
METHODS OF CONTEXTUALISING
In  th is  project ,  I  worked in  group with 
Di  Zheng et  Jinran Ke on enabl ing joyful 
exper iences to d isabled individuals,  a  br ief 
led by Ar jun Harr ison-Mann.

Talking about what brought communit ies 
together,  we thought of  games.  Dur ing 
week one,  we used the Dobble Game as a 
a base for a  tact i le  vers ion of  i t  inc luding 
visual ly  impaired people.

Dobble consists  55 cards featur ing var ious 
and random symbols.  Every card has 
a unique composit ion of  symbols and 
necessar i ly  shares one of  them with any 
other card from the deck.​

The player ’s  goal  is  to spot  the only 
symbol  that  is  common between his  game 
and the card in  the center.  As soon as he 
spots a match,  he pronounces i ts  name 

Inquiry: 
How to translate v isual  symbols  into tact i le  ones? 
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TEXTURAL APPROACH

While Di  and Ke worked on f igurat ive 
ways of  translat ing visual  cards into 
tact i le  ones,  I  focused on textures 
rather than out l ines,  inspired by 
Zr inka Horvat  in  her Tact i le  P icture 
Book for B l ind Chi ldren.
 
In  the context  of  the Dobble,  are the 
symbols translatable through abstract 
textures? 

Horvat ,  Z .  (2014)  Tact i le  P icture Book for B l ind Chi ldren .  Zagreb.

By sor t ing them into categor ies,  I  real ised 
that  some symbols spontanously evoked 
textures,  whi le  other more conceptual  ideas 
were too abstract  to be recognized by touch 
(death,  eclamat ion mark. . . )

Focusing on the ones that  had a 
tact i le  potent ia l ,  I  col lected many 
mater ia ls :  fabr ic ,  coton pads,  fe l t 
for warm /  soft  i tems,  tape for 
st ickyness,  tree bark for roughness, 
metal l ic  th ings for colder and more 
industr ia l  i tems, 
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COMPARING APPROACHES APPROACHES

I  th ink my attempt was interest ing as i t 
d idn’t  require any visual  memory,  which is 
even more inclus ive for the born-bl ind par t 
of  our audience.  However,  regrouping many 
textures on one card is  a  b i t  overwherming, 
and confusing,  especia l ly  to detect  abstract 
symbols.

F igurat ive approach seemed more successful 
as i t  enables much more precis ion and 
dist inct ion of  the symbols. 

The feedback we got  was to emancipate us 
from Dobble’s  ru les and logic that  are quite 
specif ic  and complex to work on.  Also,  we 
were reminded that  the game had to be fun 
before anything e lse,  a  good th ing to keep in 
mind. 

1 .  Or ig inal  v isual  Dobble Card
2.  Textural  translat ion of  the Dobble card
3.  & 4 .  F igurat ive tact i le  translat ion of  the Dobble Card
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NEW GAME: TACTILE MEMORY

What can we keep from our Dobble 
experience?​
Formal ly,  the round shape of  the cards: 
round edges are more tact i le  fr iendly​
Conceptual ly,  i ts  pr incip le  of  a  recognit ion 
game:  i t  is  interest ing to translate a visual 
form into a tact i le  one.​

What can be removed?​
The complex logic of  having systemat ical ly 
exact ly  two matching symbols in  any pair  of 
cards. ​

What are other recognit ion games?​
Memory Game:  cards are shuff led and 
displayed face down. The deck is  composed 
of  symbols that  a l l  ex ist  in  pairs.  One by 
one,  each player has to f l ip  2  cards.  The 
goal  is  to col lect  as many pairs  as possib le. 

At  f i rst ,  we thought of 
represent ing s imple geometr ic 
shapes:  round,  c irc le,  square. 
But  i t  could add a level  of  fun 
i f  the symbols were themed. 
We thought of  fru i ts  for their 
universal i ty  and their  very 
graphic shapes,  with interest ing 
textures. 
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RESEARCH OF FORMS

Looking for i l lustrat ive references of  fru i ts, 
I  real ized that  they were e i ther represented 
in  their  g lobal  shape,  or s l iced,  showing a 
graphical  hear t . 
 
I  suggested to twist  the c lass ic  memory 
ru les a b i t  and benefi t  from the dual i ty  of 
the representat ion of  fru i ts :  in  our game, 
the goal  is  to match a fru i t  outs ide,  i ts 
g lobal  shape,  with i ts  ins ide,  recognizable 
by the textures,  seeds.
 
But  in  th is  new scenar io,  not  a l l  the fru i ts 
ins ide are obviously recognizable.
Grapes and raspberr ies for example don’t 
have an emblemat ic  ins ide,  whereas 
apple,  kiwi ,  lemon do with their  seeds and 
quarters.
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3D PRINTING

RULE CARD

3D Pr int ing was an i terat ive 
process.  After test ing s izes,  
8  pairs  were pr inted and a ru le 
card as wel l ,  meant to check i f 
the matches are correct  at  the 
end of  the game.
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UNDERSTANDING FEEDBACK

Part  of  our feedback was 
to precise the ru les of  our 

game, and to f ind a way of 
communicat ing them.  

We directed that  short  v ideo in 
that  concern.

CLICK HERE  
TO WATCH THE VIDEO

https://youtu.be/F-acxNA61EI?si=8K4i7XmeI4uG2NO8
https://youtu.be/F-acxNA61EI?si=8K4i7XmeI4uG2NO8
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