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ABSTRACT
Project Hear Me Out is a category 4 project that is aimed at helping teenagers be able
to communicate efficiently with the deaf. Working together with SADeaf by going to the
centre for sign language courses and the SL Group for raising awareness for our card
game and website, we hope we can provide adequate information about the deaf
culture and the background of the deaf community, the Do’s and Don’ts when
encountering a member of the Deaf community, and teach the general public about
basic sign languages. There are many different types of sign languages used
universally. But however, our project is to mainly tackle Singapore Sign Language
(SgSL), which is unique to our Singapore culture as well. The user-friendly and concise
information of the website will allow for learning to take place much more efficiently and
comfortably. There is also a card game for those that want to spend time with their
family and friends discovering the many wonders of SgSL and why is it unique to us.
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1.1

INTRODUCTION
Rationale

We feel that there is a communication barrier between the deaf and Singaporeans
which sometimes lead to inconveniences for both the Deaf and the Singaporeans.
There is also a big social divide between the Deaf and Singaporeans, thus causing
many misunderstandings between both parties.

1.2

Objectives

We hope that after our project,we are able to teach the public about basic sign
language, help people understand the background of the deaf culture,so as to bridge
the gap between the deaf and the public and clear any misconceptions that the public
might have about the deaf.

1.3

Target Audience

Our target audience is the general public aged from 13 to 16.

1.4

Resource

Based on our needs analysis, we created:
-

A card game

-

A website with information about the deaf and videos linking to the card game

We have created a website, to educate people about
-

the background of deaf culture and Singapore Sign Language (SgSL)

-

the background of deaf community

-

some do’s and don’ts when communicating with the deaf

-

basic sign language accompanied by our card game through videos

-

some misconceptions and common questions about the deaf with concise
answers included

We have also created a card game with action cards on it. It can be played among your
friends and family. It allows for us to learn basic sign language, making communication
between the public and members of the Deaf community a smooth one.
Objectives of the card game

-

Create a fun and meaningful way to learn about sign language

Why did we create a card game?
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-

Provides a fun and interactive way to learn sign language

-

Can take place anywhere

-

Can learn and bond with friends and family through the game

-

Clear misconceptions about sign language

-

Bridge the communication gap between the deaf and the public

REVIEW

There are not many websites on the Internet regarding the Deaf community in
Singapore. Most of the courses require money to attend these courses. Most students
do not earn money, thus making it very inaccessible for them, and for some it might be
seen as a financial burden, thus losing interest in attending these courses straight away.

Most videos on the Internet are long and it is difficult to find for a specific word. It is very
difficult for users to find majority of the words in Singapore Sign Language specifically.

For the card game, no one has created a card game to teach people about Singapore
Sign Language, making us unique. We feel that it provides another way for people to
have fun with family and friends, and learn sign language simultaneously.

*ABC LUCK is a card game that teaches American Sign Language
2.1

Literature Review

This incident highlights the misunderstandings the general public has on deaf people.
The fact that the women who did not realise he was deaf even after shouting at him
several times without response shows that identifying the deaf from a normal person is
difficult.

Furthermore when told that the cleaner was deaf, the woman used derogatory terms
such as referring to the cleaner as disabled. This shows that the general public's views
on deaf people are not good and that they are less capable than the rest. This stems
from a lack of understanding of deaf people by the general public which results in them
not realising that deaf people should not be treated any less of a human being as

everyone else.
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3.1

METHODOLOGY
Needs Analysis

A needs analysis was conducted to ascertain the relevance of such a project. A survey
was constructed to understand more about how much the students aged 13 to 16 are
aware of the deaf. Out of our 100 respondents, some have not met a deaf person
before. For those that did, many faced difficulties when communicating with the deaf.
They were using incorrect ways of communicating with the deaf, making communicating
with them troublesome and time-consuming. Many had misconceptions about the deaf
as well. It validated the feasibility of our project. We worked with the SL project and
compared our results. It showed that there was an urgent need for such a resource as
many Singaporeans are uneducated about the deaf community, making these members
of the deaf community neglected in our society.

3.2

Needs Analysis Survey Results

3.3 Pilot Test
3.3.1

First Pilot Test

Our first pilot test was conducted to test whether the needs were met from the needs
analysis. We had 70% of our work completed at that time. We conducted a survey
among the same group of respondents and out of those responses, we could see a vast
improvement in their knowledge of the deaf community. Many people learnt from
playing the card game and the short videos that we made. However, they thought that
we could have added slightly more background information about the deaf culture and
community.

