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Looking back at the project, I think I can say that I learned what I wanted to learn. As stated in my PDP, I wanted 
to focus on user experience and user interface design. Moreover, I wanted to be able to show that I am capable of 
conducting sophisticated research. 

During the first phase of the project, the majority of the work was done with the whole team, making it difficult to 
clearly divide distinct tasks. That is why a lot of the times, team tasks were done individually first before combining 
everyone’s findings. This way of working was evident to be effective and made it so that everyone had the opportunity 
to first think for himself, before sharing and therefore maybe influencing the others’ thoughts. In future team projects, I 
will endeavour to implement this work flow again, since it has been so beneficial within this project. 

After the midterm Demo-day, most of the work that had to be done, could be divided among the team. Since Olivier 
and Sark both had more experience with programming than Seiji and I did, they were mostly responsible for the 
software and hardware of the prototype. Seiji and I teamed up to focus more on setting up several user tests, as well as 
designing the graphical user interface (GUI). 

Even though the tasks were divided, we still needed to keep each other up to date of what everyone was doing. A 
structured planning helped us keep track of the progress made within the team. Also, weekly meetings were planned to 
update each other. Of course, the final concept needed to be agreed upon. While creating this concept, we did a good 
job on relating our design back to the theory as presented in the squad. When we thought our concept was done, it was 
tested and implemented the results of this test. It was really valuable for me to see that even though we had so many 
concepts at first, we could iterate it in such a way that it was relating back to the theory and was something the whole 
team supported. This made us more enthusiastic to continue with the project, contributing to a nice atmosphere within 
the group.
 
For the usability test, I had worked out the complete GUI in InVision. However, the order effect which can occur 
among participants, had not been taken into account at first. That is why parts had to be adjusted within the prototype 
after a pilot test, since it was not optimally designed as a testing prototype, but rather as a finished first prototype. From 
this, I learned to first make a better plan of what you want to do and achieve with your prototype, before adding all the 
interactions. 

For the test itself, I learned how to conduct a usability test. For me, it was the first time my own design was evaluated 
in such a structured manner, which was interesting to see. I was able to really look at how potential users made sense 
of the elements within the design. I think it was valuable to do the test overall, because quite some changes have been 
implemented in the end, which were initiated by the participants’ input. 

The field deployment test was a whole different kind of test. It was important to have a clear protocol for conducting 
this test, since there were more participants involved. Moreover, it was crucial to not give too much information 
to the participants, but just enough so they could figure out how the prototype worked. I think it is a pity that the 
questionnaire’s results that were given to the participants have no significant value. However, I think it was a good 
decision to implement the questions, because they could serve as back-up of our own observations. After all, I think 
the test was a great success. The setup of both sessions represented a realistic setting, and were conducted in the same 
manner due to the preparations done on beforehand. 

To conclude, I am looking back on a great semester where I was able to improve my user experience design and 
interface design skills with the help of conducting user tests. The small and big iterations on the GUI all contributed 
to a better looking and aesthetically pleasing design, which was achieved by combining my creativity & aesthetics and 
user & society competency skills. Moreover, I think we have created a design that has a lot of potential having heard 
all the positive reactions, and I am proud of what has been achieved within our project group. To relate it back to my 
vision as a designer, I believe that we have created a design that is really user-centred and simultaneously relevant for 
human functioning, since it can give leverage to discussion by showing implicit information in a social setting where 
music is important. 

‘‘My vision is to create user-centred technologies which are relevant and beneficial for human functioning’’
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