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Blog post 1: Empathize – gaining the knowledge.

The first stage of the design thinking process was to empathize. This was to research and further my understanding on the matter of disinformation: knowledge and ignorance, with me later changing to Dreams and psychedelia.

To begin my research, I started at the definitions and differences of disinformation and misinformation as many struggle to specify between the two. 

Disinformation - false information that is given deliberately.
Misinformation - the act of giving wrong information about something; the wrong information that is given. (Oxford Dictionary, 2023)

Many are aware of the disinformation spread by numerous sources throughout the covid-19 pandemic, even including our own government throughout the party gate scandal. One interesting source to mention is The Byline Times’ article on “The Governments ten biggest coronavirus lies unmasked.”  

The article discusses factual evidence of the government spreading disinformation throughout lockdown such as overstating test figures and providing inaccurate death tolls. (Stephen Colegrave and Peter Jukes, The Byline Times, 2020)

This disinformation has had a negative impact upon society, as the public looked to the government for valid and factual statistics when in fact they were purposefully lying. 

Another prevalent source of disinformation is the use of AI and how it is helping the spread of it at a worryingly rate. The New York Times covered researchers who are looking to prevent the spread of modern disinformation. With their research they found that AI was able to “produce clean, convincing text that repeated conspiracy theories and misleading narratives.” (The New York Times, 2023)

Concerningly, AI only improves every day, meaning disinformation can be spread more efficiently, deceptively, and discreetly online.

As previously mentioned, I had chosen to change to dreams and psychedelia with my research being heavily focused on the impact psychedelia has had on the music industry and the creation of psychedelic music. I changed my mind due to the lack of limitations included with dreams and psychedelia, exciting me to allow my creativity to flourish.

The Oxford English Dictionary describes it as “music, culture or art based on the experiences produced by psychedelic drugs.”

Such music was induced by the heavy usage of LSD in the 60’s with albums such as “The magical Mystery Tour” by The Beatles and “Are you experienced” by Jimi Hendrix.

Lysergic acid diethylamide, more commonly known as LSD, is a psychedelic drug that alters the state of mind. But how?
American Addiction Centres states that “this potent drug binds to specific brain cell receptors and alters how the brain responds to serotonin, a neurotransmitter that regulates emotions, moods, and perceptions. By binding to these receptors LSD modifies neural pathways, producing visual hallucinations and altering the perception of things such sound and time.” (Michael Kaliszewski, PhD, 2023)








































Blog Post 2: Define – furthering our understanding.

After collecting individual research, groups were selected based on our preferred category for the challenge. Tomos, Apollo and I shared our research with one and other, further expanding our knowledge on the matter. Tomos found great interest in the dream aspect of the category whilst Apollo and I favoured the psychedelic take on the challenge. Nevertheless, we agreed that a culmination of the two can make a great soundscape experience for the user. 

Using the design thinking process, we defined our target audience, as well as our own expertise.

Our target audience was settled as nightlife lovers/club goers who are in favour of psychedelic experiences. For obvious reasons users will be targeted at the age of 18 or over. 

Tomos was keen to provide strong and mind-bending midi work with relation to the sensation of a hypnic jerk. Tomos shared with us that this is the experience of falling in a dream and being awoken suddenly.

Apollo shared themes of Psychedelic drugs such as LSD, MDMA, Psilocybin and their use and how they can be translated through music, using his expertise in sound design and production to emphasise the experience.

I provided my insight on psychedelic music and how LSD had influenced artists that I mentioned in blog post 1. I was originally in favour of providing my vocals and guitar instrumentation to make a psychedelic rock track, however I later changed to a trance track as I felt I could be more creative using samples as well as wanting to improve my electronic music.



















Blog Post 3: Ideate – setting things in stone.

The next stage of the design thinking process was to ideate. 

We first had to establish a link between the target audience to a location that has relevance to the theme of dreams psychedelia. Potential ideas included:

· Woodland trails (Pembrey Country Park)
· Singleton Park
· Swansea Marina
· Gower
· High Street
· Wind Street

We ultimately decided on using a trail from High Street to Wind Street in Swansea. We feel like this location has great relevance to psychedelia due to the heavy usage of drugs in clubs and scenery surrounding the area. This is also where we can find our target audience residing.

With that being settled, our type of media had to be decided. The idea of separate pieces was discussed however we felt one continuous ten-minute track would be more immersive for the user to endure during their soundscape walk. To do this, we all divided our work to begin and gave each other the task of collecting 3 minutes or more of original content to mix into the final piece. We also decided that these pieces should all have trance themes to highlight the dreamy and psychedelic elements.

Tomos was already engaged with the concept of animating the hypnic jerk through music, so his role was already established when creating his original track. 

Apollo was interested in bringing LSD to life whilst also incorporating the club style trance that the target audience would want to hear on their night out. 

I really wanted to get creative with this, so I decided I wanted to envision a comedown towards the end of the track to include it. This could include creepy altered samples as well as wacky synths to really set the tone.












