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This academic paper includes research that supports the creative project titled Press Play on

Happiness. Through empathy research and a survey, this project will engage users in the process

of embarking on a therapeutic journey using design thinking methods. The pieces that have been

created and can be used now include a functioning website and a social media campaign. The

campaign encourages users to interact with the social media posts by sharing a link to a

personalized Spotify playlist, or a similar music application playlist, and their experience(s) with

music. This paper explores possible transmedia storytelling elements that can later be created and

developed long after the initial project is reviewed by its committee. If planned properly, these

later elements can benefit from using all seven of Henry Jenkins’ transmedia storytelling

principles.
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Introduction

As someone who struggles with anxiety and depression, I often find myself using music

as an escape mechanism. For as long as I can remember, I have enjoyed music more than the

average person might. I began attending concerts at the ripe age of six, and since then I have

attended more than 100 concerts and at least 10 music festivals with more to come once the

ongoing pandemic allows for such things. After relying on medications to help heal me, I turned

to therapy to learn more about managing my symptoms. Through therapy, I learned a lot about

music and its ability to heal the psyche. Although not formally enrolled in a music therapy

program, a previous therapist was able to introduce me to the basics of music therapy. Through

my own research, I have learned how to use music as more than an escape mechanism and

instead, to use it as a proper healing tool. Because of this, I wanted to create something that I

would be able to share with others. I could introduce them to hearing and using music in a way

that makes sense for them.

My creative project, Press Play on Happiness, aims to introduce users to the benefits of

music as mental wellbeing support and to share the power of music. As later mentioned in this

paper, many Americans feel as if therapy is not a viable solution for them for many reasons. No

matter the reason, these people should still be able to explore effective and accessible

self-support tactics. This is where my project comes into play. Using design thinking methods, I

have created a project that relies heavily on user interaction to share the fundamentals of music

as a tool to support wellbeing. Through the development of a website and a social media

campaign, this project introduces users to the benefits of music therapy using vetted resources,

research, and interactive elements. I knew I wanted to incorporate a social media campaign into

my project since this is what I do for work at a small marketing agency. Through previous
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knowledge and experience, I knew that social media harnessed the potential to reach a large

audience in a short amount of time using hashtags and interactive elements to keep users

engaged. While there have been other social media campaigns created to generate conversation

around mental health, there have been few campaigns that focus specifically on music therapy as

a tool to support mental wellbeing. Using what I have learned during my time in the Emerging

Media Design and Development (EMDD) program at Ball State, I have created a social media

campaign and website that can be shared with users.

Literature Review

Design Thinking

Design thinking is at the core of this project. This is an iterative process that seeks to

understand the user, challenge assumptions, and redefine problems in an attempt to identify

alternative strategies and solutions (Dam, 2020). Design thinking revolves around a deep interest

in developing an understanding of the people for whom we are designing the products or

services. It is also one of the three pillars of the EMDD program.

For this project, I was interested in learning how the general population feels and thinks

about music therapy as a form of treatment. This process is extremely useful in tackling

problems that are ill-defined or unknown, by reframing the problem in human-centric ways,

creating many ideas in brainstorming sessions, and adopting a hands-on approach in prototyping

and testing (Dam, 2020).

There are many variants of the design thinking process, and they typically include three

to seven phases or stages. According to the Institute of Design at Stanford, or d.school, there are

six phases of design thinking (Figure 1). The six phases of design thinking are as follows:

1. Empathize
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2. Define

3. Ideate

4. Prototype

5. Test

6. Assess

The first phase is used to gain an empathetic understanding of the problem at hand.

Empathy is crucial to a human-centered design process, and empathy allows design thinkers to

set aside their assumptions about the world to gain insight into users and their needs (Dam,

2021). During the define phase,  it is important to define the problem as a statement in a

human-centered manner. Designers are ready to start generating ideas based on the problem

statement in the ideate phase. Once ideas are gathered, it is time to prototype. For this project,

the prototype is a social media campaign and website that serves as a resource for the general

population. The prototype phase is an experimental phase “and the aim is to identify the best

possible solution for each of the problems identified during the first three stages” (Dam, 2021,

par. 9). Finally, the prototype must be tested with users. This happens during the final phase of

design thinking — the test phase. “Even during this phase, alterations and refinements are made

to rule out problem solutions and derive as deep an understanding of the product and its users as

possible” (Dam, 2021, par. 10). In the assess phase, the feedback is assessed, and then based on

that information, the prototype will be adjusted.
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Figure 1. These are the design thinking phases as outlined by the Institute of Design at Stanford.

Transmedia Storytelling

Transmedia storytelling is another element of this project that shuffles into the mix.

