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Psychology

Introduction
Music is a very personal and important aspect of many people’s lives. It can influence moods, start movements, 
evoke mass nostalgia and even change mindsets. Over the years as technology has evolved, so too has the music 
industry. With new delivery methods available and the ubiquitousness of the internet, users have started to prefer 
the instantaneous, seemly unlimited nature of streaming services. As the services themselves have grown in 
functionality and efficiency, their user interfaces seem to have been an afterthought, either being items with many 
added on features that do not contribute to the overall experience, or being just plain derivatives of the software 
they were successors of. Online, many people complain about the fact that these caveats exist, however most of 
the updates that these services have had have been only minor redesigns, either to make the interface look less 
dated or to fix bugs, rather than to completely rethink the service from the ground up.

As the market has moved to streaming, not only has the style of content delivery has changed, so too has the 
psychological construct surrounding it as a whole. Users are more likely to see a streaming service as a utility 
and ‘less financially risky, even free, even for paying subscribers’ (Luck, 2016) compared to buying music. In this 
new non-ownership model, users are more likely to discover and try new items, something that services currently 
provide but are not usually utilised enough; rather resorting to items that users have heard before as ‘safe’ choices. 
A large amount of new choices is not always the best option however, as evidenced by The Paradox of Choice 
(Schwartz, 2009), it can lead to confusion with lots of options overbearing the user, resulting in listeners reverting 
back to music they have heard before (Ward et al. 2014, cited in Luck, 2016). This balance of providing choice 
without overbearing users therefore is something I aim to find. Luck (2016) praised the way that current services do 
this within ‘playlists comprised of tracks selected especially for each individual listener’ and I hope to replicate the 
way that these items work with the new features I integrate. 
With the transition from buying media to streaming it (not only within music but with movies and television shows 
with services like Netflix and Amazon Prime), users do not have to make as large a decision as buying items, with 
the ability to listen once or twice fully then decide whether they like it or not. Luck (2016) describes this well; ‘The 
risks and responsibilities that accompany ownership of a good, are lifted, and music transitions from something 
we possess into something we access’, referencing the ‘Burdens of Ownership’ (Betty and Maricle, 1973, cited 
in Moeller and Wittkowski, 2010) which include product alteration or obsolescence, incorrect product selection 
and maintenance and repair; items which the end user does not want to have to think about. If an artist decides to 
update an album in a few years (something that Kanye West and other high profile artists have done), users do not 
have to worry about going out and purchasing new items, as thorough the streaming service these items will be 
updated automatically. 
This change in psychology leads users to want to explore new music as there is no negative consequence (apart 
from lost time) and is seemingly free. An abundance of music is generally preferred as users are paying for this. 
Bruinsma, Meulen and Weelden (2003) identified two separate types of software user: ‘the hunter’ (a user looking 
for a certain aspect and not caring about the in-between sections) and ‘the browser’ (a user who takes in the 
journey as part of the experience). My interface needs to appeal to both type of user to encompass the market as 
a whole and will cater for those who change from one to the other depending on situation. It therefore will have to 
have a logical layout that users can get used to.

My Solution
A seemingly monumental task, I chose to undertake just the desktop interface (however the interfaces for other 
devices and systems can take the main ideas and cues from my redesign). I aimed to explore not just a new 
interface for design purposes but also for usability as a whole. I therefore focused a lot of my project on conducting 
user research to make meaningful improvements that would benefit users rather than just changing items for 
change’s sake. I also wanted my design to echo the previous designs as to not confuse or shock users, rather ease 
them into the new interface with a relatively small learning curve. I therefore put empahsis on making my design 
as intuitive to users as possible, hiding power functions in plain sight and not overbearing them with possible 
selections. 
I undertook many different user research methods and visualisation techniques to find areas that needed 
improvement, proposed changes and reevaluated these throughout to make sure I was on the right track. Finally I 
was able to mock up my idea within Sketch and animate it within Principle to demonstrate the way that my interface 
would work.
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History

Previous Iterations
When researching previous iterations of similar products, I decided to start when digital music was becoming 
something that people frequently used. Music is something that has been enjoyed for millennia and is very 
engrained in society as a whole. I therefore made sure to give careful consideration and thought to the way that it 
was integrated as to avoid offending any users, researching not only the design but also the terms being used. 

When looking at the general history I decided to start when music was becoming available digitally as I thought 
this would help inform the design of these interfaces. The first interface I found for digital music distribution was 
actually Napster, an illegal file sharing interface designed for the for the distribution of MP3 songs over the internet. 
Although a service that was breaking the law, it peaked with over 80 million users, showing to the world that users 
were open and happy to get music over the internet - even if it was only through an illegal service. 
The interface was relatively simple and did not evolve that much over time (Fig. 1). It had navigation tabs along 
the top including a home menu, a chat area, a user’s library, a search area, a ‘hot list’ area akin to a chart section 
nowadays, a transfer area showing the current transfers in progress, a discovery area and finally a help section. 
This simple layout helped users find the most important items and the relatively simple interface enabled easy 
downloading and transferring of music, leading to its large user base. The main problems identified by competitors 
later on (including Steve Jobs when talking about the launch of the iTunes Store in 2003) were that the downloads 
and encoding were unreliable, there were no previews of songs (leading to the wrong song or a song that was bad 
quality being downloaded) and that there was no cover art on the songs - not to mention that it was also illegal. 
It however was a massive proof of concept that online music was something that users were not only interested in, 
but were capable and willing to use, and that the internet was a very good way of delivering music. 

I also looked into the evolution of music players as a whole. I therefore looked at iTunes, an application that at the 
time (2001) promised to be simple and easy to use for general users not interested in power user functions, rather 
just browsing their music without many additions and bolted-on features (something that the current iTunes may 
not have continued) (Fig. 2). Its interface has not changed that much today and still has the controls, now playing 
window and search bar at the top, with a sidebar allowing easy access to different aspects of the user’s library. This 
was one of the first applications that promised this reduction in complexity for everyday users, with only the main 
features that were needed being integrated, including the ripping and burning of tracks to and from CDs.
In 2003, iTunes integrated its own online store to rival other online services such as Napster. It provided access to 
200,000 tracks with unlimited burns to CD, enabled users to preview songs and buy only certain songs within an 
album (instead of the whole thing), an option that would allow a lot more granular choice when purchasing. The 
relatively inexpensive cost of songs also meant that people were more likely to buy rather than illegally download 
and heralded the dawn of the legal ‘internet music’ age.

Napster iTunes Pandora MySpace Tidal

Napster iTunes Pandora MySpace Tidal
Napster (c. 2003)Fig. 1
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In terms of the store’s interface (Fig. 2), it allowed users to browse by genre, see the top downloads and even see 
other user’s playlists. It would also later integrate Genius, a recommendation system that worked off what the user 
had listened to to suggest songs that they might want to purchase. In terms of interface layout, it included a home 
screen showcasing suggested items and used a navigation bar at the top to show users where they were within 
the store. It also integrated a search function to allow users to quickly find items, going through the song name, the 
artist, the album and even the genre.

Napster iTunes Pandora MySpace Tidal
Pandora was initially created to help promote small bands and musicians to the general public. By creating 
musicological profiles of every song using 450 individual attributes, the service aimed to match users with songs 
that were similar and find items for them to listen to based on the song’s genre and mood. The interface was 
relatively simple at the start (Fig. 3) and has not progressed too much, basing itself on searching for a song and 
playing this, then allowing the user to rate songs that were playing. Its simple interface attracts users and the quick 
creation helps to get users in and listening as quickly as possible. 

Napster iTunes Pandora MySpace Tidal
MySpace was a social media service I looked into as it incorporated streaming into its web interface to allow artists 
to share their music for free to gain popularity. In general the interface worked off a basic system that got users to 
search for the artist or song then play it. It had specialised pages for each artist that were maintained by this artist 
giving it a more personal feel overall. 
The home page (Fig. 4) of the interface showed general items that users might be interested in, including trending 
items. Its interface however was mainly designed more of as a social media platform rather than a streaming service 
so with the exception of their music site (which was relatively sparse on features) its general design was not suited 
for playing music. 

MySpace Homepage

MySpace Player

MySpace Music

Pandora (c. 2007)

iTunes 1.1 iTunes 4.1 (iTunes Store)Fig. 2

Fig.3

Fig.4
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Napster iTunes Pandora MySpace Tidal
Tidal distanced itself from other streaming services at the time by proposing higher-quality audio that Spotify and 
Pandora, making it popular with audiophiles. Backed by high profile celebrities, it established itself as an artist-
backed alternative, aiming to pay artists more than the relatively small amount that rivals do. This was backed 
by exclusivity for certain high profile releases such as Rihanna’s Anti, Kanye West’s Life of Pablo and Beyoncé’s 
Lemonade. These releases helped to push the amount of subscribers on the service however the surge from these 
events were usually only temporary, with users leaving the service as items hit larger services such as Spotify.
The user interface of Tidal is dark and relies on a sidebar for most of the navigation of the interface (Fig. 5). It 
houses both the service’s items along with the user’s items. This looks quite confusing at first glance as there are 
multiple tags for the same thing. Its ‘What’s New’ section houses featured items, generic new items, the charts 
under a ‘Top 20’ area, and other items like playlists and videos below. In general the interface feels quite cluttered 
and there seems to not be a real sorting option. Items are just placed in certain areas, with users having to trawl 
through the very long pages of items to find things to listen to. 

Current Giants
The current market leaders Spotify and Apple Music, aim their services at different types of user. As set out by Yuan 
(2017), there are two different types, the hoarder (a user that likes to see their library a lot and adds things to their 
library) and the nomad (a user that wants to explore more tracks a lot and is more intent on discovering new items). 
Inherently and maybe without meaning to, Spotify’s interface appeals more to nomads (with its larger discovery 
section and more personalised recommendations of new items) compared to Apple Music (which in fact launches 
on the user’s library and encourages users to ‘Add Items to Your Library’ within Playlist descriptions). This therefore 
can leave users feeling unsatisfied with their application as it does not show items in the way that may appeal most 
to users. This will be a key problem I address.

