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3.SOUNDTRACKING PATHS 

3.1 The Design Process of the “Album Routes”

Experiments are done when an investigator can manipulate behavior directly, precisely, and 
systematically. This can occur in a laboratory setting, in which an experiment may focus on one 
or two isolated variables (and presumes that the laboratory environment can “control” for all the 
remaining variables beyond the scope of interest), or it can be done in a field setting, where the 
term field or social experiment has emerged to cover research where investigators “treat” whole 
groups of people in different ways [...] (Yin 2009, pp.11-12) 

s observed by Yin, in a laboratory setting the variables that are irrelevant for the experiment 
are ideally controlled within the laboratory environment. In some specific types of studies 

that could be interpreted as a positive aspect. I was aware that it would be difficult to 
simulate this empirical investigation within a lab, as my main concerns were related to urban 
public physical spaces and the way they affect the location-based album listening experience. I 
assumed that a field experiment followed by survey was the most convenient choice to collect 
extra data to my analysis. 

I assume that the impossibility to control all the variables around the experiment (such as weather 
conditions, traffic and pedestrian movement, soundscapes and participants’ familiarity with the 
space) as a weakness of the field experiment. Often those can affect the final outcomes of the data 
collection and analysis in unpredictable ways, which I will comment further in the data analysis 
section. However, it is also true that spontaneous aspect of events surround the mobile listening 
daily. The unpredictability of background events was essential for the analysis of certain contextual 
factors (see Chapter 4 Data Analysis).

3.1.1 Hypothesis 

People often talk about recreating aesthetically their daily experience of cities using mobile 
music listening. I found it particularly interesting the sections “Filmic Cities and Aesthetic 
Experience” (2000, pp. 85-96) and “The audio-visual iPod” in Bull’s studies (2007, pp. 38-49) in 
which he discusses how this practice of shaping urban realities via the music listening occurs. He 
describes this activity not only by the action of filtering out the cities’ soundscape and exercising 
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a “privatisation of sounds”, but he additionally comments on how mobile music listeners recreate 
spaces as if they were producing their own movies out of the spaces they are walking by. Bull makes 
very interesting points on how music listening (via mobile devices as walkmen, mp3’s players, 
iPods and smartphones) can modify the listeners’ perception of the cityscape that surrounds 
them. As the following interviewee story nicely illustrates:

My world looks better; I get more emotional about the things including the people I see and my 
thoughts in general. Sometimes I project the lyrical content of songs onto the people I see while I’m 
listening. [...] I’ve had a lot of surreal moments like that listening to the music on my iPod and 
watching the world around me...it’s almost like watching a movie, but you’re in it. [iPod user]
(Bull 2010, p.58) 

In my study, I aim to compare this specific point in the study carried by Bull (the aesthetic experience 
via music) from a different perspective: instead of investigating how the music listening recreates 
the space I am interested to investigate if and how does the cityscape affect the perceptions of the 
listeners regarding the music they are listening to. Specifically in this situation in which the music 
is only available in a pre-defined location (called a location-based musical album app) and the 
listener is going there with a pre-disposition to discover those musical pieces.  

I hypothesise that the listening experience of the location-based album can be affected by the space 
that surrounds it. When designing this type of musical album, I believe that the artist/designer can 
take advantage of the space to favour the music in a conceptual level and they certainly should 
be sensitive about the fact that the musical album could also have its content affected in negative 
ways by the space to which it is attached.  

In psychology studies, the dependent variable is usually a measurement of some aspect of the 
participants’ behavior. The independent variable is called independent because it is free to be 
varied by the experimenter. The dependent variable is called dependent because it is thought to 
depend (at least in part) on the manipulations of the independent variable. (Weiten, 2013)

In order to test my hypothesis (if the space does interfere with the auditory experience), my 
data collection strategy included a field experiment and survey design. In the case of the field 
experiment, the album (the group of musical pieces) was the dependent variable and the space 
(Route 1 and Route 2) was designed to be the independent variable. I hypothesise that when in 
Route 1 (positive control group) the listening of the music would be favoured by the friendly 
and nice surroundings and that under the Route 2 (negative control group) when listening to 
the same album people would have their listening experience affected in a negative way by the 
“unwelcoming” environment”. The Album Route design will be detailed further in this chapter. 