Blog Post 4: Prototype- the beginning 

To begin our prototype, we engaged with echoes gps service as our hub to upload the soundscape, making it available to those who would like to engage in the area. 
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It began with a simple draft of Tomos’ work being uploaded to see how echoes functioned. None of us had used it before and we found ourselves unfamiliar with the service. Clearly a 2-minute draft would not be included as a stand-alone in the final draft, however, to prototype we felt that this length was acceptable.

We quickly planted an echo surrounding Wind Street labelling our prototype “psychedelia.” Conveniently, Apollo lives close by to the echo, therefore he could test it.

Upon reviewing this prototype, apollo was able to access the echoes page immediately from the home menu where it was present amongst other walks in the area.

The walk was successful with no interruptions during the experience (lack of GPS signal, mobile data etc)

However, one drawback was the size of the prototype echo. Apollo had commented that this area could be quickly covered way under the ten-minute mark, therefore we labelled this as a drawback and had to change the size later. This is a positive of prototyping due being able to make the changes when needed for the final build.

Our conclusions from this prototyping stage of the design thinking process were:
· To increase the diameter of the echo, potentially customising the shape
· Include a more eye-catching title.
· Add an image that relates to dreams or psychedelia.


Blog post 5: Testing – Is this thing on?

To begin the testing phase, the group had culminated our ten-minute track and had uploaded it to echoes. We took the necessary action from the conclusions of the prototype to change the echoes characteristics, including changing its shape and diameter to highlight where users should walk:
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Additionally, the group tested the new home page of our echo, which was successfully shown once the user clicks the link:
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As mentioned in the prototype stage, an image and abstract like this is necessary to engage with our target audience. The image highlights the psychedelic nature of the walk, and the description illustrates how the instrumentation links to the themes of psychedelia.


Ideally, we would have shared this with a wider audience but unfortunately, we fell short upon the deadline. We did have a beta test scheduled but unfortunately the weather wasn’t in our favour. This beta test would have consisted of sharing the final echo with other users on the course to gain insight. More feedback from a third party would have benefitted us greatly as our findings could be labelled as biased. We took this into account and proposed some questions for a future audience:

· How would you describe your experience?
· Were there any issues accessing the walk?
· Did you experience any interference or any technical problems?
· Did you enjoy the track? 
· Is there anything you would change?

Answers to these questions would have allowed us to improve our soundscape experienced based on the reactions of users. 








































Blog Post 6: Launch Conclusions – Success or failure?


With the echo being published and track set in stone, it’s time to reflect my personal thoughts on this challenge.

To begin, I believe all our individual contributions could have been communicated better, as most of it was done behind a screen using Microsoft teams. Instead, I believe in person discussions on design changes and tweaks are more beneficial than on screen ones and would have allowed this challenge to feel like a team effort rather than an individual one. However, saying that, I think each member of the group provided sufficient material throughout the design thinking process and allowed us to hit the brief of this challenge quite well. I personally have had a great time learning about dreams, psychedelics, and its impacts on the music industry. Using experimental sounds and augmented time has inspired me to do so in my own creative practice as it provides a unique sound to the listener. The soundscape using echoes was successful and I enjoyed interacting with echoes throughout. However as mentioned in the testing phase, the group fell short of testing this using a third party therefore we do not know how our target audience would have reacted to this soundscape walk and we do not know If a further audience would have had problems when interacting with echoes. 

The Design Thinking Process was interesting to engage with throughout this project. I found that it laid out the foundations for the challenge quite well and made some elements more interesting than others. For example, I preferred the first 3 stages compared to the final two because of the different thinking processes involved. I also felt that our prototype and testing stage were too similar, whether that was our fault or design thinking, I’m not so sure. 

In my opinion the design thinking process is an engaging way of keeping a team on the same page throughout a project as well as it being an excellent way to research a user’s needs and to efficient way of gathering user feedback. However, design thinking is a long, drawn-out process which requires full user involvement amongst a team. This can hinder progress and make users like me feel unmotivated at times. Sometimes it felt like I was taking one step forward and three steps backward regarding progress. For this reason alone, I cannot see myself using the design thinking process again any time soon.












List of sources:

· (Stephen Colegrave and Peter Jukes, The Byline Times, 2020)
· (The New York Times, 2023)
· (Oxford Dictionary, 2023)
· (Michael Kaliszewski, PhD, 2023)






image3.png
Publish Pri

Tripped in Wind Street

9 1ECHOES

Swansea

This project is a soundwalk created using Echoes, written and produced by Tomos, Brook, and
Apollo. It features a smooth yet heavy trance/psytrance track with a strong 4 on the floor club
vibe, it also includes stabbing acid leads and repetitive vocal loops which stick in the listener's
brain. The inspiration for this project was in the themes of Psychedelic drugs such as LSD,
MDMA, Psilocybin and their use, also thinking about how they interact with music and the user
and how its experience can be translated into music.
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