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WHAT IS YOUR OBJECTIVE? WHAT PROBLEM WE ARE TRYING TO SOLVE? 

 

 

 

 

We solve the problem of people with disabilities that are unable 

to use computers and mobile devices due to motion limitations or 

lack of fine motor coordination. The innovation of our solution 

resides in its design, built to fit a wide variety of motion limitations 

while being compatible with any computer (and even 

smartphones and tablets) without requiring any software 

installation at all. 

To better understand our technology, we really encourage 

everybody to look at some videos because "Seeing is Believing" in 

our case. 

Basically, Key-x and its accessories give autonomy, privacy, and 

empower people with disabilities to use tablets, computers, and 

smartphones. They will be able to communicate and learn. And by 

doing that, we bring them to our technological world and open all 

the exponential possibilities they have. We are disrupting special 

education with our platform, because we HATE the problem! 

It all started with Gleisson. He was born with 

cerebral palsy and graduated in Computer 

Science in a small town in Brazil. He was able to 

learn and graduate by using a "head pointer". As 

soon as he graduated, he had an idea to enable a 

better access to his computer and he created the 

concept of the "Nine key keyboard". Later, we 

started working with him to turn the idea into a 

real solution to be used with ALL people with 

motor and physical disabilities. 

https://www.youtube.com/watch?v=WyGlsovg58k 

 As soon as the keyboard turned into a real product, after 2 years of 

prototyping, we went to the field. We went inside schools and associations to 

test it- and it was amazing! The acceptance was immediate. Julia, was not 

attending classes because her teachers could not measure how much she could 

learn. As soon as she got our keyboard, she got back to the classroom WITH 

HER CLASSMATES. This was the most important step because she is no longer 

isolated. 

https://www.youtube.com/watch?v=QihHpG_X498 
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She was so good at learning more and more every day with 

KEY-X, that one day, listening to her friends about Angry-birds, 

she went to the Internet, she downloaded and installed it, and 

in less than one day she was the best among them. 

 

https://www.youtube.com/watch?v=5IHO6s3Cb34 

 

Julia also became one of the best math students among all her 

colleagues in 2016 and 2017 because, at night, she took her time 

to study and explored the Internet to keep learning. 

 

This is a short video of her, telling us her story. 

https://www.youtube.com/watch?v=CqIrWFIXIXo 

 

 

 

Luiza can't even hold a pencil. She can't even touch the keyboard, 

but she can make little movements with one hand. That is enough 

for us to teach her how to use KEY-x. With just little movements 

she is able to write her name and do EVERYTHING she wants with 

a computer. By the way... Her parents didn't know she could do 

that!!!! 

https://www.youtube.com/watch?v=4xYhj_O5Euk 

 

 

And during all these Field tests, we created an educational 

platform that we start from the beginning with not only Physical 

and motor disabilities children, but we can also help children with 

intellectual disabilities. 

 

https://www.youtube.com/watch?v=ByqPjrWAoTU 
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João Paulo is 8 years old, intellectually gifted, wrote a 

book when he was 5, and is also Ambassador of NASA 

SCIENCE DAYS in Brazil. Amanda is 11 years old. She was 

born with cerebral Palsy. She can’t walk, talk and even 

hold a pencil! But when they are playing with key-x, 

they are equal! They are competing and the best will 

win as it has to be!  

 

This is the real inclusion! 

https://youtu.be/sh4NHeYfHGw 

Amanda is helping a little girl how to play with key-x! They played 

for more than 30 minutes, and this little girl talked to her during all 

the time without noticing she couldn’t answer. 

 

https://bit.ly/2yLYZ76 

 

 

 

 

 

Daniel is learning to work with PHOTOSHOP within a regular 

classroom at his technical school. The most incredible thing is that 

he is doing it all just blinking his eyes. 

 

https://youtu.be/dDnPberz33k 

 

 

 

Children with down Syndrome normally can't stay in a task for more than 30 

seconds. That's why sometimes it is very hard for them to count up to 50 or 

100. Laura spent 30 minutes playing with math games that her teacher created 

with our platform. The final result was: She learned to count up to 100 and also 

the four basic math operations in less than one month. Something that her 

teacher was struggling with her for the past year... 

https://youtu.be/Tn3pypJbVKs 
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Autism with Key-x and our educational Platform.  

https://youtu.be/q4yUGUwtfRQ 

  

 

 

 

Just a small sample of our educational Platform 

 

https://youtu.be/IHHe-1ujEKc 

 

 

 

 

We currently have four products, with more on the 

design phase.  