Jenkins (2006) popularized the term by describing how using various platforms to tell a story can

create new and unique experiences for users and consumers. With the prevalence of media

convergence, how narratives are constructed and the way audiences interact with them has

evolved. Because of this, transmedia storytelling has taken the world by storm even as many are

unaware of its significance. It quietly drives much of the entertainment we consume daily.

Transmedia storytelling can be defined as “telling a story across multiple platforms, preferably

allowing audience participation, such that each successive platform heightens the audience’

enjoyment” (Pratten, 2015, p. 2). This method of storytelling has been seen in the entertainment

industry with popular movie franchises reaching new levels of success. Unfamiliar to many, this

method of storytelling can also be used for other creative outlets that focus on advertising and
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marketing or even social change. “Digital technology has provided community activists with the

means to quickly create and widely disseminate stories” (Hancox, 2014, p. 1).

Activism campaigns across the country have re-worked and re-purposed some of the

conventions of transmedia storytelling to suit their intentions, and have much in common with

the notion of transmedia activism. Lina Srivastava has defined transmedia activism as “creating

social impact by using storytelling by a number of decentralized authors who share assets, create

content for distribution across multiple forms of media to raise awareness and influence action”

(TEDx Talks, 2013). Using transmedia activism, I hope to eventually introduce users to music

therapy at an accessible level. This will hopefully help them decide whether formal therapy is an

appropriate option for them.

Mental Wellbeing

According to the National Institute of Mental Health (NIMH), nearly one in five adults in

the United States live with a mental illness. Mental illnesses include many different conditions

that vary in degree of severity, ranging from mild to moderate to severe. Examples include

anxiety disorders, mood disorders, psychotic disorders, and more. Despite the fact that more than

50 million people live with a mental illness (NIMH, 2019), access to therapy and other clinical

services is not an option for many. A study conducted by the National Council for Behavioral

Health in 2018 found that the demand for mental health services is stronger than ever, with

nearly 56% of Americans seeking or wanting to seek mental health services either for themselves

or for a loved one. In 2018, Linda Rosenberg, President and CEO of the National Council for

Behavioral Health, said “individuals and families continue to struggle to find the help they

desperately need” (National Council for Behavioral Health, 2018). Despite the demand for

mental health services, many citizens just do not have the proper access to therapeutic tools for a
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variety of reasons. The same study conducted in 2018 found that the overwhelming majority of

Americans (74%) do not believe such services are accessible for everyone, and about half (47%)

believe options are limited due to financial reasons.

Music Therapy

For those citizens that are lucky enough to have access to therapeutic tools, music therapy

has proven to be a popular option for many (Mendelson et al., 2016). “Music has been used

extensively throughout history as a healing force to alleviate illness and distress” (Bunt & Stige,

2014, p. 5). “The healing power of music — lauded by philosophers from Aristotle and

Pythagoras to Pete Seeger — is now being validated by medical research” (Schiffman, 2021,

para. 5). Music has the ability to regulate emotions and this ability is often considered one of the

most important functions of music (Fernández-Sotos et. al, 2016). Not only can music regulate

emotions, but it can also be used in targeted treatments for things like asthma and autism along

with mental illnesses like anxiety and depression (Schiffman, 2021). For those interested in

exploring traditional therapy but are unable or unwilling to do so, music can be used as a

valuable tool to provide relief from one’s life stressors that can assist in supporting mental

wellbeing and overall life balance. “Music therapy is the clinical and evidence-based use of

music interventions to accomplish individualized goals within a therapeutic relationship by a

credentialed professional who has completed an approved music therapy program” (American

Music Therapy Association, 2021, para. 1). This type of therapy is an established health

profession in which music is used within a therapeutic relationship to address the physical,

emotional, cognitive, and social needs of individuals. So, much like traditional therapy, the

overarching goal of music therapy is to achieve the objectives that meet the needs of the

individual. This might include improving motor function, social skills, emotions, coordination,
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self-expression, and personal growth. According to the American Music Therapy Association

(AMTA), individuals’ abilities are strengthened and transferred to other areas of their lives

through musical involvement in the therapeutic context.

To accomplish specified goals in a music therapy session, music therapists will prepare

interventions within one of four broad intervention categories, which include receptive,

re-creation, improvisation, and composition/songwriting (Parkinson, 2020). Depending on the

needs of an individual or group, a music therapist will determine which type of intervention will

be most effective and what music genre(s) might be used to achieve mental wellbeing. In some

instances, “designer music” is used. “The term ‘designer music’ was introduced by the music

industry to describe a new genre of music designed to affect the listener in a specific way”

(McCraty et. al, 1998, p. 75). Regardless of the genre, music can affect a client’s attention,

emotion, cognition, behavior, and communication (Koelsch et al., 2009).

