HOW can play help children with visual impairment ?

For a child who is partially sighted or blind; physical, mental, social and emotional growth are
significantly impacted while growing up. Play can be useful in the development and growth of these
children significantly and can help in overcoming their development delays.

Current Play scenario for Visually Impaired Children in India

Braille puzzles

Tactile books Crid Puzzles

Interlocking Puzzles Building Blocks

Adapted version of
existing games

NEED for play equipment for children with Special Needs

Most toys available in the market are not designed as
“per the needs of special children

_ There are no toys that encourage physical activity

INTRODUCI NG TIP TOE and group plﬂy for SDECial needs children.

_ M’Dst of the play equipments are designed for
‘indoor settings limiting them to individual play.

' Existing games like Ludo and Snakes & Ladders are
Tip Toe is a set of multi sensory play tiles simply adapted to make it accessible to special children
designed for children with visual
impairment to help them play and
learn with their peers while engaging in

a multi sensory play activity.

| Tt_:ys lack replayability , making it boring for the child
10 play the with same equipment again.

_ M_@ost of the population does not consider toys or games as a
‘hecsessity and hence would not buy play equipments that
are more than the standards of affordability
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level of modularity and possibilities
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RESEARCH METHODS

Using Social Probes to Understand Play Behaviour
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at the centre. Both the players race towards the

centre player , walking over the safe textures.
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vital social skills like
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conversation with
their peers.
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conscious of steps
taken in each
direction while
stepping on each tile.

FINAL PRODUCT

reaches the correct
tile he develops a
sense to understand
space.

FUTURE OF THE PROJECT

To integrate inclusivity in the gameplay.

To introduce a sustainable , make-it-yourself

method for the play tiles to make it easy to afford for

indian audience.

Children with partial vision are
able to distinguish between
the colours geting an
advantage in the gameplay.

. Several circular areas makes
the gameplay too easy.
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