Spotify Apple Music
In 2008, Spotify launched in beta for users through an invitation system. Registrations surged in 2011 with the 
release of a mobile app. It initially launched with a 6 month free, ad supported trial period however this was later 
dropped to just free and premium tiers. Spotify drew on the streaming platform laid down by Pandora to deliver 
music that users could choose and recommend other items within playlists rather than on the fly and re-solving the 
resurgence of illegal file sharing via sites like Pirate Bay.
Its initial success was based on its invite only system, (creating a viral element that attracted users) however the 
ability to select any song to listen to with only a monthly fee to pay was a main attraction. Spotify integrated similar 
features to Pandora with song recommendations and currently serves as the largest streaming service in the world 
with 140 million active users (The Verge, 2017). 
Its interface has not changed that much, with the only main items being the rearrangement of some of the 
streaming service’s sidebar items being put into the main window. The sidebar has continued to allow quick access 
to the user’s library and playlists. Within the main window, the relevant items to the user are now displayed along 
with a navigation area at the top allowing quick access to ‘Podcasts’, ‘Charts’, ‘Genres & Moods’, ‘New Releases’, 
‘Discover’ and ‘Concerts’. 
The interface (Fig. 6) houses the navigation buttons, search bar and the user’s profile page at the top whilst having 

Fig. 5 Tidal 2.1.0
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the controls for the interface (including the volume slider and progress bar) being across the bottom. Along the right 
side, a social panel houses other users and the songs being listened to at the current time. The overall interface 
uses a dark theme and allows quick access to items like creating a new playlist. It has two similar but slightly 
different interfaces for free and premium users, with premium users being given more personalised items, no 
adverts within the interface and no interruptions whilst listening to listening to music. 
Spotify’s integration of a mobile interface helped make it more popular and appeal to more users and therefore I 
looked at their design to see the main reasons why it helped so much. Their app initially had a massively different 
layout to their desktop application however has recently been coming closer and closer. It still bases itself off 
a tabbed bottom bar but has changed the items to include quick access to the user’s library and the ability to 
download items quickly and easily to the user’s device. 
Throughout the interface, album and playlist covers dominate the experience with a mix of typography, large 
graphics and pictures of artists giving meaning to playlist covers. Highlights are given in Spotify’s iconic green 
colour. The covers pop against the dark background of the interface as a whole and colour schemes for genres help 
to tie related items together. The size of elements such as album covers and playlists are sized the same throughout 
the interface (with some small exceptions) and Genres and Moods have icons that effectively communicate their 
meaning. 
Large lists of songs in playlists and albums are simple with album art displayed at the top. A ‘+’ button is put 
on each song for quickly adding items to the user’s library along with an explicit badge (if applicable), the song 
duration and a popularity meter. If users hover over this, a ‘•••’ option appears with more items including ‘Add to 
Queue’, ‘Go to Song Radio’, ‘Go to Artist’, ‘Show Credits’, ‘Save to Your Library’, ‘Add to Playlist’ and ‘Share’. When 
hovering, a play icon appears as well, communicating that the user can either double click on the song or click the 
play icon to play the song.
 

Spotify’s search function takes over the whole page when the user starts typing to show top items along with a 
categorised list of items that would relate to the searched item. As the user types, the search algorithm searches 
first by artist and shows instantly everything related to that artist. It does not have any autocomplete suggestions 
but allows the user to search for everything from artists, albums and songs to full genres and even activities that 
the user might be doing. Its search mechanic is also instantaneous and does not keep the user waiting for results, 
something that has probably been enhanced server side to provide a better service to users. 
Terms throughout were something that related to their function and are things that users would get used to (or 
would get used to their placement throughout the interface). The menu bar on the Mac seems quite under-utilised, 
existing only for the most used functions and most of the time users would depend on items within the main 
interface to complete most tasks. This menu bar does incorporate features such as Preferences and Private Mode 
but mostly speaks to the fact that users do not use it a lot and use the items within the main window a lot more. 
Power user functions such as last.fm integration, startup behaviour and other items are hidden within the 
preferences menu (some even within an ‘Advanced Features’ menu). These allow users that want to change these 
toggles quick access, but do not confuse or clutter the interface for users that do not want to change these. 
One powerful feature integrated into Spotify is its ‘Connect’ feature that allows users to control music on other 
devices and ‘hand off’ the currently playing song from their phone to their computer without hassle. 
I feel that Spotify’s interface can be overbearing to new users but once accustomed, users would feel at home 
in the interface as a whole. The dark colour scheme differs from the majority of other applications which utilise a 
bright colour scheme which makes it stand out (whether this is good or bad is up to individual users). The amount 
of content on screen at once can be a lot at points, but does allow a lot of choice for users and quick access to 
functions like adding a new playlist are useful. Personalised playlists are given the main stage within the interface as 
a whole but with good reason as they are the parts that users really enjoy the most and keep them coming back. 

Fig. 6 Spotify 1.0.80.474.gef6b503e
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Spotify Apple Music
Drawing on Spotify’s success and the iTunes Store’s deals with music labels, Apple Music was born to try and 
capitalise on the upcoming streaming service market. Its interface exists within iTunes on the desktop (Fig. 7) and 
the current Music apps on iOS devices. For its integration into iTunes, a small redesign was done to add a new bar 
across the top that shows ‘Library’, ‘For You’, ‘Browse’, ‘Radio’ and ‘Store’. This allows users quick access to these 
parts of the interface without compromising the original design of iTunes as a whole. It does however feel like more 
of a bolted-on solution rather than a full rethink. 
The ‘For You’ section houses three playlists updated every week for the user. The colours used for the covers of 
these stay the same each week and are surrounded by album art for the items housed within the playlist. Below 
this, a social integration shows what friends are listening to along with profile pictures showing what friends have 
been listening to. Further below, recommended friends are displayed and along with this, recently played items are 
displayed. Continuing down, we are presented with recommended playlists for the user based on their listening 
habits and the current day and time. 
Below this, items that the user has been listening to are displayed and further below a daily updated feed displays 
albums recommended to the user, along with the reason they have been recommended. At the bottom, an area 
displays recommended artist spotlight playlists along with new releases added on to the service. This whole ‘For 
You’ section is the only area that displays any personalised items to the user, with the ‘Browse’ section displaying 
only generic items. 
The ‘Browse’ area has a selection area across the top that allows users to refine their discovery to certain areas. 
In general the rest of the area is curated by the service themselves, either by employees or generated through 
algorithms with areas like ‘Hot Songs’ and ‘Top Charts’. The area is grouped by the type of content it is displaying 
such as song, playlist, album or video and they all fit to a grid system with the same spacing throughout. 
When selecting an item, a large album art area is displayed with a small description of the item. Small album art 
for each item is displayed (unless it is an album where all the art is the same), along with the song name, artist and 
album. A ‘+’ icon is used and functions in the same way as Spotify’s did; adding the item to the library. When a user 
selects this, the item then turns into a cloud icon showing that the item has not been downloaded and allowing the 
user to do this if they wish. Hovering over an item works in the same way that Spotify’s does, showing a play icon 
over the cover art and displaying a ‘•••’ symbol that functions in the same way as a right click does. This menu is 
much more densely populated than the Spotify one showing more queue options, options for downloading the item 
and options to view the item within the streaming service or iTunes Store. 
Within the library view, a sidebar is shown with access to different areas of the user’s library (for both the streaming 
service and the user’s purchased items). On this sidebar all the playlists the user has added to their system are 
displayed. These are categorised into ‘Apple Music Playlists’ (created on Apple Music not by the user and added 
to the user’s library) and ‘Music Playlists’ (created by the user). These can be confusing in their arrangement and 
naming. I feel that this is reminiscent of the system as a whole as labels throughout don’t fully communicate their 
actual function, rather rely on the user trying them and becoming used to their function. 
As a whole, the interface is lightly coloured with greys and blues following the general design of macOS (even 
when within Windows). The text is mostly readable throughout with the only exceptions appearing on transparent 
areas when the window is not selected. I feel that the interface including all the terms and symbols echo iTunes as 
a whole and appeal to users that are used to using this as their main interface. New items are not fully explained 
in their function and rather rely on users to try them out to see what they do, therefore feeling like it is appealing to 
users that are more likely to experiment with software. Although not needed to use the system, they are items that 
when hidden mean that users are not using the software to its full ability. 

Fig. 7 iTunes 12.7.4.76
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Previous Redesigns
When looking into the history along with current offerings, I also found that other people had undertaken large 
redesigns of the user interface, whether just in a design centred approach, or to fully rethink the interactions that 
people were having with the interface. 

iTunes Apple Store — Redesign Concept 2018
I liked this interface as it was a lot more simple than the current iTunes interface. It used curved edges and shadows 
to give the concept some depth and included the current sidebar and Apple Music areas at the top. The control 
bar had also been moved to the bottom, with all album art and controls being housed in a simple translucent pane. 
Throughout it made use of a single accent colour scheme and worked on the principle of designing for simplicity, 
rather than overbearing users. It also showed how certain feedback went into the design of certain areas such as 
the dark section and included areas for the user to personalise their experience further by adding their own albums, 
songs and more for quick access.

Apple OS / MacOS 2020 redesign - Edge to edge MacBook
This concept looked at the interface as a whole and included a small section on the redesign of iTunes. In this 
redesign, the sidebar is used exclusively for navigation with the control bar housed at the bottom. I think while this 
looks really nice and simple in terms of design, its usability is hindered significantly as it requires more clicking to 
get to certain areas. The concept as a whole also does not show any more layouts for more iTunes screens. I did 
like the labels on the albums taking the highlight colour. Overall I think that the concept looks really good however it 
proposes form over function in general is oversimplified which may appeal to some but it will alienate power users. 

Spotify App Facelift
This redesign reduced the items back to their basics, setting out the font sizes, colour scheme and grid system 
used for alignment of content. Although not a massive redesign, it is overall easier to read than the current interface 
- whether this leads to more scrolling for the user (due to added spacing and larger text sizes) remains to be seen 
however the interface is appealing overall and brings a simplified concept. I personally feel that elements have 
become too large and certain parts feel too simplified such as the search area which does not display half as much 
as Spotify currently. It also does not pose any massive changes in terms of usability and is more of a redesign rather 
than a rethink. 

Typography Concept Grid System Interface Concept

Albums ConceptNew Music ConceptProfile Concept

Albums Concept UI Concept

Fig. 8

Fig. 9

Fig. 10
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I Got Rejected by Apple Music… So I Redesigned It
This was the kind of redesign that I was looking to do - something that took everything back to its roots and looked 
at the design in the way that users interacted with it. It reduced items like music discovery into the core users, 
‘hoarders’ and ‘nomads’ and thought about how gamification had taken over, drawing on how this was a great way 
to get users involved in the experience as a whole. 
It analysed how Spotify had designed its album covers in a certain aesthetic and how it seemed like Apple Music 
was ‘throwing everything at the wall to see what sticks, instead of really developing a consistent visual language’ 
(Yuan, 2017). Part of the redesign also incorporated a ‘My Sampler’ area for discovering new music. I feel that this 
is a step in the right direction, helping users find new music quickly and easily, however I feel with the amount of 
personalisation that services like Spotify and Pandora can do, it feels like this could be expanded significantly. 
I really enjoyed the ‘Mood’ section that based the playlists and albums on where the user was along with the 
removal of the general ‘Connect’ interface. The inclusion of gestures such as double tap for liking items was a good 
addition and in general I enjoyed how well thought out the changes were as a whole. 

