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Interpretation of the design brief.

A ritual is some thing you do very intentionally.
You specifically take time out of your daily life,
maybe even use it to break out of your habits /
auto-pilot life and connect with it on a much
deeper and more meaningful way.

Music is a big part of people's life, dating back a
history of thousands of years. Its been used in
rituals celebrations and group gatherings to
invoke emotions as well as community.

People of today listening, choosing, and
discovering music actively or passively, whether it
be through physical or digital mediums. And it

does not have the same interactive experience as
it has had.
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Brainstorming

"We first conducted a brainstorming
session to generate a broad pool of ideas,
from which we shortlisted the top 5 most
promising concepts, and ultimately voted
on music as our core direction."

31 AUGUST
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Deconstructing the Music-Listening

Gesture Sequence

Listening to
music

o « o Discovering
MUSIC Activities music

Recommend
ing musics

Making
music

Interpreting
music

Choosing
music

Crit music

Summarize
your taste?
(spotify
wrap)

Learning
music

Listening to
music

Discovering
music

Active

musics through physical tools (CDs, Vinyl, Radio stations)
musics through platforms (sportify, apple music, ...)

musics through live performance

Passive
musics through short form content
musics through other people's

musics through places like station, malls, stores, restaurant,
theme parks for specific commercial purposes

31 AUGUST
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Individual Discovery & Voting

Each team member explored benchmark systems and inspiration cases to translate

the abstract concept of "Ritual”

Kim Qanh's

Discovery Ph...
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to concrete interaction mechanisms.
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Target users and Context

Music as a Ritual Our Main Target Audience
When looking at music as a ritual, we want to focus on a younger music- . Young adults aged 18-24
listening audience, mainly digital natives. They have grown up with streaming + Primarily Gen Z
platforms and instant access to almost any song, so they have not really . Grew up in a predominantly digital
experienced the older rituals of buying, ripping, collecting, and sharing music. environment

| | » Have a strong interest in music and
We want to support people who want to be more intentional about how want to engage with it more deeply
they select, collect, and discover music. - Are interested in transitioning towards

a more human, personal, and
tactile music experience

4 - A
Listen to enjoy / admire selecting music [ collect Younger
ﬁ music [ discovering Digital age group
ﬂ started in the cha |'||t_:1%e?é
(® o~ u #. »
Kim Oanh Joline Fris} &@' Joline Frisk &&



Plan for Data Collection

Biecovery Phass Meitious "We discussed a wide range of research methodologies 01. Interviews and Focus Group
Y. CortaRtuarIiaily and initially considered Research through Design (RtD) as
2. Task Analysis a comprehensive and in-depth approach. However, based Either individual or as a Focus group.
e i on feedback received during a tutorial, we learned that We intend to ask more follow-up question after
5, Interviews and Focus Group. e RtD is typically used for design research and usually the love/breakup letters.
6. Vignettes requires a long timeframe to complete, making it less
£ E::;?Lﬁ;‘;is suitable for our course constraints. Therefore, we decided Aftercading, Ihwe find appropiigte (Shared;
9. Literature Review to adopt user interviews, Competitive Market Analysis and highly contrast opinion), we will go it in individual
10, Product Haview Literature Review to gather data, as our primary goal is to or grop.
11. Competitor / Market &g

capture users' authentic lived experiences." 673 [iterarars redtaw

Other Methods (Universal Methods of Design)
1. Business Origami

. Competitive Testing

Concept Mapping Find out what closed-library music player

Critical Incident Technique solutions are out there. What works and what

Customer Experience Audit d t

Evidence-based Design R

Eye Tracking

. KJ Technique

. Kano Analysis

10. The Love Letter & The Breakup Letter ‘ ‘

11. Participatory Action Research (PAR)

12. Research Through Design dg

13. Secondary Research

14. Semantic Differential

15. Site Search Analytics

16. Stakeholder Maps

17. Territory Maps

18. Triading

02. Competitor / Market
Academic research
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|05 Sep 2026 - Interview: Goals & Questions (W & O)

Goals __ - =

Semistructured  Goals

Interview Questiors & Structurs ~ el

‘I ) ‘I * 'I' ¢ Primary: Questions Drafting o ~ =
b I n e I ' I e ' . s |dentify the challenges 3:5:::‘? R " : .,- : A
about their current music e ——— e
ritual =T EEEEE o
MEMBER OANH WENYU e e — o

Kim Oanh o ST et e e

opEE okt o R S e — il
L v x e
ST sy ey i o o == — =
Bl By L —aE R e e L et
— e R PIF R —
PR e gl I e =iem L
B g T e B — ——
- e = e Ermea —
P TR e e § e R — -
hmacmsi o o e . L LU T
— -
B - -

----- as et 1=

e e e e A e - P

Secondary: Secondary: NS — -

Understand the current Understand the current e e i
methods of music ways of discovering new T T ST 3
listening of young adults music and new artists _ SN T _

Kim Qanh Kim Oanh et e e R

L) Ay e

Secondary: S

We aligned on the main purpose of the Introduce music s a ritual =
interviews and drafted key questions. R emn N ool v— -

connection between e o —
users and music as a ritual St

[T ———————

To select suitable participants, we used a i) S

Kim Oanh b i e A W

screening questionnaire, after which Wenyu e T B

e T B )

e e

and Oanh will conduct 5 interviews in total. = jre—

I & & @& & 8 @ @ & & % B ¥ 8 F 8 B 0 B B B @ B8R & 8 8 5 & & @0 a & @ & @8 & & @ &8 @ & 8 O 0 & F 8 & @ 0



Interview Questions
& Structure

Introduction

Hi, thank you for joining us today. My name is [...], and | am a member of a group
of four students from KTH Royal Institute of Technology in Sweden.

We're interested in understanding people's everyday relationship with music:
how you listen to it, discover new music, and what makes a music experience
meaningful or enjoyable.

There are no right or wrong answers. We're mainly interested in your honest
personal experiences and opinions.

This interview will take around 45 minutes. The session will be recorded and
transcribed strictly for research purposes within our course. All the data will
only be accessible to the people working on this research project. Before we
begin, I'll need you to review and sign our consent form to confirm that you
agree to participate and are comfortable with the audio recording.

Do you have any questions before we get started?

Demographics

Could you briefly introduce yourself?
1. your age

2. nationality

3. current occupation or field of study

Current Music Listening Habits

Typical day

Can you walk me through a typical day of listening to music? Where, when, and
on what devices do you usually listen to music?

Platform / format
What platforms or formats do you rely on most for listening to music, and why?

like Spotify. Apple Music. YouTube. vinyl, CD. radio etc.,

Music Discovery

Discovering music

How do you usually discover new music or artists these days?

Algorithm vs. intentional discovery

How much do algorithms or recommendations influence what you listen to?

Choice

Do you feel having a lot of music choose from makes it harder or easier for
you?

7 min

Follow-ups:
e What are you usually doing at the
same time?
e Do you usually listen alone or with
other people?
e Do you use headphones, speakers, or
something else?

Follow-up:

What do you like and dislike about the
way you currently listen to music?

6 min

Follow-ups:

Do you usually discover music through
friends, social media, algorithms,
playlists, artists themselves, or
something else?

Follow-ups:

e Do you usually actively search for
something, or do you often just listen
to whatever is recommended?

e Do you think algorithms have changed
the way you discover music?

Follow-up:
Can you give me an example?



Music as a Ritual & Emotional Connection

Special experience

Tell me about a time when listening to music felt particularly special or
meaningful to you?

Ritual

Do you have any specific routines or rituals around listening to music?

What makes it a ritual to you?

for example:

listening to a particular alboum while cooking, listening to music before going to

bed, putting on headphones before going for a walk, listening to vinyl on
weekends, etc.

Free choice scenario

Imagine that you could use both physical records and digital music completely
for free.

Which one would you be more likely to choose? Why?

Ritual comparison

Which way of listening feels more ritualistic to you: physical or digital? Why?

10 min

Follow-up:
What made that experience different

from ordinary listening?

Let theuser? ™
to explain.

Follow-ups:

Why do y
How did 1
Would it 1
these ste

Follow-up:

What mal
What wol
other one
Would yo
on the sit

Follow-up:

What exactly

You may rec

physical i
preparati
slowing ¢
attention
anticipati
ownershi
collecting

D

10

1

12

13

Challenges & Friction

Current frustrations

Is there anything frustrating about the way you listen to or discover music
right now?

One thing to change
If you could change one thing about your current music-listening experience,
what would it be?

Design Opportunity

Intentional digital music
If a music experience was designed for to be more intentional

what would it need to do?
or how should it make you feel?

Ritual without inconvenience
How much extra time or effort would you be willing to spend to make listening
to music feel more meaningful?

6 min

It is appropriate to give examples:

For example, too many choices,
algorithmic recommendations,
distractions, or always having access to
everything.

But it is best to give examples after the
user has responded

5 min

Let the user think for themselves.

If the user doesn't have any ideas,
provide some examples:

For example, more physical interaction,
slower discovery, curated choices, less
algorithmic recommendation, or creating
a dedicated moment for listening.

Follow-up:
At what point would it become too
inconvenient?
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Imagine that you could use both
physical records and digital music Which way of listening feels more
completely for free. ritualistic to you: physical or digital?

Challenges & Inventions
Which one would you be more likely Whry?
tochoose? Why?

e s

We designhed dedicated slides for the
interview questions to provide a clear

structure for both the interviewer and ﬁoﬁ?p”grﬁg?gaﬁ%%” o
interviewee. These slides create a natural Kkt b et Wi

rhythm and intentional pauses throughout L that e haverittaked abou

the conversation, giving participants time to PRaRian s R importsn?

prepare for each phase of the interview.