3.3.1.1

First Pilot Test Results

3.3.1.2

User Interview

“Before looking at the resource, I was clueless about the deaf community. But after

playing the card game and looking at the website, I was able to understand more about
the deaf culture and know how to do certain sign languages which will help me when I
encounter a member of the deaf community.”
-Timothy Lim (4A3)

3.3.1.3

Upcoming improvements

We made more trips down to SADeaf to understand how they are helping the Deaf
community. We continued to increase publicity and roll out project to target audience.
We also added more information about the deaf community based on the survey results
from our first pilot test. We added a Singapore-based category for our card game ,
made some improvements to aesthetics of website, and searched for success stories of
the members of the deaf community.

3.3.2

Second Pilot Test

We conducted a second pilot test after making some improvements to our resource
based on the judges comments and what we think needs to be improved. More people
thought that the website looked much more appealing and they were able to understand
about the deaf culture a lot more than the previous time.

3.3.2.1

User Interview

“ The card game has a Singaporean touch to it. The first time I watch their videos, I
learnt a lot about the deaf culture, something I was clueless about. Now, the website
looks more polished and I learnt much more about the deaf culture. The success stories
of the members of the deaf are just touching as they do not see their impairment as an
obstacle and still continues on with their lives. We need more Singaporeans to be more
hospitable and accepting towards these people.”
-Heng Ziyang 4A3
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OUTCOME AND DISCUSSION

We have created an interactive and useful resource that we believe has met our
objectives of helping people better understand deaf people.

4.2

Limitations to projects

Information on the deaf and the community is not very easily obtained so to overcome
that we went to Singapore Association of the Deaf (SADeaf) to learn more about the
deaf and their community so as to make it more accessible to the youth via a website.

4.3

Further Works

We will continue to publicise our project and possibly widen our target audience to the
deaf as they play an important role in the bridging of the communication barrier between
the deaf and the general public. We will also create an online card game, to make it

more accessible to our target audience.
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CONCLUSION

Project Hear Me Out was a difficult project to take on, having limited knowledge about
the project initially. It took a huge amount of time to research for information and record
the videos. However, we feel that this hard work is all worth it if it could help to bridge
the gap between the members of the deaf community and our target audience.

6

REFERENCES

L. (2016, June 05). Woman apologises for scolding deaf and mute cleaner, says she
was ill at the time. Retrieved February 3, 2019, from
https://www.asiaone.com/singapore/woman-apologises-scolding-deaf-and-mute-cleaner
-says-she-was-ill-time
Abuse in the Deaf Community. (n.d.). Retrieved from
https://www.thehotline.org/help/deaf-services/abuse-in-the-deaf-community/
Henao, L. A. (2018, September 07). Argentina: Raids at school for deaf in clerical abuse
probe. Retrieved February 2, 2019, from
https://cruxnow.com/church-in-the-americas/2018/09/07/argentina-raids-at-school-for-de
af-in-clerical-abuse-probe/
Chua, A. (2016, December 10). The Big Read: Technology helps break down barriers
for workers with disabilities. Retrieved from
https://www.todayonline.com/singapore/big-read-technology-helps-break-down-barriersworkers-disabilities
Scale of Our Impact. (n.d.). Retrieved February 2, 2019, from
https://www.touch.org.sg/see-our-impact/our-impact-overview
Li, J., & Zhao, Y. (2012). Radio environment map-based cognitive Doppler spread
compensation algorithms for high-speed rail broadband mobile communications.
EURASIP Journal on Wireless Communications and Networking,2012(1).

doi:10.1186/1687-1499-2012-263
Steam Wagon. (1850). Scientific American,5( 32), 252-252.
doi:10.1038/scientificamerican04271850-252f
Hannafin, J. A., & Schelkun, P. H. (1996). Home Exercises for Tennis and Golfers
Elbow. The Physician and Sportsmedicine,24( 10), 26x-26x.
doi:10.1080/00913847.1996.11948029
The FSD Winning Team | AMZ Racing of ETH Zurich with Racing Car Gotthard
driverless. (2018). ATZextra Worldwide,23( S1), 60-61. doi:10.1007/s40111-018-0020-5
Tetior, L., & Tarasov, A. (2016). Automatic Main Mine Fan Control Systems. Ugol’,( 09),
32-34. doi:10.18796/0041-5790-2016-9-32-34
Clarissa Coda Dos Santos Cavalcanti Marques. (n.d.). Animação 3D Em Tempo Real
Com Análises Harmônicas E Modal. doi:10.17771/pucrio.acad.21844
Zainol, F. A., Daud, W. N., Arumugam, N., & Ibrahim, N. A. (2014). AMZ Industries:
Managing family business, whatâs next? International Journal of Academic Research in
Business and Social Sciences,4( 8). doi:10.6007/ijarbss/v4-i8/1073
Amz, T. (2014). Dismantling The Stereotypes Of Islam, Arab, And Muslim Women In
The Visual And Print Media Of The Western World. Jurnal Kajian Komunikasi,2( 2), 148.
doi:10.24198/jkk.v2i2.7381