User Research
I thought about the initial information that I would need to inform my design process. I therefore studied current 
offerings in depth to see the approach that these systems took, both in their design and the features that they 
integrated. I therefore decided on two different methods for user research, online surveys and in person interviews.
Ethical Statement
To engage in user research, I first studied the ethical guidelines from the University and set out the scope of my 
project within a ‘Standard Ethics Clearance Form’ (see Appendix A). This included details of the different stages 
and styles of data collection and how I would be recording my in person interviews. I also set out the estimated 
amount of people to do both user research methods. I was grated formal ethical approval from the department of 
Theatre Film and Television Ethics committee for all the data gathered in the project with human participants. 
In line with this, I also created a Consent Form (see Appendix B) and Information Sheet (see Appendix C) for users 
to read through and complete before taking part in the study. I also created a front page for my online survey (see 
Appendix D), showing what information I was giving and the questions being asked to gain consent. I documented 
how I would make the data anonymised in both the survey and the interviews and how all this data would be stored 
to make sure that it was secure. Finally, I set out how the data would be destroyed after my marks had been ratified 
by the board of examiners and how I would not be sharing any of this information with any outside parties. 
Survey
Aims:
The aims for the survey were to gauge the general response to streaming services. This included users’ current use 
of the service itself and their responses to current features. I also wanted to explore their general preferences within 
the interface and their response to some initial ideas I had conceptualised. Finally, I wanted to see the main reason 
people stopped using streaming services - whether it be altogether or switching to another service. I felt that each 
of these would help to inform my design, from the features that I would include, to shaping the interface around 
user’s use cases and preferences. I also wanted to gain as much general data to give credit to any features that I 
decided to integrate, making sure that they aligned with the way that users would use the service.
Responses:
I got around 195 responses in total with ages 18-65+ and multiple genders. I was quite happy with this range as it 

Redesigned Interface Types of User Playlist Concept Sampler ConceptFig. 11
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gave me a realistic look at many different types of user. 95% of the respondents used a streaming service currently 
however of those, 60% had used a different streaming service in the past that they did not use currently. This gave 
me good data on why people did not like services or why they changed, helping inform my design. 
My demographic spread was mainly iPhone and Mac users, with Android and Windows users slightly lower. Most 
of the users were Spotify users with Apple Music quite close behind. My survey was mainly male dominated (77%) 
and most users were 18-24 years old (71%). In regards to pshychology, this could affect how users navigate the 
interface as a whole as males have been seen to have more ‘tunnel vision’ compared to their female counterparts 
(Jantz, 2014). In regards to age, growing up using certain technologies may have led to different perceptions of how 
data should be displayed.  
Process:
To create my survey, I initially looked at other surveys that were addressing similar problems. From this research I 
identified aspects that made me comfortable and willing to take the survey. These were as follows:
• Survey is maximum of 10 minutes long
• Requires minimal interaction - multiple choice questions preferred to user input
• Survey poses demographic questions at the end
• Does not require all questions to be filled out
• The user is allowed to add any comments at any point to justify opinions or note down thoughts that would help 

my design decisions
• Clear to understand
• Only poses questions that are relevant to the user
I wanted to keep my survey as short as possible whilst gathering as much data as I could. I therefore decided 
to make most of the answers multiple choice, with boxes for participants to add any extra comments or justify 
selections. In line with my granted ethical approval, I used Google Forms as all the data was encrypted through the 
University’s agreement.
The initial screen of the survey outlined the survey, my project as a whole, how the data would be anonymised, the 
storage of this data and the participant’s rights. It also gave contact details if there were any issues or questions 
any participants had. I also made the first two questions required items as they showed whether the participant 
had understood how their data would be used and whether they wanted to see the results of the project. These 
were the only required items within the survey. I did not force users to answer any questions if they did not want 
to as I both did not want to offend or put them off whilst also getting data that would be more truthful as it had not 
been forced out of the participant. I also added an ‘Other’ option to any multiple choice questions so if I had missed 
something out, participants could add these in. 
For the first section, I asked the user what devices they owned and then I split the survey up for the three different 
kinds of participant: those who used streaming services currently, those who had never used them before and 
those who had used them before and stopped. I asked questions relevant to the participant within these, for 
example if the user had stopped using a service, I asked which service (or services) they used and the reason why 
they stopped. I also added a section that questioned if a current user of a service had used another in the past and 
their reasons for not using that service. 
For the second section I created a large grid of features (both in current services and others I had seen online or 
thought up myself) and got users to rate these. I added a description at the top that described what users were to 
do and to ask them to not think though items too much - I wanted users gut reactions to services. I used a 7 step 
scale as this allowed a middle ground and different amounts of interest and disinterest. After initial feedback I also 
added definitions for the terms ‘personalised’ and ‘generic’ as users did not understand what these meant. These 
were added after feedback in the ‘Any other comments?’ section which shows proof of this concept.
The third section included design decisions for the user to contemplate. It was designed to get initial feedback on 
the layout of the application and what users preferred to see. Like the previous section, I wanted gut reactions as 
these would show the user’s true feelings. This section posed questions with two answers, such as what the user 
wanted to see when they started the app, with a sliding scale that allowed users to lean more towards a certain 
side but have to fully be on that side. This section also tried to find out how many people were ‘power users’ and 
whether they wanted to see ‘power user’ options up front or hidden within menus. 
Finally, I wanted to give context to my answers so I asked demographic questions. These would not be linked to 
specific answers and were just intended to find out who the average participant was so that I could give both a 
disclaimer on my findings if needed but also show which areas of the market I was targeting with my design. 
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Initially I gave my survey to a select few people as a pilot to test if they could understand the questions and give any 
feedback on layout or other terms within it. From this, I initially changed some of the terms so that they were clearer 
and added some definitions so that participants who had not used items before could understand what they meant.
My survey came to 31-35 questions or ratings meaning that users that did not write anything down could complete 
it within around 7-8 minutes, a time that I thought was justified. I then set out getting as many responses as 
possible. I did this by putting it on multiple Subreddits within Reddit including /r/apple, /r/spotify, /r/applemusic, /r/
tidal and /r/google. I also sent it to friends and family as I wanted to get a large range of people, including people 
that were not the ‘average’ user of Reddit (male, 20-30, quite tech competent).
To understand my data, I exported my data into a .csv file and opened it within Numbers. I aimed to make charts 
to further describe the data and understand more fully the ratings questions. Due to the way that Google Docs 
outputs data for multiple choice questions, I had to research how to count the data to find exact results. I used a 
‘COUNTIF’ function on the row of data coupled with “* to look for a phrase then used a “& to ask it to put contents 
of a cell in this place. This made my life a bit easier in terms of translating the data. 
I added the data from different questions to find overall answers (e.g. people that had stopped using a streaming 
service’s reasons and people that had not used a streaming service before’s reasons). These allowed me to analyse 
the data as a whole and find out general ideas that stemmed from these questions.
To generate graphs for ratings of proposed and current features, I counted the responses for each and put them 
into a table. I then gave a ‘Strongly Interested’ answer a score of 3, a ‘Somewhat interested’ answer a score of 2 
and so on going to ‘Strongly not interested’ with a score of -3. I then added all these to get a ‘Total score’. I then 
divided this by the ‘Perfect score’ which was the amount of responses multiplied by 3 (effectively if every person 
had put ‘Strongly Interested’). I then multiplied this by 100 to give a ‘Percentage approval’ score. This was not fully 
mathematically correct and somewhat did not work with the survey as I had not explained this was the way this 
would be calculated to users, however worked in the sense that I could compare features to each other. I then put 
these into a bar chart to show the highest and lowest ‘rated’ features. (Say to look at fig x with this data)
To understand the design section of the survey, I again had to improvise with the data. In this section, Google Forms 
outputted data on a scale of 1 to 7. I therefore deduced that a medium or indifferent score would be 4. I wanted to 
create bar charts that had the middle value as 0 so that I could see if a person was leaning to one side or the other. 
Therefore to work out the overall ‘score’ for each I did a ‘SUM’ for the whole column then took away the ‘COUNTA’ 
(this adds up the amount of data in the column) multiplied by 4. I did this as some people may not have answered 
the question and I did not want to have counted for these people within the calculation. This outputted easy to 
interpret ‘scores’ for each question that I was then able to put into a bar chart with labels for what each side meant, 
allowing me to clearly see the results of my data. (Say to look at fig x with this data)
Findings:
My main findings from the survey were that many users had moved away from Pandora and Soundcloud to Spotify 
or Apple Music. I assume this was because of the general paradigm shift when streaming services that let you 
choose the song became mainstream. I found the most popular streaming service was Spotify, closely followed by 
Apple Music, however a lot of people moved from Spotify to Apple Music. When looking at individual comments 
concerning this, many people said that they had tried Spotify in the past but had not liked it and only took up Apple 
Music because it integrated with their existing iTunes library very easily. Most of the respondents that did not use a 
streaming service or had stopped using one did so because they preferred to own their music outright rather than 
stream it separately. They also noted how they could not see enough benefits to a streaming service.
When asked why people had stopped using a service or changed to a different service, the most resounding 
answer was that the interface/app was not appealing enough. This was closely followed by the fact that users felt 
that they did not use it enough overall. One main factor that affected user’s decisions was that there were exclusive 
songs on certain platforms, with some users commenting that they had been affected by Taylor Swift and Kanye 
West’s decisions to limit streaming service platforms. (Find source)
The most popular features from the survey were adding music to a library for easy access, personalised ‘New 
Music’ playlists, quick music discovery, artist based playlists and the ability to quickly play music. The most 
unpopular features were playlists created by celebrities, having podcasts in the same interface, generic nostalgia 
playlists and playlists created by friends. Other main findings included that users preferred to see their current 
library rather than new items, people preferred personalised playlists to generic ones and people are interested in 
mood based playlists. (See full survey in Appendix D and full results in Appendix E)
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Fig. 15 Current Usage