As remarked by the theorist on case study Robert K. Yin “the cases in a multiple-case study 
[...] might have been selected either to predict similar results (direct replications) or to predict 
contrasting results but for anticipatable reasons (theoretical replications).” (Yin 2012, p.8) The 
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main goal of the process of building the routes was to contrast two different urban environments 
and its effects on the music listening of the same album.
 
In order to define the routes duration and location I explored myself some different public 
spaces in the city of Bremen. While making these walks I was reflecting on how these contrasting 
spaces could affect the listening experience. Such exploratory data was saved with the aid of 
some smartphone apps which could record where and for how long I walked via GPS (Global 
Positioning System). I also photographed and made notes in order to analyse these routes further. 
Such documentation was handful and they facilitated my design decisions.

I decided to do one route per day, to avoid a possible lack of energy when observing the routes 
and its peculiarities. That is also a reason why I established an approximate time and length for 
the route. To make sure the participants were not exhausted and that it would not bias the result 
of the experiment, as it would certainly affect their perception if they had to explore the routes for 
too long.

After experiencing myself the three routes I made some observations on what could be an easy, 
pleasant and friendly path in contrast to a more obscure, less pleasant or unfriendly path. The 
maps of these routes were documented for post analysis and are presented in the next pages. 
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Route 1

  Image 3.1: The “Route 1” was tracked and saved for future analysis. Data generated by the app “Everytrail”. 

   Image 3.2: “Route 1” info. 
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Route 2

Image 3.3: The “Route 2” was tracked and saved for future analysis. 

   Image 3.4: “Route 2” info. 
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Route 3

Image 3.5: The “Route 3” was tracked and saved for future analysis. 

   Image 3.6: “Route 3” info. 
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After this initial data analysis I decided to design the field experiment in routes 1 and 3. This 
decision was mainly due to three main points: accessibility, duration and diversity of landscapes. 
By accessibility I mean they were near public transportation or reachable by bike or walking from 
main points of the city, as the Bremen Hauptbahnhof (central train station) and Domsheide (main 
intersection of tram stops in the city of Bremen). I also intended to not impose where a route 
should start or end, believing this could also influence the results. The duration of the walking 
route should be of maximum 40 minutes. An additional but not less important criteria was to 
perceive how diverse (in the sense of the change of scenarios) a route was. Route 2 had few changes 
for hundreds of metres, so it would probably not be so interesting when music changed but the 
space remained the same. As I was trying to measure the influence of a scenario in a musical piece 
I considered relevant to adjust a specific scenario to a single track and once a musical piece starts 
also the environment would be a bit different. For instance: one music would play walking in front 
of the theatre, another in a green backyard, a third when passing in a tunnel, etc. 

As previously discussed in the first chapter, mobile listening experience proved to be an 
individualised activity. Acknowledging such peculiar point, this musical walk was designed to be 
experienced as an individualised and not as a group activity. That was not only supposed to mimic 
the real use of mobile personal stereos but also to avoid the influence of the others and the way 
they experienced their album route.

3.2 A Call for “Bremen Musicians”

As the main discussion of the “Soundtracking Paths” is in the field of locative-art, the musical 
selection reflected my intention of portraying the recent musical production of Bremen. For 
this same reason, initially I did not specify a musical genre when calling for collaborators. I was 
curious to listen to this unknown material without previously censuring it.

The profile required to provide musical material was: a person or group that created or performed 
music and currently lived in Bremen, or had lived in it in the last two years. It was not necessary 
their nationality to be German, as long as this person produced the piece while living in Bremen, 
they could voluntarily provide a piece. 

Musicians were informed of what the experiment consisted of and that their music would be 
exhibited as locative-art in the city. It was made clear that their music would be accessed only by 
the participants for the occasion of the field experiment and not published for an indefinite time 
and public.
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3.2.1 The Musical Selection

The musical selection would be better classified as a “compilation” type of musical album, 
considering that several and not only one musician collaborated to it. The main theme for the 
compilation and criteria for acceptance was: music made or performed in Bremen between the 
years of 2010 and 2013. 

After I shared my call for musicians on the internet (via email, Facebook and blog), I was lucky 
to receive a fair amount of pieces after a couple of weeks. In this small group of musicians, the 
collaborators were mainly part of my circle of friends and colleagues in the university. 

