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Blog post 1:
The design thinking process is used in many different scenarios within the working world. It allows people to identify potential problems and how a solution can be made. But what does the design thinking process entail? 
Definition: The design thinking ideology asserts that a hands-on, user-centric approach to problem solving can lead to innovation, and innovation can lead to differentiation and a competitive advantage. This hands-on, user-centric approach is defined by the design thinking process and comprises 6 distinct phases (Gibbons, 2016).
[bookmark: _Int_ihNx6xfB]From research, it seems that the design thinking process wasn’t created just by one person, but improved by many. The main names mentioned are Tim brown, who created the term design thinking process (Tjendra, 2014), and David Kelley, who helped organize the design thinking ideology into a practical process (Baytas, 2021). For this project, we will be following the 6 steps of the design thinking process: Empathise, Define, Ideate, Prototype, Test and Implement (Gibbons, 2016). 
We will be using the design thinking process to create a sound walk, using the Echoes application. This is to be based on a chosen brief, where we will have to analyse different aspects of the process, scouting locations as well as what types of sound to create for the walk. 
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Blog post 2 (Empathise):
Using this design thinking process, we are now going to be focusing on creating our sound walk. There are 5 briefs that we need to choose from within this project. These are:
· Mindfulness and wellbeing
· An inconvenient truth
· The future is human
· Disinformation
· Dreams and psychodelia
From brief research into both the future is human and Dreams/psychodelia, it seems that there is much more room for interpretation in the work for Dreams/psychodelia. However, there is still use for the research done for the future is human within this brief as well. 
AI and its ability to mimic the human voice:
[bookmark: _Int_fveBj3O3][bookmark: _Int_wmul2LKb]The AI industry has been growing massively, for example how big AI art has become (Smee, 2023). A new era of AI seems to be dawning, with the growing advent of realistic human voice generating AI. There are many online companies working on their own versions of this type of technology, including Microsoft (Chalk, 2023). In the aforementioned article, the amount of information fed into the AI to make the audio is displayed. Thousands of hours of audio, from thousands of native speakers, give this AI the potential to create unrivalled voice-mimicking abilities. To add to this, imperfections in the language information and audio used for the AI will help it seem even more realistic. The impact this could have is immense, especially with the ability to easily translate content from this into other languages (Resemble AI, 2022).

Dream states, symbolism and psychedelic hallucinations:
Whilst dreams are nothing new, they are something everyone experiences in very different ways. Dreams always vary, but the different dream states we experience have general classifications: Daydreams, normal dreams, lucid dreams, false awakenings, and nightmares (Zugor, 2017). Four of these five occur when we are asleep, whilst daydreams occur whilst awake. Lucid dreams are dreams where we can control the outcome, and we are usually aware we are dreaming. False awakenings can mean we experience full parts of our day without realising we are still dreaming. Nightmares take on a more negative role and are more traumatic. Psychedelics seem to relate to the effect of lucid dreaming, however whilst the person is still in the waking world (Kraehenmann, 2017). The combination of dreams and psychedelia combined is shown to improve quality of mental health in some ways. 

