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Abstract 

In this Blog I explore the concept of the design thinking process, which emphasizes creativity, experimentation, and collaboration to create functional solutions that users genuinely desire. I then delve into the topic of dreams and psychedelic experiences, hoping to create music that resonates with users and unlocks their deepest emotions. The blog also examines the various types of dreams, including false awakenings, which inspired me to compose a piece of music intended to reflect the ebb and flow of dreaming. Finally, I then discuss the importance of understanding the target audience and creating an immersive audio experience that transports listeners to a dreamlike state.

The design process.

Our design process began by researching the topic of dreams and psychedelia, which enabled us to explore the different types of dreams that existed. I was introduced to several new types of dreams that I had not previously encountered. Based on my research, I determined which type of dream to focus my work on.
As a group, we brainstormed possible locations within Swansea for a sound walk that would be engaging and appealing to the listener. It was essential that the location had reliable GPS and phone/Wi-Fi signal to trigger the audio samples. We initially considered Oystermouth Castle as our focal point, but we later ruled it out due to its distance and seasonal closure. We eventually settled on Swansea Marina after much discussion.

During a group walk around the marina, we scouted several locations to test with the app to ensure that the GPS functioned correctly and could trigger our audio samples. We needed to ensure that the audio was triggered seamlessly for the listener to have a fantastic experience. With these successful tests, we divided our team and focused on our individual work. We reconvened at a later date to combine our efforts and create the final sound walk. After several weeks of hard work, we met again to review our nearly finished works. We decided to add smaller audio inserts for smoother transitions between the main pieces to enhance the listening experience. Unfortunately, due to time constraints, we were unable to complete this additional task.

Overall, I feel our design process was comprehensive, and we were able to create a unique sound walk that combined the elements of dreams and psychedelia. We put in a lot of effort to ensure that the listener had a fantastic experience while exploring Swansea Marina. 
Individual contribution 

In terms of my contribution to the project, I feel i played an important role in helping the group choose the location for our sound walk. My initial suggestion was Oystermouth Castle, but we decided against it due to its distance and seasonal closure. Therefore, I had to find a location closer to the others in the group, and we ultimately settled on Swansea Marina after some discussion.

During our scouting trip around the marina, I suggested various spots that I believed would work well with the echo map and provided ideas on how to achieve different sounds during the recording process. One technique I recommended was using the BBC hall room reverb as an impulse response and blending it with a response taken from a particular spot in the marina with a lot of natural reverb. This approach could have added depth to recorded instruments such as guitar. I also suggested using the environmental sounds from around the marina as a backing for a composition. However, it appeared that nobody in the group used these techniques, which I found disappointing since I believed they could have added a lot to a specific idea that a member of the group had.

In addition, I contributed to the ideas on how the sound walk should be conducted and look. Initially, we planned to have a group composition, but we later decided to work on individual compositions instead. I finished my composition first, hoping that it would help the others in deciding the direction they wanted to take to ensure that the entire sound walk was coherent. However, my contribution did not seem to have much impact as the others in the group went ahead without informing the rest of us.

Although I think I contributed significantly to the project, I was disappointed that most of my suggestions and thoughts were disregarded. I believed that we could have completed the project more efficiently and to a higher standard if everyone had worked more collaboratively. This experience has reinforced my belief that I do not enjoy working in groups.
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