


About AESIR

Founded by 90s digital media creators, AESIR aims to
bring inclusion and happiness to society with Game
creation.

From designing and publishing Hong Kong's first AR
Positive Psychology Children's PlayBook "Happy
Kingdom'" to interactive motion sensor game "Magic
Words" designed for children with dyslexia and the
STEM Course design for non-Chinese students learning
Chinese history, creators hope to create a more
inclusive society through creative animation,
interactive games, virtual reality (VR) and augmented
reality (AR), to better serve group of diverse special
needs and inject happiness to our livings.

Benefaceries

>\ >500,000

\ person-time



Our Approach for IMPAC

@’ AESIR

Asia’s Top 12 Social Entreprise

(DBS-NUS Social Venture Challenge, Singapore)

(ﬂ?ba!v e Tech Startup Gamify repetitive SEN Child-centric Collaborate with University
Winner of Best Innovator trainings to make it Fun instructional design Research Professionals
(iCan, Canada)

Awards
AESIR.hk focus on creating games for P M # %A ERBRS D
diverse groups of people with special s IMPACT KOMMONS . :
needs using AR & VR technologies. ‘ TP / EUREKA" - - FouyU

w 3 NOVA > Micro Funp

Co-design with health professionals, IMPACT
support happy, healthy and productive Clients '

minds, for Special Educational Needs

(SEN) in learning the life skills and o /le - == S

HHEEZGRE

@- HONG KONG BAPTIST UNIVERSITY HFHEP L KRE
I. i 7% P8P % B SCHOOL OF BUSINESS o

The Chinese University of Hong Kong
t=g S5 B

L —

A NWS

FREEEEEERERAT
WS HOLDINGS CHARITIES FOUNDATION LIMITED

W b R E N PE ]
1 5 e m

1 BE SR BE s 48 HOSPITAL @) oo

Smart Hospital

20 EE BRI
B = 5 75

@

= . 1
MAI d FERREHRED el . e e e
“-O)SPHAHQ ,b\ /\,b\ ’T-“ £ ,;-: HEEP HONG SOCIETY K U 0 N I
| i ﬁ'é 2% Member of VIC Group Hono 5°
- l i‘ VIC isnt

3 2 o
HONG KOG SHERG KUNG HU Tang Woh Greup of Hocphols

HAMHEANS ¢

Email: info@aesir.hk | Website: aesir.hk


mailto:info@aesir.hk

Interactive solutions for training and development programsjg

R\ N

Innovate with Technology transformlng Staff Tralnlng and
T E

————




.&5

PUBLIC EDUCAT[O*& PROFESSIONAL TRAINING




Project Showcase

OVOverwew Asthma Signal & - Smart/1RE 5 28 By B 48 % 51 -
T EBEREEIGEFELT Hong Kong’s first Asthma App for Pediatrics

Designed together with Pediatric Doctors and
Nurses for Children with Asthma, Asthma Signal
aims to customize asthma treatment, control and
care support for children with Asthma.

It includes an Augmented reality function to
simulate the use of inhaler with step by step
instruction guide and a web platform for Doctors
and Nurse to monitor clients’ situations.
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Project Showcase

Gamified Mobile Applications with Data Analytical Dashboard

Mobile Game & Data Analytics

In order to enable pediatric doctors and nurses keep
track on children with asthma status, we develop a
game-based Asthma Action Plan recording mobile app
to empower children and their families familiar with
Asthma Care knowledge and facilitate a data-based
support mechanism for Pediatric doctors and nurses
feedback children’s situations, saving time of doctors
and nurses.



http://www.youtube.com/watch?v=MXuE-BgB-Rk

Project Showcase

O;/Mixed Reality AED Simulation Learning
HEhHG Y ML elRER a8 (AED) M REEHEES 4%

Sudden cardiac arrest can happen to anyone, at any
time. With VTC HoloLens Mixed Reality AED and CPR
training, player can learn when and how to use an
automated external defibrillator (AED).

