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Project Outline
The purpose of this project was to work in groups of four, creating workshops, an hour in length, that teach how to compose music for an animation and edit successfully using the editing software, Logic Pro X. These workshops were designed for an outreach roadshow to be delivered to college and school students studying varying aspects of music.
Project Aims and Objectives
· To learn how to edit and create music using digital audio workstation, for an animation.
· Successfully teach students how to use Logic Pro X, to edit sounds specifically for sections of an animation.
· Teach students how to create music using the sound library on Logic Pro X and practical skills on music production.
· Teach students how to understand the nature of music production in animation to create a specific atmosphere for the viewer; how music creates certain emotions and changes perception.

· Keep up to date with health and safety regulations
· To set up equipment confidently and with speed and precision ensuring health and safety guidelines/ risk assessment protocols have been met.
· Teach students appropriate guidelines for within studio to be safe such as no eating or drinking (except bottled water).
· Make sure all cables are securely fastened and not a trip hazard. Position equipment safely and teach students about safe practice in recording and rehearsal studios.

· Work efficiently as a team and manage time effectively
· Work efficiently within time management deadlines within the workshops and keep to a specific lesson plan detailing work to be completed and making it time allocated.
· Create highly developed productivity through communication between students and teachers.





Page 1
Target Audience 
The creative workshops would interest a target audience who have a keen interest in music technology, learning how to use Logic Pro X, creating musical compositions, music performance, film, media, and drama. The students at Gower College were ideal participants as they fitted demographically into an age range of 16-18 years, however this is not limited only to a younger audience.  A more mature age range would find this beneficial as it can provide not only knowledge in the music technology subject area but also the opportunity for a practical application of skills. Similar to workshops such as ‘Tune into your potential’, this would benefit people who are out of work and looking for a new career direction or those suffering from mental health issues. 
The style of music that we chose was a mixture of ambient and contemporary, which the group thought would appeal to an audience that would be interested in an experimental type of music, which seems to be proving popular with younger crowds these days. 
An artist needs to think about what kind of audience they must appeal to in order to become successful. According to an article by Kortepeter, (2015) he asks the question "Am I radio-friendly or a fringe artist?" I think this question is poignant because your own personal style of music can be compared easily to another artist who is established and has a large fan base who finds interest in that particular music.  This can be beneficial to yourself as an artist as it can help you appeal to an external fan base that can be built upon. This is important when designing a workshop to ensure that the right target audience is reached and to teach students that in order to become professional, they must narrow their genre to reach a specific group.
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Research and Context
This workshop concentrated on the role of music within animation and how to successfully produce this for the animation chosen, ‘Johnny Express’. This workshop was designed using Vark learning styles (Neil Fleming) and Kolb’s Learning Cycle as a theoretical basis to ensure that all student’s learning needs were met. Kolbs Learning Style Theory (1984) discusses how to design an effective workshop, considering the participant’s specific learning styles, their learning processes and their workshop skills; this enabled the workshop to be facilitated in a way understood by all (Wallace, 2001). Kolb discusses how understanding the specific needs of the target audience, 16-18 years of age in this case, needs to be known so that a correct workshop design can be facilitated ensuring effective learning at a level that can be understood. In order to create the learning activities within this workshop the needs of the students were considered and the learning styles of kinaesthetic, visual and oral were predominantly used. The workshop was facilitated mainly with oral and visual communication whereby we explained that the students had to compose music for the Johnny Express animation whilst showing them the selected sections they had to work with. This required listening skills and oral communication asking questions when necessary to ensure correct learning. Music students from Gower College, they had concrete experience to work from (Brooks-Harris and Stock-Ward, 1999) and additional information was provided on how to use the digital audio workstation. The students were provided with a sound library on Logic and had to decide independently which sections required which sounds; specifically, one required a theme tune for news broadcast and this had to be created using a midi keyboard and the drum pad in Logic. Students engaged in active experimentation (Brooks-Harris and Stock-Ward, 1999) in order to complete this task, using practical hands-on experience to make correct choices regarding sounds whereby they had to choose sound patches and plug-ins from Logic Pro X. This employed the kinaesthetic learning style most suitable for music students aged 16-18. Industry standard equipment was used to complete this workshop using Logic Pro X which is a digital audio work station that is highly important software in a professional music environment, used by music producer/artists such as Artful Dodger and Ellie Goulding. Employing visual skills during this workshop were essential as students had to watch the animation and visualise which sounds would fit best. This allowed for creative enquiry on the part of the students and reflective observation (watching) which Kolb has in his learning cycle. Students then had to employ independent thinking to align the sounds to the correct parts of the animation requiring abstract conceptualisation (Brooks-Harris and Stock-Ward, 1999). It was essential that the students engaged fully with the workshop and built an emotional connection with the music and the animation; this enabled them to enjoy the process and fully understand the learning that was taking place.
