
AYRE
Applied Technology for 
Emotional Well-being



264,000,000
people suffer from disorders of

anxiety and 300,000,000 of

depression

Most are unaware of the
somatic symptoms

Muscle pains, extreme fatigue,
digestive problems, among others, are

Somatizations
of emotional disorders.



The problem

In today's era, marked by rapid changes,

hyper-connectivity, and high social

pressures, emotional disorders have

become a silent epidemic.

A major challenge is that many people

with these disorders are unaware of the

symptoms of depression and anxiety,

instead experiencing manifestations like

muscle pains, sleeplessness, appetite

changes, digestive issues, and extreme

fatigue. Without recognizing these signs

as indicative of an underlying emotional

condition, individuals might adopt

harmful habits to ease their discomfort,

lacking a full understanding of the real

cause.



The solution

AYRE
A technological application aimed at

improving people's quality of life

through emotional well-being, by

regulating emotions of Anger,

Sadness and Anxiety. Using

advanced techniques in Artificial

Intelligence, Virtual Reality, Augmented

Reality, and other emerging

technologies.



Research papers

After 30 years of research, scientists
have demonstrated that immersive
technologies are useful for evaluating
and treating mental health disorders.

Different journal articles have shown
their benefit for the well-being of the
general population: Blum et al., 2019;
Cebolla et al., 2019; Naylor et al., 2019;
Seabrook et al., 2020; Villani; Riva,
2002; among others



AYRE
This interactive platform offers a range of

personalized and adaptive tools that guide

users through exercises and activities

aimed at reducing stress, anxiety, anger,

and sadness.

With an intuitive and accessible design, it

aims to be a valuable resource for anyone

looking to improve their emotional

well-being, offering a virtual haven for

relaxation, self-awareness, and personal

growth.



How does it work?

By integrating smart algorithms, the app learns from user interactions and preferences, tailoring sessions to optimize outcomes
and foster sustainable progress towards mental and emotional well-being. It effectively regulates emotions of
Anger, Sadness, and Anxiety to lessen cognitive, physiological, and behavioral responses.



Use cases

Emotional Balance Rooms for companies.

Emotional Balance Rooms at universities.

Personal and individual use.

Emotion control for performance improvement, achieving balance between necessary or excessive stress in athletes.



Target market

https://www2.deloitte.com/co/es/pages/life-sciences-and-healthcare/articles/aplicaciones-
de-salud-mental-un-mercado-con-potencial-y-en-crecimiento.html

US$435  
billion

US$1.91 billion

US$96 millon

TAM: Global mental health market
SAM: metaverse market for mental health in 2023*          

SOM: metaverse market for mental health in 2023 in Latin America

https://www2.deloitte.com/co/es/pages/life-sciences-and-healthcare/articles/aplicaciones-de-salud-mental-un-mercado-con-potencial-y-en-crecimiento.html
https://www2.deloitte.com/co/es/pages/life-sciences-and-healthcare/articles/aplicaciones-de-salud-mental-un-mercado-con-potencial-y-en-crecimiento.html


How do we differentiate?

The application leverages Artificial
Intelligence to learn from user interactions,
tailoring sessions to sustainably enhance
mental well-being.

Our app goes beyond virtual reality,
enabling any smartphone user to access its
benefits.

Our solution has scientific evidence that
proves its effectiveness in enhancing
emotional well-being.

Our approach focuses on
reducing/eliminating somatizations caused
by imbalances in emotions such as anger,
sadness, and anxiety.



Our team

Martha Baez

Director of Research and Innovation
at PUCMM, linked to the private
sector in marketing management.
Researcher at CEUR/PUCMM and
Project Officer for the W.K. Kellogg
Foundation for Central America and
the Caribbean. Research interests
related to knowledge management,
innovation, and technology transfer.

Dr. Zoilo Garcia

Doctor in Cognition, Emotion, and
Stress, with master's degrees in
Strategic HR Management and
Advanced Studies. Researcher in the
Dominican Republic and awarded in
clinical psychology. Author of
scientific articles and consultant in
organizational psychology. Winner of
multiple FONDOCyT grants for
research on emotions and disorders
using emerging technologies.

Dr. Kiero Guerra

Doctor in Quantitative Psychology
and Master in the same discipline,
Master in Strategic HR Management.
Fulbright Scholar, former Vice
Chancellor of Research at PUCMM.
Specialized in advanced statistics, he
has been recognized by FONDOCyT
for research in growth curve
modeling and mathematical
simulation.

Ivan Alsina

Psychologist, professor, and
researcher with over 15 years of
experience in VR apps for mental
health. Creator of "TAVE," he has
developed VR systems for various
disorders and skills. Associate
professor at the University of Vic,
teaching about technologies in
psychology, and leading at Relax VR,
focusing on European alliances.

Johevan Peralta

Graphic Advertising Design and 3D
Generalist, Virtual Reality developer,
with experience in Adobe Photoshop,
Illustrator, InDesign, Premiere, After
Effects, and Substance Painter,
Unity3D, 3ds Max, and Blender.
Certified User programmer by Unity.

Dr. Leonardo 
Medrano

Doctor in Psychology, teaches
"Psychometric Techniques" and
"Descriptive and Inferential Psycho-
Statistics." Acts as a teacher and
researcher at various universities.
Was Director of LEPE and editor of the
Evaluar magazine, working as a
psychotherapist and coordinator at
the Evidence-Based Psychotherapy
Institute.
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