The pieces received and considered for the album route were:
“Ambience” by Preslav Rachel; 
“Breaking the Dub” by Thibaud Buquet;
“Count your Blessings” by Los Terroristas del Copy & Paste; 
“Harmonic Echo Machine” by Janosch Kurzrock; 
“Les bonbon” Concerto for 2 Viols nº XI by Jean de Sainte-Colombe performed by Ilemi Kemonah 
and her partner bass Viola da gamba; 
“Personal Nature” by David Dowhaniuk; 
“Piano Trio No 1” by Johannes Brahms 1889 Performed by Talia Banos (violin) Elisabeth Iserte 
(violoncello) Mireia Vendrell (piano); 
“Reflections” by Thomas Hoheisel; 
“Slow Home Now” by DATASTIX;
“Sunrise Forever” by Los Terroristas del Copy & Paste; 
“Transposing K 527” by Pedro Oliveira; 
“Wet” by Hector Balde.

It was a difficult task to select the music but I intended to design the album route in a way that 
participants would not be immersed in the experiment for too long. I believed that the ideal 
duration was one hour maximum and that exceeding this could lead to very superficial responses 
to the questionnaire. I calculated the tracks duration and tried to predict the amount of time 
which participants would have to invest in listening and responding the survey questionnaire. 
The participant should explore six areas, walk and answer the same questionnaire to every single 
piece. After estimating this average time and analysing the genres available I selected the six tracks 
listed bellow under the three categories:

“EDM - Electronic Dance Music”
“Slow Home Now” by DATASTIX;
“Harmonic Echo Machine” by Janosch Kurzrock; 
“Sunrise Forever” by Los Terroristas del Copy & Paste.



1 EDM: http://en.wikipedia.org/wiki/Electronic_dance_music (accessed September 13th 2013)
   Ambient Music: http://en.wikipedia.org/wiki/Ambient_music (accessed September 13th 2013) 
   Experimental Music: http://en.wikipedia.org/wiki/Experimental_music (accessed September 13th 2013)
   Classical Music: http://en.wikipedia.org/wiki/Classical_music (accessed September 13th 2013)
 
2 “Piano Trio No. 1” http://imslp.org/wiki/Piano_Trio_No.1,_Op.8_(Brahms,_Johannes) 
    (accessed September 10th 2013)

62

“Soudtracking Paths” - MSc thesis by Fernanda Sa Dias - 3. The Field Experiment Design

“Experimental and Ambient Music”
“Ambience” by Preslav Rachel;
“Reflections” by Thomas Hoheisel.

“Classical music”
“Piano Trio No. 1” by Johannes Brahms (1854) performed in Bremen by: Talia Banos, Violin; 
Elisabeth Iserte, Violoncello; Mireia Vendrell, Piano.

As I did not intend to restrict genres and I should not reflect my personal musical taste with in 
the selection I stipulated three groups of genres to facilitate my choices: “EDM - Electronic Dance 
Music”; “Experimental and Ambient Music” and “Classical music”. 

It is a subjective topic to classify what is “EDM” or “Experimental or Ambient music” but I tried 
my best to select at least two tracks that would be possibly labelled as one or the other according 
to the descriptions of such genres 1.

The “Experimental or Ambient Music” was selected in order to contrast with the “EDM” which 
could be easily imagined as a soundtrack for a club or urban environment, and perhaps would be 
perceived by some people as “more danceable”. It is not my intention to state that the “Experimental 
or Ambient” tracks could not suit to a situation where the action of dancing is involved, as it 
would be a very personal assumption. But they certainly contrast on its tempo and dynamics. 

The classical music group presents only one piece, “Piano Trio No. 1”, because it is more than 
thirty minutes long. As it comprises four movements 2 I considered it as “4 tracks” in one piece. 
I assumed that the classical piece could surprise and contrast well to what young people are 
normally used to listen to.

In framing my choices under these three very distinct music genres, I aimed to reach an impartial 
approach in the music selection. More importantly, with this method I hoped  I would not upset 
or irritate a participant completely during their entire “sound walk” experience, which could 
happen if only one genre was chosen and it coincided with a genre that he does not enjoy. 

It is also important to mention that the three categories of genres were already present within the 
group of pieces received. 

As previously commented, all the pieces were composed in Bremen but for one exception: the 
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“Piano Trio No. 1” by Johannes Brahms (1854). It represented the classical music category and 
it was performed by the students of music in the University of Arts of Bremen. The piece was 
presented in summer semester (12.07.2013) as a Final Concert Exam. The recording was kindly 
provided by Talia Banos. 