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Analysis of Final Product
Within our group the final product of the workshop, within the narrative of it being a specifically designed workshop for students whose main interest is music technology and, us as teachers delivering this workshop as a class to gain further knowledge by the understanding of how to edit and compose music to accompany animations in the software Login Pro X.  Initial demographic audience research was brief and I felt that I would of have liked more time to write a short questionnaire to be given out to the students before the workshop to gain some better understanding of their learning ability. This would have been beneficial in terms of getting to know the different levels of student experience, knowledge and, how much they had learnt on their course.  For us as “Outreach roadshow” teachers these questionnaires would have provided the aim of better stylising the workshops to identify the best way to create an adaptive approach to creatively communicate with the students to explain how to use different applications in music technology. My strengths were composing music for the introduction of the animation, building rapport with the students through my own experience as a singer and, songwriter and, describing certain sounds that are connected to outer space with key words such as ambient, obscure, soft and, spacious.  In the workshop the group improvised on an idea which was to recreate the theme tune of the widely known entertainment programme Count Down to fit the news broadcast in the animation. As teachers we did not know enough music theory most importantly the chord structure to create the tune and the students struggled to play the notes on the midi synth. I felt they were getting frustrated because they were really keen on the idea but couldn’t express it creatively due to limited resources. These were no access to printers to print chord sheets and, WIFI wasn’t set-up properly on the Mac computer. This was my first-time teaching students by using the workshop lessons and, at the beginning I was nervous because I had to demonstrate my techniques and skills in music technology and felt I didn’t have enough knowledge provide the student with adequate learning strategies such as, knowing how to use the advance tools in logic Pro X, and how to use the  to make the music composition sound more professional. The equipment needed to facilitate the workshop is of low impact in terms of moving, lifting and, transporting to the various venues.  It could easily be done by two people for precision and speed, completely different to a sound set up at a live gig with musicians and bands with live vocals needing efficient sound checks for optimum performance.  The teaching space for the workshops would need to have room for at least ten students sitting on chairs, a small teaching classroom would be viable to teach but a larger area would bring about a better learning experience for students and teachers. For me personally it was a great opportunity to teach my music technology skills to aspiring musicians and the importance of the workshops to give young people a chance to be involved in something I would have found inspirational as a music student within the further education system.  
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Project Summary 
Whilst some of the academic time given over for developing the project was not attended by myself, I felt that I made up for this through my own study at home.  The first stages of the project proved to be slow in preparing and, organising the concept of the main themes and teaching syllabus. Our lecturer set up a practice workshop for my whole year group the day before the Gower college outreach workshop. We taught the first year BA Hons Music Technology students by demonstrating different aspects of music technology and the feedback from the students was really helpful for us as it allowed us to re-address any issues with setting up equipment and learning procedures.  On the day of the workshop we did not assign ourselves to particular roles, we managed to engage with the students and hold their attention, based on the criteria as teachers that we had studied our own segments of the workshop and, the group supported each other when others needed it. Our aim was to format a day which would include the four one-hour long workshops was delivered successfully by us as a group.  More importantly the objective to give knowledge to the students through practical and, visual leaning experience was the correct way to approach them and they benefited by this through making the workshops creative, exciting, and inspirational.  Feedback from the students was after the workshop and, we discussed how they would have liked have more time on explaining how music can be described by using musical parameters.  These are rhythm, tempo, harmony, melody, instrumentation, dynamic, texture, genre, form and temperature. The workshop was a new way of teaching and, learning for many of the students and, a first time to be taught by people studying the same subject at a higher level at university.  The students significantly improved their knowledge on how to edit sounds, arrange software instruments on the multi-track interface, save and edit their sessions, use the piano roll to change pitch, tempo and rhythm, use the drummer tool to create electronic beats to go with the musical composition and, improved their technical skills using automation and quantisation on certain sounds and beats. In conclusion this is not limited to schools and colleges these workshops can be designed around any age range and level of experiences.  For future workshops I would implement more technical and creative skills to help students fully engage in their learning ability and musical input. 
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