
MAGIA - PITCH 
DECK
BRINGING CREATIVITY BACK



THE PROBLEM
• 68% of kids in US between 6-8 own Tablets [1]

• 5–8-year-olds spend 3:28 h on screens per day on 
average [1]

• 79% of parents are concerned the media they 
consume affects their attention span [1]



THE MISSION

Help parents empower kids to use technology as 
means for creation and education rather than passive 
consumption



THE SOLUTION



PROTOTYPE DEVELOPMENT
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Phase 1 – Pre-drawn Animation and AR

Sell coloring books where one can upload drawings to app that 

generates animations and stories 

Phase 2 – Procedural Animation

Create animations and small games with the children’s own 

drawings to interact with their imagination

Phase 3 – AI Agents Interaction

AI agents assist children and parents to create bedtime stories 

and movies of their characters

Phase 4 – Social Interactive Platform

Create interactive platform/game for kids to interact and 

socialize with each other.

PRODUCT MILESTONES
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WHY THE TIME IS RIGHT
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• Current companies in similar space stopped at AR from premade 
pages.

• Recent Tech Maturity -  multimodal models allow for truly interactive 
experiences.

• Cultural Tailwinds – Parents and schools are seeking purposeful creative 
use of technology, yet 66% parents still require it as way to keep child 
occupied [1].

• Technology Dependance – Tablets have matured into mainstream 
adoption. 19% kids are given tablet from school [1] .
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TIMING IS TRULY PERFECT
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BUSINESS MODEL

Company Collaboration

Freemium SubscriptionColoring Book Sales

In-Game Currency

60%15%

20% 5%
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ABOUT THE FOUNDER – FLAVIO GHERI 
INDUSTRY 
EXPERIENCE

CURRENT 
MENTORS

Education

- MSc Cognitive Robotics (TU Delft)

- BSc Mechanical Engineering (UoS)

Previous Personal Projects

- President Robotics Association

- Tech Sprint Lead for Lunar Rover

- Hardware IoT/Robot Tinkerer

- Dabbled in Game dev.

Leadership

- Rugby Team Captain

- President of Robotics Association

- Project Management at Hilti

- Multiple Projects Lead

Head of AI and innovation 

Fastening - Hilti

Head of CrewCenter

Head of Hilti Ventures
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TIMELINE 

Idea Creation Market Research Feasibility Study

Seed Funding Product Testing Product Sprint

Discovery / Pre-Product

Public Launch

Validation and Growth

Scaling

Series A + funding Market Expansion
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MISSING LINKS
CEO/Founder

- Strengths: AI development, 

Networking, Strategy

 - Weakness: App/Game Dev.

UX Lead

- Strengths: Game Dev., UX 

design 

CTO

- Strengths: Backend Dev, 

AI agents and Tech Stack



THANK YOU 

Flavio Gheri

(0039) 3751061024

gheriarnaudflavio@gmail.com
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APPENDIX
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SUCCESSFUL EXAMPLES IN SIMILAR SPACE
Education 

HardwareMetaverse 

Playground

Freemium 

Subscription



PREVIOUS PROJECTS

Malware detection

- Malware Detection using 

CNN

Vessel Maneuvering 

Detection

Rock Detection using 

Segmentation and 

Object Detection

Sensor Fusion using 

Factor Graphs

Imitation Learning 

with Robot Arms

Handheld Prototype 

Development

Simple “Risk” Game Dev. 

On Godot
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[1] - https://www.commonsensemedia.org/sites/default/files/research/report/2025-
common-sense-census-web-2.pdf



BIBLIOGRAPHY - IMAGES

• Slide 6: https://www.flaticon.com/free-
icon/robotic_2728212?related_id=2728212

https://www.flaticon.com/free-
icon/animation_4293960?term=animation&page=1&position=6&origi
n=search&related_id=4293960

https://www.flaticon.com/free-
icon/education_16776971?term=children+book&page=1&position=4
&origin=search&related_id=16776971
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