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ABSTRACT
Project Hermes is an integrated and user-friendly online learning package which aims to
teach the elderly how to use online shopping platforms like Lazada, Grabfood and how
to avoid scams. It offers step-by-step videos that were uploaded to Youtube showing
how to purchase items on both platforms. In addition, there were clear and concise
training slides for all aspects of this training package. It also contained a Scratch App
which was similar to the layout of the shopping platforms with questions, allowing the
elderly to practise how to shop online. Furthermore, it consisted of a website which
collated all the above resources to be made available to everyone.

1. INTRODUCTION
1.1 Rationale
In the ever-changing world, technology has become a quintessential part of our lives.
Technology has especially helped us better cope with these harsh times. However, a
large percentage of elderly were unable to utilize technology and we found this
worrying. However, there was no clear course of action to address these problems, and
there was not a place where all the resources were collated. Furthermore, these
existing courses on how to shop online did not address the full process and only
scratched the surface. They did not cover refunds, navigating the user interface, reading
product information etc. They were also long and boring. Hence, we believed that our
training package would be unique and thus able to benefit the elderly as it was more
useful and concise.

1.2 Objectives
The objectives of Project Hermes were to educate the elderly on:
● How to shop safely on the online shopping platforms Lazada and Grabfood
● How to avoid scams
1.3 Target Audience
The target audience was elderly above the age of 65 with access to an electronic

device. They were not required to have a banking account as they could purchase items
from both platforms without one.
1.4 Resources
The resources created for this project were:
● 2 step-by-step videos
● 3 sets of training slides for shopping on Lazada, Grabfood and how to avoid
scams in both English and Chinese
● A Virtual APP acting as a simulation for users to practice online shopping after
viewing the above resources
● A website which collated all of our resources

Components of the finished resource package.
(From above to below: Training slides, Website, Videos, Virtual APP)
2. REVIEW
There were many guides online which taught online shopping, but most of them were
very long and tended to beat around the bush. The information in the websites were
usually all over the place, and we were unable to find any website which compiled all
the information for easy access. A guide on Get.com provided much information on
many websites for online shopping, but contained limited information on how to shop
online and make purchases. Most of the websites were also in English, and thus it
would be difficult for the older generation , to learn about online shopping from the
websites due to the language barrier. There was also an online course on LearnMyWay.
However, it only applied British Applications, and would be inapplicable to
Singaporeans. Additionally, it was 5 courses long, and would become boring for the

older generation.
3. METHODOLOGY
3.1 Needs Analysis
A needs analysis was conducted to prove the relevance of our project in the present
society. We created a questionnaire to find out the elderly’s position and opinions of
online shopping and scams. The 41 respondents, which were made up of elderly aged
65 and above, mostly indicated that they did not know how to shop online or avoid
scams, and faced many difficulties when shopping online. The feedback proved that this
project was feasible and would be beneficial to the elderly who were interested in online
technology. In addition, our family members and friends agreed that the project would
be useful to the current society given the COVID-19 situation, and gave more ideas on
what could be included in the resource package.
3.2 First Survey Results
Q1. I know how to shop online.

Q2. I am confident in avoiding scams.
1- Not confident, 5- Very confident

Q3. What difficulties do you face when shopping online?

Q4. Would you attend a course that will allow you to shop online safely?

Feedback from respondents.
3.3 Development of Resources
We started by looking through the online websites, Lazada and Grabfood, and taking
pictures of the ordering procedures. We then wrote the slides out in a large font (for
elderly to be able to see), with many arrows pointing towards important features and
buttons of different pages. There were also additional components for elderly who
wished to learn more. For videos, we went through a rundown of the process of
ordering using similar arrows and words in the slides. Finally, we have created a
simulation app on Scratch, allowing the elderly to test themselves of what they learnt.
3.4 Pilot Test, Second Survey Results
Due to COVID-19 measures, we were unable to find an area to administer face-to-face
pilot testing for elderly. However, we have created a website where all our resources
are located, and sent them out to the public for comments and reviews. A product demo
was conducted where the online platform was shown, and their views were sought as a
form of administration of the pilot test. We received 55 responses from the second
survey, and generally the result was positive, but they commented that the slides and
video can be improved to help different groups of elderly (eg: elderly who could only
understand and speak different languages/dialects). Results from respondents were

then incorporated into the fine-tuned website and resources.

The feedback received was mainly positive:

However, there were points where we felt we could improve on.The slides could be
translated to more different languages to cater to those speaking the various dialects.
Besides, the videos could have implemented music that was suitable for the age group.
Lastly, more sections could have been added into the simulator to test elderly on more
aspects of online shopping (i.e discounts, use of vouchers)

4. OUTCOMES & DISCUSSION
We have improved on our resources based on our results and comments received,
such as:
● Slides: more content, with slides in Chinese Language
● Videos: Added music, appeals to the elderly more
● Virtual APP: Added more sections to test on different aspects

The final outcome of our project was a free-of-charge, short and efficient, bilingual
training package, which was compatible with Singaporean APPs. Some creative
elements that we have incorporated into our project are: a simulation app that allows
users to practice online shopping, videos to make them better visualise concepts
covered, and the translation of our package into different languages.
In the end, our project consisted of 4 main components. Firstly, training slides which
allowed us to teach the users how to use the shopping platforms from the very basics
were created. They included simplistic, step-by-step procedures that were easy to
follow, as well as arrows and pictures to make it easy to understand, and more visually
appealing. Besides that, the slides covered extra content for the elderly’s additional
knowledge, such as commission fee and refund policies. We believed that it allowed
them to truly understand each and every function. Secondly, we produced Youtube
videos to further users’ understanding of how to use Lazada and Grabfood. Thirdly, we
also made a website where we collated all of our resources with neat categorisation on
the “Resources” page to make it more convenient for our users. The home page
provided some background information on our project, while the last page informed
participants about how to contact us should they have any queries. The website acted
as a follow up, so users could refer to it when needed. Finally, we made a game to test
the elderly on what we have taught them, by simulating the purchase of items, hence
consolidating all of the knowledge that had been presented to them in the training
package.
Here are some points that we could have improved on:
● Slides could be in more different languages (eg: Malay, Tamil)
● Videos could have implemented music that was suitable for the age group
● More sections could have been added into the simulator to test elderly on more
aspects of online shopping (i.e discounts, use of vouchers)
● Videos could have been narrated in the background

● Face-to-face sessions could have been conducted

5. CONCLUSION
Project Hermes had been an eye-opening, yet exhausting project to undertake as much
of our work had been disrupted by the COVID-19 pandemic.We met with many
challenges ranging in intensity, like being unable to organise physical meetups and
technological difficulties. It was also very difficult to communicate with group members
to get them to cooperate.However, throughout our journey, we picked up many
important 21st-century competencies, like adapting to evolving situations, organising
work neatly, and collaborating with others, preparing us for the ever-changing working
world. As the project concludes, we are satisfied by the group’s work but also exhausted
as we had put in much effort. The result was as envisioned, and we think that it was
successful.
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