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If ife is a game, studying is probably the
boss battle’ for chidren with dyslexia.
To help students with dyslexia overcome this
obstacle, two university students, Ashley and Ruby,
appled for subsidy from Good Seed, supported
by the SIE Fund, to develop “Card Adventure” ‘Card
Adventure” is a digital game that helos dyslexic
students learn languages. By giving students a

sense of achievement as they complete each level,

the game helps them find their lost love of studying.

N the nine—mMmonth pilot period, the creators have
already approached albout 150 students.
After seeing chidren find happiness N learning

once again, they think the reward is ‘more

than money”
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A Friend Suffering from Dyslexia for
Eighteen Years Become the Project’s Fuse

“Itis harder to open a child's heart than to develop
their ability.” Ashley is instrumental when it comes
to students with SEN (Special Education Needs).
Year before last, she graduated from the School of
Design of the Hong Kong Polytechnic University,
majoring in interactive media. Her graduation
works was developing the prototype of “Card
Adventure” and using AR games to help with the
dyslexia. Together with Ruby, a Chinese language
education student at the University of Hong
Kong, they evolved different collections of “Card

Adventure”.

The game was inspired by the experience of a
close friend of Ashley’s. “When we were taking
the DSE, she told me she found out that she had
dyslexia. | had no idea what dyslexia was. Being
her classmate for five years, all | saw was that she
usually writes some characters wrong, even very
simple ones that schoolchildren would know.”
Friend was in trouble but Ashley didn't know how
to help her, “so | felt an inability to do anything
and | hope | can help other students who face the

same difficulties.”

Her friend’s condition inspired her to help dyslexia.
Ashley and Ruby applied for a subsidy from Good
Seed, which is supported by the SIE Fund. With the
$100,000 they were granted, they developed 15 sets
of online learning materials with 30 SEN children
as pilot users, kick-starting the project of “Card

Adventure “to help children suffering from dyslexia.

Stepping into the Children’s Shoes is Key

“Card Adventure” is an AR games application
software with a designed curriculum and data
analysis platform. Children enter the world of the
game in the app, splitting characters and radicals
to complete levels. It is meant to raise their
interest and increase their knowledge in words.
Ruby said, “We may read a couple of lines at a
time, but a child with dyslexia reads words as if
they are looking at a mountain. They would skip to
the third line after finishing the first, and then jump

back to the second.”

“The hardest part is that the students are too
young to be able to express their difficulties.
They won't tell you they've jump to the fourth line
after the first. They will just say they're not feeling
well when they are reading, or that they are dizzy
and don't like reading.” Ruby pointed out that as
she and Ashley do not have dyslexia themselves,
it is not easy to understand the students. It is,
therefore, particularly important to observe the
children’s behaviours, put themselves in the
children’s shoes, imagine what the children feel
and what the children can do, and reflect on how
to make the children study happily, regain their

self-confidence and motivation on learning.
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Offensive bahaviours from fellow students cause
great distress to children with dyslexia. To help
them overcome psychological obstacles, Ruby
and Ashley designed cartoon characters as
companions in the game. Completing missions in
a magical world seems to grant the students some
kind of ability and responsibility, showing them

that they are also able to learn properly.

Ruby said that the children’s reaction proved that
they were on the right track. They were even more
convinced that everyone is unique and needs to
learn in different ways. “You can't ask a fish to have
a tree climbing race with a monkey, because the
fish will never be able to climb a tree, just as you

won't ask a monkey to swim in a pool.”

P

Big Data Aids Individualized Learning

Ruby and Ashley are now collecting students’
learning data to analyse their strengths and
weaknesses in order to tailor a curriculum for
them. “Say, they get seven out of ten questions
wrong, or they get eight right. We can then
take into consideration their family and school

backgrounds for big data analysis.”

Their project has achieved initial success. They
have reached over a hundred students in more
than ten schools and institutions, in the form
of small classes of six to eight. They have also
organised game experience days and approached

a total of 150 students in two trials.




—
D
(=

The class is seeing great results. Ruby and
Ashley are thrilled to see students with dyslexia
learn happily. Ashley once met an intellectually
challenged student with dyslexia who hated
learning because her fellow students had pointed
at her head while calling her stupid. “Later, we
catered for her ability and progressed at a pace she
was comfortable with. We then grouped children
with similar progress together. She became more
confident that she would fit in as she could handle

the pace.”

“We met a child with dyslexia and autism who
was not engaged in any group games. Every
time he played ‘Card Adventure’, however, he
became very engaged. He would do a Superman
pose every time he completed a question.” The
children’s reactions are the motivations for Ashley
and Ruby because it is their mission to motivate

students to learn better.

Doing Good is the Spirit of Social Enterprise

Driven by a selfless vision, the two young
entrepreneurs are determined to help children
with learning disabilities. Most entrepreneurs
have their eyes set on profits before they invest.
“Card Adventure”, however, is not particularly
profitable, especially during the pandemic. It is
difficult to support the livelihood of one person
at the moment. “Besides us two, there is another
team member who works on the data. If each of us
gets $10,000 a month, that's $30,000 each month.

We can't afford that at the moment. Anyway, that's

not our priority. Our consensus is to invest the
revenue back into the curriculum.” Ashley thinks
that if she works passionately for a meaningful
cause that can help others, what she gets is “more
than money”. She also believes that if there are
more foundations like Good Seed, more people

will benefit.

"It is the responsibility and mission of social
enterprises to help the poor, more so in such a
hard time,” Ruby said. “A lot of social enterprises
manufacture face masks with their own money.
Perhaps more people will get to know what social
enterprises are.” This is the best of times, this is
the worst of times, and in the darkness, humanity

shines brightly and ceaselessly.

"It is the
responsiloility
ane mission

ot social
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