Interview Raw Data 1

MEMBER WENYU 9 Step 2026 Interview... 15 Step 2026 Insights
| Liu Hanyu (H... |

| interviewed three participants with diverse backgrounds in music:

one was a passionate music lover who listens daily and streams full

albums from start to finish, while another had a background in choir

singing and played musical instruments.

| conducted these as semi-structured interviews, adjusting my

qguestions in real time based on their responses. To get deeper

insights, | sometimes allowed participants to freely expand on their =
thoughts. However, if the discussion drifted off-topic or became less

relevant, | stepped in to bring them back on track. Overall, | feel |

collected rich raw data, and talking directly with these users gave me

much more confidence in our project's direction.”" (Wenyu)



Interview Insights 1

MEMBER  WENYU

...........

"| carefully reviewed the interview transcripts, highlighted key user insights, and
eventually synthesized them into four 'How Might We' (HMW) statements.” (Wenyu)

.....

......

----------

Ritual
How might we create a ritual
around everyday music
listening?

Memory
How might we turn music
listening into a way of creating
and revisiting memories?

......

.............

SR I PRSI PRIl CENRIRSUEPILTOSSILEE RSSO S R

Discovery
How might we help people
discover music beyond

algorithms?
Context

How might we connect music
with people's environment and
activities?
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08 Sep 2026 - Interview Raw Data

= 8- B

Interview Raw Data 2 o

MEMBER  OANH

09 Sep 2026 - Interview Cleaned Up & Coded | 7
B .

Tru: syer runy A i

| interviewed two of the five participants, recorded

their responses using Zoom transcription, and

manually reviewed the transcripts to verify their

accuracy. After organizing the text by participant

and interview question, | began highlighting

relevant excerpts and assigning codes to capture RAW INTERVIEW DATA
meaningful concepts and patterns.

This was my first experience with manual coding. Although | had previously
synthesized interview data using the thematic grouping tools in Dovetail and

Maze, | wanted to explore the process more deeply and understand how insights
emerge from the data itself.

| found that these tools can be efficient for business-oriented research, where

speed and actionable outcomes are often priorities. However, | wondered whether

this efficiency might limit the exploration of diverse perspectives, nuanced TR
interpretations, and emerging sub-themes during the discovery phase.

et g
Err———

9 SEP



Codes

MEMBER = OANH

By working through the process manually, | aimed to
develop a more grounded understanding of
qualitative data analysis, from identifying
meaningful excerpts to interpreting and connecting
patterns across participants.

Beyond learning the mechanics of coding, | wanted
to reflect on how the process shapes the insights we
uncover, and how a more deliberate approach could
reveal deeper or less obvious dimensions of user
experiences.

10 SEP
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Togks: Winsd headphones -P1-

Tools: PC =P

Fofimat: going toa live performance
feals different -P1-

Format: live perfarmance: part of
the ritual is the effort required from
the audience [dress up, show up,
make time, show respect) -F1-

Format: subcrptians sre pald for 4
recording, while operas requires
technical skill, rehezrsal, watching
paople craate semething in front of
you, In real time. <P1-

Format: singers make mistakes snd
five-performances feel more forgiving
and more human -F1-

huszic source: short-farm content <P1-

Toatks: Speakers <P-

Format: exclusively digitsl tracks
nowadays =P1-

Platiarm; Youtube oves Sppde Music or

Discovery: contribution from community
[customized playdist) -P1-

DEgoavery: few creator on Youtube =Pl

Plathorme Youtube has the freedom as

rEvEnUe mods] 12 dimerant <P

Platform: community (K-popJ-pop) to
oad music fresly
anly 1o tha arlgined artlsis rlease kg

Spotity or Apple Musie Pl

Concem: gen-Al musie poliuted the scane amnd
ke 1 hiard tofing genulne rshe -P-

il an social

a I ghort-form costent =P1

shared content -F1-

Discoveryr new artists can engage
directly with audiancas -P1-

cAmple an arts {
search them up or listen to whaole S0nNgs -Pt-

:'i‘LEI.',I'LIE!'"_.' used to hawe to transcribe

melodies and ask a friend or Beddit -P1-

Algorthm: wsers influenced a lot by

Algorithms -P1-

ad 1o bigger

advertisament) P1-

Eﬂk-ﬂ.ﬁﬂhdﬁg-l‘hm events {opera, ballet,
orchestra) is performative -B2-

Platform: use Spotify -P2

Discovery: guite easy
someiima overwhelming

[HECOVERT, MW MLUSIE

thraugh Spotify

o other's) <P2-..,

Discoveny; new music
through Youtube

playlists - 02~

Format: live experience - can hear
the music in person and be part of a
community of fans -P2-

Music source: P2 fike the exposure 1o other
genres [classical music). Compared Europe
{Hungary} to Vietnam: more opportunity for
‘an apera, 2n orchestra performance, or a
Dailet; Tickets are accessible -P2-

Ermotion: attend concerts alone
but don't feed that way (part of
-aomething karger, dissolve to the
crowd and share the experience)
P2

Format: live experience - oan buy
signed merchandise. It has the
visuals, the atmosphere, and the
gocial aspect -P2-

Format: live experionce - is a ritual
because it doss not happen
evaryday -P2-

Time: mugslc while commute -F2-

Tlm: muse swhiba cooking |

daring chaores -P2-

Format: live exparience - is a ritual

‘because it does not happen
everyday -P2-

Plattarm: mainly rely an Spaotify and

YouTube -P2-

Music scurce: thelr ritual; look for and attend
concerts, operas, orchestras, and other live

perfarmances -P2-

Format: mostly digital tracks -P2-

Piatfarm like Youtibe for visual
elamants that accompany the

music - F2-

Format: used to have lots of CD=

but due to constant refocation,
they try to have fewer physical
possesions - P2-

Emotion: with physical
Emem_ntlm, they can dedicating
my attention and energy to the

experience, focus on the mament

-p2-

Format/Preference: love playing
the GO while browsing the lirics
baokietphoto books/well-
dasigned merchandized, The
wisual elements make the
experience much more vivid -P2-

Emotion: with physical
interaction, there's a connection
1o the place, the people, the
energy, and the environment -P2-

Format: The visual elements:

Alzorithm: paid by major companies [ big portrait the concept | mood af the.

labals that promole Theasr anists -F1- miusie -P2-
o o 0 o

Concam | Discowery: sugnestod songs anm

Formal: See Bstenlng to CDs that
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Discowery & chalce

MEMBER  OANH

Discovery & education
Caontextual discovery

Spcial discovery

nuances within the data.
B 1. Setup

2. Format & Platform
3. Emotion

4. Experience

5. Purpose

6. Discovery

/. Algorithm

8. Choice

Choice manapament

s 9. Ritual

1 0. Social Connection

Rituad & collecting

Riituial & value

Ritual & antlcipation

Rituad & fricton

Ritual & compaibmeent

Code Organization

| organized the codes into 10 main groups, each containing
sub-groups to capture more specific concepts and

10 SEP



11 SEP SEMI-STRUCTURED 1:1 INTERVIEWS

Interview Insights 2

MEMBER  OANH

FORMAT & PLATFORM

Choosing digital does not
mean rejecting physical
experiences.

Digital music is valued for
its convenience and control,
while physical and live
formats are valued for the
deeper sense of presence,
connection, and meaning
they can create.

EMOTION

Music becomes personally
meaningful when people
connect it to their own
experiences, creating
emotional value that can
persist over time.

RITUAL

Ritual emerges when
listening involves deliberate
actions, preparation, time,
and attention.

When an experience
requires effort, the friction
can encourage deeper
engagement and make the
experience feel more
special.

ALGORITHM & CHOICES

Recommendation systems
significantly influence what
music becomes visible and
what users end up listening
to.

However, having more
choices does not always
create more value; listeners
often benefit from reducing
or structuring their choices
to make listening easier.



--------------------------------------------------------------------------------------------------------------------------------------------------------

Competitive Analysis

MEMBER  JOLINE

There where two parts to the competitive analysis one for the layout
and structuring of streaming and music stores that exist today

The other part was looking at feedback for these platforms and
physical listening devices.

Soundcloud

Questions used for the first part of the analysis:
» How is music presented for discovery?
- What drives the recommendations?
- What drives the recommendations?
* How much control does the user have?
- What can you do after discovering something?
- What seems distinctive about this platform's approach to
discovery?
« What seems weak or missing?
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From these questions the structures of Spotify and YouTube music Youtube Music
were close in the sense that they relied heavily on algorithms and

passive discovery

Soundcloud is a mix of algorithms and community and lastly
Bandcamp that you actively need to find music as it is no
recommendation system based on the things you like, however,
Bandcamp is more of a marketplace platform than a streaming service


https://bandcamp.com/
https://spotify.com
https://soundcloud.com/
https://music.youtube.com/
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C om pe'ﬁﬁve An @ IYSi Q  Physical Devices

MEMBER  JOLINE

The physical players we focused on where
the portable ones in the aspect of being the
other option to phones, and, it showed
positive experiences as well as some issues
with using these devices.

The main takeaway is that the user liked
having a separated device for music so that
they could listen to music without being
distracted.

However, there were also complains about
the usability and overall performance. And
also that some users experiences technical
Issues with the devices.

Overall, shows that there is an appreciation
of having a separate device for music, but
that the reliability is important for it to be a
alternative for a phone
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C om pelﬁﬁve An @ IYSi S  Disital Platforms

JOLINE

The reviews for the platforms was both
negative and positive when it came to
discovering and listening to music. YouTube
music and Soundcloud had the possibility to
find remixed versions of their favorite artists
as well as finding lesser known artists that
weren't available on other platforms. Spotify
got positive reviews for the
recommendations and how they aligned
with the users music interest.

However, there where issues that the users
complain about when it came to Spotify and
YouTube music was that there wasn't any
true shuffle, that songs were played
repeatedly, as well as songs that they didn’t
want to listen to, with no choice to opt out of
those types of songs.