Key-X (named TiX in Brazil) is a device that allows 

anyone to use all the features of a keyboard and a 

mouse, even without having the fine motor 

coordination or any limb motion capability at all.  

A-blinX is an eye-blink detection accessory to Key-X 

that allows people with more severe disabilities (e.g., 

quadriplegics) to have full access to a computer, by just 

blinking his/her eye. 

SIMPLIX - We also have an educational Platform with 

Audiovisual activities for any cognitive level. It was 

Created in partnership with special education and 

rehabilitation professionals, Simplix allows 

professionals to easily create psychomotor activities 

for educational and therapeutic purposes. 

In a few minutes, it is possible to assemble audiovisual 

boards accessible through the Key-X Keyboard, in order 

to work with students and patients with intellectual 

disability, attention deficit, speech difficulty, among 

many other afflictions. And we are also working with AI 

to measure the development and deliver the tasks with 

more accuracy. 

And we have PENSO, which acts through the pressure 

exerted on an airbag that is able to capture the 

movement of the physically disabled and turn it into a 

beep. You can also interact with the computer in a 

simple way, simulating the push of a button. The 

difference between this and other devices on the 

market is that PENSO is fully configurable to the user, 

both ergonomically and at the level of physical 

stimulation.
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Our product has different kinds of customers: some of 

them are disabled people or their families, some are 

health and education professionals and some are 

institutions like rehabilitation clinics and schools. 

Disabled people and families: these customers 

purchase the product in order to empower a person, 

making way for him or her to use computers and 

mobile devices by him or herself. This gives the person 

confidence, autonomy, privacy and, in many cases, a 

very powerful new way of communicating with the 

family and other people. 

Rehabilitation Clinics: our product fits these customers 

because it is a powerful tool for several kinds of 

rehabilitation therapies attended by people with 

disabilities such as the consequences of cerebral palsy, 

spinal cord injury, amyotrophic lateral sclerosis (ALS), 

strokes, Parkinson's disease, congenital malformation, 

amputations, and many others. Professionals who take 

great advantage of Key-x with patients include 

occupational therapists, phono audiologists and 

physiotherapists. 

Schools: Key-x provides endless possibilities for 

improving the learning process of students with 

disabilities. For those with only physical and or motor 

coordination related limitations, TiX offers several 

ways of using a computer or mobile device for writing, 

playing games, attending computer-assisted lessons 

and much more. 

In addition, students with intellectual disabilities can 

benefit from the attractive interface of the board in 

association with the companion software Simplix, 

which uses the same visual language of colored icons 

of the Key-x keys to induce the user to make simple, 

logical associations between the buttons and the 

images or words shown in the computer screen. 

 

Accessibility and (R)evolution 

Innovating in digital accessibility, we empower people with disabilities to develop their skills and individualities. 

We exist with the goal of using exponential technologies to give autonomy and plenty of possibilities to people with 

motor and intellectual disabilities all around the world. 

With the Key-X Multi-Purpose Smart Keyboard, our solution has already accomplished a remarkable achievement: in 

2018. Key2Enable became a portfolio company of Singularity University, the world’s leading school of innovation and 

entrepreneurship. 

That means we are considered capable of impacting 1 billion people in the next 10 years with our suite of disrupting 

solutions and applications designed for people with disabilities. 
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COMPETITORS  

Weak points: most of our competitors offer only a 

keyboard or only a mouse feature to the user, rarely 

both of them. Most of them are not plug and play 

solutions, so they are not compatible throughout 

different systems (i.e. Windows, Mac, Linux, Android, 

Tablets etc). On the other hand, some low-tech, DIY 

solutions can be really cheap to build in some cases. 

There are also some software-based assistive solutions 

that are free to use.  

COMPETITIVE ADVANTAGE  

Our competitive advantages are: - we have filled a PTC 

patent application that will protect our product in the 

main targets: US, Europe and Brazil (other markets may 

be included) - we have been designing and improving 

our device for the past three years, including the 

development of companion software to make it 

unique; - we have not found and do not know of any 

device that could resemble ours, in comparing its 

features. Also we have a powerful communication and 

learning software solution with Gamification 

technology, and when used with Key-x empowers 

these individuals to always want more.  

What we understand about our business that other 

companies in it, just don't get?  

