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Problem Space
The ability to master an instrument and together with others play music is said to be a joyful 
experience. But most music instruments require a great deal of practice and skill to produce 
music that sound great. This may become too much of a challenge for disabled children and 
adults, and the feeling of mastery and the social collaboration of making music together is lost. 
Inspired by the RHYME project we want to use universal design in a way that makes co-creation 
of music possible without the need for practice or specific skills. 
 
Because of the increasing popularity of mobile smart-phones in today’s society, more and 
more applications are developed for android and iOS platforms that utilize the opportunities of 
mobile devices. Different music applications for creating and listening to music are available for 
downloading for everyone that own a smart phone. But few applications are made that supports 
co-creation of music and that are based on universal design. 

Conceptual Model
We want to reduce isolation and passivity of disabled children by offering new ways of creating 
music together with friends and families. This through the use of smart phones, based on 
the ability of interaction trough motion (acceleration and rotation) and the high mobility of 
the devices. We want to design an application that is easy to use but also has some minor 
challenging aspects. It should increase the feeling of mastery, and also contribute to the 
reduction of isolation and passivity.
 
Our current core concept is to make an application for smart phones that gives the possibility to 
create and shape music live by moving the device itself in different ways. The accelerometer in 
most smart phones can detect motion along three axis, and the devices that have gyroscopes 
can also detect rotation along three axis. We want to experiment how these sensors can be 
utilized in music creation. We have a vision of children playing music by shaking, swinging 
and moving smart phones with the collaborative musical creation is played loud from speakers 
located in the same room. 
 
There is many possibilities and unanswered questions. Which gestures shall we support and 
how shall they affect the sound produced in a meaningful and joyful way? Shall the device 
produce original synthesized sounds, or sound like common instruments like pianos, guitars, 
saxophones etc.? Shall different gestures start prerecorded loops, or should the sound be 
modified directly by the movement? Should the sound be produced on the phone and played 
trough the phone, or shall the recorded movement be sent directly to a stationary computer by 
wireless and played on speakers? We hope to share some experience on these questions and 
more by the end of the semester.
 

Use and Mobility



Our intention is to build an application for the android platform which can be used to co-create 
music regardless of physical boundaries. Because the android platform is suited for various 
mobile devices such as mobile phones and pads, the user can perform on the device in the 
settings present. For co-creation the application will necessarily need to be a part of the web. 
This will also be a great opportunity to create music for people tied to particular geographical 
places for various reasons. i.e disability issues, due to physical or psychological reasons. 
The collaborative aspect regarding the where problem will need to be addressed early in the 
process. Although the intention is to support a wireless co-creative process, we are not at this 
point in the project, able to clarify if the technical requirements for collaboration over the web 
can be properly satisfied. One of the options we need to look further into is maybe to develop for 
a local wi-fi, with the potential to migrate the system to web.
 
We want to design a android application so that people that uses the platform can create music 
everywhere and anywhere. People with severe disabilities often becomes isolated from others, 
and because they often have various physical constraints they are often bound to different 
locations. Our goal is to design an application that can both be used when being alone, and 
when attending a social gathering. 
 

Method
We want to make use of the sensors that are available in today's smart phones in this project. 
There are mainly four different sensors we can and/or want to make use of at this time. These 
are magnetic sensor, accelerometer, orientation sensor and gyroscope. These sensors gives 
different feedback depending an a lot of different variables, for example the orientation sensor 
can tell us the phones orientation in three dimensions. The magnetic sensor can give us the 
phones altitude and even tell us if it is close to another phone. The accelerometer can track 
the acceleration applied to the phone, and the gyroscope also measures the orientation of 
the device, but are more precise than the orientation sensor, but then again, only available in 
newer phones. We choose to use the Android system in this project because of it's open source 
philosophy, great communities and open APIs. This allows us to make use of the sensors 
without using to much time coding and making research, but allows us to use our time to come 
up with better ways to encourage collaboration through the use of our application.
 

Target Group
The primary target group will be people that can benefit from communicating, experimenting 
and playing through and with music. We are mainly aiming at humans that have difficulties 
handling physical requirements when interacting through music, this could either relate to lack of 
opportunities, necessary skills or disabilities in one form or another.
  
A starting point will be to aim as much as possible in the direction of a universal design process. 
This approach can be a good start to avoid the idea of designing for an idea of disability, which 
according to Ornella and Stephanie (2006) could be a reason to reject the design. Thus the 



aim will be to design an object primarily suitable for anybody. By aiming at universal design, 
we hope to achieve a design that also can include good usability and a good user experience 
for people with disabilities. Our assumption is that music is a way to communicate across 
culture. This suggest that the scope of possible users in reality can be humans from any cultural 
community with a possibility to offer the networked technology required to interact.
 