The information we gathered from these
reviews Is that users like having access to
large quantities of music and multiple ways
of discovering music but that they
appreciate having control over what they
listen to and what type of music iIs presented
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Literature Review

MEMBER MATT

To start with the literature review, | first explored what search- | then also came up with a list of search queries that have then been

engines to use, and | found the following to be the most fitting: used in each of the search-engines:
- ("music discovery" OR "music exploration” OR "music search”) AND (streaming OR digital OR
online)

Google Scholar _ _ + (‘'music recommendation system™" OR "music recommender system™' OR "music
+ Used to cast a wide net and see what is out there recommendation algorithm™"') AND (discovery OR exploration OR preference* OR behaviour
» Music Information Retrieval OR behavior)

+ ("music recommendation™ OR "algorithmic recommendation™') AND (acceptance OR
reception OR perception OR trust OR satisfaction OR relevance OR "user experience’)

ACM - (Spotify OR "music streaming platform™) AND ("algorithmic recommendation™ OR

Good for HCI based papers and articles 'personalized recommendation™ OR "recommender system™') AND (discovery OR diversity OR

autonomy OR preference”

+ ("collaborative playlist*" OR "shared playlist*™ OR "social playlist™"') AND (collaboration OR
interaction OR sharing OR communication)

+ ("social music" OR "social music listening" OR "music sharing") AND (community OR interaction
OR relationship* OR identity OR participation)

+ (music OR listening OR playlist®) AND ("social interaction” OR "shared experience™' OR "social
bonding” OR "interpersonal communication”)

+ {music OR playlist®) AND ("self-expression” OR "personal expression" OR "self-presentation” OR
"musical identity")

- ("music taste" OR "musical preference™") AND (identity OR "self-presentation” OR belonging
OR "impression management”) AND (sharing OR playlist* OR streaming)

+ ("tangible music interaction” OR "tangible user interface™ OR "physical music interface™ OR
"tangible interaction”) AND (music OR audio OR listening)

Good for music specific topics



https://scholar.google.com
https://transactions.ismir.net
https://dl.acm.org/
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Literature Review

MATT

The papers that were found to be of
interest then got organized and
annotated in Zotero, and then put into
the following matrix

The general findings there gave us key
insights we then could use to inform the
questions for our interviews later.

Source

Cole (2325}, & zong for each moment Identifying
Fatmping riodes o reflexiye procices in music
straaning

Lag. Pricchard & Hubblas (M%), Can \We Listar 1o
I Together ! Faciors Infusncing Fecepton of Music
Racommendationsg ard Pes-Racommendation
Eahaviar

Park et al. |2024), Colaborative Playlsts sround
Eqe World: & Cross-Cullural User Study

panizsan & Rracs (20148], Tencepiualzing curation
i1 e age of sbundance: The case of recardad
Frvdgie

Porcana, Castillo & Gémar (2021), Diversity oy
De=ign in Music Bacommender Syskams

Freaman, Glhbs & Nansan {2072, 'Den't mess
with my algorithm': Exploring the relatansnip
bislmaen lisleners and aulormaled curesan snd
racemmendation ¢n MUslc streaming senscas

Siles et al. (2i20), Fo'k theories of algarithmic
raterunendations an Sgatily

Eness, Schedl & Gate (2020), Intalligent Usar
Birarfaces Tar Music DHeccvery

Siles, Valerio-Alfarm & Arriggads (2024), "Music s
gt Right Thare an Gacial Medial™: Discaveriig,
Exploring, =nd Incosporating Songs Acnass
Bladfomms

Adaneg & Kerson (2005, MusicCube: Makag
Digltal Musls Tangible

Burnell el al, (200151 Physicdl Playfial: Bring:ng
Back the Mix-Tapa

Parcana @t al. §2024), Surfacing Problemasic
RBecommencer System Behaviors &ffecting Muzic
Discoverabilitg & Thins=fkiad Prodoust

Whtabaise (20231, "Taking a chanca on & rasard’;

Lact vinyl consumptan practices intha aga af
fMasic sreaming

Giilee Frarrzykawcki & Cark [2007], The
paychctagical meanirg at pRrscnal moarms
oallections and the impact of chang'ng
tedknolegical femmg

Garca-Gathright at al, (20001, Unaderstanging ard
Evaluating User Satisfaction with Music Discavary

Lee & Prica (20150 Urdesiarding Lisars of
Cammercial Music Scrvices Through Borsonas:
D=0 Imiptications

Context

cveryday Spotify liztening: 20 Spatify Premium
dsers, ofes 21-65: primanly Noreay. wilh seirs
Casta Alca

Human ard algasthmic music racommendezons:
218 respundents. mean age 28; 95% used
slreaming services

Callzborative soreaming pleylists in Hong Komg,
Soath Karea, Guebec ard JS: 262 participants
tatal; Lsers are: noR-uUsars

Music curation n Syweden: record shops, miLsic
wiriars, radio Dis_ lsbels aqd recommender
ARTERS

Music reammendes systam research, fooused an
divarsity ard veluss in recommendation

Aetvie users of Spatifydathar streaming servces, 15

perbcpanis

Spotify users in Uosta Kica

20 yamrs of HOWMIB work. on music browsing gnd
digconery Interfadan

FHuele ¢ meowery scross TikTokisoc sl media and
streaming: 25 Casta A<an participanta

Tang Ble interactisn w it MPS callections: 17
wnivera Ty stidlantsisoaft, ages J0-45 mean 23,8

Aimaginiog digitel praylsia as plwsival. sharnsalsls
abdects

20 Italian digital-nativa listeners, ages 15-2%, mean
235

14 active wingl consuemars bearging Fo Tha LK
indip=pop scena

20 Britiak misle colleetors acrass phyeicalinigiral
fommats

Spotify-anyde parcanpized gadpeand: gqualititive
phase incleded 10 users aged 21-21

40 Lialwarsity af Washirgton stadants, all aver 18,
asing 10 differont music screices

Method

irtarviews: donated Spotife histardas;

Wab suvey Wikh cosed ard apan-ardad
uuesTmns; qualitetve responses coded

Cross-cdltural eeploramry surwey with
guantitetnee and gqualitalive meipores

20 mterviews: absarvatan of physical and
digitad spaces

Inmard=siplinany ovorvicwrevicw papor
rather t9am 8 dser skudy

Fart cinant absansatios;
Inferviews

30 nterviews:
4 Tosus pioups nvalving 22 cssis

Crwerviewireview article

Inte s
talls- L repsTs

Warking tangible precatype compared
paparimentally with an ifod;
task oerfarmance + think alasd + ratings

Fasearch-Uhrawgh-design NFCwnakiled
cusiomizable physcal playlistibracalet
ewaluation with 24 participants

Think-aloud Interviews waila partcipanis
parfarmed musc-ciscovary tasks

inmeriiaws LEng particpanTs chosan aibum
artwork as conbext and he'n

infaruin®e; g llﬂIJHI"J-T"lF_ic'll"_- Clal.} I:‘u'\_i:_

Saguantial rlged rmarhads: interyiess -=
survayibahaviaral analysis < unsupervised
Irarringistetstical modeling

InS|rviaws;
think alowed use sessions; chservaton;
card soting; developed 2even personas

Key finding

Igantifies three overlapping listening modes: atteative, emotioral lear-back, ard emotionat
lear-forward. People do nol simply accesl mcermimendeliong. they mflesyvely choose muss
accarding mo connext, amatiane aad geals, seitching batwean active and passive listening

Whether paoala act oo a racommendaticn depands 1ot onlyan tha music buk antiming.
Lrust. Familiarity ard delivery cooteat, Recommendstions fregaenty l=ad (o converseton,
Farthar enaring, enaraed listen'ng and relaticnship-he ding.

Collabarative pleyl sts are used far co-curstion, orgatizacian. discovery and social
conpeckion. but their use and perception very scross cullueal cormtekes

Whien muslc oecomas aburdart. curaton becomes increasingly waluszla. Curatian is
perfarmed by mary actars and. is shaped by physical a1d wrtual spaces: record shops ard
Purarn curalosd da samething gusstatively ditherent frerm menely gving ateess o mudsic,

Diversity cannos oe treated as a single technical metrec. Music recommiender systems
irfluence expaseme, taste and decisicn-meking. 2o diversity =hould be considersd by design
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Discovery
Insight Sharing

After completing the three Dicovery methods,
Competitive/Market Research, Literature Review, and
User Interviews, each team member synthesized their
findings into a personal Affinity Diagram to identify key
insights within their respective research areas.

15 SEP

We gathered to share insights from our individual
findings, before creating a shared Affinity Map for our
whole project and define better what our focus will be.




A" n ity SRSy R == ML Setemosr 2026 - Affnity Dizgram
Insights

01. One music solution does not 02. Physical limitations and 03. People wants control over their 04. Music is meaningful when it
(] have to balance between frictions makes people value choice and the amount of has a personal connection to
convenience and ritualistic the experience more. songs/music, depend on the memory and the art that
I ractice; organic exploration and state of mind comes with it.
I a a m P = 9 i 3 Effort make people value the
algorithmic recommendation.
output more.

We then broug ht these individual 2ND LEVEL 2nd Level ST, SO e -

. . et R e e 1,::,_",, =
diagrams together to create a collective — == . E
Affinity Diagram, grouping related =
findings, identifying connections across
methods, and naming broader themes. = ==

=
This collaborative process helped us - =
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Of the mUSIC domaln. recommendation) ;h;ﬂz:rﬁ:ﬁ;ﬁtﬁ:: nise personal relation ship to it ownership
cover-art, hyrics etc)
Il {19511 it it il it
Proper mechanics for COnly for music Categories rather than Simple/user frendly LI Pure shuffle J Muiti platform
phyrsical recordings [physical) CEnsaring.
That its only & device far That the company doesn't J If'a person decides to If it iz digital it shoukd be
o thing and no decide what is-on the shuffle a playlist it easy to change between
dizstractions platform but there should ghouldn't repeat the maost phone and web based as
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playing a song again
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01

One music solution does not
have to balance between

convenience and ritualistic
practice; organic exploration
and algorithmic
recommendation.

