Telling Stories writh the Sense
of Touch, Designing Newu Toys
to Bring Uisually Impaired
Children Together

EHERIEE (Jane ) WIEE » BAMARBNEERFESNmES
INEEEEXRJaniess 7 —H{ESEEIZRT-Shirt » ARZREEME

SEINL o SEBKRAEIEISIENE 0 BA THEIL MJanieiBRE AR
Tk B FHEREERRAME - 2017 FATRERERE Y

FTAnimomo; ——E8E2REER It R EREXNITAEESR
MBS ¢ TEHSEEStD TR, (SRS RBREEEl) o
1605 » BPILERFBIZEIES o |

HtoRJane BXEEREEENIIE MEX, - BEEEANMoNMo
TEATR IS G SBAERRAVERE M EERITERNEE - MBS/ RS
REE  —BEHZR  HAEEECARRRETENBARONIA - |

When | stepped into Janie’s studio, the first thing | saw
was a cat curled up in a chair, sound asleep. That,
together with the cat print t—shirt that Janie was wearing,
told me that she is a cat lover without gquestion. Cats
Nnaturaly adopt a laid-back attitude; Nno wonder cat lover
Janie speaks softly and always wears a gentle smile.

In 2017, she created “Animomo’, a toy set that includes
children’s picture books, dols, and a mMmobile application

for visualy impaired chidren. She told me, “We dont do

anything special to market it. We just wing it”

Despite her constant self-mockery albout winging the
post—production work, the experience she gained with
visualy impaired children thanks to “Animomo” seems
iNnvaluable: it inspired her to reflect on the value of toys.
She commented, “Toys are very important to chidren.
They always are. | hope to design toys that make

Kids happy’
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Limited Choices of Toys for Visually
Impaired Children

Janie studied product design and spent two
years in university focusing on the toy design
field. In her third year, she worked for a company
that designs watches for the visually impaired.
The experience introduced her to products
designed for the visually impaired; since then,
she has been thinking of ways to use her
profession to help the visually impaired. “| was
curious about toys for visually impaired kids. Are
there enough varieties?” Janie tried to find the

answers through her graduation project.

Before starting the project of “Animomo”, Janie
went to the Ebenezer School & Home for the
Visually Impaired to conduct some research.
She interviewed students from the third to sixth
grades. She was surprised to learn that not only
did they have limited choices of toys, but most
of them also played alone. “Kids with Amblyopia
could play computer games, while those with
even weaker eyesight could play with physical
toys. However, they seldom play together
because group games could be challenging for

visually impaired kids."”

Touch and Sound Effects Spark Imagination
and Interaction Between Children

The core of social innovation work lies in
identifying problems faced by a community
through observations and interviews, and
searching for adequate solutions. Janie

recognised the problems faced by visually

impaired children at school and endeavoured
to create "Animomo”. The stories of four animal
characters are told in the mobile application in
audio and visual form, and with the help of dolls
and picture books, visually impaired children can

play and interact with each other.

Although visually impaired children have a limited
field of vision, their imagination and ability to
express themselves are limitless. Janie explained
that she chose a giraffe, a hedgehog, a penguin
and an elephant as the main characters because
of their unique shapes, which improves the tactile
experience. Janie pointed out, “Some kids
thought the hedgehog was a durian. When the
children are playing with these toys, it stimulates
their imagination and intrigues them into asking
more questions. With the guidance of teachers,
children will surely have more interactions among
themselves.” While working with educational
institutions, through teachers’ feedback, Janie
discovered that “Animomo” helped improve the
students’ story-telling techniques as well. Janie
added, "It surprised me. We do the voiceover
for the stories and include some open-ended
questions, which makes it perfect for children to

enjoy the experience with their parents.”
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What the Visually Impaired Children
Taught Me

It took Janie's team more than a year to design,
produce and launch the product. She recalled
that besides the coordination, the most
challenging part of the process was designing
the application. She said, “The application
we have now is storytelling-oriented, but the
original idea was to make it an interactive game.
However, the cost was too high so we had to give
up that idea.” While the finished product might
not be what she had imagined, Janie has learned
a lot from the exchange of ideas and opinions
with the visually impaired children she knew and
her visually impaired friends. She noted, “While
drafting the design of the hedgehog, we wanted
it to be visually impaired, but the children and my
friends thought it was unnecessary. | then realised
how often we regard the visually impaired as
people who need to be taken care of. But for
them, they feel that they have the same problems
that people with normal vision have, so there's no

need to emphasize their visual impairment.”

A Fun Toy is a Good Toy

“Animomo” received the Good Seed sponsorship
in 2018 and the project has since been completed.
Janie said that Good Seed had allowed her to
meet people from different sectors, broadening
her understanding of the community and her
imagination towards social innovation. She
added, “Good Seed also organises workshops
where you can learn something you are not very

good at.”

When talking about the development of
“Animomo”, she joked about how her team
wings the marketing. “As there is no dedicated
marketing team, we've never had specific plans
on how to promote or sell the product. We do

whatever comes to our mind.”

Regardless of the leisurely-paced development
of “Animomo”, Janie has a clear vision of the
project. “My aspiration is to keep working on toy
design.” Janie believes that toys are essential
to a child's development. She recalled how
her mother would let her play with educational
toys, such as building blocks, to stimulate her
creativity. She has strong faith that toys can help

unlock children’s potential.

7 dhink the mest
impoertant dhing is te
have fuR., Toys heed

to e fun te engage
chileren. | guess this is
the true value of toys.”



