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Problem to Address

u 90 to 95% of deaf children are born to hearing parents

u  Complex set of factors influence their decision to learn
American Sign Language (ASL)

u Time constraints

Confusing advice from experts

=

Social stigma of signing in public
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u Lack of adequate learning resources and support
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Proposed Solution ~  POPsign

1 A mobile ASL game design based on popular gat




Users & Requirements

u As broad a user base possible
u Adults in Age Range typical of parents

Motivation

o Make use of free time to :

o Have Fun
0 Learn ASL
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Early Design

Layout

u

Paper Prototype

u

Incorporate ASL elements

u

Determine Requirements
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Prototype Design & Evaluation
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u Rough Prototype
u Preliminary Evaluation
u Experts
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u Potential Users

u Potential Tasks
u Puzzle Mode
u Arcade Mode




Refine Design
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Paper Prototype 0V2

Vary Video Dimensions and placement
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Implementation

u

u

u

Frozen Bubble
Android Port

u Java/ C++

Eclipse IDE
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