A video uploaded to Vimeo by the Music Heals Charitable Foundation explores the

positive impact that music therapy has had in the lives of many different people. In the video,

music therapist Gemma Isaac says “[she has seen] music heal on a daily basis” (Music Heals,

2015). Music therapy is often understood as a relational practice in which activities are

collaborative processes linked to a situation (Bunt & Stige, 2014, p. 5). This collaborative

process is limited for many that do not have access to mental health services.

Similar Projects

While there are no projects that are the same as my proposed project, there are a couple

that are similar. JanSport, the backpacking company, decided to develop and launch the

#LightenTheLoad campaign on social media platforms in 2020. It was created to drive open

conversations among Generation Z around mental health (JanSport, 2020). This same campaign
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hoped to connect its audience with resources and tools to support mental health and overall

wellbeing. In May 2019, Heads Together, the campaign created by The Royal Foundation of The

Duke and Duchess of Cambridge, partnered with the English Football Association to launch a

campaign aiming to generate the biggest conversation around mental health that has been seen on

social media. This campaign harnessed the popularity of football in Europe to drive its message

(Heads Together, 2019). I will incorporate similar social elements in my transmedia campaign

such as the use of hashtags to spread the message and engage users.

Other projects that involve music and mental health include Alive Inside, a documentary

that follows numerous visionaries in healthcare, including social worker Dan Cohen, the founder

of the organization Music & Memory based in New York City. The film focuses on Cohen’s fight

against a broken healthcare system to demonstrate music’s ability to combat memory loss. At the

time of its release, Alive Inside incorporated transmedia elements in its marketing campaign to

spread the narrative being told. When searching for similar projects, I came across an affiliate

organization in Muncie, Indiana also called Music & Memory. Its basic mission is to provide

elderly citizens suffering from dementia and Alzheimer’s with individualized music playlists.

The organization believes that personalized digital music can greatly enhance the quality of life

for many, especially those with cognitive disorders (Music & Memory, 2020). I will incorporate

a similar element, creating personalized playlists, into my project as I begin designing a social

media campaign and website using design thinking methods that introduce users to the

fundamentals of music therapy.
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Project Design

Research Methods

The research phase of the project began with a survey that asked participants 10 general

questions about music therapy. The university’s Institutional Review Board determined the

methods and questions did not qualify as human subjects research. To participate, users needed

to be 18 or older. I recruited a voluntary sample of participants by sharing my survey via social

media platforms that included Facebook, Instagram, LinkedIn, and Snapchat. I also recruited

friends and family to help spread the message via their personal social media profiles. I wrote a

brief post explaining the purpose of my project and included the link and asked those close to me

to do the same. No identifying information was required from participants. However, participants

were asked to leave their contact information if they were willing to help me in a design thinking

session. Sixty-eight responded to the survey and 15 volunteered for subsequent design thinking

sessions. Using these volunteers, I assembled a team of participants for a saturate and group

design thinking session.

This method of design thinking simply consists of saturating a space such as a whiteboard

or a wall with data collected from participant responses and then grouping that data by theme.

This method can also be used when analyzing other raw data and generating insights from it.

“Design thinking is generally defined as an analytic and creative process that engages a person in

opportunities to experiment, create and prototype models, gather feedback, and redesign”

(Razzouk & Shute, 2012, p.1). I chose to use the saturate and group method so I would be able to

easily unpack thoughts and experiences into tangible and visual pieces of information. This

method is usually done in person and with sticky notes, but due to the ongoing COVID-19

pandemic, I held my session virtually. Using a Google Hangout meeting, my participants joined
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me for a brief, 45-minute session. In lieu of sticky notes, I used Google Jamboard which is an

interactive whiteboard system. I asked participants eight different questions throughout the

session:

1. What words or phrases do you associate with music?

2. What words or phrases do you associate with mental illness?

3. What words or phrases do you associate with therapy?

4. What words or phrases do you associate with music therapy?

5. What makes you happy?

6. What colors do you associate with happiness?

7. What colors do you associate with sadness?

8. How do you relax?

Participants had about two minutes after each question to type as many thoughts as they could

onto virtual sticky notes (Figure 2). After each question, we spent a few minutes talking through

the answers on the virtual whiteboard. Once all of the questions had been asked, I spent my time

organizing the notes into groups of related themes. These themes would help me design the

website and create the social media campaign that is associated with this project.
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Figure 2. This is an example of Google Jamboard being used for the saturate and group session.

Using results from my design thinking session, I conducted short interviews with willing

participants to learn more about how the general population feels about music therapy as a form

of treatment for mental health services. I reached out to the respondents who noted in the survey

that they would be willing to participate in further research and set up a time for each of us to

meet virtually using Zoom. I met with three different individuals for about thirty minutes each

and asked them seven questions that expand on the survey:

1. If you wanted to learn more about available mental health resources, where would you go

and why?