3.2.2 Place and meaning for the artist 

Initially, I intended to ask musicians to choose the space within the city in which their music would 
fit better. I intended to relate the meaning from the artist’s perspective to the place. Unfortunately, 
in the end  I realised I should not leave this decision to the artist. Firstly for restrictions of space, as 
the route was planned to be within a walkable distance of about sixty minutes long. If  musicians 
had chosen places in the city that were too far from each other it would not work as a maximum 
forty minutes route. Secondly, I meant to avoid that more than one artist wanted to exhibit their 
song in the same location. If they chose the same location, I would have no criteria to privilege one 
rather than the other. I also had it clear that my study would not investigate meaning regarding the 
artist but the affect on the listener’s experience regarding the location a musical piece is attached to.

Once I listened to all of the pieces I thought about the possible spaces they could be attached to. 
I experimented this pre-conceptions further while walking and listening to the music in the field 
during the pre-tests of the prototype. Only then I would be sure they would fit to a certain distance 
or not without looping for long. After covering the two routes walking and listening I was capable to 
set the first musical maps, which will be described in the next section.

3.3 “Dogma is the problem not prototyping”   

       The Mobile App 

‘Demo or Die’ is a dogma. The belief that technical prototyping is the only way of developing an 
idea quickly becomes a problem when it prevents designers from engaging with technologies beyond 
their level of ability, budget or means. The result of this dogma for people without the luxury of 
a lab will always be small scale, craft-like objects: a form of digital craft. There’s nothing wrong 
with this, but sometimes we need to turn our attention to problems and ideas that are bigger and 
more complex than we can handle individually or make ourselves, these skills are important too.  
(Dunne & Raby 2010, p.266)

The citation above reflected an important moment of my master’s thesis. It was exactly when 
I decided to simplify the app I had in mind. As a graphic designer, it would be a big step to try 
to program a mobile app from scratch. I believed I would have no problem on the GUI design 
process for the mobile app, but  this section turned out to be so complex that it gave room to 
extensive debates, which were not included in my main goals of research. While reflecting on 



3 AppFurnace: http://appfurnace.com/  (accessed September 24th 2013)
4 “Building a GPS-Triggered Audio Player with af.AudioChannel”: https://appfurnace.zendesk.com/

entries/23573016-Tutorial-7-Building-a-GPS-Triggered-Audio-Player-with-af-AudioChannel  (accessed 
September 24th 2013)
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the statement made by Dunne & Raby (in an article on Critical Design), I realised that it was one 
of the moments a professional needs to stop and think on what is substantial in their process of 
creating and testing new concepts. 

Often the lack of time (to update skills) and financial resources (to maintain a project being 
developed for longer) challenge professionals to focus on building the most optimal scenario to test 
only the most essential interactions. To me it was essential to acknowledge my own weaknesses, 
the biggest one: the programming skills. I knew by then I would not prototype my app within 
the usual way I was taught back in the days of my design school. That is, I would not build a new 
product from scratch but would assemble preconceived libraries of codes that could simulate the 
ideal scenario for my investigation.

It is also important to state that my main research goals were never related to coding. Thus,  I 
started my search for a platform to aid me on the mission of simulating the same environment in 
which I could test the concept of location-based musical album.

Initially, I intended to build a complex mobile app as I was fascinated by the features present 
in the album apps that I analysed in the very first stage of my thesis. In order to reproduce such 
features and have a nearly finished product running to be tested, I believe I would have to apply 
one more year (minimum) on this research and would extrapolate the needs of the case study. 

My criteria for this simplification was to reflect again on my research question: Does the listening 
experience of a musical album can be affected by its surroundings? To reflect on the question again 
pointed the interaction that should be simulated and tested.  

Reflecting on that, and noticing that my initial project idea had too many interactions involved, 
I decided to simplify and optimise it. My initial idea included the following main interactions: 
- to publish music pieces in specific locations of a city; 
- to filter music by tags while browsing a city map; 
- to create new compilations (albums) grouping musical pieces by specific tags; 
- to play location-based albums or single tracks filtered by tags. 
- to stimulate collaborative music composition by providing looping samples, available for 
download every time a listener completed an entire “album route”.

The second try, which worked successfully, was to develop a prototype using the platform 
AppFurnace 3. I followed their documentation “Building a GPS-Triggered Audio Player with 
af.AudioChannel” 4. They offered the resource called “af.AudioChannel” to trigger and control 
the audio files. Making use of this resource and of the online documentation I had successfully 
achieved the goals of my first prototype. A proper simulation of the main interaction I needed for 
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performing the test was developed: one could walk through a certain route and trigger the audio 
files using a smartphone, iPod or tablet device.

