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Egg Pair-Experience Game for the Blind
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Motivation
The visually disabled need more supports and concerns from the society due to the inevitable inconveniences in their life.

The blind have insufficient connections with the visually healthy community, while the visually healthy people are not able to
comprehend the inconveniences of their blind fellows. Not only designed for the disabled people, the Egg Pair is also designed
to build a bridge connecting the visually impaired and the other people. By limiting their sight in the game, the visually healthy
people can partially experience the difficulties that the visually disabled encounter. Hopefully, the Egg Pair can inspire people to
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Fig.2 > Efa&aTIE Product blueprint
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Fig.1 > ZhAEFEE The working flow chart

Design

up the eggs!

By accidents, the mother stork messes up the twin eggs of distinct animals. In order
to identify the babies to save the delivering time, let's help the mother stork to pair

The visually healthy player should wear the eye patch. Push the egg, one at a
time, on the plate to the center and all players can hear the sound of the animal
corresponding to that egg. Pull back the egg and push another egg to the center.
If the sound matches to the previous one. The player can take out the paired eggs
from the plate. Otherwise, the next player takes the turn. At the end of the game,

Fig.3 > #54& 24 BAME Structure of the product  the player who collects the most eggs wins.
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