2. Where do you think you’re most likely to encounter information about available mental

health resources? Why?

3. What resources would help you seek counseling or therapy? Why? Which of these

resources would be most important in your overall decision-making process?
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4. How important is an outside influence in your decision-making process?

5. If you wanted to learn more about music therapy, where would you go and why?

6. What kind of information would you need to know about music therapy if you were to try

it? Why is that information important?

7. What would intrigue you about seeking counseling or music therapy and why would it

intrigue you?

Empathy Research Results

Results of empathy research helped shape the design of the website and the

accompanying social media campaign. As previously mentioned, no identifying information was

collected or required from participants. Survey results showed that 76% of participants were

previously aware of music as a form of therapy to support mental wellbeing while the other 24%

were not. Due to the large percentage of participants that were already aware of music as a form

of therapy, the way I approached the social media campaign and website language changed. I

originally planned on focusing more on the clinical definitions of music therapy. However, after

seeing my survey results, I decided to focus less on the clinical definitions and more on

presenting users with reliable external resources on both the website and through the social

media campaign. When asked how participants would describe music therapy’s use, 17% used

words such as “anxiety” and “relax” to describe its use, while 12% used phrases such as “good

mood” and “stimulate movement” as descriptors. Based on this question, I chose to use similar

words or phrases to help share the ideas of music therapy and its use in formal therapy sessions

with practitioners. This question also helped me craft the social media campaign in a way that

speaks to potential users personally.
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When asking participants where they would go to learn more about music therapy, 64%

said they would search the internet, 30% said they would ask a doctor, and only 16% said they

would turn to social media. This data illuminated the need to create a website that would answer

as many questions as possible. This data also reinforced the idea to create a social media

campaign since a percentage of participants mentioned they would turn to social media for

answers. Social media use continues to grow. “The latest figures show that there are 3.78 billion

social media users worldwide in 2021—a five percent increase from a year ago” (Gaubys, 2021,

par. 1). Due to the number of social media users and because of my professional work, I knew

how important it was to share this campaign on social media platforms so users can further

interact with the messages and posts. As a social media specialist, I understand that social media

has the potential to easily spread to hundreds or thousands of users in a short amount of time.

Using a social media campaign allows me to reach people who might not actively seek help or

information relating to mental health services.

This leads me to my next survey question. I asked users what information they would

need prior to trying music therapy. Many users were interested in learning more about the basics

of music therapy, the benefits of music therapy, and the cost of music therapy. These responses

helped me brainstorm possible frequently asked questions (FAQs) that could populate the

website.

While the website is an important piece of this project, I also needed to learn more about

social media platforms and which ones were being used most since I would be creating a social

media campaign. I asked users to rank social media platforms for frequency of use. After looking

through the data, I found that users ranked the social media channels as follows:

1. Facebook
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2. Twitter

3. Instagram

4. TikTok

5. LinkedIn

6. YouTube

7. Pinterest

8. Reddit

9. Twitch

10. Clubhouse

These responses helped determine which platform(s) would be best for my social media

campaign, i.e., which platforms to target and which ones to avoid. I chose to create posts for

Facebook, Twitter, and Instagram. Despite no posts being made for TikTok, this project could be

successful on the platform.

After finishing my design thinking sessions, three additional interviews were conducted

that did not add substantial new information. However, the interviewees did confirm the

information data collected through my initial survey. Along with my design thinking session as

well as the short interviews, I created “how might we” questions in order to launch a personal

brainstorm session. These questions often help designers think of specific and unique ideas for

problems that need to be solved. They are also a way to frame ideation and launch a

brainstorming session. In this case, I wanted to use these questions to help myself brainstorm

some ideas to help me determine the design of the website as well as the overall social media

campaign. I used the following guiding questions as a foundation for these other project

elements:
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1. How might my social media campaign effectively engage an audience on a social

media platform?

2. How might my website’s color palette play an active role in the user’s experience?

3. How might my website present information in an easily digestible manner that is

as effective as it is aesthetically pleasing?

Using results from the design thinking session, interviews, and “how might we” questions, I

sketched a mockup of the website and drafted short-form social posts for the social media

campaign.

User Testing

Using WordPress and the Divi theme builder, I developed a prototype for the website

using feedback from prior empathy research. I spent a few weeks designing the website and

writing text before asking users for feedback. When designing the website, I made sure that the

content blocks would respond well on all devices. This is a mid-fidelity prototype intended for

user testing and would need further development to reach high fidelity.

I recruited three of my coworkers who specialize in web design to navigate the website

on both desktop and mobile devices. I gave them all a specific task to complete and asked them

to narrate aloud as they navigated so I could understand their thought processes while doing so. I

recruited two friends and one family member to do the same kind of tasks to get feedback from

users who are not web designers.