We have a product that can be used for several 

purposes. One of them is education. And we know that 

it is the base for everything. We can teach music using 

Key-x. We can teach the alphabet. We can find Minimal 

brain dysfunction or specific learning disability with the 

gamification process we developed. We can make the 

children be more interested in learning using key-x 

lights and symbols.  

So, our purpose is: Let’s do this together inside Your 

Ecosystem and I think that the WORLD should know it 

before we can imagine! 

We currently sell directly to our final customers 

(institutions, clinics, end user), through our online 

store or direct orders. We intend to nominate regional 

distributors to handle the growing sales and to help us 

with the customer care. We will also keep on 

promoting sales through social media and participating 

in trade fairs of Assistive Technology and Educational 

Technologies. Also, a very good idea that is functioning 

in Brazil: We are visiting some counties and inviting 

teachers that deals with special education to 

participate with us in workshops. We show them this 

new assistive technology and also provide them with 

all the information they need to start using it with their 

students. We let them sit and use KEY-X, Simplix, and 

all the accessories. When they do that, it instantly 

reminds them of all their students and the benefits that 

the solution could bring to them.  

Nowadays we have around 2000 users, but many of 

them are inside Schools, Rehabilitation Clinics and 

Foundations where computers are shared with many 

children. 

Our Key Traction at the moment are the users. We have 

to spread our technology into the educational System 

because when their parents see the instant change in 

their child life, they have a very powerful word of 

mouth.  

Also, we are working, mainly in Brazil, for our Platform 

to be chosen as the unique complete tool to accelerate 

the Special Education.  

Our success is being measured inside the workshops 

we have been doing all over Brazil. We will attach some 

documents about it.  

Only in the USA, our products and the entire solution, 

if they are sold to all the people who might need it, we 

could reach an amount around 12.5 Billion Dollars, or 

if we just reach 2% of them, we could finish a year 

selling around 250 Million Dollars. 
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JOSE RUBINGER FILHO - Graduated in Electronic Engineer, programmer, sales, Speaker, Also Graduated in Business 

Administration, Entrepreneur and educational background in international business and Public Education and years of 

experience working in innovation environment. I am a serial entrepreneur. I have created many systems and solutions 

during the last 20 years. A compact water treatment solution and a solution to teach music to children from 4 to 80 

years old using technology are the best ones: 

• https://bit.ly/2O0sgPT  and  https://bit.ly/2CAy7JH and https://bit.ly/2EGd7nF  

MARCELO RUBINGER - Graduated in Mechanical Engineering, programmer, sales Person, Speaker, Vast experience in 

Automobile industry, Pos-Graduated in Health Care Engineering and have educational background in Buying and 

Selling at FIAT and MANNESMANN and also worked with international business. Many years of experience working in 

innovation environment inside Big Industries such as Fiat, Anglo America and Mannesmann Demag. 

ADRIANO ASSIS - Electrical Engineer with Certificate in Computer Studies from the Federal University of Minas Gerais, 

Brazil. Developer of assistive products based on digital electronics and embedded systems. Consultant in devices and 

interfaces for digital accessibility. 

JULIO MELO - PHD in Electrical Engineer with Certificate in Computer Studies from the Federal University of Minas 

Gerais, Brazil. Professor at Federal University, Developer of assistive products based on digital electronics and 

embedded systems. Consultant in devices and interfaces for digital accessibility and programming 

WILLIAM OLIVEIRA - Graduated in Marketing and has an intense background working at TV Channels like Disney, 

nickelodeon and during the last 25 years worked with technology, innovation, import and export, worked many years 

in China and has much experience in Buying and selling products. Living in USA for the past 30 years is the President 

of Key2enable. 

 Make our technology known and available for key customers in the USA, creating a culture for its use. 

 Create a culture in the next 12 months with people using our technology. 

 Piloting our assistive technologies in selected markets and channels.  

 Providing professionals to assist the use of the products by onsite and remote support. 

 Working on our Channels with partners with contracts at schools and reaching organizations for people with 

motor disabilities. 

 Reaching a significant part of 10 million people with motor disabilities in United States in the next 3 years.  

 How can we achieve all this? 

 Going after our market that’s huge! 

 Almost 100 thousand public schools 

 Over 30 thousand private Schools and about 100 thousand Occupational Therapists to help over 10 million 

people with motor disabilities in USA alone 

 And we’ll be Partnering with companies that already sell to the school system, like International School Services, 

School Specialty or K12. 

