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Project Aim: To create a fun and easy-to-use app that helps people learn to play the 
acoustic/electric guitar by combining music lessons with a gym-style workout/practice 
routine.

Objectives:

1. Design an Intuitive Interface
The plan is to have an easy-to-use user interface so that students don’t need to waste time 
by referring to documentation or YouTube tutorials. Chala and Ponomarenko [6] highlight 
that well-structured fitness interfaces increase user retention by simplifying navigation and 
visually reinforcing user goals. 
2. Deliver Content in Structured and Manageable Steps
Effective learning works best when broken into small steps. Similar to a “structured workout 
plan”, the curriculum will be split into clear modules called “workout sessions.” Each session 
will focus on a single musical skill or idea. Gordon [7] notes that using small tasks in fitness 
apps helps users stay consistent and make steady progress. 
3. Include interactive features to promote regular practice 
To drive user commitment, the app will include features that personalise the experience and 
promote regular practice. Progress tracking and reminder notifications will be integrated to 
sustain motivation. Zu et al. [8] suggest that such interactive tools enhance user retention in 
mobile fitness applications, and similarly they can help reinforce good practice habits in 
music learning.
4. Incorporate Audio-Visual Support for Independent Learning
The app will include video demonstrations, audio demonstrations (i.e. what a scale should 
sound like) and tablature overlays. “Tablature eliminates such ambiguity of fingerings, thus 
players can easily play a guitar. Therefore, tablature is helpful to many guitar players, 
particularly beginners, in practicing the guitar.” K. Yazawa [23]
These tools will enable users to compare their performance to a correct model, which 

drives independent learning. 
5. Include Gamification
Gamification has proven benefits in educational contexts, particularly in promoting regular 
engagement. As highlighted by A. Cheng [9], gamified elements in music learning apps such 
as points, badges, and progress milestones encourage frequent practice.
6. Align Lessons with the Gym-Based Theme
Lessons will be called “workouts”, each consisting of targeted exercises aimed at user 
progression in specific techniques and knowledge areas of guitar playing. For example, a 
"Picking Power" programme could include alternate picking drills, string skipping exercises 
etc.
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I will adopt a pragmatic research approach for the development of Toned app as the 
priority lies with practical outcomes. This will allow for the use of both qualitative methods, 
such as user feedback and motivation, and quantitative methods, including app usage 
metrics and progress tracking.
As M.Anthony [10] notes, “pragmatism facilitates the integration of diverse methodologies 
and promotes an iterative cycle of testing and refinement.” This quote highlights that a 
pragmatistic approach aligns well with software development as continuous testing and 
refinement is a core principle in agile software delivery. 
To solidify my choice, Anthony [10] suggests, pragmatism will support the use of methods 
best suited to the research question. When applied to Toned app, if users disengage from 
certain workouts, I can conduct short surveys to explore underlying reasons, such as task 
difficulty or low motivation. Findings will then inform subsequent design changes during 
testing or even in production. 

Question 2
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Research areas and associated keywords

Table 1 – Research areas and associated keywords in digital guitar learning

I will use UWTSD LibrarySearch to access full-text academic articles. Subject-specific databases 
such as “RILM Abstracts of Music Literature” and ERIC will support the theoretical framework 
and instructional design of the app's user interface. For research into motivation models and 
workout-related engagement, I will consult Google Scholar with applied ‘library links as 
demonstrated in Unit 1 Topic 3 – Known Knowns. 

An example Boolean search query for research:

To ensure relevance and credibility, I will apply the CRAAP criteria [11] and prioritise peer -
reviewed articles with recent publication using older resources where appropriate. Controlled 
vocabulary (see Table 1) will guide focused searches on topics such as legato guitar technique. I 
will maintain a search log and use citation chaining through platforms like Scopus to identify 
additional relevant studies.

Question 3
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Research Strategies
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To ensure the validity of my research methods, my research will be well-structured and 
inspired by Rodden, Hutchinson, and Fu’s HEART framework [12]. This framework aligns 
user experience metrics with specific goals, such as Happiness, Engagement, Adoption, 
Retention, and Task Success. 
Research from S. Roopa and M. Rani [13], states that well-designed surveys and 
questionnaires can significantly enhance the reliability and consistency of research findings, 
particularly when they follow a structured format and include piloting to reduce bias. 

Questionnaire Design

Fig. 1 Effective questionnaire design pattern based on [13]

Beta testing
To improve the generalisability of my findings, I will recruit beta testers with varying levels 
of experience playing guitar. As Henrich [14] points out, relying on similar participant groups 
such as students who favour specific genres can limit broader relevance. 