Fig. 17 Devices Used

Fig. 14 Ratings of Features

Fig. 16 Reasons for Switching

Fig. 13 User Preferences

Fig. 12 Questionnaire screenshots
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In Person Competitor User Testing & Interviews
Aims:
My main aim for my in person interviews were to see how users interacted with their current service and how they 
would interact when posed with a service they had not used before. I wanted to see what their first interaction 
was and whether they could do common tasks within this new interface. I also wanted to gauge initial impressions 
of the interface’s style and location of features, seeing whether buttons and selections were intuitive. Along with 
this, I wanted to put people in certain scenarios and see how they used the application at this point. I wanted to 
explore whether they experienced any interactions they liked or suggested any improvements that would inform 
my final design. Other key areas I wanted to explore were the terms being used within the interface; whether they 
made sense based on the functions they performed and whether they were ambiguous in nature. I also wanted to 
whether when a feature was explained, the user preferred that to their current system. 
Responses:
6 people in total to took part in the interviews spanning ages from 20-53 and two genders. I also managed to get 
people that had never used services before, those who used them a lot and those who had used them in the past. 
Mainly, I had more current users of streaming services, with those using Spotify the most. My demographic was 
also mainly between 20-22 years old. 
My demographic was evenly spread between macOS and Windows users, however most participants used iOS.
Process:
To prepare my interviews, I first analysed the initial data I had received from my survey (at this point it was around 1 
and a half weeks in) and found the top three services that had been mentioned. These were Apple Music, Spotify 
and Tidal. I then installed both the desktop and mobile apps on my devices. Following this, I went though these 
interfaces myself to see the main differences and how to do certain things myself - something that would be 
important if one of my participants was not able to complete a certain task. I then came up with a set of general 
tasks for my participants to do, such as creating a playlist, find the top charting songs and saving a song to listen to 
later. These did not have a single way to do each - I wanted to see how first time users would do these. After this, I 
wanted to see how users would use these apps in different scenarios so I thought of different times people would 
listen to music such as on a commute on the bus, when studying and in a big rush. These helped to inform my 
design of quickly accessed items, and how users used the application in different ways. Finally, I thought of some 
follow up questions about a user’s general use of a service such as their reaction to not liking a song, how well their 
recommendations worked and any other comments about the interfaces they had used.
I put all of this into a ‘Study Protocol’ document that also showed the items I needed when doing the interviews and 
had the steps to go through during the interview (see appendix). I used this to make sure that I was doing the same 
steps for each participant, that I was not missing out any parts and that I was complying with the ethical guidelines 
I had set out. This also let me set out the format for the interview and the order I would ask users to go through. I 
decided to ask users what operating system they liked and preferred and let them use this so that they were not 
being confused by this rather than concentrating on the interface. I also decided to give users a few minutes to look 
round the interface initially so they could explore it and get slightly accustomed to the layout. I also asked them to 
give any initial impressions on colour scheme and design. 
To set up for the interview, I put my laptop with both macOS and Windows on the table along with a mouse (just in 
case users preferred to use this rather than the laptop’s built in trackpad). I also made sure that the lighting in the 
room was adequate then set up a webcam that was directed so that it covered the laptop and the user to see how 
their hands were interacting with the system. I also set the laptop to record the user’s facial expressions through the 
laptop’s built in webcam and the screen so I could see how the user was interacting with the software. This seemed 
overkill at the time but made sure that I was collecting enough data so that if something did not seem right when 
looking back over, I could hopefully pinpoint the exact area and how the user was interacting with it at the time. 
I then led the interviewee through the steps outlined on my Study Protocol, making sure to get them to read and 
complete the information and consent forms before I started recording. I then asked them which operating systems 
they were most comfortable with and set up the system based on this. I went on to ask them what streaming 
service (if any) that they currently used then asked them which service they had least experience with, then 
presented them with this. I gave them a few minutes to look round the interface then got them to complete the tasks 
and observed them as they went through these steps. During this, I got them to talk through what they were doing 
and pressing and prompted them for any comments if something did not behave as expected, asking what they 
had expected. If they were struggling, I asked whether they wanted me to help them and I would provide support, 
asking why something was not clear. Throughout I was also noting down any comments that were interesting or 
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would help inform my final design. When they had completed the desktop interface, I then presented them with the 
mobile interface and got them to do two quick tasks.
When they finished this, I then told them they could use either the desktop or mobile interface to complete the 
next few interactions. I then described different scenarios to them (for example ‘You are on a bus, show me what 
you would do on your phone’) and asked them to either show me what they would do or describe what they would 
expect to do. When we had finished this, I then loaded up their current streaming service (if they used one) and 
asked them to go through the same steps to see how the interface they had used before compared to the previous. 
In each step I asked what they thought compared to the previous interface and which they preferred. 
When this was complete, I asked them a few follow up questions on the experience as a whole and got them to 
comment on which they preferred overall. I also asked them to comment on which experience they preferred 
and how their current system was performing; for example if their current recommendations were accurate. I 
also prompted them for any parts they found particularly abrasive or confusing, especially any terms that were 
ambiguous. 
I tried to make sure that the interview itself was limited to around 30 minutes as I did not want to take up too much 
of their time but also so that they did not get fatigued and therefore did not complete the tasks to the best of their 
ability. Throughout I made sure to ask open ended questions so that I was not biasing any of their decisions. 
To understand the results of my findings, I typed out the most important parts of the interview and organised these 
comments into which service each had come from. I also highlighted the comments to tag them with common 
traits such as positive and negative comments. To track the comments back I also added codes to each so that I 
could go and reference the part of the interview if I got confused with what the comment had meant for example P4 
referenced the fourth participant (see sample in appendix). 
Following this I wrote each comment on post it notes. I colour coded these into the three different types of 
comment I had received: positive, negative and general comments or use cases. I also added a letter referring 
to which streaming service they were critiquing at the time (A - Apple Music, S - Spotify and T - Tidal). From 
this, I put these onto a wall and tried to organise them into what they were critiquing and what aspect they were 
targeting. After a lot of rearranging, I came up with a layout that organised them into columns and rows based on 
the feedback. I then put this onto brown paper with headings to show what each meant, organising the data into 
columns that could be easily referenced in the future. (See Appendix H).
Findings:
Due to the nature of the results from my interview, as they were not multiple choice questions, I grouped similar 
items together to show if certain responses were more popular than others. After doing this, I found that in general, 
the terminology of labels or buttons within all three services were confusing. There was no consistency with these 
across the services either and most participants felt that this was the part with the largest learning curve across 
the three. Certain users also commented on the colour schemes of the different services. Most agreed that they 
preferred the lightly coloured interface of Apple Music as the dark themes of both Spotify and Tidal seemed dingy 
and posed hard to read areas when text was small and thin. Colour coordination also was key in providing a good 
user experience; grouping genres and moods and giving them a sensible colour allowed another dimension of 
organisation compared to the current design hierarchy. 
When interacting with content, participants were likely to right click on content to see further options. Many did 
appreciate the inclusion of a ‘three dotted’ button that did the same thing as right clicking however when this 
differed (in the case of Tidal) and offered different interactions, they were confused as it was not consistent. When 
right clicking, users expected items relating to the playback of items, adding items to their playlists and going to 
related items within the interface (e.g. going to the artist’s page or the album). 
When asked to find items, the use of the search bar was very important to users. They expected to be able to 
search for anything that was not currently in view; ranging from genres to specific songs, artists and even the 
activity they were doing. They did not like when the initial search results (the items that popped up as the user was 
typing) were not arranged by type. They liked to be able to easily get to items and wanted to be able to click on 
items that were interesting to them, including searching for charts themselves. 
Most of the people that I interviewed really enjoyed the personalised items that were presented to them within 
their current service. Only some of the participants said that they ‘liked’ (pressed the like button) on a song if they 
enjoyed it to help inform the system of their preferences however nearly all the participants said that if they did 
not like a song, they would dislike it. Many were very keen on the use of a library so that they could keep track of 
the songs they liked and thought of it as somewhere they would go to browse their own music, more of a personal 
experience than the recommendations by the system. 
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In terms of the social aspects of each application, most users said that it was something they looked at rarely, 
however some expressed that it was something that they would glance at from time to time. Users said that Apple 
Music’s ‘For You’ section that showed what friends were listening to and who was listening was a bit invasive as 
there was no way to exclude only certain items from this (many expressed a liking for the ‘Private Mode’ within 
Spotify that hid the current session from friends). Users did express however that they liked to have social aspects 
within the interface, even if was as simple as a quick share or even an anonymous aspect. They also liked to be able 
to create playlists for friends or to share these playlists publicly. I deduced from this that if the user had more control 
on the aspects being shared, they were happier with the experience as a whole and were more likely to add more 
friends within the application. 
Almost all of the applications included a way for users to find concerts and book tickets. Most users were not keen 
on this as they did feel that it brought anything to the interface and just felt like an added on extra. Most expressed 
that if they were looking for tickets, they would not have even thought of checking the service and would have 
gone online instead. In terms of the social aspects of the system, it was more of a mixed bag. Some users really 
liked that they could see certain items from artists within the interface whereas others thought it brought nothing to 
the experience. Most users stated that they did not care for any ‘social’ updates from artists within the interface as 
they would go to social media if they were interested in these and the only posts they were interested in were music 
related items such as teaser videos, remixes and custom made tracks by the artist. 
When going through the interface, one thing that users pointed out was that there were many different ways to 
accomplish the same task, sometimes bringing up separate interfaces to do these. This really confused users as 
they usually found one way to do something and stuck with it and were phased when there were other ways to do 
items, thinking that they were doing something wrong. The different interfaces brought up by items also annoyed 
users as they were not used to the different screens (e.g. when adding a playlist in Apple Music, sometimes it took 
users to a certain page whereas in others it did not change at all). This abundance of choice that was probably 
designed to try and allow users to use the app in their own way in fact confused users. 
When talking about the content being delivered, one thing that stuck out to users was the fact that certain items 
were replicated because of their ‘Explicit’ status. Many users instead preferred to have a toggle that would change 
the tracks to Explicit and back again when needed - most said that they did not mind any ‘explicit’ parts of songs 
however all said that they would find times when this would be necessary and wanted a quick way to enable and 
disable this application wide. 
When talking about personalised playlists, users really enjoyed the playlists created by the system and liked 
having playlists for certain activities or moods. Many expressed that they would like a crossover of the two - having 
personalised mood or activity playlists, and said that they would like to be able to put on music quickly when in 
certain scenarios such as getting into the car. One user expressed that they really liked being able to turn a song 
into a radio station that played similar songs however this sentiment was not shared by other participants - many 
saying that they preferred the playlist as they could see what was in it. 
When looking at the interface as a whole, many felt that the way that Spotify and Tidal approached the application 
layout was best - that streaming was in its own application rather than within the same interface (like iTunes/Apple 
Music’s integration). Most expressed that if they had a streaming service, they would not be very likely to buy music 
and thought that the Store’s placement as a whole seemed more like an add on than actually part of the interface. 
They did however express that they liked how a user’s current iTunes library integrated quickly and easily with 
Apple Music, meaning that they did not have to go and add all the items again. 
Finally, when browsing playlists, some users expressed a frustration regarding the fact that they had to click and 
change screens to see what was inside. Especially when connecting over slow internet, they felt that having to 
reload the whole page when going to the playlist, then having to reload again when going back was a waste of data 
and time. They wanted to be able to see at least some of the items within the playlist without changing screens so 
that they could decide whether to listen to it or not in that moment, with some saying that they were put off by the 
long loading times and either reverting to playlists that they had used before or just going in ‘blind’ and sometimes 
listening to items that they did not necessarily want to. 
Further visualisation:
After my interviews and survey had been closed and there were no more items to do, I decided to further visualise 
the journey that users went through to listen to music. I therefore decided to create a user journey map (see 
Appendix J). When thinking about this, I also wanted to make sure that I was targeting the current demographic 
with my design and therefore created a persona (see Appendix I). This was mainly based on the main demographic 
of both my surveys and the interviews I did, so that the persona and the data were as linked as possible. I made 
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sure to reference this persona throughout the creation of my user journey.
When thinking about how users went though the system, I first studied the layout of current systems and came up 
with a general way that users would go through when looking for a song. I documented this along with the different 
options the users had to create a timeline for this overall interaction. When I had completed this, I then went on to 
analyse the different aspects of each, ranging from the labels for each part, their meanings, the different sizes and 
layouts of each and the items contained within each view. I then documented how users interacted with items and 
the different methods and choices they had. 
I did this for the two main systems that had been used, Spotify and Apple Music, as they also had the most positive 
views. I then attached quotes from my affinity map and online survey to these to give each part some/relevant 
context. When doing this, I copied out relevant quotes and added a alphanumeric coordinate to each (e.g. A1, F12) 
so that I could go back to each quote on the affinity map (if the context of the quote was not clear). To make sure 
that I did not repeat any quotes, I added a sticker on to each affinity map quote I had used. This allowed me to 
reference certain items when thinking about the experience I was designing for users.