The main steps I took to build the first prototype were: to upload the audio files, to establish the 
areas on the map, to name each area and function according to the audio files, to perform a web 
based test and further a mobile test within the field.

The code used in the first prototype for the mobile app is placed in Appendix p.113.
The following screenshots are the most relevant of the process of building the prototype app:

Figure 3.7  Audio saved on the server to be played during the experiment. 

 
Figure 3.8  Section that allows the mobile app code edition.
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Figure 3.9  On the left the GUI for the mobile app. On the right a map of the musical areas of the album Route 1 in 
Bremen, Germany.

Figure 3.10  On the left the GUI for the mobile app. On the right a map of the musical areas of the album Route 2 in 
Bremen, Germany. 

 

After the first tests running the app, I managed to fix some issues related to sound looping. I made 
the test using two mobile phones. One was using 3G internet connection and the second was not 
connected to the internet at all. The problem experienced by the second smartphone was that one 
specific musical piece would not stop playing although the person was no longer in its respective 
area. I fixed that by changing the looping function. 
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I could not prove the reason why the offline smartphone produced the looping issue and the 
online one did not. On the bright side, I confirmed that the participant did not need necessarily to 
be connected to the internet during the walk to trigger the audio files as soon as the app had been 
correctly installed and loaded while under a wifi connection.

I also altered the first prototype code by changing the number of channels. In the first test I used 
two, but found out it was not necessary. 

In addition, after feedbacks of two friends that were part of the pre-tests, I decided to add a map 
to the graphical user interface in order to help the participant to locate himself within the specific 
“musical areas”. And also added a function which would show the name of the piece instead of 
only reproducing the name of the mp3 file on the screen. 

The changes from feedback were applied in the code displayed on Appendix p.117. 

After doing the first tests I was sure that the audio files were working correctly in the areas 
previously demarcated. However I have noticed that sometimes the GPS feature would turn quite 
an unstable tool near tall buildings and in not so open areas. 

As it was just a prototype service and not yet a published app, I was not sure yet if I could perform 
the test using several devices at the same time. That was also pre-tested and successfully confirmed.  

Only after this first stage of designing the Route 1, experimenting the code libraries, pre-testing 
and improving the prototype I was then ready to repeat the same process and build the album 
route 2.

3.4 The Listeners

The sample of participants was selected under some criteria: age, gender, status, cultural 
background and familiarity with the use of smartphones. Each one of these aspects is detailed and 
justified in the following paragraphs.

The sample consisted of fourteen participants. In order to avoid a gender bias, as male and 
female might perceive music and express feelings differently, I intentionally had the same 
number of individuals of each gender. They were seven male and seven female distributed 
between the two routes. Route 1 had three males and four females and Route 2 had four males 
and three females participants. 

In order to have a more homogeneous perspective of the experience it was selected a group that 
had similar status and age. For this reason the participants selected were all students doing a 
master’s or PHD program from the age of 25 to 35 years old. 



5 Soundtracking Paths Blog: http://albumapps.wordpress.com/  (accessed September 30th 2013)
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In relation to the technological layer, it was considered as a relevant criteria for the sample 
selection the familiarity with smartphone use, as it was the main gadget used in the test. Ideally,  
participants should be able to operate it easily without compromising the test flow. 

Once realising the difficulties of pre-selecting the sample according to their musical taste (as it 
would possibly require an entire different test just to analyse musical genres affinities) I intended 
to invite people that could present contrastive cultural backgrounds. I took the nationality as the 
element of diversity among the participants. Among them were: a Brazilian, a Bulgarian, two 
Colombians, an Egyptian, a German, a Greek, a Honduran, an Indian, a Spanish, a German/
North-American, a German/Russian, a Costa Rican and an Iranian. In total there were thirteen 
different nationalities. My intention with the multicultural approach was to hope that the 
participants would have a more diverse affinity or preferences of spaces and musical genres in 
the field experiment. Most likely they would also express differently the way they feel. Their rich 
and diverse cultural backgrounds, I believe, made the experiment outcome less limited and plural 
regarding the personal impressions of space and music.

As this experience was not being analysed from the perspective of a tourist/visitor – what could be 
discussed as a “sonic tourism” (see Braden 2012) – it was an additional criteria that the participant 
should be based or lived in the recent past in the city of Bremen for at least one year. It was also 
an assumption that most of them would have passed in those places before, but I was interested 
to know if, in case they did not, what was their impressions (present in section 3 of the survey 
questionnaire). In my hypothesis, to be familiar or not with the space could influence their 
listening experience. 