Mixed Reality Application developed with Game
Engine- Unity and operated on Windows OS
HoloLens, it brings reality and virtual world into
different medical scenarios and enable public
practice the AED Operation in an interactive manner
to rescue people in distress as always.
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Virtual Reality Training for Social Anxiety Disorder



http://www.youtube.com/watch?v=vanK26FzE58




Project Showcase

O HAPPY KINGDOM

A newly developed playbook built on augmented reality
technology to help improve emotional literacy of children with
mental disorder in their journey of rehabilitation.

The augmented reality (AR) playbook caters the needs of speech
and psychotherapy clinics, special schools, mainstream
kindergartens and primary schools with students with special
education needs (SEN), and parents of SEN children. Target
beneficiaries are SEN students. The full package includes a
colourful publication, a mobile app and other functions such as a
backend data collection mechanism. The theme of the first AR
playbook is about positive psychology.

Copyright & AESIRLIMITED (Hong Kong) *

AR Playbook & Mobile App




Project Showcase

O HAPPY KINGDOM

Through this AR playbook, SEN children will learn
about and be encouraged to have positive thinking.
At the same time, the children can record the
occurrence of incidents that made them happy with
the mobile app on a daily basis. A specially-designed
Kinect motion game has been co-designed with the
SEN groups.




Project Showcase

Beat Drugs with AR VR
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Project Showcase

O The Beltand Road ¢

AR Belt and Road (S.T.R.E.A.M. Learning Program)
takes Matteo Ricci, an Italian Jesuit priest and one of
the founding figures of the Jesuit China missions, as
key learning theme.

Co-creating the Belt and Road drawing map based
on The Landscape Map of the Silk Road with
Secondary school students, aims to bring in Science,
Technology, Religious Studies, Engineering, Arts and
Maths learning outcome.

"Belt and Road Landscape Map"

"Belt and Road Landscape Map" is a re-design
arteface based on the Silk Road Landscape Map from
Ming Dynasty (1524-1539), currently preserved in the
Forbidden City Museum. The original Map is drawn
from Jiayuguan in the east and Tianfang City in the
west (the Islamic holy city of Mecca).

Including the history of Catholic missions, the Map is
extended to Europe with Geomatics software,
adding in relevant Belt and Road cities. The Map
helps teachers and students study the "Silk Road"
history as well as Catholic missions in the east,
provider visual learning support for the future " Belt
and Road" development.



Project Showcase

O§/The Belt and Road

Our concept as an embroidery brand who explores
new ways of passing on culture / tradition and the
possibility of new embroidery with our local school
partners. We hope that the Hong Kong "East-meet-
West" culture and tradition will be succeeded by,
looking, listening, feeling, using and enjoying the
beauty of the forms and sounds of Cantonese
language and traditional techniques.
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Project Showcase

O I7/-I'REE PORTAL

The project employs the “citizen science approach” (

FARREIZR | ) to propagate tree knowledge in
plain language with the aid of plenty of annotated
drawings. In addition, the project adopts “life
education approach” ( " & E= | ) at primary
and secondary schools to connect urban trees with
life changes and personal growth to enhance their
willingness to make commitments and contributions
to fellow citizens and the community at large.
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The mobile App “Tree Portal” is developed to
facilitate learning of key concepts and skills of Visual
Tree Assessment ( " HEFEIAEES | ) by citizens and
students.

L =

ATARNPADE BN ANEN
B L S T ]




Project Showcase

O I7/TIQEE PORTAL

The App embodies a platform for Participants can become knowledgeable citizen The data subm!ttgd by citizens and students Wi.|| be
users to record and upload tree tree V\{ardgns to help Fhe government anq cher analysed and dlSt|I|(_—3(_:I in reports to be _shared with
assessment results and photographs. organizations to monitor the health condition and thg re[evant author[t[es, the commumty, a.nd fellow
performance of trees. scientists and practitioners at the international
level.
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Project Showcase

Learning Empathy Through Virtual Reality

Empathy enables us to learn from others’ pain and to
know when to offer support. Similarly, a(VR) appears
to allow individuals to step into someone else’s
shoes, through a perceptual illusion called
embodiment, or the body ownership illusion.

AESIR.hk working with Centre for Adolescent Mental
Health Prevention and Intervention, Christian Family
Service Centre to bring an immersive embodied
virtual reality (EVR) experience for community
education about mental health with empathy.
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