Design specification
After my user research, I decided to create a design specification to base my design on to make sure that I was 
completing the main points of my project. 
• The design will be clear and intuitive to use, it will not require extensive onboarding (it will not require 

instructions to start using the interface)
• The design will allow users to browse and discover new music quickly and easily
• The design will allow power user features
• The design will allow the user to control the playback of their music
• The design will emphasise the benefits of streaming vs owning music 
• The design will follow a modern design aesthetic that follows across multiple devices
• The design will follow a flat navigation layout
• The design will be efficient and will require the minimum amount of interaction to get things done

Wireframing
Following the creation of my design specification, I decided to create some initial wireframes showing my different 
solutions for different aspects of the system that had come up as pain points from my user journey map and 
affinity map (deriving from my interviews and survey). I used an application on the iPad named Paper that I have 
used before as I like that it feels like a sketchbook whilst incorporating things like shape creation (snapping into a 
rectangle), quick duplication of items, cutting and moving items and the quick creation of colour pallets. 
When I was initially thinking about my wireframes, I thought about the general layout I would be going for. I wanted 
to address the comments I had seen about the main screens of the current services, that they either were too 
concentrated on one item (Apple Music with the user’s recently added items) or had too many options to go 
through (Spotify and Tidal) when users just wanted quick access to music. I decided that if users wanted to go 
more in depth to other areas, they would probably have more time on their hands and would be fine to go into other 
areas of the application, whereas the home screen should be dedicated to quickly playing music. I therefore came 
up with a two paned interface with a sidebar. The two panes incorporated main parts that users liked - the user’s 
recently added items, trending songs and generic, unpersonalised playlists relating to the day, and recently listened 
to items. (See full resolution wireframes in Appendix K).
In the second pane, I added a ‘Quick Play’ section that contained personalised playlists for the user and different 
‘scenes’ the user might be in. For the playlists, I thought about the feedback and the different types of music that 
the user might want to listen to and came up with ‘Daily Mix’, ‘Stuff You Might Like’, ‘Concentration’, ‘Favourites’, 
‘Chill Mix’, ‘Weekly Mix’, ‘Time Capsule’, ‘Friend Mix’ and ‘Recently Added’. I chose these as they combined the best 
playlists from feedback in the survey and interviews along with some playlists that were already being automatically 
generated by the system, requiring services to not have to put in any extra work. 
I decided to add a ‘scene’ area responding to the need for quickly playing music based on scenarios. These drew 
slightly from Spotify’s ‘Genres and Moods’ section but also included items that I thought would be useful. As 
someone who likes to just turn on some music in the background for many situations, this personally appealed 
to me as something I could be very casual with and quickly select. I initially thought up three scenarios: ‘Home’, 
‘Commute’ and ‘Workout’. 
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Down the side I included a navigation sidebar that allowed access to the home screen, two types of browsing; 
generic and personalised, and the user’s different parts of their library and their personally created playlists. For the 
two types of browsing, I had envisioned massively simplifying this from the multiple terms used within Apple Music, 
Spotify and Tidal, instead replacing it with just ‘Generic’ and ‘Personalised’. I added in iTunes’ current control and 
play bar at the top with the search bar as an example that I would use to compare to other integrations.
Within the wireframe I also demoed the two different concepts I had come up with for viewing some of the items 
within Playlists without changing screens. The first concept was one that took up more room but showed some 
of the top songs in the playlist. I envisioned that users could scroll through this list to get a better look at what was 
inside the playlist without having to look through the whole thing. The second concept envisioned more interaction 
on the user side and drew from my use of iPhoto. The design allowed users to hover over the playlist cover and as 
they hovered and moved their mouse across the cover, different album art within the playlist would appear. 
For my next wireframes I drew out the Browse window. Here I included albums, playlists and individual songs. At this 
point, I included my first concept for viewing more in playlists. In this wireframe I was mainly showing the different 
sizes of aspects such as album art, how playlists would be seen and how songs would show up. These were mainly 
based on how Apple Music, Tidal and Spotify’s sizing worked and aimed to give sizes for each type of content. I 
wanted to create these sizes at the start as in other iterations such as Spotify, these were very fluid and changed 
sizes on different screens. I wanted to convey a consistent design to users and decided that these sizes would be 
the only sizes for each when browsing or discovering music.

I then went on to show three different concepts for the viewing more information of albums. This differed from 
the playlists as it would not have to give as much information in certain places (the artist or name of album for 
each individual item would not need to be seen) and would give more information in others (would like to see the 
year and any other information). My concepts started with a window that popped up when the user clicked on 
it. This would overlay other parts of the interface but would stay as a medium sized window. It would be more of 
a temporary item, meaning that the user would have to click off it to continue scrolling or seeing any information 
behind. 
My second concept was akin to the current iteration within iTunes where the whole interface shifted downwards 
and information was displayed below the album. This would allow the user to continue scrolling vertically (not 
horizontally however) and was more of a ‘permanent’ overlay that would not require clicking off to continue 
browsing the interface. This however did take up a lot of space, even if it was not needed and would not scale well 
on devices with very wide screens as it would mean a lot of ‘sideways reading’ of lists which did not feel as intuitive. 
My third concept drew on Apple’s now mainly defunct Cover Flow. In this, users were able to browse through their 
albums then clicked (or tapped) on an item to ‘turn it around’ and view the album information and track-list on 
the back. In my iteration, users would click on the album and it would turn around to reveal the information for the 
album on the back. I liked this concept as I envisioned that users could ‘flip around’ multiple albums if they wished 
and compare them. I however was concerned with the lack of space within the small size of the album cover and 
worried that it would instead lead to more scrolling and infuriate users. 
My last set of wireframes served dual purposes. Their first purpose was to show how an artist page that had been 
found within the streaming side of the service (not the user’s library) would be displayed. It showed the size and 
what items would be shown. I envisioned this as the way that a user could explore an artist fully and see any items 
relating to it and would give a good introduction if a user had not seen the artist before or wanted to explore more 
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Secondary Research
I also wanted to explore how users perceived different colours, album art and fonts. I therefore created two style 
tiles that related to Spotify and Apple Music (see Appendix L). These are visual moodboard templates for interface 
design that show the main features including colour scheme, font and any other prominent icons or buttons. I did 
not create one for Tidal as it used a very similar style to Spotify. I wanted to explore not only how the playlists looked 
in terms of colour but also what symbols appealed most to users. I went through both Apple Music and Spotify 
and found the font, size and weight for different items and put these down to show the differences between each. 
I also copied the background colours and the different colours that the interfaces used for different items. For 
Apple Music, I only found three colours that were used consistently throughout the interface for the three different 
personalised types of album. In Spotify, each genre itself was given a different colour so that users could quickly link 
items (however certain less popular genres did not have colour coordination at all). Within Apple Music, I also found 
that some playlist covers were similar in design across the board. This included items such as workout playlists, 
essentials playlists and chill playlists. One other design I saw a lot was where many different album covers of items 
within the playlist were displayed. I replicated the basic layout for each and added these to the style tiles. 

Style Tiles

Focus group evaluation 
Aims:
After I had created these initial concepts and was exploring how different designs worked between players, I 
decided to put these to a focus group to get some user feedback on the designs. I wanted to see how users reacted 
to the different styles and concepts I had proposed and gather any initial feedback that could be used to improve 
the usability. I also wanted to test terms and the different layouts for each to see what users preferred and whether 
they had any suggestions for how the interface should behave. Through this I would also gather some initial 
feedback on my proposed items like my Scenes. 
Responses:
I managed to get four people to participate in my focus group with a small age range of 20-22 and two genders. 
Due to the timescale I was working on, I only managed to get a very select amount of users and the demographic 
was therefore quite limited. If I were to do this again, I would try to get a larger range of demographics however I felt 
that my group was quite diverse in opinions and views, with participants thinking of older and younger age groups. 
Process:
I wanted my focus group to be as casual and comfortable as possible as I wanted to gather information that was 
organic and credible. I therefore used the laid back setting of a library room and got users to sit in a circle around a 
small table. I printed out each of my wireframes and the style sheets and set up a device to record only the audio 
of the conversation. I decided to do this after talking to the people that did my initial interviews, they felt that they 
would feel less under pressure if it was only the audio being recorded and as I did not really need to see facial 
expressions, I opted for this audio only option. 
I got my group of four participants to sit in a circle then presented the printouts in groups of what was relevant. I 
gave a bit of background for both of the style sheets however I did not say which service they had come from as 
this may have shown bias. I got the participants to talk to each about different aspects and deliberate with each 
other on what they preferred. When the conversation had reached a logical conclusion, I asked participants to write 
down their feelings on pieces of paper (see Appendix M). 
For my wireframes I talked through what I was thinking for each and discussed why certain aspects were 
incorporated in the ways that they were. I pointed users towards the main features that were to be discussed and 

about them. Their second purpose was to show the different placements of the playback controls, currently playing 
song, volume slider, search bar and navigation buttons. I combined these two concepts with my first wireframe to 
display the three different styles: solely top, mixture of top and bottom and solely bottom. 