In respect to the familiarity and anticipation aspects the participant ideally should have never 
before listened to the musical pieces used in the album route. As already commented, the only 
exception was the classical piece “Piano Trio No. 1” by Johannes Brahms (1889).

The test was operated in English. As this is the main language of their courses (master’s or PHD 
program), I believed it would streamline communication with all involved.

It was asked in advance if it would be possible that they could use their own smartphones in the field 
experiment day. As they would have to install the prototype beforehand in their devices, I thought 
it would be simpler if I could offer the equipment myself with the app already installed. And that 
was how I proceeded. 

All the participants of the experiment were invited via blog5, email or Facebook. The event day 
and time was scheduled via Doodle platform or email. It was decided that every participant should 
choose where to start his/her own path. I did the field experiment individually or in pairs to avoid 
influence of a group in the behaviours and impressions. 
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Prior  to the test, I handed out to the participants the “informed consent form” and the procedures 
related to the so named “Soundtracking Paths” event. This way I intended to reduce the experiment 
duration, as they would be aware beforehand of the procedures and the questionnaire. More 
importantly, participants would have time to question me in case of any doubts. 

In the following chapter I will describe the data analysis and the main goals within each section in 
the survey questionnaire design.

3.5 The Questionnaire Design

As previously commented, although I made comparisons with Bull’s studies on the use of personal 
stereos on public urban spaces, there are reasons why such practices may differ to this current. The 
empirical data related to the experience of listening to a location-based album was “not available 
elsewhere” (Fowler 2006, p3). For this reason, I designed this self-administered mixed method 
survey, which was handled to the participants during the field experiment. This survey is part of 
my data collection strategy, nevertheless I have no intention to keep it as the only source of data for 
my final discussion and conclusions. I will justify the questions used in this survey and relate them 
to the theory - when having links to the theoretical background already discussed in Chapter 2.

As I could recognise numerous possibilities under my research question I decided to narrow the 
study to four specific aspects (often conditions) within the field experiment and survey design. 
Such aspects refer to the way participants could feel along their experience of listening to the 
LBMA. In the questionnaire design, as an organisational decision, I refer to these aspects as 
sections: 
Section 1: Comfort, scenario compatibility and music listening appreciation. Does the first two 
affect the music listening appreciation?
Section 2:  Scale of emotions. Will they differ under different spaces?
Section 3: Familiarity with a space influences the music listening? 
Section 4: Differences between the normal music listening and the LBMA. 

The first three sections will always be placed as rival concepts under the influence of the friendly 
and pleasant route 1 (R1) versus not as friendly and perhaps unpleasant route 2 (R2). Differently, 
the Section 4 will be answered only once and will not be used in order to compare R1 to R2. All the 
four sections will be better explained further in this chapter.  Please check Appendix for observing 
the entire questionnaire.

I avoided to ask direct questions such as “does this space affects your music listening?” as it 
would be difficult for the participants to recognise what such differences would be and how they 
would express them. I tried to deconstruct some aspects in order to further interpret them. The 
questionnaire was designed, pre-tested and re-designed until I got to the final format as it is 



6 comfortable: producing feelings of ease or security. Free from stress or anxiety. 

http://www.thefreedictionary.com/comfortable (accessed September 27th 2013)
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exhibited in this chapter. As a mixed method, I used quantitative and qualitative data which gave 
me a more interesting set of data to interpret. I personally found the qualitative section more 
useful to the type of phenomena I am investigating. 

3.5.1 Section 1: Comfort, scenario compatibility and appreciation of the 

music listening.

I aimed to initiate the survey with very simple questions and I relate them to the aspects which I 
considered relevant in music listening in physical public spaces. Section 1 is comprised of three 
questions, each one is related to one aspect. I believe there are many other aspects that could be 
covered as influential factors. However, I would like to state that, in this study, these three aspects 
were the only ones stipulated and covered in Section 1: comfort, scenario compatibility (with the 
music) and appreciation of the music listening (relative to the time dedicated to it). The questions 
and their relative aspects are exposed bellow:

Question 1.1: Do you feel comfortable 6 in this space?  
Relates to the idea of feeling comfortable in an environment and away from disturbing situations. 

Question 1.2: Does this space suit to the musical piece you are listening to?
Scenario matches with the music. This aspect reflects the participants’ analysis of the physical 
space, when relating it to the musical piece tied to it.