02

Physical limitations and
frictions makes people value
the experience more. Effort
make people value the
output more.

@3

People wants control over
their choice and the amount
of songs/music, depend on
the state of mind

04

Music is meaningful when it
has a personal connection to
memory and the art that
comes with it.



 Personas & Scenarios

Alice Ross

Age: 19
Occupation: Student
Status: Single

I want to have a better
way to connect with my
emotions and memories
using music. Apps on my
phone is convenient but it
does not seem like | own
anything on there.’

Goals:

« Wants to experience music in a
maore immersive way to connect |
to her memories and emotions

Problems: '

« Limited income :

 Limited space (dorm) =

» Far away from home

» Has to stay flexible due to ever =
changing schedule, study-load,
and living space

« Cannot afford for physical media

Behaviors:

« Listen Spotify for 5 years !
« Wants to explore music in a better
way but always falls back to the oes’
platform because it is easier. !
» Discovers music through !
Xiaohongshu, TikTok and Spotify ;
Music recommendations. i
« Open to different genres and |
rarely rejects unfamiliar music. '
e UUses music as a memory anchor.
Songs can become connected to
specific places, trips, and periods
of life.

Scenario

« During the week, Alice

occasionally think of her friends
and family back home and miss
the old days. While managing a
new life at school and in a new
town, she relies a lot on music to
regulate and feel less lonely.

In some moments, when a song is
truly special to one of her
memory, she needs a better way
to be present and experience it.

She wants to experience that
fully and immersively, with a
better connect to the art of music
and her emotions.

Due to limited income and dorm
space, she cannot own any
physical and is limited to her
phone and Spotify subscription. It
is convenient, but she is not
satisfied with it for a more

personal and tangible experience.

Part of it is because subscription
does not make it seem like she
own anything.

Alejandro Perez

Age: 23
Occupation: White-collar
Status: Single

‘I play music in the
background while
commute every day, but
I'm afraid that it is
becoming too passive and |
only listen to what the app
gives me.’

Goals:

« Wants to feel more in control over what
music he listens to instead of relying on the
algorithms all the time

Problems:

« Has a busy life and thus doesn’t have a lot of
time to listen to music besides on the
commute.

« He feels like he only listens to the same
couple of songs when using shuffle function
of streaming platforms

« Current technology doesn't give enough
agency and puts him into a bubble.

Behaviors:

« Commutes every day to work

» Mostly relies on recommendation systems of
streaming platform to find and listen to
music.

» Enjoys going to concerts.

Scenario

During the week, Alejandro
spends a lot of time indoors and
on screens at work. He also
doesn’t have a lot of time after
work, as he usually meets up with
friends and goes to the gym.

On a sunny Sunday afternoon, he
finally finds time to organize his
music library.

He wants to create different
playlists from all the songs he
saved over the past couple of
months. He wants the playlists to
be separated by different types of
music.

As he starts going through his
saved songs, he starts to realize
that most his songs are from the
same couple of artists and
genres. And as he tries to find
new music, not only the
recommendation system, but
even the search system seems to
be heavily influenced by his prior
listening behavior and
preferences. He doesn't see an
easy way out of this filter bubble.

Following the research synthesis & our main target users, we translated our findings into two
initial personas, Alice Ross and Alejandro Perez, to represent distinct needs, behaviors, and
challenges in young adults relationships with music. As an initial version, these personas and
scenarios provided a shared reference point for identifying design opportunities.

Initial version

Personas & Scenarios o s



POVs

Alice Ross

How might we...

01 Alice need a more affordable physical music media option
because she is a student and she has limited income.

02 Alice need a more portable and small volume music player
devices because she is living in dorm.

03 Alice need a better way to emotionally connect to her
emotions and past memories via music because she is far
from home.

01 ... design a more affordable physical music media option for
student who has limited income?

02 --. design a small music player devices for those who live in
limited living space?

03 .. a better way to emotionally connect to her emotions and
past memories via music, especially for student who is far
from home?

Alejandro wants to connect to music in a more meaningful way, because he

notices how music just slipped into the background over time as he just
listens to music on the commute since he started working.

Alejandro needs to find another way of listening to his playlist, because the

platform keeps playing the same songs out of it over and over again, even
though he uses the shuffle function.

Alejandro needs a new way of discovering new music, as the current
streaming platforms he uses have very nontransparent and uncontrollable
algorithms that keep him in his filter bubble and don't allow him to explore

... help young working adults for whom music slipped into the background of
everyday life to pull it back into a more meaningful and present experience /

... give users more agency about how they can listen to their digital music
collections (maybe even in a platform independent way)?

... design recommendation systems (algos) to be more controllable and

.... create new ways of exploring music, without falling into algorithmic

01
02
03
more brightly.
Alejandro Perez
How might we... 01
space again?
02
03
predictable?
o4
bubbles?
05

....make music exploration more easy without relying on any algorithms at ali?

Initial version

POVs & HMW:s

While Alice's questions initially leaned toward tangible
products, Alejandro's explored broader interactions with
music platforms and discovery systems. This gave us
different starting points for ideation, ranging from
physical music experiences to new ways of organizing,
discovering, and engaging with music.

At this stage, the POVs and HMWs served as an initial
translation of our research rather than a final definition
of the problem. Keeping the questions open-ended
would allow us to explore alternative approaches
without prematurely committing to a particular
product or feature.
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How might we design a service to strengthen the connection
between personal memories and certain music and make It
more ritualistic?

cannect to emation & memaories

meaningful and present experience

Haow might we create a ritual  How might we create a ritual
more agency were Lhe music is in the where the user has a sense

center and the control is in coennection ta the music and

the hands of the usar anhancing the experience

exploring music without algo

Fiafe R S

BN e A

P i il ls

sl AT e el

st IR 1A R
P

hll"’{'r

Refining HMW:s

'.r'\-"'l_l‘.l'lnl'l

- ) vl

- -"-' [
—alor we gl
il e

e .'Il|r|.}|l|:-'|-I i)

BB kel

§
Tl Al
¥ !':-'I"_I i "—.L-

N e
WL .'rf'

"."l"1" |

[ v H

4 I i

How might we...

help young adult music lovers build a
ritual to reconnect with the music they
already know?

How might we enable young adult music
lavers to ritualistically reconnect with
music: through memaones, control and
closed community?

Howe might we enable young adult music
lovers have mors agency with a
ritualistic practice

Howe might wee give young adult music
lowers more agency over how they
discoverfexperience/consumefexplare
musiz?

Howe might wee help young adult music
lowers bulld music rituals through
intentional music listening and collecting
practice’?

How might wa desion a multi sensory How might we design a ritual that
experience which enables the user to helps pecple recommend songs Lo
connect mora daaply and each other with all the connected
ritualistically 1o the music they meata-data (like what made you think
choose 1o listan to? of that person, why did you
recommend this song to her etc)

Experience can both be the physical as well as the
emational

Agency is bolh contral of the music but also the control of
the enviorment

Exploration is by discovering It vourself as well as
connecting and discovering through other peopls

After the peer critique workshop, we revisited our HMW questions to identify the directions that best aligned with our

research findings, user needs, and interests.

We refined the questions to focus on more relevant and actionable opportunities, removing ideas that exceeded our
project’'s scope or capabilities. This helped us narrow our focus while keeping the design space open for further

exploration.
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' DEFINED - Personas & Scenarios |
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Alice Ross

Age: 18

I want ta have a better
way to connect with my
emoticns and memaories
using music. Apps on my
phone is convenient but it
does not seam like | own
anything on there.

Further refinement of our HMW questions led us to revisit our personas, scenarios, and
POVSs to ensure they remained aligned with our evolving design direction. Initially, we
retained two personas with more refined needs, behaviors, and contexts. However,
following feedback from our supervisor, we reconsidered whether addressing both

Goals:

Wants to experience music in a more
immersive way to connect to her
memaries and emations

Scenario

« During the week, Alice
occasionally think of her friends
and family back home and miss
the old days. While managing a

a‘i‘# new life at school and in a new
. : town, she relies a lot on music to
Problems: regulate and feel less lonely.
« Struggle with stress of new
environment and study « In some moments, when a song is
| = truly special to one of her
« Has to stay flexible in her time 2 . memory, she needs a better way
allocation on a fking ritval dus to = to be present and experience it.
ever changing schedule
. « She wants to experience that
« Cannot afford a big collection of | fully and immersively, with a
physical media i-’uﬂ‘“f} better connection 1o her: -=sgtions
._T__-_,'?-'"‘ and the art of music . @l !

Behaviors:
+ Listen Spotify for 5 years

= Wants to explore music in a better
way but always falls back to tha
platform because it is easier.

« Uses music as a memory anchor.
Songs can become connected to
specific places, trips, and periods
of life.

personas would make our scope too broad.

o

= As astudent, sha cannot afford a

subscription. it is convenient, but
she is not satisfied with it for a
more personal and tangible
BXpeErience.

O

big collection of physical, limited
to her phone and Spotify

Alejandro Perez

Age: 24

| play music in the
background while
commute every day, but
I'm afraid that it is
becoming too passive and |
only listen to what the app
gives me.

Goals:

Wants to feel more in control over
what music he listans to instead of
averly relying on the algorithms.

Problems:

« Feels like he only listens to the
same couple of songs when using
shuffle function of streaming
platforms.

« Feels like current technology
doesn't give encugh agency and
puts him into a bubble

Behaviors:

« Often listen to music passively on
long commute everyday to work.

« Mostly relies on recommendation
systems of streaming platform to
find and listen to music.

» When he has time, he enjoys
going to live perfermances.

Refining Persona, Scenario, POV

Scenario

» During the week, Alejandro
spends a lot of time to commute
to wark. While traveling, he
passively put an music,

» On Sunday afternoon, Alejandro
finally has time to slow down and
spend time with music. He wants
Lo revisit the songs he has saved
and rediscover some of his
favorites.