All user testing was done in-person using Apple products including the iMac, iPhone, and

MacBook Pro. No rendering issues were found, but through user testing, I found technical errors

that needed to be addressed and fixed. These included broken links and incorrect links being

used to redirect visitors. For example, some of my buttons would link to the wrong pages on the
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website. One button on the homepage was supposed to take visitors to the about page but instead,

it was directing visitors to the resources page. There were a few other buttons that did not

initially use the correct link. Formatting errors for mobile devices caused users difficulty in

reading some of the text on the website. A few grammatical and spelling errors were found as

well. Through user testing, I found that the yellow shade in my color palette made it difficult for

some users to read the text on their mobile devices (Figure 3). Because of this, I opted to use the

dark navy shade and red shade instead of the yellow shade used on the desktop version. These

two colors were not as bright and harsh on mobile devices which made it easier for users to

navigate through the website. The final issue found through user testing was that a graph being

used on the process page was not displaying correctly on mobile devices. This was something I

decided to remove from the page and in place, add a download button so users could see the

same graph being used on mobile. When the button is pressed on a mobile device, a screenshot

of the graph will load in the same tab. Despite all of this, all users were able to successfully

complete the task given to them. Using the information gathered through user testing, I was able

to successfully make changes to my mid-fidelity prototype to make it more user-friendly and

accurate.
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Figure 3. Above is the color palette used for the desktop version of the website.

Representation of the Project

Current Project Design

Using data collected through interviews and empathy research, Press Play on Happiness

is intended to engage users in the process of discovery in the connection between music and

mental health. Despite this project’s focus on mental wellbeing and music therapy, it will target

anyone who might have an interest in music therapy and its benefits. Using the collected data, I

created a website where I curated necessary pre-existing information. I created the first part of a

social media campaign that relies heavily on user interaction. I created a playlist using Spotify

and shared it via social media platforms such as Facebook, Instagram, and Twitter. The website

and social media campaign will both be used to introduce the fundamentals of music therapy and

techniques used by licensed music therapists in therapy sessions.
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Website.

Using information collected through prior research, I sketched a mockup of the website

then created a basic wireframe using Balsamiq software. Using WordPress and the Divi theme

builder, I designed a website for this project that hosts many resources and other vital

information that can be easily accessed by users. This is a mid-fidelity prototype that still has

room for improvement which will be discussed further in this paper.

When designing the website, I used information from design thinking sessions to

determine the color scheme for the website. I asked participants to share which colors they

associated with both happiness and sadness. Most users associated the color yellow with

happiness and the color gray with sadness. Through other research, I found that “happy colors

are bright, warm colors like yellow, orange, pink and red” (Gremillion, 2019, par. 8). I chose to

make the main color of the website a nice yellow color with red as an accent. As previously

mentioned, I did need to change the main color for mobile devices due to feedback received

during user testing. A light green and dark blue color are also used throughout since these cool

colors can often be associated with calmness (Gremillion, 2019). Learning about therapy can be

intimidating for some, especially if they are just beginning their journey. Because of this, I

wanted to include some colors that would be calming to users and not overwhelm them. I also

needed to use a darker color to bring contrast to the brighter colors being used throughout the

website. Using the colors from the above color palette (Figure 3), I created a logo (Figure 4) and

graphics (Figure 5) for the website using Canva software. Featured images were also created for

each page using Canva. When a link is shared to social media, a featured website image will be

displayed in the social post. I chose to use fun musical graphics for the logo and general website.
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Figure 4. This is the logo created for the project.

Figure 5. Here are sample graphics created for the website.

When creating this website, I wanted it to successfully introduce users to music therapy

through clinical definitions and scientific research. However, I wanted the website to be fun as
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well. Using the graphics I created, this website presents information in a fun and colorful

manner. These types of graphics are used on almost every page of the website. The website

currently has eight different pages:

1. Home

2. About the Project

a. Design Thinking

b. Social Media

c. Transmedia Storytelling

3. Music Therapy

4. Resources

5. The Process

The homepage introduces visitors to the project itself, gives a brief overview of music therapy,

and links to vetted resources (Figure 6). The about page explains the purpose of this project and

why a website and social media campaign were created. It breaks down into smaller sections that

link to corresponding pages on the website for design thinking, social media, and transmedia

storytelling. These pages explain in greater detail what each means and how they are being used

within the scope of this project. Results from my design thinking session can be found on the

design thinking page (Figure 7) and the social media campaign can be downloaded on the social

media page (Figure 8). The music therapy page introduces visitors to the basics of music therapy

and is being used to host a frequently asked questions section (Figure 9). I wanted to answer

common questions I heard in my interviews and read in my survey results. I compiled these

questions and created a frequently asked questions section on the website. While not every

question was answered, the most common questions were addressed and answered. The
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resources page is where visitors can find links to external resources that can provide them with

even more information about music therapy. Finally, the process page breaks down the beginning

of music therapy treatment and explains how goals are used in sessions.