Fig. 20
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tried to steer the conversation towards these areas (e.g. for the first wireframe I tried to get users to ignore the 
placement of the controls and play bar at the top as I was going to discuss this later). I got users to discuss what 
they thought as with the style sheets and then write down their thoughts on post it notes. 
The way that I presented the different sheets to the users were as follows:
• Style sheets - discussing the fonts, colours and symbols
• Home wireframe - discussing the layout of the main screen and different aspects like the Quick Play area, the 

Scenes, the Sidebar and the different concepts for the playlist previews
• Browse wireframes - discussing the sizes of items and the different views for the viewing of albums
• Artist wireframes - discussing whether it would be something that was attractive to users and whether the 

proposed items were things users would be interested in
• Artist wireframes and home wireframe - discussing the different placement of playback controls, search bar, 

volume slider and seeing the current song playing
I tried to get the participants to discuss mostly between themselves and only really answered questions based on 
how the concepts would work. When there was something that participants said that I wanted them to expand on 
I did however prompt them for more information. I tried to get users to write as much of their feelings down on the 
post it notes as well so that I could refer back to them if needed, using the recording more as a backup rather than 
the main source of information. I also noted down any interesting or important notes that were brought up. 
Findings:
The main response to my style tiles and wireframes were mixed. Most of the participants felt that it had improved 
compared to previous services however they felt that certain design decisions had not been implemented as best 
as they could have been. In general, participants said that they had enjoyed the focus group and felt that their 
responses had been organic and not forced at the end when I asked them how they thought it had gone. 
In relation to the style sheets, users felt that a lighter colour scheme was better both in the design but also in terms 
of readability of small text. They liked the modern fonts of both but preferred the larger spacing of the Spotify font 
as it increased readability of text. They did like the small capital letters of both services’ ‘Misc More Info’ section as 
they felt that it brought attention and enhanced readability when the text was very small. 
In terms of colours, users liked the colour coding of genres within the Spotify interface as it allowed them to relate 
items together. They liked the pastel colours however when I remarked that they each represented a genre, they 
said they were unsure what each colour meant without looking it up. Some participants said that they might have 
preferred a smaller amount of colours that were easy to recognise. In relation to Apple Music, they said that the 
colours were iconic for the three main playlists (with one user identifying them as these) however they felt that the 
colours did not really fit and remarked that they did not help. They did however really like the different cover art 
types for the workout, essentials and chill playlist types and said that these would help them find playlists quickly 
and easily. They did agree that the different album arts within the cover was not a great idea however. This was 
mainly because most album covers did not fit together in terms of colour schemes and the playlist did not show a 
lot of information.
In relation to my first wireframe, users commented that they felt that there was too much going on at once. They 
also found that the sidebar containing all the navigation elements within the service and the user’s library was 
confusing and thought that the list would be a too long. They also found that just having Generic and Personalised 
options did not feel like it was enough and that they expected more, especially for the amount of money they were 
paying.
They liked the quick play concepts and liked the playlist ideas as they felt that these would be useful for quick 
listening. They thought that the different colours attracted users to the interface and would solidify recognisable 
elements within the system. They also liked the scenes concept and said that they would have liked to see it 
expanded into more scenes. I asked whether they would like these scene options to pop up based on where the 
user was (using location data) and whilst one user was very keen for this, most found it was too creepy and said 
that they would be more comfortable if this was something that was interpreted further down the line as an opt-in 
option. 
When talking about the more info playlist concept, they said that this was a good idea and something they were 
interested in. They however were not keen on only seeing three tracks at once and thought that the playlists 
themselves took up too much space. When I asked whether a popover would be better, they agreed that they 
preferred this as it was something that was not as permanent. One participant in particular remarked that they 
would only want to see the contents if they were interested in a playlist and preferred to click to preview. All the 
participants agreed however that they did not want to have to switch screens to see more of this information and 
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that any integration was better than how services currently dealt with it. 
Within this wireframe, participants felt that the interface as a whole was too busy. Some participants felt that they 
did not want to see this many different items and felt it overwhelming with all the different sections available. I 
therefore asked them to rank their favourite parts and the group as whole agreed that the Quick Play, Scenes 
and New Items in their library were the most important. They did however say that a part that was based on 
recommendations might help as well as it would allow users to quickly listen to new items. All the users said that 
they would have preferred a full page rather than the interface being split in half. 
When talking about the browse wireframes, all the users were happy with the sizing of elements as long as text was 
readable. One participant did say that they did not mind if the end of item names were truncated as long as text was 
readable and other participants agreed with this. When discussing the different popup options there was a split 
between the group. Certain members said that they preferred if items popped up over the interface whereas others 
liked the whole interface sliding down. They all thought the concept of the album flipping over was good but said 
that there would not be enough space. The main gripe that most had with the pop over was that it would obstruct 
other areas from view as it was quite a large popover. In regards to the interface sliding down, participants said that 
it felt too invasive and took up too much space. All did agree that all iterations were preferred to having to switch 
screens (like with with playlists on the main screen). 
When discussing the artist wireframes, the participants were keen for a redesign of this kind of interface as 
they felt that current iterations were too cluttered. Users said that the ‘Top Songs’ and ‘Top Albums’ areas were 
good however they weren’t as interested in the playlists the artist was in unless the playlist was just about the 
artist. When I asked whether this would be better as something further down, most said that they would not 
mind its inclusion but did not think it was something as important as something like ‘Related Artists’. They liked 
my proposition for the whole page being coloured after the artist as they felt it was more of an immersive and 
personable experience. 
When talking about the placement of the controls, users were almost unanimous in the placement being at the 
bottom of the screen. They said this was the quickest to access and reminded them of how Spotify had done it. 
They felt that moving to the top of the screen required more ‘mental effort’ and that they felt more in control with 
items ‘closer’ to themselves. Users felt that the play, next and previous song buttons should be centralised and 
that the currently playing item should be to the side. They felt that there should be a singular bar at the bottom for 
control, with some saying that they would not mind more navigation elements at the top. They felt that the search 
bar belonged with the controls and that a side placement meant that it was less likely to obstruct content. They 
did however feel that the back and forward navigation buttons should be at the top akin to their placement within 
web browsers and file explorers. I did ask whether users wanted the  progress bar to be like Spotify in the way that 
it went across the whole screen and one user remarked in particular that although it looked good, it required a lot of 
mouse input and was impractical. They also felt that it got in the way when they were interacting at the bottom of 
the page. 

Further visualisation and final wireframe
After getting the feedback on the post it notes, I kept them in groups of what they related to. I then listened back 
to the interview to make sure that the main points had been captured within the post it notes (which they all had) 
and set about creating a redesigned home screen based on the feedback. In this, I put all the streaming service 
navigation parts at the top, using the labels ‘Home, Recommended, Discover, Genres & Moods and Scenes’. This 
addition of a page for genres and moods helped to further categorise generic items and the addition of a scenes 
page added further categorisation for personalised items. These additions further filled out the interface and I felt 
they further enhanced the features of the service. 
I kept the left sidebar and dedicated this to the user’s library along with any playlists. This retained features like 
dragging songs to playlists to add them whilst keeping it relatively uncluttered to the user (unless they had a 
multitude of playlists). The distinction of the user’s ‘own’ items compared to the streaming service areas helped to 
create mental boundaries for the user so that it was not like the user was constantly discovering and was in ‘limbo’, 
rather they had somewhere familiar that was theirs to return to if they wished. 
I changed the main area of the home screen to one simple area with the ‘Quick Play’ playlists at the top for quick 
and easy access. I also added in a ‘Recently Played’ section and a ‘New To Your Library’ sections however was 
unsure of whether they would stay and was rather using this as showing areas where items could be put initially. 
All the controls for the user were housed at the bottom of the screen. In the far left, the song name, artist and cover 
art were displayed. Following to the right, the progress bar was displayed in the centre of the bottom bar. This was 
to combat accidental interaction when clicking close in the area above, and the bar neatly matched the volume 
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Prototype creation
Following from my creation of my ideal wireframe, I went to translate these ideas into a prototype. To do this, I used 
Sketch as it allowed quick prototyping with lots of images. I decided that I would design the application following 
the macOS aesthetic (although a Windows or Linux implementation would be very similar). I initially started by 
laying out the size of the sidebar, the top bar and the play bar at the bottom. I imported libraries related to designing 
macOS so that I could add things like the ‘traffic light’ window controls at the top. I decided that my main colour 
scheme would be white and light greys with some transparency as these had been the colours that users had 
responded well to. For any highlights I used a purple as I quite liked it as a colour, is currently in fashion as an ‘ultra 
violet’, is easy to see as an accent colour and is seen to be music related. 
For album art, I created a default size of 51x51 pixels and added a rounded rectangle, then masked the art around 
this. This gave the interface a more personal feel and added to the overall aesthetic of the interface as a whole. For 
artists I did a similar thing but used a circular mask. I initially mocked up the spacing and sizing of items with these 
blank shapes. 
I then went about creating the covers for my ‘Quick Play’ playlists. I decided that the main playlists would be: ‘Daily 
Mix’ (created every day for the user based on the songs that they liked), ‘Stuff You Might Like’ (recommendations 
by the system of new music), ‘Concentration Playlist’ (songs based on what the user had listened to that would aid 
concentration), ‘Time Capsule’ (personalised nostalgia songs for the user), ‘Friends Mix’ (songs being played by 
the user’s friends but unlabelled so that the user did not see who was listening), ‘Favourites’ (songs that the user 
played a lot) and ‘Chill Mix’ (recommendations of slow songs for the user). I had previously looked at how current 
playlists had been designed and thought that they were not iconic enough with their symbols. I therefore decided to 
create simple but recognisable and relevant cover art that users would become accustomed to over time. 
For my ‘Daily Mix’ playlist, I wanted to use a sun icon as this represented a new day and would be something that 
made sense to users. When browsing for an icon for this I found a Dribble article relating to a user creating their own 
daily mix badges. I thought that this design was really nice and liked the colours. I therefore used the iconography 
and added my own text over the top. 
For my ‘Stuff You Might Like’ playlist I thought about the idea that the system was thinking for the user and 
came up with a lightbulb as the icon. I used a clip art lightbulb which I simplified slightly then filled in and added a 
background to. In a similar way, for the ‘Concentration’ playlist I decided to show a user concentrating with ‘waves’ 
going into their head. I therefore settled with a white profile with blue ‘concentration lines’. 
For my ‘Time Capsule’ I wanted to evoke the feeling that the user was going back in time so I added a black hole 
line drawing. I liked how this felt very timeless as a piece and would be something that the user would recognise. 
Regarding the ‘Friends Mix’, ‘Favourites’ and ‘Chill Mix’ I used very simple icons that conveyed what the playlists 
were. Next to these playlists I envisioned that the user could add any playlists they wanted to to this ‘Quick Play’ bar 
for easy access so added the outline of a cover along with a ‘+’ icon. 

Sketch:

slider on the right side. In the centre I put the main controls with the shuffle and repeat controls next to this. Finally 
on the far right I placed the search bar. 
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Below this I decided to include a recommended by the system area and a user controlled area. After a lot of thought, 
I settled on ‘Recommended Albums’ and ‘New to Your Library’. I chose ‘Recommended Albums’ as I felt that whole 
albums were the main part unaddressed by the playlists and that users might like to listen to an album from start to 
finish. I also felt that the cover art looked nice and might attract users to listen. I also liked the idea that users could 
find something new to listen to every day if they wished. ‘New to Your Library’ would include items that the user 
themselves had added to their library and therefore would be things that definitely would appeal to them. I felt that 
these two sections were a good fit as they had both system generated personalised and user chosen items that 
would mean that users would almost definitely find something to listen to. 

From the start of my conceptualisation I wanted to integrate a substantial redesign of both the songs to be played 
next and also include lyrics. I therefore came up with the concept that users could click on the bottom bar to bring 
up more information. On clicking this, users were presented with the items that would be played next along with the 
lyrics for the current song. In the space remaining I decided to add a ‘Similar Songs’ area where users could find 
other songs that related to the one they were listening to, along with the social media feeds for the artist. I thought 
that when users were listening to a song was probably when users would think about checking for updates from the 
artist and although they could search for them, this would be a better integration for within the interface as a whole.