Question 1 

Strategies to Enhance Validity, Reliability, Generalisability, 
and Ethical Considerations
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This project will use a mixed-methods approach for data-collection, combining quantitative 
data (surveys and in-app metrics) with qualitative insights (interviews and feedback). This 
provides a balanced view of user engagement and perception [15].

To better understand user needs and learning habits, user interviews will be conducted 
during the early design phase of the app. These interviews will enable me to gather essential 
qualitative data as it will focus on open-ended questions to explore how users approach 
guitar practice and what they find motivating or challenging with Toned app. 

The Likert-scale will be my key quantitative research method. I will conduct surveys at 
different stages of the app’s development, and the benefit will be that participants can rate 
their agreement with statements related to: 

Overall design•

Motivation•

Satisfaction•

Ease of Use•

A pilot survey (Appendix A), created in Google Forms, will be tested with a small group of 
prospective users at the very start of development. Feedback will potentially shape the 
design of the app. 

Question 2 Research Strategies and Pilot Method
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Quantitative Analysis Methods for Toned App

1. Descriptive Statistics

As Gravetter [17] explains, descriptive statistics provide a clear summary of large datasets 
before deeper analysis. I will use them to examine average session length, login frequency, 
and lesson completion rates, revealing trends in app usage and adoption.

2. Inferential Statistics

Inferential statistics let researchers draw conclusions about a larger population from a 
smaller sample. As Thompson [18] notes, they help determine if group differences are due 
to chance or real effects using hypothesis testing. In the pilot phase, I will use them to 
assess differences in motivation and engagement between beginners and experienced 
users.

3. Correlation Analysis

Y.-H. Park and colleagues [19] show that correlation analysis of app analytics can reveal 
strong links between performance metrics (e.g. downloads) and engagement factors (e.g. 
user numbers, app rankings). Similarly, I will analyse how in-app behaviours like completed 
lessons and active sessions relate to external indicators such as reviews and downloads.

Qualitative Analysis Methods for a Guitar/Gym App

1. Thematic Analysis

Braun and V. Clarke [20] point out, thematic analysis is especially helpful for understanding 
user experiences in practical contexts like app development. For Toned app, this might 
involve collecting user feedback to explore what motivates them to practise, what hinders 
their engagement, or which lesson types they find most rewarding.

2. Content Analysis

As Krippendorff [21] explains, content analysis allows researchers to “make replicable and 
valid inferences from texts to the contexts of their use,”. I can apply this to app store 
reviews of similar music learning apps, tracking how often terms like “boring,” “motivating,” 
or “too hard” are mentioned. 

3. Discourse Analysis

Discourse analysis focuses on how language is used in context, examining patterns, 
meanings, and structures in communication. Duolingo, for example, has used discourse 
analysis to study user-generated content and feedback, helping them refine in-app 
messaging and adapt learning pathways to better match user expectations [22]. 

Question 3
17 August 2025 20:36

   Task 3 Page 9    



References
17 August 2025 20:37

   References Page 10    



[1]
K. B. Kahn, “Understanding Innovation,” Business Horizons, vol. 61, no. 3, pp. 453–460, 
May 2018, doi: https://doi.org/10.1016/j.bushor.2018.01.011.
[2]
H. Mohajan, “The First Industrial Revolution: Creation of a New Global Human Era,” May 
2019. Available: https://mpra.ub.uni-muenchen.de/96644/1/MPRA_paper_96644.pdf
[3]
J. Mokyr and R. Strotz, “The Second Industrial Revolution, 1870-1914,” 1998. Available: 
https://bpb-us-e1.wpmucdn.com/sites.northwestern.edu/dist/3/1222/files/2016/06/The-
Second-Industrial-Revolution-1870-1914-Aug-1998-1ubah7s.pdf
[4]
B. Siebenhüner, “Long-Term Governance for Social-Ecological Change,” Long-Term 
Governance for Social-Ecological Change, Aug. 2013, doi: 
https://doi.org/10.4324/9780203556160.
[5]
S. Russell, “Artificial intelligence: a modern approach,” Choice Reviews Online, vol. 33, no. 
03, pp. 33–157733–1577, Nov. 1995, doi: https://doi.org/10.5860/choice.33-1577.

