Assessment 2 – Module Report                                                     Shauna Steadman - 2003956
During this module, the aim was the use the multiplatform strategy to create an experience for the user, including interactivity, connectivity, narrative structure and user experience. For my project, I decided to base my narrative on the lead up to VR One Direction Concert. My plan was to use multiple platforms to advertise the lead up to the event to keep the audience interested and involved. 
To start it was important to me to research what the multiplatform strategy / transmedia is and how it influences the music industry. Its main purpose is to give users a more in-depth experience, in the music industry this is essential to any artist's work. This can be from releasing music on many platforms, such as Spotify, CD, Vinyl, and Radio to touring and merchandise. From this, I decided on the following platforms for my strategy: social media, an app, merchandise, QR codes and the VR event itself. 
[bookmark: _Int_vmyGpoAq]When deciding on what social media to use for my project, my decision was made to use Instagram due to the following of the band and its members, and from research, finding that Instagram is the most popular social media for musicians at the moment. “Because it (Instagram) is a visual platform, many artists already use Instagram to share their work. Even if you do not work with visual elements in your practice, it can be a helpful for marketing events or other announcements you have coming down the line" (Creative Capital 2021) I did consider using Twitter instead or as well as Instagram, but from discussing with my peers, Instagram is defiantly seen as the most popular current social media. 
The app and QR codes decision was initially made on influence from recent events I have experienced personally. Every show I’ve recently attended has used QR codes to gain entry, and from research the popularity of QR codes has risen and will continue rising of the next few years. Many of my class colleagues are currently using QR codes to advertise their businesses, from discussing this with them the QR codes are certainly proving useful in the field so this was a great rational for me to use them in this project. The design of the app was inspired by the Coldplay: Music of the Spheres World Tour app. A few mutuals and I have attended this event and it certainly proved popular amongst most of us, due to all the information being in one place and having a great visual appeal. From these factors, I decided to put together an app for the event and use QR codes within the app also, putting everything of convenience in one place for the use of the audience. 
Merchandising was another rather personal decision for me initially, as it is something I am always collecting when I attend gigs and shows. From looking at the artist's most popular merchandise, the most popular items were t-shirts, hoodies, vinyl and keyrings. I was going to consider each of these items for the merchandising, but when discussing with friends and colleagues about gig merchandise I found there was certainly more popularity in clothing. Technically speaking also, designing a t-shirt/hoodie is certainly more doable than the creation of a vinyl and the decision making behind designing a keyring. For the designing of the clothing, I investigated the current designs of the band members tour merchandise, it was simple with their logos, tour dates or setlists, so this was the rationale behind my designing of the merch. 
The inspiration for the main event came from some current events that have been happening in the music industry, events such as AR with Vodafone at an Elton John concert and Abba Voyage, which is a concert with holograms of the group being played, rather than the actual artists singing. Technically speaking, I personally did not have the skills to create a VR experience, but it was interesting to research the process of creating such an event. I was unaware of the number of different types of headsets available, from desktop, to mobile and standalone. I also learned that the demand for VR headsets, as of 2021 over 1 million people in the UK own a VR headset (Immersive Promotion 2022), so it’s defiantly an up-and-coming day-to-day technology which I found quite surprising. 
I believe for the most part, the outcomes of this project have been rather successful. During the decision process it was important that I chose platforms that were going to connect with the audience and give them an immersive experience. I believe the app design was one of the most successful parts, it’s something that is accessible for everyone and is current in the gig world. It also creates more of an experience than just the event, building the anticipation for the audience before the show therefor making it more immersive. Something that I did not consider was the difficulty of creating the VR show itself. As much as it is something I would have liked to experiment with, I still found that I learned a lot from researching into the software itself, so I wouldn’t consider it completely unsuccessful, but I certainly believe that having some samples would’ve helped portray what the experience would've been. 
If I were to revisit this project, there are some things that I would consider doing differently. As I previously mentioned, I would've liked to have some samples of what the VR show would have looked like and experimented with the software to have a better understanding myself. Another software I would've liked to experiment with also would have been one for designing merchandise. I used Canva to put together some designs, but using a software such as a 3D designer would've given me a more in-depth understanding on what goes into merchandise designing. Something else I would consider for next time would be a more thorough QR code design. Designing the QR code wasn’t something I originally considered until I was showing my work to classmates, where reoccurring comments was on the simplicity of the QR code I had made. Looking back on it now, I agree that the QR code design itself could have been more on brand, as much as the idea itself was a good platform to use. Overall, I believe I have a deeper understanding of the meaning of multimedia platforming, especially how it is used in the music industry. 
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