Most of my text was the result of empathy research. Based on my empathy research, I

knew I wanted to focus more on the resources rather than clinical definitions of music therapy.

Some of these resources include the American Music Therapy Association, the Nordoff-Robbins

Center for Music Therapy, and a licensed music therapist, Tim Ringgold. All three of these are

reliable sources that have plenty of information on their websites for those interested in learning

more about music therapy.
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Figure 6. A screenshot of the desktop version of the homepage.
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Figure 7. Screenshot of the results from my design thinking session.

Figure 8. Screenshot of the download button for visitors to see the social media campaign.
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Figure 9. Screenshot of the frequently asked questions section on the music therapy page.

Social media campaign.

A social media campaign was created along with example social graphics (Figure 10) to

engage users and generate interactions on social media platforms such as Facebook, Instagram,

and Twitter. Despite TikTok not being one of the initially chosen social media platforms, this

project has the potential to be successful on the platform using the following interactive element.

Playlist creation is the interactive element that users will engage with on one of the social media

platforms. John Keller, a licensed music therapist, published a document in 2019 that explores

the benefits of creating a playlist specifically to reduce stress. In this same document, he explains

how he instructs his patients to create these playlists. Using this same information, users will be
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guided through building their playlist using Spotify or a similar music application via social

media campaign posts. “For 2021, Spotify projected that its monthly active users would grow to

407 million to 427 million” (Salzman, 2021, par. 5). Because of this growth, participants are

encouraged to share their playlist from personal Spotify accounts.

Before users engage and interact with the campaign, social media posts share a brief

overview of music therapy. Depending on the platform, multiple posts will be needed to share

the necessary information (Figure 11). For example, more posts will be needed on Twitter due to

the limit in characters per post. Most posts will include the hashtag #PressPlayOnHappiness so

users can easily find relevant posts relating to the project.

Next, the campaign introduces the interactive element and explains to users that they

should use familiar music when creating playlists. “[Users] already have labeled certain music as

happy, sad, energizing, disturbing, and so on” (Keller, 2019, p. 2). Using what they already have,

users will be asked to place songs in their music library into different categories according to

their common moods. Next, users will be asked to sort through these songs and eliminate any

that do not resonate with them. Keller explores this in his document. In his own words:

Songs can validate our feelings and actually provide comfort when they match our mood.

For instance, listening to sad music actually causes our brains to produce the same

neurochemical that is released when we cry. This chemical, prolactin, helps to elicit

feelings of comfort, meaning that listening to a sad song when we are feeling down not

only provides empathy, it is causing our brains to start to try to make us feel better

(Keller, 2019, p. 2).
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Once users create their personalized playlist(s), they will be asked to share it on social media.

Once shared, users will be able to interact with other comments or replies and share their

thoughts and opinions. This generates even more engagement across each platform.

Figure 10. Sample graphics created for (left to right) Facebook, Instagram, and Twitter.

Figure 11. Here are sample social posts shared to (left to right) Facebook, Instagram, and

Twitter.

Discussion

This project used design thinking methods to develop a campaign to engage people in the

use of music as support for mental wellbeing. Using the results from my empathy research, I

created a website and social media campaign that aimed to introduce users to the fundamentals
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of music therapy. Therapy can be an intimidating and overwhelming journey for many, but this

project aims to ease that anxiety and comfort those that are interested in learning more.

This project idea ran through many different iterations before I chose to stick with music

therapy. I originally planned on developing a transmedia campaign but found that my project

used more design thinking methods than it did transmedia storytelling. Because of this, I needed

to adjust my project and its goal. Rather than restarting, I chose to include the transmedia

elements as pieces that can come later long after the initial launch of this campaign. Even

without the transmedia elements, I believe that this project provides easily accessible information

and resources for those interested in learning more about music therapy.

While working on this project, I learned not just about music therapy, but also about

empathy research and how to analyze the data and create something using the results. In this

case, the website and social media campaign are the pieces I created using the data I collected

throughout the semester. While working with my participants, I found that most had a basic

understanding of music therapy but they did not know how to take the next step in finding a

music therapist or how the process might work. Using this information, I designed a website

built around the idea that users would gain a better understanding through vetted resources. I also

created a frequently asked questions section that used actual questions asked by participants in

the survey or the interviews. These questions helped me write the web text and design a website

that is as functional as it is effective.