= He wants an easier Wway to
regularly revisit his liked music
and turn it into a personally
currated experience

« Over time, he accumulates
hundreds of saved songs.
However, he rarely goes back to
them because his daily
recommendations and
personalized mixes constantly
introduce him to something new,
Songs he once enjoyed gradually
get buried in his library.

DEFINED - POV

Alice wants to experience music in a more
immersive way because music has become a tool
her to feel connected to her memories and
emotions. However, when a song carries speacial
emotional meaning, simply playing it through her
phone deesn't feel sufficient to fully experience it

Alejandro wants to connect with music in a mere
personal way because his everyday listening has
gradually become passive during commute.
Meanwhile, algorithm-driven recommendations
keep pushing more music toward him, making it
harder for him to intentionally return to and
reconnect with the music he already loves.

 DEFINED - HOW M1GH®

How might we help young
adult music lovers build a
ritual to reconnect with the
music they have already
saved digitally?

We ultimately consolidated our focus into one primary persona, bringing the project closer to
a specific user group and a clearer set of needs. This decision helped us avoid trying to solve
too many different problems at once and established a more coherent direction for the

subsequent design phase.
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Persona, Scenario,




POV

Remi wants to experience music in
a more immersive way, while being

Persona Goal: Scenario

want to reconnect with her memories and
emotions through a more immersive and
self-directed music listening experience Scene

During the week, Remi listens to music
Problems:

Remi Bach

Age: 21
Music Lover

“I have so much music saved
that means something to me,
but i rarely go back to it as music
starts to slip into the background

| want music to feel personal and
meaningful again”

* Their current music streaming service
doesn't give them enough agency over
what / how they want to listen to music.

» Also, listening to the music they love
through their phone doesn't feel
immersive enough.

Behaviors:

 Uses streaming platforms regularly
and has accumulated a large collection
of saved songs.

- Has music as a memory anchor. Songs
can become connected to specific
places, trips, and periods of life.

« Mostly relies on recommendation
systems of streaming platform to find
and listen to music.

+ When she has time, she enjoys going to

live performances.

while commuting & studying. While
managing a new life as a young adult,
she relies a lot on music to regulate and
feel less lonely.

Event

On a quieter day, Remi wants to slow
down and reconnect with music that
already has meaning to them.

Goal

Remi wants to intentionally revisit the
music she has saved and reconnect with
the memories and emotions attached to
It In an Immersive way.

Obstacle

Their smartphone is convenient, but they
are not satisfied with it for a more
immersive and tangible experience.

Streaming platforms keep pushing new
songs using the algorithms, making the
ones they once loved get buried further.

in total control over what she
listens to because the current
music streaming service tries to
force new music onto her, and
listening to it simply through the
phone doesn't feel sufficient to fully
experience it emotionally.

HMW

How might we help young adult
music lovers build a ritual to
reconnect with the music they
already love and have collected?




DEVELOP




Ideation
Planning

In this phase, our group has
conducted several rounds of
ideation, both individually and
as a team.

METHODS DONE INDIVIDUALLY

1. Braindump
2. Worst Possible Idea
3. Sketching

METHODS DONE AS A GROUP

1. Worst Possible Idea
2. Brainstorm

3. Brainwrite
4. Moodboard

22-24 Sep
ROUND 1 (INDIVIDUAL)

Method 1: N Method 2: Worst

Personal Moodboard Documentation: digitally or on
Braindump Possible Ideas (optional) paper = gather on Figjam
D ion: Mak
Method 2: Worst Method 1: il e Ll
25 Sep _ : comments & notes on top of
Possible Ideas Braindump g : I
WORKSHOP Individual ideas on Figjam
share individual results maybe?
Documentation:
28 Sep (9:00-12:00 - In person) e Brainstorm on Figjam
ROUND 2 (GROUP) « Brainwrite on paper/postit &
rotate = Take pictures & put up
Conceptual SEdlam
: « Sketching on paper - Take
Method 3: ideas : e
_ pictures & put up on Figjam
Brainstorm (roughly)

Method 5:

Sketching

Booked room 12 Library
9-12

Team Moodboard

29 Sep
SUPERVISION / PRESENTATION
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MEMBER

Brain dum :
— |1=p1JEEt of the music

soft tec
Mood lighting for song

visual aspects (music
video) information about
song and artist

Tactile materials giving &
calming effects to focus

Stationary { have todo it
in one spot for a certain
time)

JOLINE

Digital interface lock
phone so no other activity
can be done

Theme changing with the
song

No skippability .

Sortis active (make it so
the flipping through the
collection is active and
tactiel) @

Worst ldea .6 you have to

chake to change song,
and you cant stop it
unless you answer
questions

A music ball that you have
to keep throwing for the
music to continue

A screen where you have
to look at it att all times
and if you mowve your

head away it starts to play
alarm sound

You have to hold the
play button and if you
let go it will go back to
the begging

--------------------------------------------------------------------------

Your body temperature
needs to be below a
certain degree for the
music to play

A player shaped like ver
old heavy mobile phone
and you can hear the
music anly if you lift the
receiver

Having to sing along and
be louder than the song
for it to continue playing

-------------------------------------------------------------------------------

Brain dump Worst Idea
« Juke-Box where you burn your music onto CDs and then put them in. You need to

manually change the labels on the buttons etc.

« Make a system where you can print out songs in something like a wave-form like
visual representation, and then a device that scans it and can play it. This will
waste paper, ink, quality will be worse f compressed etc.

+ An app [ game where each song you add becomes a room on a 3d space, and you
have to navigate your space and find the room of the song you want, when you
enter it, it gets played in a loop etc. Even better in VR.

« An app that allows you to add any form of digital audio (streaming platforms, mp3,
wav etc.) and then it tracks everything you do and shows you all the stats, like how
many times you listened each song etc. Makes the experience numbers driven.

= A device that you control using your phone (so you always need your phone in
your hand which is distracting)

« An app or device where you can upload your music, but each time you play the
song, it gets "used and damaged” a bit, so over time, the quality gets worse and
worse and you need to repair or replace the song

« An app or device that makes your playlist a short-form content thingy. It just takes
like 10-15sec of each song and then auto scrolls [ switches to the next one and
you can't stop it.

« An Al assistant like thing that you have to talk to and explain to them what song
you want to listen to, but they can't look up the name or artist of the songs, so you
need to hum, sing, and describe it and hope it will figure out which one you
wanted.

« An app/device that lets you play music, but each 30sec there is an ad break.

« An app or device that has an artificial battery that needs to recharge. So say it only
lasts for 10 minutes, and then you need to let it recharge for like 1 hour.

« An app [ device that forces you to add 3 new songs each time before you can use
it. So over time, you will have to add music you just dont want in there just to be
able to use it

« A tamagotchi like thing, and if you dont listen to it daily, feed it new songs etc. it
will get mad and start deleting songs, adding stuff you dont want etc.

« A virtual game where you have your digital audio collection as "physical collection™

| had a hard time starting the brain dump as i hadn't used it before but ones |
revisited what we had discoverer and all the memories form the discussions we
had so far thoughts started flowing and it was easier to get them down in
writing.

The worst possible idea was so enjoyable as it let me say the most annoying
things i could think of, i would definitely use it again because it lets you say the
wildsest ideas you have

M A-I-T s0 you have to walk to the area where you have your storage, look through all of
them, take the one you want, walk to the record player, put it on, put the needle on
and then listen.-

MEMBER

For me, the brain dump was the perfect way to free up some mental space again.

From the beginning my brain started producing ideas. By finally writing them all down, | could
feel some tension releasing.

| first was skeptical about the worst possible idea, as to me it seemed like a contra productive
thing to do. But as | tried to think of bad ideas, | noticed myself going to good ones, and
basically flipping them to be bad. By then going further with the bad direction, | could then flip
It back again to find actual good ideas | couldn't come up with before. That's also how we
ended up using one of the worst possible ideas in the end.
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= as a memary archive rather than a content feed.

. Choose a memory -+ Retrieve music - Revisit yoursell at
seeressE that time - Immersive listening.

byl Some music playlist classification feature plus version? Pick
up memaories by yvear, mood, location, person, and music
genre 1o ratrieve.

bl = Reflect on the comments made aboul a cerlain piece of music al the time
= Build your cwn music archive. Mot just a playlist, but 2 music diaryfmusic archive
= Each song can be accompanied by Location, Datefperiod, People, Memary, Why
I levve it &

Automatically form a person's music timeline

A more ritualistic way of playing music

Don't directly open Spotify = First choose a "moment”

“What mamaory do vou want to revisit™

Choose a yearflocation/emaotion, then enter the music

Like opening a physical music boxvinyl colfection

Choose only one albumyplaylist at a time, not infinite scroll &

Reduce recommendations, ads, and notiflcations during playback

Physicalftactile interaction

Use physical cards to represent different playliste/memornias
MECRFIE-takan=-Flace it to start playback

A photo + a song

Collect physical music cards

“Seal' a memory into an object

Choose music by picking up/placing/turning physical objacts

MEMBER  WENYU

iEE—TOE » HESF > ERSHEMNEE » A

AR,

FHE TSR B IEEples SR ? ISENENZ B R DA el AR
EEHEEER

E&E YT RS R
BIACHETEE

FHE playlist, [E music diary [/ music archiva
] LR | Location, Date [ period, People, Memary, Why |
lowe it

B B RE—T A musle timeling

ER SRR

FEFTH Spotify 2 i E—"moment”
“What memaory do you want 1o revisit?
T M ) . MEEAER

BT H—TEEEERE | vinyl collection

S HERE—T abum | playlist, fIFRERE scrol
R ERR. &, notifications

Physical [ tactile interaction
REE-EREEFRE playlist / memory
MFC § REID token — B E ST
—HERA + —EE

Ak music cards
E—EHE I BB —T object
D /i [ R R S R

Worst idea

A Th W It must be shared by others.