From <https://uowtsd-my.sharepoint.com/personal/2319368_student_uwtsd_ac_uk/Documents/Uni/YEAR_
2/GARETH/Assignment/Matthew_Evans_2319368_L5_Changemakers_Assignment_1.docx> 

Mind map references
17 August 2025 20:37

   References Page 11    

https://doi.org/10.1016/j.bushor.2018.01.011
https://mpra.ub.uni-muenchen.de/96644/1/MPRA_paper_96644.pdf
https://bpb-us-e1.wpmucdn.com/sites.northwestern.edu/dist/3/1222/files/2016/06/The-Second-Industrial-Revolution-1870-1914-Aug-1998-1ubah7s.pdf
https://bpb-us-e1.wpmucdn.com/sites.northwestern.edu/dist/3/1222/files/2016/06/The-Second-Industrial-Revolution-1870-1914-Aug-1998-1ubah7s.pdf
https://doi.org/10.4324/9780203556160
https://doi.org/10.5860/choice.33-1577
https://uowtsd-my.sharepoint.com/personal/2319368_student_uwtsd_ac_uk/Documents/Uni/YEAR_2/GARETH/Assignment/Matthew_Evans_2319368_L5_Changemakers_Assignment_1.docx
https://uowtsd-my.sharepoint.com/personal/2319368_student_uwtsd_ac_uk/Documents/Uni/YEAR_2/GARETH/Assignment/Matthew_Evans_2319368_L5_Changemakers_Assignment_1.docx


[6]
A. Chala and I. Ponomarenko, “Fitness App UI Design: Key Principles for Engaging 
Workout Apps,” Fitness App UI Design: Key Principles for Engaging Workout Apps, Apr. 
08, 2025. https://stormotion.io/blog/fitness-app-ux/ (accessed Jul. 08, 2025).
[7]
M. Gordon, T. Althoff, and J. Leskovec, “Goal-setting And Achievement In Activity 
Tracking Apps: A Case Study Of MyFitnessPal,” The World Wide Web Conference on -
WWW ’19, pp. 571–582, May 2019, doi: https://doi.org/10.1145/3308558.3313432.
[8]
J.zZhu et al., “Personalization Paradox in Behavior Change Apps,” Proceedings of the ACM 
on Human-Computer Interaction, vol. 5, no. CSCW1, pp. 1–21, Apr. 2021, doi: 
https://doi.org/10.1145/3449190.
[9]
V. Park and A. Cheng, “Gamifying Music Education: An Appealing and Engaging Method of 
Practice for Teenagers,” Journal of Student Research, vol. 12, no. 1, Feb. 2023, doi: 
https://doi.org/10.47611/jsrhs.v12i1.3913.
[10] M. Anthony, “A Review of Mixed Methods, Pragmatism and Abduction Techniques,” 
Electronic Journal of Business Research Methods, vol. 16, no. 3, pp. 103–116, 2018, 
Accessed: Jul. 08, 2025. [Online]. Available: https://academic-
publishing.org/index.php/ejbrm/article/view/1378

[11]
C. Culver, “LibGuides: Evaluating Information: The CRAAP Test,” Evaluating Information: The 
CRAAP Test. LOEX Quarterly, vol. 36, pp. 4–6, Oct. 2015.
[12]
K. Rodden, H. Hutchinson, and X. Fu, “Measuring the user experience on a large scale,” 
Proceedings of the 28th international conference on Human factors in computing systems -
CHI ’10, 2010, doi: https://doi.org/10.1145/1753326.1753687.
[13]
S. Roopa and M. Rani, “Questionnaire Designing for a Survey,” The Journal of Indian 
Orthodontic Society, vol. 46, no. 4, pp. 273–277, Oct. 2012, doi: https://doi.org/10.5005/jp-
journals-10021-1104.
[14]
J. Henrich, S. J. Heine, and A. Norenzayan, “The weirdest people in the world?,” Behavioral 
and Brain Sciences, vol. 33, no. 2–3, pp. 61–83, Jun. 2010, doi: 
https://doi.org/10.1017/s0140525x0999152x.

[15]
B. Taheri and Fevzi Okumuş, “Conducting mixed methods research,” International Journal of 
Contemporary Hospitality Management, vol. 36, no. 3, Nov. 2023, doi: 
https://doi.org/10.1108/ijchm-08-2023-1309.
[16]
E. Härdling and H. Bakhsh, “Deciding the most optimal data analytics tool for startups,” 
2022. Accessed: Jul. 15, 2025. [Online]. Available: https://www.diva-
portal.org/smash/get/diva2:1703715/FULLTEXT01.pdf
[17]
F. Gravetter and L. Wallnau, “Statistics for the Behavioral Sciences,” 2017. Available: 
http://ndl.ethernet.edu.et/bitstream/123456789/29095/1/Frederick%20J%20Gravetter_
2017.pdf
[18]
S. Allua and C. B. Thompson, “Inferential Statistics,” Air Medical Journal, vol. 28, no. 4, pp. 
168–171, Jul. 2009, doi: https://doi.org/10.1016/j.amj.2009.04.013.
[19]
S.-Y. Ihm, W.-K. Loh, and Y.-H. Park, “App Analytic: A Study on Correlation Analysis of 