This project introduces users to the fundamentals of music therapy. The website is a hub

for relevant information and vetted resources. Due to empathy research, I knew which questions

needed to be answered on this website and through the social media campaign. Users can visit

the frequently asked questions section and easily find the answers they are searching for. The
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website also outlines the music therapy treatment process, provides links to vetted resources, and

allows visitors to easily find a provider in their area. The text on the website removes the “fluff”

found in many other articles. This reduces the time spent researching and reading through

articles that might not provide the answer being sought. When beginning my own therapeutic

journey, I remember spending hours reading through articles and feeling frustrated due to the

lack of answers they provided. This website reduces that frustration and introduces users to

reliable resources while providing the basic information necessary for beginning a music therapy

journey.

Limitations

While working on this project, I ran into a few limitations that made it difficult to proceed

as expected. First, due to the ongoing pandemic, I had to find ways to meet with participants and

hold design thinking sessions virtually. Through the use of Google Jamboard and Zoom, I was

able to successfully, and safely, meet with willing participants. Although it was nice to be able to

still hold necessary meetings with participants, it would have been more engaging if we had been

able to meet in person.

The pandemic was not the only limitation I experienced throughout the course of this

project. Due to the nature of my research, there were many answers to survey questions and

interview questions that I was unable to use due to their personal nature. To preserve privacy, this

data, though meaningful, was not reported here nor actively used in the final design.

I did want to use what I know about search engine optimization (SEO) and begin

optimizing the website. Due to the theme I was using as well as the website being an extension

of my personal site, I was unable to do any SEO work. If the project were to continue and

eventually use its own domain and hosting, I would optimize the pages for search engines.
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Finally, when designing my website, I ran into some complications with the theme

builder I was using. To make some of the changes suggested during user testing, I would have

needed to upgrade my current plan and purchase additional features and plugins. Due to this

being a school project, I decided against these purchases in order to save money. Because of this,

my prototype is not as strong as it could be. While it still functions and serves its purpose, there

is still room for improvement and response to user testing.

Further Research

If Press Play on Happiness continues even after I graduate in the summer of 2021, there

will be other elements that can be incorporated into the project using my previous project design

and empathy research. There are multiple possibilities for the route of this project: The social

media campaign might expand to include multiple interactive elements that explore other

relevant music therapy practices such as lyric and tempo evaluation. The website might be split

into multiple pages rather than the three main ones created. Character profiles might be created

and used in conjunction with the campaign to represent one of the five most common mental

illnesses. Once these characters are created, this transmedia campaign can be brought to life

using all of Henry Jenkins’ seven transmedia storytelling principles.

The social media campaign will encourage users to “engage actively in the circulation of

media content through social networks and in the process expand its economic value and cultural

worth” (Jenkins, 2009, par. 11). This concept refers to spreadability which is the process of

dispersal. Using interactive elements in conjunction with character profiles in the social media

campaign, the performance concept of transmedia storytelling will come to life. According to

Jenkins (2009), this concept is the ability of transmedia extensions to lead to fan-produced

performances. Some performances are invited by the creator while others are not. For this
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campaign, it is suggested that creators actively invite users to participate and engage with the

campaign by sharing their experiences. If this project continues to advance even after my time

with it is finished, there is much more room for more transmedia elements to come to life.

Character profiles.

Characters could be created to represent one of the five most common mental illnesses.

Davis Behavioral Health states that the most common mental illnesses are anxiety disorders,

mood disorders, psychotic disorders, dementia, and eating disorders (2020). To create these

characters, further research will be needed to ensure that these characters are accurate and

approved by medical professionals. It is recommended that these characters are created in

collaboration with a licensed psychiatrist or therapist. Once created, these characters can become

part of the social media campaign. This will allow users to engage with the character that best

represents them and their struggles and hopefully spark conversation around mental health and

how music therapy can be used as an option for those wishing to seek treatment.

Website developments.

The first thing that would need to be done is moving the website to its own independent

domain. As of now, it is currently a subset of my personal website. Once the domain has been

purchased and the website has been moved, the pages can be optimized for search engines. Data

collected during design thinking sessions indicated that potential users of the site would be most

likely to look for information on the web, with social media and other discovery methods trailing

behind. To best ensure that the site is easily found, search engine optimization techniques such as

careful titling, keywording, and metadata management will help the site rise in search result

rankings on the subject.
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The current website has three main pages that focus on music therapy. These three pages

can easily be split into multiples that host much more information than what is found on the

current website. More resources can be added, such as downloads and videos. The downloads

may be documents or worksheets that can be filled out by users. The character profiles created

can also be featured on the website’s homepage as well as a page dedicated to these characters.

Interactive elements.

If the social media campaign expands, users might be encouraged on a social media

platform to experiment with tempo. In musical terminology, the tempo is the speed or pace of a

given piece. A study conducted in 2016 found that:

The results confirm that tempo clearly determines whether music sounds sad or happy.