RO EER—EMm

T sietE | can only listen to one song at a time.
B AEM PR
FEES00F R
AR

g | There is an energy limit

There is a cooling time.

You must write a 500-word Impression.

The location must be shared.

Prohibited Search

Briandump is a good way to catch everything you had in your mind. This can help
me to break my mind-box. And the worst idea is even more extremely on this. |
can write a lot of crazy ideas, which are normally be rejected. Like make the user

experience worse or harder.
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| did my Braindump by breaking down the HWM questions that we finalized previously and
targeting each section. For example, within “HMW ... reconnect with the music...?”, | created a
mind map exploring “in what ways can they reconnect?”-such as random discoveries,
reminders from old albums, listening differently, singing along, and immersing in light design,
etc.



Group Brainstorm

In-person | 30 minutes
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B rd I n S'I'o rm We initiated the Develop phase with Brainstorming to rapidly generate a broad "idea pool,” preventing
early fixation on narrow solutions. However, live brainstorming naturally suffers from social conformity,

where individuals tend to mirror dominant voices. To counteract this "double-edged sword,” we
introduced Brain Dump as a silent, individual exercise. This gave each team member uninterrupted
..........................................................................................Spa@e{@process.ﬂ‘mght.gindependent[y.before.re{urningtGgr@up.discussions_.
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Worst Possible Ideas

Make a system where you
can print out songs in
something like a wawe-
P like wiswal
represearation, And then &
device that scans it and

How to repair the
song could actually
be interesting, like
encouraging the
user tc memerize

Laund quaksy gradually
decregses

EyTics SEArT to appear missing
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To push our creative boundaries beyond conventional solutions, we conducted a Worst worse compressed e B

Ideas workshop. Surprisingly, this was one of our most valuable sessions. Generating
deliberately "bad" or impractical concepts lowered our psychological barrier to failure and
unlocked provocative avenues. For instance, one "worst idea” suggested that the audio
quality of the card should degrade each time it was played. While counterintuitive for
product design, we extracted a valuable insight from it: intentional "wear and tear" — much
like a favorite pair of well-worn jeans — can actually create a sense of history and foster

deeper emaotional attachment between the User.and t0e Ry ICal Al AGT, . . .ottt ettt e et oo e eosseseasasensssssesssssesessssssssssssssesssasssesssssssesssssssssss:

LB

The songs can be
printed and kept
as a more
portable version
{than a CD or
vinyl)

I..-
l..
w
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These two ideas
connect, as the
mare you listen
to the song, the
worse the paper
will become.
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Brain write

Brain Write
allowed ideas to
evolve like
branches of a
plant, pushing
conceptsin
unexpected
directions as
cards were

passed

clockwise in fm@}
silence. s
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Conceptual Ideas

After the brainwriting session, we voted to select the top
four conceptual ideas with the most potential. We then
mapped out key attributes for each — such as candidate
materials, technologies, interactions, and spatial
contexts — which helped us validate their feasibility and
narrow down our final two concepts.
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Musical card
= Materal

= card | Thick paper with RFID in it
« Scanner/player: wooden or Fabric
« Technology
= RFID, NFC
= Arduino
= speakersfheadphone
= Screen
« LED light
« Interaction
+ collect card, attaching memory and
music o card
» put card into the player
» change a cand, lake the old one out of
the player and replace it with a new
one
« shuffle, casually choose one memory)
music to recap
= gxchange your card with friends
« by or sell card
« Digitally simulate the loss effoct, ke
the quality of your memory or music
need to be repaired if you didn't listen
it for a long time. The music quality
willl turm down
= Spacsa
s Al home
* Party
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The sound of a hug
= Material
» soft textiles
» weights
» Technclogy
» vibration sensors
» speakers
» headphones
= Arduino
= Interactian
» Using phone to feet musicto torif it has a
memory stick slot
» Holding the feddy bear you will be atle to feel
the beat of the music as well as it having
weitht it gives qiving a calming feeling
» Maving/pressing the arms and legs gives
differant control ovear tha music
= Space?
» Al home
» traveling
» glc
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SoundSlip
= Material
= Rzceipt Pper Rall
« 3D printing?
« Technology
« Receipt Printer (Heat-Printing)
= Headphones [ Speaker
= Arduino ! RP
= Camera & Light
= Step-Mator
« Interaction
« Choose audio and send it 10 the device
from your phone [ computer
+ Collect the slips, take care of them elc.
« Write, draw, scribble on them
Share | Gift them to people
Feed them back into the machine to listen
to the audio
{Manipulate the audio wave form by drawing
over it
« Space
= At home, but would still oe kind of portable
» 2iC

The ritual lies in connecting your thought and
faalings with tha song, but then also taking time
in coming back to them, locking at / reading the
slip, listening to it atc.
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Music in the Sand Garden
1. Materials
= Sand
= A hox/container that holds the sand and music-
playing mechanism
» Built-in speaker
« Aliernative : Water and ripples instead of sand
2. Technology
» Arduing: a machine translates the music into
physical movements and draws patterns in the
gand as the music plays
« Water version: A screen can be placed
underneath the water. L can display images or
videos associated with the music while the
surface of the water creates constantly
changing ripples
3. Interaction
« The user selects the music
« The machine analyzes slements of the music
and translates them into movements that create
patterns in tha sand
« The final artwork 15 partially unpredictable,
emerging from a combination of human drawing
participation and machine-generated
movement
= Each song produces a different visual result,
making the experience langible yel tempoarary
q. Space
+ Designed as a stationary object for the home
5. Inspiration
+ Inspired by Zen sand gardens and their use as a
contamplative ritual for relaxaticn and stress
reduction
« |nspired by the physical qualities of sound:
rhythm, vibration, frequency, and amplitude can
be translated into visual patterns
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After receiving positive feedback during our peer critique workshop on the four conceptual
ideas, our team revisited each idea to evaluate how well it aligned with our user personas

Carious Painfq
G tpeint)

and How Might We (HMW) question.
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To help us make an informed decision, we practised articulating each concept in a simple
sentence, focusing on what we would create, what it would do, and how it would address
our users’ needs. This exercise helped us communicate the core value of each idea more
clearly and identify which concept best addressed our users’ needs and the design

challenge.
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—_— After mapping the conceptual ideas against their core features
More ideation methods and exploring different ways to implement them, we narrowed

by pluggineg iy I,I' i :a' [ ".I

- o our selection down to two concepts: Musical Token and Sound
music el memoey h \) \J/ Slip.

Shisffl= music physcaiy?

Musical token

Liser choses tho physical
iracas of use oradualky

| ot o We selected these two ideas because they offered promising
ways to connect users with music and memories through
tangible, interactive experiences.

{ ( [ rormmse NS ) Musical Token focuses on personalising music through

Sound of a hug . Tl N physical tokens and connecting songs to meaningful

B S S memories.
Sound Slip, on the other hand, allows users to visualise, interact
s with, and annotate music through printed spectrograms,
------ | == “““: creating a more personal and expressive connection to their
S e listening experience.
Sound Slip
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Conceptual Ideas Features Ways of implementing core feature

Insert the "music token”
to the machine

Assign music to the NFCs

ratu’®
(ore by plugging in

physically own your
music and memory

Shuffle music physically?

Musical token

tu L
ore _ User choses the physical
photos to put on the card

— . traces of use: gradually
degrade by repeated
listening

music quality reduced
gradually and need to
berepaired

Cycle Count: New Game+
{ multiple playthroughs

Conceptual Ideas 1

4 OCT



Conceptual Ideas Features Ways of implementing core feature

yeh
(or® } Physically own your
( music A
‘e L Have a visual
|- (9 %) connection with the 3| Recelpt slip print out of a spectogram | —> Thermal Printer s Web-Interface to create the slip
music
cor®
Use will degrade [ fade
[~ the music and -
memories
)( Sketch, Paint, Write, Stick things on the paper )
yes
b Emotionally connect /
annotate the music
(25
\ tualistic playback of

the music

)[ Scan and play back the spectogram )
- }( Hand-crank the playback )
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To explore our two selected concepts, Musical Token and Sound Slip, we planned a

series of low-fidelity prototyping methods to test their core features and interactions P rOtOtype M et h Od S

before committing to a final design.

We began with scenario storyboarding to visualise how users might interact with
each concept in real-life situations. Next, we planned two physical prototyping to
explore the form, functionality, and user experience of each idea. We also did paper-
and-cardboard prototypes to quickly test physical interactions and gather feedback Scenarlo Storyboarding
with minimal resources. )
Alongside these methods, we used sketching and moodboarding to explore possible

formes, visual styles, and design directions. This iterative approach allowed us to Figsisal Fratotyped
make ideas tangible, identify potential issues early, and refine our concepts based
on user needs and feedback.

—

Physical Prototype 2

_——— —= = = =

Paper Cardboard Prototype

S — — —— E— B =

o- I More ideation methods
Pr : t : Wp E s ! Sketching Moodboard

---------------------------------------------------------------------------------------------------------------------------------------------------------------




Slippy

Print your music — annotate it — listentoit Conceptual Idea
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Slippy

Bringing the software to the hardware

Even tho this was just for the
lofi prototype, it was crucial
to at least have a software
based proof of conecpt as
the idea of having sound on
a piece of paper can be
abstract and unbelievable
that you can actually store
real songs this way.

"1 u u -
i:I!'I'\E.E CR

So while the Pi camera didn't really work well enough to reproduce any form of sound, we
could still show the concept to the users and proof that with the right hardware, it can work.
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| find that sketching and
building physical artifacts
should go hand in hand, as
they enhance and elevate

each other tremendously.
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Dot put serial Montar . K

lestung MHELSE .. .

Firmmare YVersion] He#l = [unknown )

WARNING: Cosmunication failoure; 13 the MFRC52Z properly connected?
TesRC522. ..

