	
	
	



[bookmark: _GoBack]Assignment 2 – soundwalk 

Here is the link to our soundwalk: https://explore.echoes.xyz/collections/6J7NxvuUPETrXpbA
Here is a OneDrive link to my piece in WAV format, the beta test review we used to improve, and all the prototypes created for my piece within this project:
Contemporary challenges - Dreams & psychedelia

Abstract:
Daydreams are different for everyone. We all have our own thoughts and dreams, aswell as our fears and anxieties. Whilst we cannot predict these things in other people, there are ways that our minds daydream that we all have in common. These are the positive, the negative, and the lack of control to stay upon one thought indefinitely. This piece is a simulation of these portions of daydreaming, and hopefully it can help you understand how your mind works more intimately; to help you control your thoughts with less obstacles.
 
The creative process:
Upon deciding my focus of daydreams, I began to think what ways I could interpret daydreams in a musical format. Initially, I wanted a calming and continuous piece of music, with extra reverb and effects to give it a distanced effect. I recorded a full original piece and mixed it with wave sounds. I used this recording in the final piece, however upon further research decided upon mixing it with different recordings of different styles and tempos. I then began recording those pieces and edited them further, so I had more sound files to add to the finished piece. In total, I had 12 recordings to mix with.
The location I chose was one of moderate normality; a coffee shop called the observatory. It is very calming, and with the location being on the beach front, I had extra room for site specific features in the music: wave/wavelike sounds in different portions of the piece. 
Donte chose to focus on the nightmare aspect of dreams, in which he uses midi instruments and effects to contrast the idea of normal dreams and nightmares coinciding within one another. He chose the lighthouse boat in the marina as his location, due to its rusted condition and eeriness at certain times of day. We all agreed this was a good location, as it added even more of a visual element to his piece. 
Luke focused on a normal dream-like state, where he used guitar with heavy feedback and reverb to add a calmness to simulate how dreams feel for a person. His location was a specific viewpoint on the beach, so he added elements of wave sounds into his work in a small amount. 
We did not list a dedicated order of these pieces, as they relate to one another regardless of which location is visited first. Be it from daydream, to normal to nightmare, or any other combination, we chose to leave that choice to the listener. 
With regards to teamwork in this assignment, decisions about locations and dream type allocations were made through group discussion. We all shared our pieces as they were being mixed and developed, to gain some extra feedback to help us improve before beta-testing. 
We began this whole process with a discussion of different ideas, and then organised location scouting. We originally decided upon the beach up to the mumbles front, however we realised it would be too much of a long walk. When we decided upon the marina, we talked about focusing entirely upon the dream aspects of the brief. 



My individual contribution:
My piece is a brief demonstration of daydreams in musical form. Based on the three types of daydreams: positive-constructive (positive), guilty-dysphoric (negative) and lack of control (Moesgaard-Kjeldsen, 2013), I created this piece by attributing certain musical features to the daydream types. There are major sections for positive, minor sections for negative, and unnatural cuts between each of these to suggest lack of control. For this piece, I recorded four short original pieces, and created edits of them to be placed together with plugins from GRM. Once all placed together, they portray a potential string of thoughts, bouncing from a positive to negative, without a real explanation why. This is reminiscent of normal daydreams.
Along with my own piece, I set up and continued to update the soundwalk on the Echoes app throughout the project. I added all photos, the main description of the whole walk, as well as a description of my own piece. On top of this, I also helped test the locations on multiple occasions to assure that all locations were accurate on the app. 
I also set up the beta test, where I got someone to go out and test our walk and give a brief review afterwards. I used this information to alter the locations of our echoes ever so slightly so that they matched the intended points more accurately. I went through multiple prototypes in the prototyping stage, which helped me improve upon my piece after each test. And even more so in some ways, as most of the prototypes were used in the final edit of the piece. I did extensive research into the different types of dreams that could be focused on and relayed it to my group. This helped lay the groundwork for what our soundwalk is based upon. 
[bookmark: _Int_D3Em5ICS]My final piece is 5 minutes and 14 seconds long, and is what I contributed to the final creative portion of the soundwalk. 
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