General References
17 August 2025 20:37

   References Page 12    

https://stormotion.io/blog/fitness-app-ux/
https://doi.org/10.1145/3308558.3313432
https://doi.org/10.1145/3449190
https://doi.org/10.47611/jsrhs.v12i1.3913
https://academic-publishing.org/index.php/ejbrm/article/view/1378
https://academic-publishing.org/index.php/ejbrm/article/view/1378
https://doi.org/10.1145/1753326.1753687
https://doi.org/10.5005/jp-journals-10021-1104
https://doi.org/10.5005/jp-journals-10021-1104
https://doi.org/10.1017/s0140525x0999152x
https://doi.org/10.1108/ijchm-08-2023-1309
https://www.diva-portal.org/smash/get/diva2:1703715/FULLTEXT01.pdf
https://www.diva-portal.org/smash/get/diva2:1703715/FULLTEXT01.pdf
http://ndl.ethernet.edu.et/bitstream/123456789/29095/1/Frederick%20J%20Gravetter_2017.pdf
http://ndl.ethernet.edu.et/bitstream/123456789/29095/1/Frederick%20J%20Gravetter_2017.pdf
https://doi.org/10.1016/j.amj.2009.04.013
https://doi.org/10.1109/cgc.2013.95


S.-Y. Ihm, W.-K. Loh, and Y.-H. Park, “App Analytic: A Study on Correlation Analysis of 
App Ranking Data,” International Conference on Cloud and Green Computing, pp. 561–563, 
Sep. 2013, doi: https://doi.org/10.1109/cgc.2013.95.
[20]

V. Braun and V. Clarke, “Using Thematic Analysis in Psychology,” Qualitative Research in 
Psychology, vol. 3, no. 2, pp. 77–101, 2006, doi: 
https://doi.org/10.1191/1478088706qp063oa.
[21]
K. Krippendorff, Content Analysis: An Introduction to Its Methodology, 4th ed. SAGE 
Publications, Inc., 2018. doi: https://doi.org/10.4135/9781071878781.
[22]
B. H. Settles, C. Brust, E. Gustafson, M. Hagiwara, and Nitin Madnani, “Second Language 
Acquisition Modeling,” in Proceedings of the Thirteenth Workshop on Innovative Use of 
NLP for Building Educational Applications, Association for Computational Linguistics, Jun. 
2018, pp. 56–65. doi: https://doi.org/10.18653/v1/w18-0506.
[23]

K. Yazawa, Katsutoshi Itoyama, and H. G. Okuno, “Automatic transcription of guitar 
tablature from audio signals in accordance with player’s proficiency,” AUTOMATIC 
TRANSCRIPTION OF GUITAR TABLATURE FROM AUDIO SIGNALS IN ACCORDANCE WITH 
PLAYER’S PROFICIENCY, May 2014, doi: https://doi.org/10.1109/icassp.2014.6854175.

   References Page 13    

https://doi.org/10.1109/cgc.2013.95
https://doi.org/10.1191/1478088706qp063oa
https://doi.org/10.4135/9781071878781
https://doi.org/10.18653/v1/w18-0506
https://doi.org/10.1109/icassp.2014.6854175


Pilot Survey using Google Forms
To gain an understanding of people’s learning preferences, I made a questionnaire Questions 
included. View the questionnaire here

Screenshots/Evidence of topic completion

Unit 1 topic 1

Morsia fitness app – a revolutionary way to track meals and exercises 1.
Android Auto – released just under 10 years ago. Allows me to use my cars display as a 
multimedia device

2.

Disney Plus – streaming service 3.
ChatGPT - large language model chatbot created by OpenAI that can engage in 
human-like conversations, generate various types of text (like articles, essays, or 
code), and answer questions

4.

Tesco Scan as you shop
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Unit 1 Topic 2

Answer: Playing guitar is when I last felt strongly creative. Guitar allows you to channel 
your thoughts and emotions into sound. Whether you're strumming a chord progression or 
improvising a solo, you're making something uniquely your own—a core element of 
creativity
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Unit 1 topic 3
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Guitar Gym Application Concept Map
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Research question: Is there a link between improved mental health and guitar playing?

Unit 2 topic 2
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Unit 4 Topic 1
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