Firmware YVersion: BxFF = (unknown)

WAHNING; Cormunication failure, 15 the MFHCS2? properly connectes

Testing WFRCSE 2.0
Firmware Version: BeFF & (unknown)
WARNIHNG : Cormunication failure, is the MFRC522 properiy cennected?

Somebody ruined the reset pin (MIDDLA} so it keeps returning Communication failure ‘_’,: W

.~ PHYSICAL PROTOTYPE

------

Testing with starting sound for music to play (like the beginning sound when you start RFID Reader is troublesome 1) RFID Reader is troublesome 2)
radio or vir

This is my first time building with Arduino. However, | chose to be super upfront about
Although | have wanted to learn it, | was afraid it  these downsides with my team, and they are
® would slow the group's pace. As a newbie, my very supportive of my learning. Therefore, | try
U SI Ca II'O e n MEMBER  OANH inexperience can influence my decisions about  to put in my best effort regardless of the
choosing what is easy versus what is right. challenges.

Physical Prototype & Sketching
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Musical token

Physical Prototype & Moodboard
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Musical token

Physical Prototype / Cardboard Prototype

Main Functionality
Each memory is represented by a personalised card containing a user
photo, an NFC tag, a memory photo, and an associated song.

Key Components

- NFC cards: Each card has a unique ID linked to a specific memory.

- MP3 player: An audio player with an SD card to store songs in MP3
format.

- Display screen: Shows the photos assighed to the selected memory.

How It Works

When the user inserts an NFC card into the music box, the system
identifies the card, plays its associated song, and displays the
corresponding memory photos on the screen. This creates a tangible,
interactive way to revisit personal memories through music and
Images.

For this low-fidelity prototype, Oanh was responsible for building the cardboard music box, while
Whneyu explored how to use a smartphone’s existing features to simulate the core functionality.
The phone was configured to read NFC tags and trigger a shortcut that plays the associated song
and displays the corresponding memory photos simultaneously. This approach allowed us to test
the user experience without building the electronic components from scratch.

MEMBER  OANH WENYU



Musical token

Cardboard Prototype

MEMBER  JOLINE

Main Functionality
It would function like stereoscope were each photo on
the wheel would represent a song.

How It Works

When the user inserts the disk so that a picture would
align with the frame and press the button the song
associated with the picture would play. By rotating the
disk there the user could change the song.

The thought for this low-fidelity prototype came from the film disc and retro style of toys from the 90/00s where it is
more in the simplicity and chunkiness of the object



Cardboard Prototype

MEMBER  JOLINE

Main Functionality

To move the music to your own tune. The concept would be
that you would have a printed version of your songs that you
then could play and store as a physical memorabilia but also
that they would wear and tear over time, but also that you
could modify your music

How It Works

First one would be to lay the music slip and then place the
crank over to then move then with a top motion move the slip
over the camera that would read the music to then play the
music.

Second version would be that the music would go in to the box
and you would feed it through whit a crank in this version as
well and there would also be a camera reading the music of the
slip, the difference, however, would be that the user could ad
things such as drawings, writing or glue/stick things to the
back

-------------------------------------------------------------------------------------------------------------------------------------------------------------
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Scenario Storyboarding

MEMBER WENYU 1. DISCOVERY. 2. AUDIO ANALYSIS. 3. PHYSICAL WAVEFORM.
1. Remi selects a song on her phone that makes 2. The printer analyzes the unique waveform data 3. A visual representation of the song is printed
her nostalgic for friends. of the music. onto paper.

Based on our persona, | first drafted a user scenario story. | then used Al to generate a
visual storyboard, refining it through multiple iterations until it fully met my

expectations before making the final selection.
Scenario | L,;'E-Fnj a Musical Memw}; Card

.qu I-wrru: — i '“:i' Foom

@ Affer a fdn! Hn':f | 2 @ |_.........¢r~5g i the moment - . . L 3 : _— y
' M | ' 4. WRITING THE MEMORY. 5. SCAN & SYNC. 6. IMMERSIVE EXPERIENCE.
il e T 4. Remi annotates the paper with memories: who, 5. She scans the modified paper, and the system 6. Now, when she scans, the music experience is
i e - I. where, how she felt. d[gmaes her annotations. altered I:I)f her memories. Years later, she can listen
e |l s and re-engage with this unique snapshot.
‘ =] -%5 £y 5
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Interview script

Add your writing here

MEMBER  WENYU

During user testing for our low-fidelity (Lo-Fi) prototype,
we employed semi-structured interviews combined with
the think-aloud method, which enabled us to gather
highly valuable user feedback.

| Lo-fi Evaluation (7-9 Oct) ) Oct)

token

Screening Questions

1. How often do you listen to music?

2. Do you have any personal memories or experiences
connected to specific songs?

3. Have you ever used physical objects, such as CDs, vinyl
records, or music cards, to listen to or collect music?

Introduction to the Design

The card allows users to listen to a song through a physical

interaction. Each time the card is used, it gradually becomes

"worn” or damaged. Users can then repair the card, creating

a repeated cycle of listening, damage, and repair.

2 Evaluation:

+ During Evaluation: Ask to do main tasks & instruct
users to speak aloud, ask question along the way

Take a music card and explore how you think it works. Try to
play the music.

Imagine this song reminds you of an important memory. Use
the card to record or express this memory.

Imagine that you have listened to this song many times. Use
the system until the card becomes damaged.

Your music card is damaged. Try to repair it and make it
playable again.

Please say out loud what you are thinking while you are using
the system.

After Evaluation

« Ask participants to rate the
experience 1-10

« Ask about their overall experience,
usability, and understanding of the
concept.

+ Ask follow-up questions to
understand the reasons behind
their ratings.

« |nvite participants to share any
additional thoughts, suggestions,
ar concerns.

printer e Evaluation:

Screening Questions

1. How often do you listen to music?

2. Do you have any personal memories or experiences
connected to specific songs?

3. Have you ever written, drawn, or kept physical objects to
remember a song or a special moment?

Introduction to the Design

The printer allows users to print a visual representation of a

song, such as its sound wave or music pattern. Users can

then write or draw on the printed paper to record their

personal memaories and experiences. The paper can later be

scanned again, allowing the system to recognize the

changes and connect the music with the user's memories.

During Evaluation: Ask to do main tasks & instruct users to

speak aloud, ask questions along the way

1. Choose a song and explore how you think the system
works. Try to print the song.

2. Lock at the printed result and explore how you would use
the paper to record a memory related to the song.

3. Imagine this song reminds you of an important memory.
Write or draw something on the printed paper to express
that memory.

4. Scan the paper again and explore what happens when
the system detects your changes.

5. Please say out loud what you are thinking while you are
using the system.

After Evaluation:

» Ask participants to rate the experience 1-10.

+ Ask about their overall experience, usability, and
understanding of the concept.

« Ask whether the printed paper helped them connect the
music with their personal memory.

« Ask follow-up questions to understand the reasons
behind their ratings.

+ |nvite participants to share any additional thoughts,
suggestions, or concerns.
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Usability Testing feedbacks: Musical token

MEMBER  OANH WENYU

3 participants / Think Aloud / Interview

What works? What doesn't works? Suggestions
Intuitive interaction for the Lack the adding music & Participant recommended
card insert prototype photo step by users having their own photos
and display as an album
Rotating disc is a cool Lack of clarity on how to for all of their memories
idea, though inserting the connect their action of
cards are easier to adding music elsewhere 3/3 participants prefer the
understand and make it work here at card over the rotating disc
Kim kim  the music box for the ease of use and

Kirr
comprehension

Difficulty in rotating the
Kim Oanh Kim  disc (due to lo-fi built) Gnevarianpreler
i viewing all the cards at
once, rather than the disc.
Sometimes, they don't
want to put some memory
together on one thing.
Kim Oanh

Kim Qanh
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Usability Testing feedbacks: Slippy

MEMBER  JOLINE MATT

3 participants / Think Aloud / Interview

What works? What doesn't works? Suggestions

Cheaper "alternative” to How / why do i connect Make the interaction of
vinyl with a spectrogram? Its how you put in the slip
not really personal and how it moves very
reproducible and nice so it
Spectogram is hypnotic -
& : q yp . tard t6 liideistand really feels like an
and nice to look at while alternative to yinhﬂ
its moving
mat mat ma

It would be cool if the
printer and the listening
device are one, combined

Cool technical thing

device
Fraiy Drawing on it etc. is a fun "
thing to do, even tho its
probably not that useful
matt

matt
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Hi-Fi Prototype

Following feedback on our low-fidelity prototypes, we are advised by our supervisor to Based on our team's capabilities and the positive feedback both concepts received during
develop two separate high-fidelity prototypes as a product line, rather than merge the two the previous testing, we decided to develop two separate hi-fi prototypes rather than
conceptual ideas into one product. combine them into one product: Echo and Slippy.

L L R
AR e




Material
Moodboard

As we began developing our final prototypes, we
established a shared design language for Echo and
Slippy to create a cohesive product family. Inspired by

Material Moodboard - 13 Oct 2026

e
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multi-component music devices, we combined befssemnes

transparent technology aesthetics with pixelated =

visuals to evoke a nostalgic, retro feel that reflects the iR |
role of music in preserving memories. e s o —
For the materials, we chose acrylic from available waste e

materials to reduce unnecessary 3D printing. Beyond EiReis e RO

being readily available, acrylic offers greater flexibility B

for adjusting and modifying the prototypes throughout =

the development process, allowing us to iterate more e -
easily while maintaining a consistent visual identity B -

across both products.

i f
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Hifi Prototype 1:
Echo

Echo is a physical music player designed to help people revisit
personal memories through music and photographs. It
connects a tangible interaction, inserting a personalised NFC
memory card. with digital media, allowing users to relive
meaningful moments through sound and visuals.

HI-FI PROTOTYPE 1: ECHO
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Main component
& Functionality

Each card is linked to a specific memory, combining a song with
personal photographs. When the user inserts a card into Echo, the
system identifies it, plays the associated song through its speaker, and
displays the corresponding images.