Question 1.3: Do you feel like listening to this musical piece for a longer period of time? 
With the question 1.3 I was theorizing that if one wants to continue to a musical piece that means 
approval and appreciation regarding the music listening. 

I relate question 1.1 to 1.3 as a factor that would influence the music listening. In my hypothesis 
I believed that if one feels comfortable (and away from disturbing situations) in a public space, 
it would contribute to a more joyful listening experience. This thought came from the intention 
of understanding better the design of interactions. In a situation in which one intends to design 
an album located in a specific area of a city, I should think carefully on how people would feel 
around that area. The scenario can be even interpreted as the interface for that album. Besides, I 
was curious to understand if, in case the participant perceived that a scenario suited the musical 
piece, would they necessarily decide to listen to it longer? These responses could also reflect some 
bias related to personal taste versus approval related to the space. 



7 GEMS: http://www.zentnerlab.com/news-and-media/downloads 

  (accessed August 20th 2013)

71

“Soudtracking Paths” - MSc thesis by Fernanda Sa Dias - 3. The Field Experiment Design

When I designed the two album routes R1 and R2 I tried to pick places that could match or 
contrast to each piece’s mood. However, I was curious about how this would be perceived by 
the participants, as place suiting a musical piece can be a very personal aspect. If responses were 
positive, I was curious if that would influence their will to listen to the music longer. This is how 
I related the question 1.2 to 1.3. 

I also tried to measure the musical listening approval indirectly while recording the route via GPS 
data but people could stay for longer time in a space for other several reasons and the GPS signal 
was not 100% stable during the route recordings. Therefore it was more adequate to make the 
direct question (1.3) for this matter.

A five point Likert scale was used in order to measure such concepts in Section 1 and its results 
will be further  discussed in Chapter 4.

3.5.2 Section 2: Scale of emotions

In Section 2 I continue to analyse the effects of space on the music listening experience. As previously 
explained, R1 was designed in welcoming and pleasant public spaces and R2 in less pleasant and 
not as welcoming ones. In this section I aim to frame this possible effect via a scale of emotions. In 
order to measure if the very same musical piece would incite different intensities of emotions in R1 
and R2 I applied the Geneva Emotional Music Scales (GEMS).  

GEMS is considered the first instrument that has been devised to measure emotions generated 
by music. It is considered as a more efficient scale for ratings of “music evoked emotions” than 
scales that are based on non-musical areas of emotion research (Zentner et al. 2008). Although 
they provide more complex scales, I opted for the GEMS-9 7, as the participants would need to 
rate only 9 basic classes of emotions. The GEMS-45 or GEMS-25 could bring more precision with 
its wider scale of emotions, nonetheless it would be very hard to expose the participants to the 
analysis of that number of emotions when they needed to rate them 6 times (one per every music 
and space). 

I acknowledge the complexity of this study for the number of variables that could bias the result. 
To start, the same music could be listened in the same space but in different days and that would 
already evoke different emotions in people. In informal conversations I had after the experiment 
or with friends, it was often mentioned that their mood could extremely influence their responses. 
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I can certainly think of spaces in which the same music would feel different to me. I could be at a 
classical concert hall, at a small gallery, at a one week festival arena, at a small venue, in a lab, in 
my room, walking on a natural landscape or on an urban public space. Even if in all mentioned 
situations I am using the same headphones (to subtract the effect caused by the sound system), I still 
believe the space would influence my perception of this music. These specificities were commented 
in the “Public versus private” realm of music listening (see Chapter 2 p.36). I believe spaces can 
shape the stories we may create while listening to music, as already discussed in “Filmic Cities” in 
Bull’s studies (see Chapter 2 p.31). That justifies why I kept interested in measuring emotions within 
the location-based musical album case in order to complement what was already contextualised in 
the theory section and analyse if such emotions would differ between the two routes.

