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Institute of Design

the Design & Emotion Society raises issues
and facilitates dialogue among practitioners, researchers, and

industry in order to integrate salient themes of emotional

experience into the design profession.
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Problem

Walking, considered as a form of physi-
cal activity, plays a fundamental role in
everyday life. The advantages of walk-
INng are promoted in many areas, such
as general health, commuting and envi-
ronmental sustainability [3]. As we at-
tempt to encourage walking, we must
recognize that we are dealing with a
problem of behavioral change. The task
therefore requires introducing appropri-
ate change in environments where
people are situated [4]. Determining the
location, timing, and nature of such
change is a complex problem since we
are dealing with the complexities of
day-to-day human interactions.
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Research

We conducted an ethnographic obser-
vation and a focus group to understand
the relationship between the walking
experience, music and environment.

Our main findings were:

1. For most people, walking is not de-
manding;

2. People have varied walking styles in
different places or surroundings;

3. Many people aged 20-30 approxi-
mately used electronic devices such as
music players;

4. People were aware of elements in
their surroundings such as other
people, scenery and traffic.

5. A person’s decision to walk depends
on factors such as weather, location,
and time.

6. Graduate students sometimes walk
for relaxation and are attentive to the
walking environment, and sometimes
prefer to walk to discover new things in
their surroundings.

/. Mobile phones and music players
were frequently used during walking.
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Design

From our research, we got some in-
sights to help us inform our design:

1. Walking is associated with people's
perception of their environment;

2. Walking can be easily coupled with
other simple activities to achieve differ-
ent goals;

3. Interactive generative music has the
potential impact on walking.

This was further motivated by Herber’s
work, where he considers the interac-
tive relationship between music and the
listener in urban spaces [1]. He argues
that music can be interactive and gen-
erated according to people's actions
and contexts, which re-positions the
musical experience from passive listen-
ing to interaction [2]

Our design concept — “musicWALK” is
a mobile phone application that gener-
ates interactive music for users while
walking. The notion of “Interactive
music” is defined as music that is dy-
namically mixed according to specified
input factors. These factors depend on
the interaction between walking style
and the environment. The five input fac-
tors we considered are: the frequency
of steps, walking speed, the stress of
steps, surroundings and weather.

Music generated in our design can be
seen as having two layers. The first
layer is the background music that is
dynamically generated according to the
aforementioned factors. The other layer
Is based on soundtracks chosen by the
user. These soundtracks are shaped by
the five input factors and arranged with
the background music.
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