From a physical computing perspective, Echo integrates NFC
technology, audio playback, and visual output into a single interactive
object. Its design draws on nostalgic music devices, transparent
acrylic, and pixelated graphics to create a retro-inspired aesthetic that
reflects the relationship between music, memory, and emotion.

The goal is to make revisiting memories feel more tangible, personal,
and intentional than simply opening a playlist or scrolling through a
photo gallery.

HI-FI PROTOTYPE 1: ECHO
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Process:

Arduino Code

1. Setup the hardware: connected the RFID reader, microcontroller, R - — =
Nokia 5110 display, speaker, and DFPlayer Mini MP3 playback T WA TR

components.

2. Configured Arduino: set up the Arduino IDE and installed the
necessary libraries to control the connected components.

3. Read NFC cards: programmed the system to detect each card’s
unique ID and associate it with a specific memory.

4. Implemented audio playback: connected each card ID to its
corresponding song stored on the audio storage system.

5. Integrated the display: programmed the screen to show the
animated pixelated icons associated with the selected memory.
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HI-FI PROTOTYPE 1: ECHO

Input Mobile App

A lightweight web-based application that allows users to link music to specific photos. When an RFID tagis
scanned, the user's phone automatically redirects to this webpage. With a series of simple, intuitive steps
and a sleek, minimal interface, the design consistently retains our signature orange theme.

blank | i
save music &
. card | upload music ; photos into card
. - J
reader hare plugin
laptop
tap on
DhﬂﬂE?
Phone | save music & ' 5
/ = photosintocard
| b"ﬂnk

Eafd.—i
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Hii Prototype 2:
Slippy TSI

DC MOTOR: -
MOVES THE MUSIC SLIP J

Hi=Fl PROTOTYPE 2: SLLPPY

Slippy Is physical device that aims to enhance
the intentionality of listening and owning
music in todays age of streaming services. It
draws inspiration from the physicality and

Interaction of vinyl record players.
Instead of buying expensive records, users print their

own slips of music. They then can collect, share,
gift and annotate them. To listen to the music, »
users can simply insert the slip into the
opening and put the wheel down using the
handle for the playback to start.

HIDDEN BEHIND:
RASPBERRY PI

L
-
-
-----
-

RAIL THAT THE MUSIC
SLIP GOES THROUGH

SESTRRN.FLATLEL FRETEL PR ~Rg B8 AL T A

------------------------------------------------------------------------------------------------------------------------------------------------------------



Hi=Fl PROTOTYPE 2: SLLPPY

Main component
& Functionality

The core component that allows Slippy to become part of a ritual comes
form its interaction. The user has to select a specific slip from their
collection, place it into the opening, and then put down the wheel.

This will then start to play back the slip.

Additionally, slips can become something extremely personal and
meaningful, as one needs to take good care of the fragile piece of paper. One
can annotate it, sketch on it, write on it, and gift to someone for example.

So the slip become the medium that connects human experiences and
emotions with music-or any sort of audio for that matter.




HI-FI PROTOTYPE 2: SLIPPY

Process: Rasberypi Code

We first wanted to use spectrograms, as they are visually more appealing and

i . . easier to understand, but since they are way less information dense, we had to
The Pi mainly runs one script that controls all parts needed IO S

1. The camera:
It can be configured to correct for perspective, white balance, brightness etc.
Then, in each frame, it will read one line of horizontal pixels, and then converting them into
sound. Each horizontal line is basically a short timeline from left to right of how the
membrane of a physical speaker will move. White means it is pushed forward, black means
pushed back, and a gray means it stays in the center. With the “souddevice” library, we can
then send those sighals to the audio output channel set by the Pi (the AUX port)

2. The Light:
Inside the tower, where the camera actually scans the slip, we have a small light strip to get
an even lighting which is crucial, as the scanning relies heavily on the brightness of each
pixel. It just sets the lights to 100% brightness and withe light. But because we still have
ambient light, and reflections from the orange case, we still need to also convert each frame
to a gray scale image.

3. The motor:
The Pi also controls the speed of the motor viaa MOS module. So in the GUI, i can fine tune
the speed of the motor, which directly correlates to the playback speed of the slip.
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Web App

The web-apps main functionality is to convert uploaded audio to wave-form and make it look

nice on the slip.

Here, we just directly use the browsers audio codec APls that essentially hands us back an
array of raw floats that we can then convert to grayscale values and thus produce the the line.

But for testing and simulating purposes, it also offers the following modes:

SCAN

Allows to scan a slip with the devices camera

SPECIMG SCANNER

Point the camera at a printed slip and drag
left/right

; a Line sweeps down between them and

the two green lines onto its

plays it. Audio runs on this devi

TAP TO START

Allow camera access when

asked.

e

LOOP
Upload a slip and hear how it sounds under perfect
conditions

Upload slip ~ create

B reverse B calibrate (photo)
speed % ()
gain % ﬁ

Hi=Fl PROTOTYPE 2: SLLPPY

QUALITY Standard - 8-bit grayscale

la/s21/2028 AB:27 PM

+

TAP TO UPLOAD SONG

wWay Flac + mp3d - mda

Bl i e e s s e i e i s i e i e i A i i A A

SCROLL
Infinity scrolls the slip for simulation purposes

Upload slip

+ Ccreate

speed =il

B reverse




Hihi Prototype
Usability Testing

3 participants
Think Aloud Method
2 prototypes




Feedback

Hii Prototype 1: Echo

What works? What doesn't works? Suggestions

Intuitive interaction LCD screen at the bottom
is quite hard to see

The hi-fi app can be more
extensive with what can
happen after users added

Easy to navigate and User don't instantly get a song
understand the concept where to put the photo on
with the first try The Echo box be be
experiment more with its
ki Usskiite Treiicloc andl Kl kim0: orientations: lying,
design, would love to have standifg, hanging on
it at home walls, etc. *-H ‘T?ﬂt}ﬁ{
Kim € Kim Oanh 4 r:.'-'f__
Kim Oanh
Kim Oanh



Feedback

Hii Prototype 2: Slippy

R — — = —_ - s l.i

What works? What doesn't works? Suggestions ‘ N S

I -
Fun concept Technical issues with the Keep the visual style i _,T"
motor / wheel B
L
Looks super cool, like an Also make the digital ‘
art / collectors piece Audio quality is very bad version available |
Reminds them of vinyl Concept of the slip Build with better - ;ﬁ '
record players - so representing actual music components (motor and ~
b i
” intentional music listening y is very abstract . camera - maybe even a — n“ e -_ * NS
scanner-camera instead) _
ma The digital version is also it -
m
super cool and works Give a nice option on ho -
fairly well wto store those long slips
ma matt m: (like a roll or something)
matt

matt

P& & & 8 & ® 5 5 0 & &5 8 & & 0 8 8 @ 0 e s e 8 8 8 08 8 S e S e S eSSBS e S8 B S @ 8 a9 e S S S e 8 8 8 8 B 8@ eSS S8 S eSS eSS 8 E D eSS SRS E S @SSR e SRS S @ E eSS RS SRS @8 DB



Reflection & Future Work

OANH

Adding clear directional
labels is an easy fix for
Echo, so I've already printed
some to make the magnetic
photo-tapping interaction
more Intuitive.

In the future, Echo will need
further development to fully
bridge the gap between
users adding photos and
music and having that
content integrated into the
Echo music player box.

MATT

| think all our processes and
methods worked well and we
came up with 2 really nice
prototypes. While Echo even
works perfectly fine, |
personally would like to invest
some more time (and money) to
get more suitable hardware to
really make it work.

WENYU

We tried out a lot of design
methods, which gave us a really
wide range of options to choose
from in the early stage of the
design. And combining Polaroid
photos with music to create
customized memories was just
so interesting! | think we could
further refine the interaction of
how the RFID sticker and the
photo come together. For
example, the shape of the
sticker doesn't have to look like
a standard sticker —it could be
something much more fun, like
our project's theme of an orange
vinyl record, or something
directly related to the memory
itself.

JOLINE

The process of creating
these designed have been a
fun and interesting process
as | got the chance to using
different methods | have not
seen or used before.

And we have all been eager
to create these prototypes
and | cant have asked for
better team members.

| would love develop Slippy
and Echo further, with
working out the printing
process for slippy and
making Echo into a fully
portable device.



---------------------------------------------------------------------------------------------------

Thank )/ouI

GROUP 5  JOLINE WENYU OANH

Special thanks to MIDDLA for the great work environment
and allowing us to use all their space, tools and material.

Links to Prototypes
= Github
<~ Hi-fi Prototype 1: Echo (code)

< Hi-fi Prototype 1: Echo (mobile app)

< Hi-fi Prototype 2: Slippy (pi code)

< Hi-fi Prototype 2: Slippy (web app code)
<~ Hi-fi Prototype 2: Slippy (web app interactive)

< DemoVideo

Links to Workbook

< Workbook slides on Figma

....................................................................................................


https://github.com/MattSymetry/MusicAsARitual
https://github.com/MattSymetry/MusicAsARitual/tree/main/echo
https://www.figma.com/proto/FczAgIfKnahTfbmaYAgBGm/Echo---Add-Memory?node-id=46-966&t=FyQ1tNxEr60uj1ZL-1&scaling=min-zoom&content-scaling=fixed&page-id=46%3A929&starting-point-node-id=46%3A966
https://github.com/MattSymetry/MusicAsARitual/tree/main/slippy-pi
https://github.com/MattSymetry/MusicAsARitual/tree/main/slippy-web
https://music-slip.mattiametry.workers.dev
https://youtu.be/7DD3Fq-uQs4
https://www.figma.com/proto/drddDputpI9cZyWGaFRR0T/Group-5---Workbook?node-id=17-592&t=vTLhB8taVHApvpxf-1&scaling=contain&content-scaling=fixed&page-id=0%3A1