 
I  next decided to tackle another big improvement which was the previewing of items within a playlist without 
exiting the interface. Based on the feedback I had received from the focus group, I decided to make a ‘dropdown’ 
that extended below the playlist cover and showed a few items. This would only cover the item directly below the 
currently playing item. I wanted to retain the feature that if users clicked on the item, it would show the whole playlist 
in a new window so I therefore decided that a user could press and hold (or Force Press on newer Apple hardware) 
to see this menu. This dropdown showed a few items and users could scroll for even more items. I decided that this 
was the best way to do this as it was not a ‘permanent’ dropdown and did not take up a lot of the screen from the 
user. 
I wanted to include a way for users to quickly find items and add them to their play queue and therefore decided 
that pressing and holding on an item would allow dragging to any part of the interface, the same way that services 
currently let users, but would include a more substantial menu that would include other features and was more 
apparent that it was something that could be done (as current integrations felt like the user was not supposed to be 
able to do this). 
Throughout this, I decided to make symbols for different areas of the user interface that would be repeated. Initially 
I only did this for items such as the back and forward navigation buttons however later expanded this to being the 
whole of the sidebar as it made sure that if I updated one of the sidebars for a spelling error or the placement of 
any items, it would mean it would update across all of the artboards. I did not do this initially, however did this after 
I changed the placement of certain items as it streamlined the process and made the creation of new artboards 
much quicker. 
I then went on to design my new ‘Recommended’ board. In this screen I envisioned it more as a discovery area 
rather than just seeing new music to listen to. This whole section would be items recommended for the user based 
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on what they were listening/had listened to. I therefore came up with three separate sections again that would relate 
to the user. The top section I devoted to new items that would appeal to the user. This section would be only new 
items to the service and would incorporate both albums and songs that the user might like.
Below I added ‘Playlists For You’ and ‘Artists For You’ sections that would deliver playlists and artists that the user 
might like, again based on what they had listened to before. These provided places for users to start discovery of 
more parts of the service and I thought of it more as a launchpad for further exploration. 
Within this screen I wanted it to be a place where uses could quickly discover items so I added a new mechanic to 
further enable this. If a user clicks and holds on an item within the interface a play interface overlays on top with a 
progress area and the song will start playing (usually skipping to the main part of the song for previewing). When 
this interface pops up, users can either drag up or down on the play icon to like or dislike the song. If the user likes 
this song, it will be added to their library and to a ‘liked items’ playlist. When previewing a playlist or artist, snippets 
of the top songs within each would play and give an overall view of the content. This interface will help the service 
find more music that users like and would especially help with new users when the service does not have a lot of 
data on that user to recommend new items. 

From this I decided to mockup the artist page viewed within the streaming service. This was very similar to my 
wireframe. I included a coloured background for the interface that went well with the translucent items and a profile 
shot of the artist. I then added in the ‘Top Songs’, ‘Top Albums’, ‘Similar Artists’ and ‘In These Playlists’ sections. 
These went down the right side and were well spaced without being overwhelming. I chose the order for these 
based on the feedback I had got from the focus group. I envision that every artist having a different profile shot and 
colour would help to give each their own personality. I also envision that artists will update this large image as they 
release new songs to promote new things and retain a fresh look for users. 

 

Following this I decided to make a ‘Discover’ page. Here I included the most important generic items I had found 
from my survey and interviews; therefore just the top trending items. I did however envision that these could be 
narrowed down in different ways so added another selection area at the top. The default was ‘Popularity’ so the 
normal charts that users were used to. Other selections I thought would be useful were ‘Countries’ (allowing users 
to see the items in other countries, akin to Spotify), ‘Years’ (allowing the user to browse by year to see the top 
items for that year), ‘Genres’ (to see the top items per genre), ‘Your Friends’ (allowing the user to view the items 
that their social group was listening to most in an anonymous social integration, something that was popular in my 
interviews) and a new ‘Not Your Style’ option (displayed items that was unlike the user usually listened to e.g. if the 
user listened to Hip Hop/R&B and Rap it might suggest something like folk or heavy metal).
I envisioned that the Genres & Moods section would be basically like Spotify and Apple Music so decided to not 
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include a screen for these. I did however feel that it was important to have the quick access to these at the top of 
the screen as it was a popular option. I envision colour coordination for these as it was something that was very 
popular in my interviews. 
Finally for the Streaming Service area of the system, I integrated my ‘Scenes’ section. This included 12 popular 
times to listen to music that users could select to quickly listen to music tailored to them. This quick access area 
acts in a similar way to Spotify and Apple Music’s Radio options to quickly listen to songs however there is more 
granularity within my selections and the items would be tailored to the user, rather than just based on the song the 
radio was created with (the way that Spotify and Apple Music’s main iteration behaves). I envision that if a user 
used one of these scenes a lot, they could add it to their Home area for quick access. I feel that this area of the 
interface would become quite popular after a while and may become more used than even the Genres and Moods 
section.

 
Moving on to the ‘Your Library’ section of the interface, I wanted this to be distinctly different in general looks, 
making it more personal for the user. My ‘Recently Added’ section was how current iterations were, as there 
were no complaints within the surveys and interviews, apart from the fact that this was the view that users were 
presented with when they started the interface (which I solved with the use of the Home section).
For my artist view, I decided to use circles for artists so that they were distinct from playlist and album covers. I also 
thought that it brought a fresh view to the overall interface. I organised the artists alphabetically with the first letter 
being prominently displayed next to all artists that fit. This view felt very modern and would allow users to get used 
to what the artist themselves looked like. From this, I showed what it would be like when a user selected an artist. 
I displayed the items that the user had added to their library organised by album in the main section, with a side 
section dedicated to the playlists featuring that artist. I thought that this would be good for users to quickly access 
playlists that related to the artist and would provide especially useful when the user just wanted to listen to that 
artist for a while, but wanted to continue their mood with similar songs. 

For my Artist view I referenced how the Music App within iOS 7 had displayed tracks in coverflow. I did not include 
any labels for albums, rather featuring the album art exclusively. I included different view options at the top including 
the default, a new ‘Shuffled’ option. This would refresh every time users went to the page and would allow users 
to see a new item that they might not have listened to for a while. When going through the different options, all the 
albums reshuffle in a quick but interesting way. When selecting an item, a simple overlay pops up over the interface 
displaying the contents of the album along with a preview of what the album art included. I included details on the 
year and artist that the user could click through to the relevant section of the interface and also a ‘Shuffle All’ button 
at the top. 
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Principle:
From this, I put my items into Principle to link artboards and add animations for each part. The first and main issue 
that I found when doing this was that a lot of my items had been named the same. This posed large problems in 
Principle as it would try to animate one item to another when switching artboards. I therefore dedicated a long time 
to renaming items to what they were. In the overall scheme of things, this would be useful when trying to browse the 
layer list so I would do this in the initial creation in Sketch next time. 
To implement scrolling for items, I grouped all the relevant items together, changing the display area, then allowing 
that section to horizontally or vertically ‘Scroll’ within Principle. This was relatively simple to implement however 
the section needed to be carefully identified so that any titles were not being affected. To maintain this scroll across 
artboards (used when an interaction changed artboards but items were present on other artboards) I used the 
‘Animate’ window to freeze the animation between different boards. I then linked up artboards to correspond to 
users clicking to navigate the interface. This was not particularly hard but was time consuming with the amount of 
artboards I had and the amount of buttons I had.
To implement my drop down area for previewing the songs within my interface, I added in the different stages within 
six different artboards. These showed each stage, including how the interface would react when users clicked on 
the item initially, when they clicked on an item to bring up the more interaction menu, when the user dragged the 
item (bringing up the bottom slide out window) and the two different options for when the user hovered over areas. 
I then added different types of action such as when the user starts dragging on an item or when the user hovered 
over certain areas. The only problem I had was that once a user started dragging, Principle did not detect hovering. I 
therefore could not use two of the interactions but kept them in just in case a further iteration would allow this. 
To create my previewing interface I used another few artboards that showed different selections. When hovering 
over the album, the interface for interaction pops up with the like and dislike areas. When dragging on the play 
icon (how the user would slide to interact) I changed it to the like option. Although this was not how the interaction 
should work, it worked for showing how the interaction should go. I also wanted the circle around the play area 
to react to how much of the song had been played and created segments to integrate this, however it was not 
currently possible. I also left this in so that if in the future it was possible, it could be quickly integrated. When 
leaving this hover area, the artboard changed to an artboard without the song, showing that the interface was 
reacting to the user’s choices. 
The rest of my implementation within Principle was relatively simple as it just required switching artboards based 
on the items that the user was selecting. I had some issues with animations occurring from certain boards to others 
however and I had to work to rectify this as it was very distracting. Initially I tried to freeze the animations however 
this made items not transition properly, with random shapes in certain areas. In the end, the way I fixed it was to 
make the animation still happen, but happen instantaneously. This therefore meant that there was no perceptible 
change to the user. 
For my final submission, I decided to record a general journey through the interface, highlighting the main areas that 
I changed and what features were available to the user. I also included screenshots of each main artboard along 
with the raw Principle and Sketch files.
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Reflections
The amount of user research that I did for my project was more than substantial and it really allowed me to get a 
grasp on the improvements that would benefit users in a meaningful way. This emphasis helped to make sure that 
improvements made were meaningful and enhanced the user’s experience without adding unnecessary items and 
features. My creation of transcripts and the extensive documentation of each part made sure that every comment 
and observation was given thought and considered, even if it was not integrated into the final design.
The amount of data I collected from my interviews at the time seemed excessive but actually this helped a lot when 
going back over the data as it allowed me to find points of pain that the user themselves did not remember and tell 
me about. I was only able to find these because I was recording their facial expressions and could see when they 
‘messed up’ or were confused by an area. Although my interview felt quite long to the user, it was not tedious in any 
areas and the way that I got the users to compare the new service to their current one (if applicable) was useful for 
finding out the habits of users as I wanted to make sure that my new interface would cultivate a similar relationship. 
One of the best parts of my interview for finding sticking points with the design was the initial introduction where 
users browsed the interface themselves. Here, any main issues were identified and addressed at the start, allowing 
the user to reference them again later. If I was repeating any interviews in the future, I would probably set tasks 
within this time to find these sticking areas to make them explore other areas which would not have related to any 
tasks. If repeating, I would have also liked to get a larger amount of less technically experienced members as I feel 
that they would have helped within finding areas that would confuse users who did not use computers as much as 
my participants did, leading to an overall more intuitive system. 
I feel that my surveys were well laid out and that the length was good as it gave me a lot of data to use without tiring 
users. My addition of an extra comments section was good as well as it allowed users with more to say to note their 
views without forcing anyone to. The inclusion of this at every section meant that users would not forget comments 
and added context, further helping with my understanding of them. I also think that my 7 step rating system was 
good (as proposed by a lecturer) as it gave a middle ground and enough, but not too much of a range. 
If I were to redo the survey, I would have included a definition or glossary section for users that may not have 
understood some of the terms (especially useful with users that did not currently use a service). I would have also 
liked to try and get more participants that were older or did not use a service at all as I was quite lacking in this 
area and a lot of the target market was these areas as well. I did feel that my analysis of the data was good and the 
calculations that led to really understanding the data were important and that my time spent here was well worth it. 
My visualisation techniques, including both the affinity map and the user journey map, really helped to streamline 
the data I had received. These allowed me quick information to relevant comments that helped both with my 
creation of the design specification but also with the final creation of my prototypes. 
The wireframes I created were clear and easy to understand, and participants of my focus group echoed this 
sentiment. I did however feel that my initial design was too cluttered and I tried to integrate too many improvements, 
rather than narrowing down the most important areas. For my focus group, I feel that I should have created more 
wireframes rather than reusing them for different areas. I think this led to an overall confusion on which parts were 
being deliberated within the group and meant that I could not keep post it notes attached to wireframes, instead 
requiring me to remember where they were. 
The style tiles helped with the choice of font and a colour scheme but I feel like there wasn’t enough for users to 
view. I think the addition of one or two more that were drastically different may have helped users visualise very 
different interfaces and may have informed my design further. If I were to redo these, I would not base them on 
current iterations and would create my own instead. 
I think that my focus group was an overall success as it was a quick and insightful way to gather feedback on my 
designs. I think my comments and overall probing were good as they were not too suggestive and rather promoted 
participants to think and respond. I think that users writing down their views on post it notes was a good idea as 
it meant that their point was being documented exactly how they intended it to be, and there was less chance of 
incorrectly interpreting areas. I would consider using this in my initial interviews if I were doing these again. If I were 
to redo the focus group, I would have liked to get a wider range of participants as the demographical range of mine 
was quite low. Although I have worked to combat this in the final design, I feel like having a wider range would have 
solved this at the source. 
The creation of my prototype went relatively well with my main issues being the fact that I was not very experienced 
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with the software I was using. I think it was a good idea to set out my design specification and create a final 
wireframe before diving into it as it concentrated my thoughts and these were items I could refer back to at every 
stage, without having to go back into all the data. I did use the affinity map and user journey maps quite a bit as well, 
and I feel that these were really useful for quickly finding relevant content and applying this to my final design. 
When creating my prototype, I should have named items as I went along as it would have helped massively with my 
implementation. I do think that my choice to create symbols was very good as it allowed quick creation of individual 
parts and allowed me to change an item and have it replicated across the whole prototype. If I was to do this again, 
I would maybe explore more options for animation as there were many different tools available, however I felt that 
Principle was really good and just had a slight learning curve. I think that the importing from Sketch to Principle was 
the main issue (especially with symbols and naming) and that in the future I would explore just using Principle from 
start to finish. 

