocus Jungle Rangers game in 
computer lab and teachers noticed a difference in their classrooms.” 

 
JANE MARSHALL:  “A typical third grade class you’re really working to keep them 
focused.” 

 
LORI JENSEN:  “She can tell a difference in their attention span in the classroom.” 

 
LAVONNE RIGGS:  “I have seen a vast improvement.  This class seems to be 
motivated and focused, and the only thing we’re doing differently is Jungle Rangers.” 

 
JANE MARSHALL:  “I love finding ways to help the children learn and Jungle Rangers 
does play a part in helping the children learn how to focus and to retrieve information 
and they enjoy doing it, so half the battle’s gone right there. . . .” 

 
LORI JENSEN:  “It will help them with their attention span and their focus.” 

 
[On screen depictions omitted] 

 
* * * 
 
FEMALE ANNOUNCER: “Isaac is a busy nine-year-old and Isaac had trouble paying 
attention in school until his mom discovered the ifocus System.”   

 
[On screen depictions omitted] 

 
FEMALE ANNOUNCER: “He started playing Jungle Rangers and she learned easy 
ways to help him change his behavior, to get organized and to get focused.” 

 
ON SCREEN: “Alitza 
Issac’s Mom   www.ifocusSystem.com” 

 
ALITZ
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(Ex. F, Game Time radio ad script) 
 
12. Daniel Amen, M.D. appears in Focus Education’s infomercial describing a pilot study he 
conducted on Jungle Rangers in 2011.  In that study, forty-five children between the ages of six and 
twelve trained during a twelve-week period with Jungle Rangers for an average of five hours total 
and were evaluated before and after the testing period using WebNeuro, an online neuro-
psychological evaluation containing four outcome measures:  Self-Regulation, Emotion, Feeling, 
and Thinking.  Dr. Amen reported “statistically significant” improvements only in the Self-
Regulation and Emotion outcome measures, but not in the Feeling or Thinking measures.  This 
study was not randomized, blinded, or controlled; the children’s performance in the Self-Regulation 
and Emotion outcome measures was in the normal range before and after using Jungle Rangers; the 
Self-Regulation, Emotion, and Feeling outcome measures do not measure focus, attention, or 
behavior; and the study did not conduct any follow-up testing to measure any permanent effects of 
Jungle Rangers training or collect any data on the children’s existing diagnoses or academic 
performance. 
 

Count I 
False or Unsubstantiated Efficacy Claims 

 
13. In connection with the advertising, promotion, offering for sale, or sale of the ifocus System, 
including through the use of the product name, Respondents have represented, directly or indirectly, 
expressly or by implication, that: 
 

A. Playing the ifocus System’s Jungle Rangers computer game improves children’s focus, 
memory, attention, behavior, and/or school performance, including in children with 
ADHD; and 

 
B. Playing the ifocus System’s Jungle Rangers computer game causes permanent 

improvements in children’s focus, memory, attention, behavior, and/or school 
performance, including in children with ADHD. 

 
14. The representations set forth in Paragraph 13 are false or misleading, or were not 
substantiated at the time the representations were made. 
 

Count II  
False Establishment Claims 

 
15. In connection with the advertising, promotion, offering for sale, or sale of the ifocus System, 
Respondents have represented, directly or indirectly, expressly or by implication, that scientific 
studies prove: 
 

A. Playing the ifocus System’s Jungle Rangers computer game improves children’s focus, 
memory, attention, behavior, and/or school performance, including in children with 
ADHD; and 
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B. Playing the ifocus System’s Jungle Rangers computer game causes permanent 
improvements in children’s focus, memory, attention, behavior, and/or school 