After completing my research, I have talked to my group about ideas on what direction we can take the soundwalk. We will discuss locations, and whether we would like to focus on the dreams or psychedelia aspects. 
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Blog post 3 (Define):
[bookmark: _Int_kdzlHuU2]With the research that me and my peers have already done, we have decided to focus on the dreams aspect of the brief. As discussed in the prior blog post, there are different types of dreams that we can focus in on. Some main examples of these are:
· Normal dreams 
· Daydreams
· Lucid dreams
· Nightmares
· False awakening dreams
We have discussed on how we want to separate the different points on the soundwalk, and we have agreed to use each point to convey a specific type of dream in musical form, in which we will all choose one type of dream to each use. We will all be responsible for one point on the soundwalk. We originally came up with these four locations:
· Swansea city centre
· Marina (‘Copper Jack’ community boat)
· The beach (further down, near Brynmill)
· Mumbles pier
Whilst these are interesting locations, they are much too far apart to be viable for a soundwalk. Therefore, we have decided to narrow down our locations to the Marina, specifically at different monuments and landmarks around that area. 
The type of dream that I will be conveying will be daydreams. Daydreams are described as: 
Daydreaming is the refocusing of attention from outward surroundings to one's inner thoughts and feelings. As the name implies, daydreaming occurs during waking moments. These are characterized by visualized thoughts and imagined situations, usually pleasant or wishful. (Eddens, 2021)
Based on this definition, my piece for the soundwalk can possibly be focused to help people daydream or attempt to convey a daydream. Another useful piece of information from Eddens (2021), is that there are multiple types of daydreams specifically. These are described as positive-constructive (happy/wishful), Guilty-dysphoric (negative, anger/fear), and poor attention control. This information could be interpreted musically, adding more depth to the piece. 
I have decided to make my location the observatory café, as it represents a normal activity where there is a high potential for people to daydream. 
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Blog post 4 (Ideate):
There are different aspects of daydreams that I can use to influence my piece, as mentioned prior, there are the three different kinds of daydreams, which I would personally interpret as follows:
· Positive-constructive – major chords/notes, upbeat/faster tempo
· Guilty-dysphoric – minor chords/notes, slower tempo, less musically dense
· Poor attention control – broken up sections of the piece, not making musical sense and not in time
Because my location is quite calm and relaxing, I would like to base my piece instrumentally (Guitar mainly). I believe this would work with both the major and minor ideas. However, the poor attention control section could use plugins to potentially reverse or mix up different sections of the piece. 
There are different styles of music that could be used for this, so I have researched some different styles that could help fit into these different categories of daydreams. Since I will be recording this myself, I will be focusing mainly on the guitar aspects of performances. 
Toshiki Soejima (2022) displays a certain type of guitar, known as Neo-Soul. In the performance of ‘Feel like makin’ love’, they show the way this sort of guitar is used in compliment with other instruments. Overall, there is very little to no distortion on the guitar. The solo sections tend to include a lot of repeating phrases, quick runs through the major scale and reversed arpeggios, with a lot of sliding and vibrato in-between. The guitar seems to run parallel to the main beat, still maintaining the correct time signature. The backing sections remain in a similar octave to the solo, which is different to usual solos being an octave higher than the backing for the most part. The song has a funk sort of groove to it and stays in the major key. This could be a useful style of guitar to include, especially for electric lead parts of my piece for the soundwalk. 
A very different styled piece, by Justin Johnson (2020), called ‘Ghost of the mountain’ is much more guitar focused. It is played on an acoustic resonator guitar in an open D minor tuning. There is less of a defined rhythm and solo section, as both a bass rhythm and lead section are being played on the same guitar at the same time. The bass notes move from the lowest D note (1st) to an octave higher D note (7th). This maintains throughout most of the performance and is played with the thumb. The melody line is played alongside this, in an almost entirely minor scale. I could interpret this in the way of thoughts moving slowly from good/happy to bad/sad. 
These two performances could be used to determine the major and minor styles of my piece, with the poor attention control portions occurring throughout to display a loss of focus on the thoughts or forgetting the thought entirely. I could interpret relative majors or minors to remain in the same key, or I could change them entirely. 
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Blog post 5 (prototype):
To begin with, I recorded multiple sessions using guitar in similar styles as researched. These varied in tempo and changed between minor and major bases. These also included the use of external plugins to add a difference in certain dynamics. However, they are all in similar keys, which could be a point for future improvement to add more range.
After recording and mixing these pieces, I had four recordings to work with. To follow this, I then began creating some alternate recordings using two plugins from GRM. From this editing, I was able to create alternate stop/start versions of each of the recordings, as well as some repeating sections with bouncing back and forth and alternating pitches. I followed up by using all these recordings in a final Ableton session, to create a final audio file to use on the soundwalk. 
In the final session, I placed all the sound files into separate tracks and cut them all into relevant places. There are portions of the minor and major sections unedited in the full piece, to represent positive-constructive and guilty-dysphoric daydreaming. In-between these unedited sections, the GRM edited sound files were placed in small amounts to suggest lack of control thinking. To improve the transitions between major and minor, as well as between the different recordings, there are cross-fades between each new audio file, or reverb on an audio file in a separate track to add an extra change in dynamics where possible. So that there was build up, I snipped some portions of the recordings and reversed them to simulate a brief loss of thought before a full change of thought (a new recording). 
With the final piece finished, I believe it is a moderately accurate representation of daydreaming in audio form, and the location suits the piece. It simulates a normal environment one might daydream in, as well as being a nice location with a view of the ocean.

Blog post 6 (testing):
When deciding locations, we went to the locations to decide upon specific points for the soundwalk to feature. After deciding which locations to use, I placed points on the Echoes website with audio files to test with them. We tested these ourselves to begin with.
All locations successfully allowed the app to trigger an audio file, however at the observatory location there seemed to be an internet connection issue due to a lack of phone signal. Whilst this is not ideal, the fix for this problem seems to be simply download the soundwalk instead of streaming it. The location triggered the audio file without issue when the walk was downloaded to the phone. To assure that this issue is addressed to whomever uses our walk, we will be placing a suggestion in the description that we highly recommend downloading the walk for playback purposes. 
We decided to follow this up with a small beta-test, where someone did the walk and allowed us to record a brief review of thoughts on the walk. After listening back over this review, the person believed that the locations fitted the music pieces well and helped us realise a problem with the placement of one of the echo points. This has been fixed and finishing touches have been made to our Echoes page.
We now have a finished soundwalk, and we are happy with the product. We believe it is a good representation of different dream states.

Here is a link to our Soundwalk: https://explore.echoes.xyz/collections/6J7NxvuUPETrXpbA
 