3.5.3 Section 3: Familiarity

In Section 3 I continue studying the affect of the space in the music listening but contrasting 
familiarity. As previously mentioned the field experiment did not take the “sonic tourism”*** 
approach. In this case, it was expected that the sample selected was familiar with most of the 
places in both routes. However, I made this question in order to test this idea: what happens 
in case they are (or not) familiar? So I had two main concerns. If the space is known the music 
listening would bring a different perception of this space? Considering the possibility of the space 
have a meaning for the participant or have memories related to it. On the other hand, when the 
space was mentioned as unknown, for being a completely fresh and new space they would have 
no memories or meanings related to it. In that case, I was interested to know in which layer the 
person would focus in: the visible (the space) or the invisible (the music) or both. It can be related 
again to the “aesthetics control” (see Chapter 2 p.31) and the “Derive” by Debord (see Chapter 2 
p.39). As one could be thrilled to discover a new place and totally forget the music going on, or 
one could use the music to aestheticise the new space in case he/she feels unsafe in that area. In 
this case I did not see the Likert scale as the most compatible system to measure these answers. 
The questions 3.1.a and 3.1.b are dependent of the answer given to the question 3.1, as one can 
observe bellow:
 
3.1. Is it the first time you walk on this place?
(  ) yes, it is the first time I walk on this place.     
(  ) no, it is not the first time I walk on this place. 
(  ) I am not sure if I did walk on this place before. 
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In positive case: “yes, this is the first time I walk on this place”
or in case of doubt “I am not sure if I did walk on this place before” please respond 3.1.a: 

3.1.a Considering your lack of familiarity with this place, during this first initial minutes of listening:
(  ) I did focus more in the space than in the music. 
(  ) I did focus more in the music than in the space. 
(  ) I believed I was focused in both with the same intensity. 
(  ) I can not tell the difference, if I focused more in the space or in the music.

In negative case: “no, it is not the first time I walk on this area” please respond 3.1.b: 

3.1.b Considering your familiarity with this place, during this first initial minutes of listening: 
(  ) I felt a positive difference from my previous experience(s) of walking on this place. 
(  ) I felt a negative difference from my previous experience(s) of walking on this place. 
(  ) I did not feel different at all from my previous experience(s) of walking on this place. 
(  ) I can not tell the difference from my previous experiences.

In order to understand better the how the space affected, I was curious to see the participants’ 
descriptions on how they were feeling, if they would point the physical space in any case. With 
this intention I included an open question, which was the last on the questionnaire, for each time 
a participant listened to one song. It was placed as last question for its complexity. Perhaps for 
exercising and answering the previous questions they would have more ideas on how to describe 
their state of being at that moment. Also at that point they would have listened to the musical 
piece entirely or 80% of it - with the exception of Brahms which is 37 minutes long.  The referred 
open question is placed bellow:

3.2 Take your time to look carefully around you. Please describe how do you feel about the musical 
piece you are listening now. 

3.5.4 Section 4: Differences

As a final statement I was interested to know how does the experience of listening to a location-
based musical album was different from the previous experiences that they had (of listening to 
music on public physical spaces via mobile gadgets). This open question served as a good overview 
of the novelties brought about by LBMA. As well as the similarities with other media. As an 
example the radio could provide a surprise effect when no one would predict the music coming 
next, also that aspect was mentioned within the participants in this case of LBMA. 

Differently from the previous questions, that were responded in relation to every single musical 
piece, this final topic should be answered just once as an overview of the participants’ experience, 
in the end of the field experiment.  



74

“Soudtracking Paths” - MSc thesis by Fernanda Sa Dias - 3. The Field Experiment Design

Question 4.1 Please try to describe in which ways this “sound walk” differs from your daily 
practice of listening to music on your smartphone or mp3 player. Feel free to point positive 
and negative aspects.

I used the term “sound walk” to refer to the activity of walking while listening to the album 
and having to reach specific areas, not to refer to the original “sound walk” concept that 
could involve voiced instructions as part of the content delivered via the personal stereos.

3.5.5 Last comments on Field Experiment and Survey Design 

As I am aware that I have only scratched the surface of such a complex investigation, I 
warn that there might exist a number of other factors that could also have influenced the 
participants responses (weather conditions, time of the day, person’s mood, personal taste, 
to name a few), but were not included in this investigation and its experiment. To avoid 
the weather influence, I tried to schedule the test days in the same weather conditions. I 
was lucky to have the same sunny weather during the seven days of test. All of those had 
temperature between 10 ºC to 18 ºC. All the “sound journeys” were made during the day 
and never at night, as I believed this would dramatically affect the experience. Additionally 
(see 3.6 Sample) some criteria were taken in consideration  during the sample design 
aiming to avoid bias. Nevertheless, subtle aspects such as participant’s mood and way of 
perceiving and verbalising emotions could not be analysed in this research. Although I 
recognise the limitations of this study, I believe I did manage to understand very initial 
but relevant concepts inbuilt in my research question, which hopefully can also enlighten 
similar studies in the field.
 