Moreover, “stressing,” “expressive,” and “amusing” are the words gotten from a high

tempo, whilst the opposite terms “relaxing,” “expressionless,” and “boring” are obtained

for a low tempo. This suggests that the tempo modulates the arousal value of the

emotions (Fernández-Sotos et. al, 2016, p. 11).

When using music to try to feel a certain way or identify with a specific mood, users must match

the tempo of the songs to their heartbeat (Keller, 2019). In this interactive experience, users will

be asked to play songs from their personal music libraries and will need to determine whether the

song is a fast or slow tempo. This will help the user understand the basics of tempos in music and

how tempos affect someone’s mood. The social media campaign might ask users to share a song

of a fast or slow tempo and some clarification as to how that song makes them feel. Users will be

able to interact with other social media users and share their thoughts and opinions on different

music being shared.
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Growth strategy.

When launching the social campaign, a growth strategy would be put into place to

harness the true potential benefits of social media. In addition to already using hashtags, a bundle

of pre-written social posts will be created with accompanying graphics and shared with

professionals or influencers. Influencers are “individuals who have a dedicated social following

and are viewed as experts within their niche” (Chen, 2020, para. 5). Some people that this project

might be shared with include licensed therapists, musicians, or influencers.

To reach these people, personal messages would be sent via the social media platform

being used. Some people, especially influencers, include their email in their social media bio. If

accessible, an email would be sent as well. In this introductory message there would be a project

overview and information on how this individual could help spread the message. If a person were

to accept this offer, the pre-written posts and graphics will be given to them. These posts can

then be shared from these other accounts which, in return, will introduce the project to an

entirely new audience.

Video production efforts.

Short videos will be created to add transmedia storytelling methods to the advertising and

marketing efforts. These videos will include the character profiles created. “Companies of all

shapes and sizes have turned to online video to reach, educate, and captivate millions of viewers”

(Fogg & Serapio, 2009, p. 1). Because of its growth in popularity and because of my previous

studies, I want to incorporate a video element into this project to help spread the message even

further. Each character will have a featured video that introduces them and their background to

users. However, before these videos can even be made, scripts will need to be written and

reviewed by licensed therapists using software such as Celtx or Final Draft. Once the scripts



PRESS PLAY ON HAPPINESS 37

have been written, storyboards will need to be created to outline each video. These storyboards

can be created using pen and paper or Storyboard That, an online tool. If the characters will be

animated, production can begin. If not, casting will need to be done to select the right person for

each character. The production crew will need to collaborate with vetted sources such as a

psychiatrist or therapist to ensure the cast can accurately represent the mental illnesses.

Once the cast has been selected, the production crew can begin filming. Basic equipment

will be needed such as audio and lighting equipment as well as camera equipment. Lav

microphones and a boom microphone will be necessary for these shoots. A standard lighting kit

with three-point lighting will be enough for these videos. A three-point kit includes a key light,

fill light, and back light.

Once production is wrapped up, editing will begin. Editing can be done using any editing

software but Adobe Premiere Pro or Apple Final Cut Pro is recommended. After all edits are

completed and finalized, these videos can then be shared via social media platforms to increase

audience engagement and expand the transmedia storyworld being created.

Conclusion

After learning for myself how to successfully use music as a therapeutic tool, I knew I

wanted to share what I have learned with others. My creative project, Press Play on Happiness,

introduces users to the benefits of music as mental wellbeing support and shares the power of

music. Using design thinking methods, I successfully created a functioning website that serves as

a hub of information for those interested in learning more about music therapy. The website is

accompanied by a social media campaign that encourages users to explore one possible element

of the music therapy process.
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If I had more time to work on this project and if the ongoing pandemic was never a thing,

I would have liked to incorporate other elements that would have helped make this project more

personable. When I began my own mental health journey, I remember feeling so alone and

frustrated with the information available to me at the time. If I had been able to relate to a

character or person, I probably would have felt more comfortable beginning my journey.

Because of this, I think this project could greatly benefit from having video character profiles be

created and shared via social media.

No one should feel alone or scared to begin their journey into seeking help, no matter

what that help may be. This project reduces the frustrations and stress related to finding reliable

resources and getting questions answered. There is no “fluff” on the website. Instead, visitors

now have a hub of information relating to music therapy informed by data gathered during

empathy research. This project demonstrates that music is much more than just a combination of

sounds. As the band ABBA once sang:

I say thank you for the music, the songs I’m singing. Thanks for all the joy they’re

bringing. Who can live without it? I ask in all honesty. What would life be? Without a

song or a dance, what are we? So I say thank you for the music, for giving it to me

(ABBA, 1977).
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