
 

 

 

General project information  

Project name Feelif 

Organisation name Feelif d.o.o. 

Year of project foundation 2015 

Short project description (in one sentence) Worldwide first provider of multisensory digital 

games and educational content for the blind and 

visually impaired 

Website www.feelif.com 

Contact info@feelif.com 

 

Visuals of the project  

Do you have project logo? If yes, please, upload it here.  

 

 

 

Social issue that is addressed by the project  

What is the background of the social issue? What are the causes of it?  



 

Problems: 
1. Learning devices for the blind and visually impaired are lagging behind the current state 

of technology. 
2. No multisensory haptic educational content and digital games for the blind and visually 

impaired available – focus on game-based learning to make the learning experience richer 
and more interesting. 

3. Existing solutions are extremely expensive. 
4. One-dimensionality of existing devices: you can get one kind of sensory feedback → e.g. 

only text in the Braille line. 
5. Other devices are not interactive: Feelif’s multisensory feedback with vibrations, sounds 

and voice. 
6. Limited mobility of existing solutions, whereby Feelif adapts regular smart tablets for the 

special needs of the blind and visually impaired.  
 

Feelif‘s solution brings to the target group a fully new user experience and possibilities to use 
smart devices for digital education, be creative and create own content (*interface in 
development; more below), play games or even learn through game-based learning. 

The most important factor to assure the desired impact will be Open Platform = build a 
community and unite all stakeholders: teachers, parents and caretakers of the blind and visually 
impaired, the blind and visually impaired, software developers and content creators. Are working 
together, empowered by disruptive Feelif technology, for the benefits of the blind and visually 
impaired. 

We developed an affordable device Feelif Creator, which is an adapted smart tablet with special 
app and customized relief grid for an excellent and unique user experience of the blind and 
visually impaired. 

Besides the device, we developed unique multisensory digital content: Digital Entertainment and 
Education for the Blind and Visually Impaired. 

 

 

 

Digital Education for the Blind and Visually Impaired is educational content specifically developed 
for blind and visually impaired children and young people. It was developed in close collaboration 
with the Slovene Centre for Education, Rehabilitation, Inclusion and Counselling for the Blind and 



 

Partially Sighted, parents and their blind or visually impaired children. Digital Education for the 
Blind and Visually Impaired comprises pre-school as well as school subjects. 

With all the content children and adolescents are encouraged to solve specific tasks, since all 
content is designed with significant emphasize on practice and praise (kind and funny sounds for 
accomplished tasks). All exercises are thoughtfully intertwined with game-based learning and a 
competitive spirit. In this manner cognitive skills are strengthened, while the user gets satisfaction 
and joy in new achievements and successes. 

All the content is affordable, as the goal is to ease and enrich learning for the blind and visually 
impaired and to make learning as entertaining as possible, while at the same time opening new 
opportunities for the creative expression of the blind and visually impaired. 

Developed educational content: Learning Braille, Fine Motor Skills, Geometric Functions, Draw, 
Shapes. 

Digital Entertainment for the Blind and Visually Impaired is a set of products specially developed 
for blind and partially sighted children, adolescents and adults. It includes games, interactive 
stories, crossword puzzles, and gives everyone exciting opportunities for game-based learning 
and other fun content. 

With Digital Entertainment, we are strengthening cognitive skills, provide multisensory content 
and encourage the creative spirit of the user. 

Digital Entertainment with which blind or visually impaired person can enjoy contents is running 
on Feelif Creator. Feelif devices are affordable; bring the enjoyment on the digital medium and 
they create delightful learning experience through games. 

Developed well-known board games: Battleships, Connect Four, Memory, Tic-Tac-Toe. 

 

And finally, Feelif Open Platform; building a community and unite all stakeholders: teachers, 
parents and caretakers of the blind and visually impaired, the blind and visually impaired, software 
developers and content creators. 

 

Is the social issue somehow specific for your country/region or can we expect that similar issue 

could be solved in the Czech Republic as well?  

The social issue is a global one, so not specific only to the country of the project’s origin, namely 
Slovenia. 

 

Description of the project target group  

Can you describe project target group? What is its size, is the target group somehow specific for 

the country/region?  

According to World Health Organization and the US National Federation of the Blind, in the world 
live about 285 million of the blind and visually impaired, both target group the social innovation is 
addressing. 

 



 

What is the current impact of the social innovation? How big part of the target group do you 

operate with?  

Ultimate impact goal: Increased social inclusion of the blind and visually impaired through use of 
modern ICT, adapted to their special needs. 
 
Outcomes:  

• Affordable Feelif Creator: adapted smart tablet with special app and customized relief 
grid. 

• Unique multisensory digital content: Digital Entertainment and Education for the Blind and 
Visually Impaired. 

• Feelif Open Platform: build a community and unite all stakeholders: teachers, parents and 
caretakers of the blind and visually impaired, the blind and visually impaired, software 
developers and content creators. 

 

 

In which territory do you address the social issue?  

Feelif is open to global market.  

 

Description of the social innovation 

What are the key features of your innovation?  

Key features:  

• Affordable Feelif Creator: adapted smart tablet with special app and customized relief 
grid. 

• Unique multisensory digital content: Digital Entertainment and Education for the Blind and 
Visually Impaired. 

• Feelif Open Platform: build a community and unite all stakeholders: teachers, parents and 
caretakers of the blind and visually impaired, the blind and visually impaired, software 
developers and content creators. 

 

What are the main benefits of your innovation for the target group? What are the innovative 

aspects of your solution?  



 

Disruptive innovation Feelif Creator for digital education and entertainment for the target group. 
The developed technology opens new possibilities in the use of smart devices from the blind and 
visually impaired. It is an adapted smart tablet with special app and transparent grid on the 
screen, with the combination of unique multisensory digital content bringing the Feelif experience 
– modern ICT answering to the needs of the target group. 

Feelif Creator is a special Feelif device for playback digital content adapted for the blind and 
visually impaired.  
 
It was developed in close collaboration with blind and visually impaired users, Centre for 
Education, Rehabilitation, Inclusion and Counselling for the Blind and Partially Sighted and parents 
of blind children. 
 
Feelif Creator uses innovative patented technology.  
 
The blind and visually impaired are using vibration, sounds and voice with finger glides across the 
embossed grid and follow a specific format on the screen. Embossed grid provides an excellent 
orientation on the otherwise flat screen, and at the same time it strengthens fine motor skills of 
the user. It can also be used as tablet or a smart phone. 
 

 

Who are your competitors? How do you differ?  

Competitive advantages: 

1. Knowing user’s needs and ease-of-use 

All content and usage of Feelif is defined with experts working with blind and visually impaired. 

2. Enables constant innovation/upgrades with new and new content 

The solution has high potential for further development – each day new ideas for multisensory 
content are popping up.  

3. Much more affordable solution as of "competition" 

The blind and visually impaired have challenges to provide for their wellbeing what highly depends 
on their social environment. Solution is at least 10 times cheaper to any other "comparable" 
solution.  

4. Patent-pending technology 

5. Using functionalities of smart devices 
 

 

 

 



 

Short project history  

Can you provide short project history (milestones - year and what happened)? 

1. Social innovation tournament Slovenia 2015, 1st place 
2. Start-up Slovenia 2016, finalist 
3. EIB Social Innovation Tournament 2016, finalist 
4. UNESCO list of 150 innovations in the world with significant impact (2017) 
5. Certificate Seal of Excellence in 2017 from the European Commission 
6. Launch of presales on 15 October 2017  
7. Winner of the European Social Innovation Competition 2017  

 

 

 