Conclusion
I think that my final prototype was good as it addressed the main sticking points of current systems that I found 
from my user research. It was not a massive redesign, rather a careful rethink of naming, aesthetics and simplicity, 
and this was actually one of its benefits as it meant the learning curve for new users was not as significant. The 
changes I made were well thought out and proposed real improvements to the experience for users. Each part of 
the design made sense and appealed both in a functional and visual way to users, simplifying not only the design 
but also the terms being used within the interface so that it communicated items efficiently. 
The interface communicated a modern design aesthetic that incorporated the best features that people actually 
used and enjoyed. It conveyed the actions users were partaking in clearly and showed a clear distinction between 
the library and the streaming service area. It also made use of personalised items within current services that users 
really enjoyed, incorporating more instances of these, and allowing users to choose these playlists based on what 
they are doing. 
The time I spent on each part was well used, evidenced by the amount of feedback and improvements I was able 
to accomplish. At every meeting with my supervisor, I feel that I had made meaningful progress and I was using 
this time to its full potential. The only thing I would change is in the future I would re-edit my plan as I went along. 
It would have helped to show what I had left to do at later stages, reducing the pressure and stress I exerted on 
myself. 
My report well evidenced all aspects of my design process and included well researched examples of previous 
designs and iterations, showing the extensive competitor research I had engaged in. My user research section 
showed and evidenced each part comprehensively, with each stage well documented so that if others wanted 
to replicate how I had accomplished each part, they would be easily able to. It described my findings efficiently 
and pointed out the most important aspects that would enable meaningful improvements. Finally my creation of 
wireframes and final design sections communicated why I thought of integrating each part, well evidenced from my 
user research, and how they would enhance the user’s experience. 
My submission of a Sketch file, Principle file, video and PDFs made sure that the files were accessible and 
communicated the design well, whilst allowing for future iteration if improvements were identified. I think my video 
advertises and explains each feature well, whilst not being too long and becoming boring. My final submission also 
included all the items that I used, and I feel that this well evidences each part of my design process. 
Overall I feel that my project was a success and really provided a comprehensive redesign of the user interface 
of streaming services. I have enjoyed this process extensively, from start to finish and I feel that I have made a 
meaningful design improvements. 

Future scope 
In the future, I feel the interface should be limited to only a few more additions unless they were massive benefits for 
the user as it would make it clunky and over-complex for users. I feel that my design would be easy to iterate and 
update and would set a good platform for the years to come, especially with some small refinements. 
Due to the GDPR legislation coming into effect during May 2018 (requiring the re-creation and submission of an 
ethics form under new data laws), I was unable to do further user testing. I had planned to give users a set of things 
to do and demonstrate some features to gauge their impressions of the system as a whole to find points of pain 
that I could potentially address in a future iteration. However due to the time taken for the implementation of my 
concept, the deadline for testing had already passed.
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A: Ethics Clearance Form
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B: Information Sheet
 

 

Information Sheet - Redesign of the Streaming Service 
 
University of York, BSc Interactive Media 
 
Thank you for your interest in being part of this project which aims to redesign the User 
Experience of music streaming services, putting the most important parts front and centre and 
utilising the newest technologies to enhance the experience. I am completing research to 
understand how new and existing users use/will use these services and which features are the 
most important to them, to find the most utilised components and shape my design around the 
user. I am completing this as part of my final year project for my BSc in Interactive Media at the 
University of York and invite you to participate in my project, to have your opinions heard and 
help with the design of a solution to a problem which affects millions of users. 
 
Your participation will involve interviews and observations of use of current software lasting no 
more than an hour. You may also be invited to provide feedback on concepts at a later stage in 
the project which would take no longer than 2 hours. These will be conducted on a one-to-one 
basis and with your consent, be audio or video recorded for review and reflection. This may 
include your personal use habits and user journeys within any current software you use such as 
Spotify and Apple Music. 
 
From this you may be called back for reflection on any implemented features and your thoughts 
on these. These will most likely be in small groups and will consist of a variety of activities such as 
general response to designs to interacting with mockups. The data from these sessions will be 
captured in a variety of ways including video and audio recording to questionnaires. At all times, 
anonymity will be paramount, with all participants being anonymous in the research and 
unidentifiable.  
 
Your rights as a participant in this project: 
You have no obligation to complete this interview and have the right to withdraw consent and 
stop participation at any point without penalty or judgement. If at any point you feel 
uncomfortable in regards to a question or any part of the research please inform me and I will 
immediately work to rectify your concern. 
 
All data and documentation from the research will be confidential and will be stored securely in 
Google Drive. All references to participants in any reports or material will be anonymised. Once 
the project is over, the raw data will be destroyed.  
 
Thank you for your consideration. Please contact me or my supervisor if you have any issues or 
concerns. 
 
James Mitchell      Debbie Maxwell 
 
Email: jjm548@york.ac.uk     debbie.maxwell@york.ac.uk 
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Informed Consent Form - Redesign of the Streaming Service 
 
University of York, BSc Interactive Media 
 
Thank you for your interest in being part of this project which aims to redesign the User 
Experience of streaming services, putting the most important parts front and centre and utilising 
the newest technologies to enhance the experience. I am completing research to understand how 
new and existing users use/will use these services and which features are the most important to 
them. I am completing this as part of my final project for my BSc in Interactive Media at the 
University of York and invite you to participate in my project, to have your opinions heard and 
help with the design of a solution to a problem which affects millions of users.  
 
If you would like to take part in this study please tick as appropriate below: 
 
I agree to take part in this project 
 
I give consent for documentation (notes) to be used for research 
 
I give consent for video and audio be recorded for research 
 
I want to be informed at the end of the project about the findings 
 
I agree to be contacted at a later date to provide feedback on design  
concepts 
 
 
Please complete (in block capitals), sign and date this form to indicate that you have read and 
fully understood how you will be participating in this project, the media being used to record data 
and how that data will be stored and used. 
 
Participant Name:  _________________________________________ 
 
 
 
Participant Signature: _________________________________________ 
 
Date:    ________________ 
 
Researcher Name:  _________________________________________ 
 
 
 
Researcher Signature:_________________________________________ 
 
Date:    ________________ 
 
 
Having given consent, you have the right to withdraw without penalty or judgement at any point, 
with all data collected destroyed immediately. If you have any questions or would like to do this, 
please contact: 
 
James Mitchell   Debbie Maxell 
 
jjm548@york.ac.uk   debbie.maxwell@york.ac.uk 

Agree Disagree 

Agree Disagree 

Agree Disagree 

Agree Disagree 

Agree Disagree 

C: Consent Form
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D: Survey
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E: Survey Results
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F: Study Protocol
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G: Interview Transcript
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H: Affinity Map
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I: Persona

Oliver Evans

AGE
GENDER

OCCUPATION
INCOME

LOCATION

30
Male
Manager in Retail
£35k
London, UK

Personality
Extrovert Introvert

Sensing Intuition

Thinking Feeling

Judging Perceiving

Key Motivators
• Exclusive 

tracks
• Convenience
• Speed
• Settings
• Discovery

• iPhone
• iPad
• MacBook
• Gaming PC
• AirPods
• Gaming headset
• Speakers

Devices

Key points:
• Listens to music when commuting, while 

working and when running
• Does not discuss music that much in per-

son with people but interested in what 
others are listening to and popular items

• Is not heavily loyal to artists but has favour-
ites

• Uses phone quite frequently, using social 
media, listening to music, playing light 
games

• Likes to hear new music but also enjoys 
listening to nostalgic items, does not mind 
a mix of both but does not want to search 
too much for either

• Likes to add items to personal library to 
access later

• Does not mind exploring to find new music 
but sometimes wants to listen to things 
quickly

• Enjoys listening to music based on their 
mood

• Treats music subscription as a utility and 
will continue to pay however finds interface 
has lots of items not interested in or con-
fusing

• Interested in what artists are doing and 
has been to a few concerts but not regular 
concert attendee

• Is used to paying around £10 and feels that 
this is a good amount

• Has enough data to stream music, does not 
need to download

Frustrations:
• Feels that he spends too much time not lis-

tening to music before he finds something 
to play

• Finds UI can be confusing at times
• Very motivated by exclusives, will get frus-

trated if cannot get exclusives
• Feels could use more but finds recom-

mended playlists are not always enough 
and do not fit mood

• Wants to see more about friends/social in 
app

Technological Competency
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J: User Journey Map
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K: Wireframes
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L: Style Tiles
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M: Pictures of Wireframe Feedback
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