 And Foundations like: 

 Cerebral Palsy Foundation, The Autism Society, Alzheimer’s, Parkinson’s and Multiple Sclerosis Foundations and 

Occupational Therapy Association. 

 The end users will be reached thru Pay per Clicks ads in places like Facebook and Google. 
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TRACTION 

Our Key Traction at the moment are the users. We have 

to spread our technology into the educational System 

because when their parents see the instant change in 

their child life, they have a very powerful word of 

mouth.  

Also, we are working, mainly in Brazil, for our Platform 

to be chosen as the unique complete tool to accelerate 

the Special Education.  

Our success is being measured inside the workshops 

we have been doing all over Brazil. We will attach some 

documents about it.  

Only in the USA, our products and the entire solution, 

if they are sold to all the people who might need it, we 

could reach an amount around 12.5 Billion Dollars, or 

if we just reach 2% of them, we could finish a year 

selling around 250 Million Dollars. 

With our Educational Platform, SIMPLIX, as it helps 

teachers or the professionals to build their own 

lessons, we hope we will be able to create a big cloud 

service that will share the contents with any other 

teachers and students around the world. For instance: 

Teacher A has a kid with down syndrome in Brazil and 

teacher B, takes care of a kid with down syndrome in 

Australia. They will be able to share their work with 

each other to better their results

. 

1. Because there is nothing similar 

2. Because there is a huge demand in the world 

3. Because we will improve life expectancy to many people, and  

4. Because it is a project with high social and humanitarian impact, we can solve one of the greatest world challenges 

for social responsibility. 

5. In addition to generating positive impact and strengthening institutional ties between the investor and the public 

education system, our educational program provides greater visibility, accountability, publicity and admiration by 

the general public. By supporting a particularly humanitarian cause, it also opens up with this impact investment, 

the opportunity to qualify productive labor and, consequently, to increase the employability of Persons with 

Disabilities, in compliance with the Quotas Law (Law 8,213 / 91) and in line with ONU SDG 8 (Decent Work and 

Economic Development) and SDG 10 (Reducing Inequalities). In this perspective, the purpose of the Program is 

also aligned with Agenda 2030's SDG4 (Quality Education). 

6. We are doing this in Brazil and in many other places! What we need is: PEOPLE LIKE YOU THAT BELIEVES THAT 

INNOVATION IN EDUCATION CAN CHANGE THE WORLD! 
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As AI advances such as predictive text, visual recognition and speech-to-text transcription are already showing 

enormous potential for helping people with vision, hearing, cognitive, learning, mobility disabilities – as well as a range 

of mental health. Our educational platform is being remodeled to better understand the development of intellectual 

disabilities. We will be able to measure how long a person stays inside a task and by doing that, the platform itself will 

propose another one. It should be more difficult or easier than the last one. As it is a gamified platform, the levels will 

be reached by measuring the knowledge and the performance of the user. Another very important thing is: Each user 

is UNIQUE, and so is his development. AI is helping us build the games that will teach Math, English, science, Geography 

and anything we want, because we have the CONNECTION between the user and the computer, which is KEY-x. 
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Conceived by pedagogics, occupational therapists and speech therapists, Simplix is an educational computer software 

platform that makes Key-X even more useful in schools, rehabilitation centers or at home. It was created to fulfill the 

needs of better assisting – and understanding – students and patients with motor and/or intellectual disabilities. 

 

 

 

  

 Shows sets of objects on screen (pictures, 

words or sentences), each of them 

associated to the icon of one of the buttons 

of Key-X; 

 Lets you pick one object amongst those 

shown on screen by simply touching its 

corresponding button on Key-X; 

 You can assign sounds, voices or music to 

each object, so that they play when the 

corresponding objects are selected; 

 Anyone can easily create their own sets of 

objects, using images and sounds from their 

own computer or downloaded from the 

internet, allowing them to create 

individualized activities quickly; 

 Works as elementary alternative 

communication software or as a game of 

symbol association; 

 Creating new sets on Simplix is as easy as, 

dragging and dropping image files from your 

computer to the program’s window;  

 Made especially for schools and entities that 

carry out specialized educational services; 

 Ideal for people with physical, motor and / or 

intellectual disabilities, due to cerebral palsy, 

muscular dystrophy, stroke sequelae, among 

other things that compromise 

communication or learning. 

Main Features 

WHERE IS THE CAT? 
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