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Our Team

Katie Nathan Pramod
symsys sophomore

violinist, bassist and producer
n-th year MS CS student
"former" violist & pianist
composes for short films

symsys soph/junior
singer, pianist, composer



Participant 
Selection

Areas of improvement: 
education level, age, location

● Music engineering & production
● Emphasis on live sound
● Amateurs and Professionals



P3: “Robert”

- he/him
- information 

security engineer
- Amateuer 

musician/EDM 
producer

- Extreme user

P1: “Mary”

- she/her
- PhD music 

student at NYU
- Sound designer 
- Accommodated: 

Phone Call vs. 
Zoom

P2: “Dani”

- they/he
- sound designer & 

theater sound 
engineer in NYC

Participants Names have been changed to protect privacy



Interviews

What got you into music/audio?

What tools/software do you use?

Walk me through your creative process.

Describe a gig that went particularly badly.
What is a particularly hard part about your job?

What’s something unique about your working style?

What’s a typical day like for you?

How are you doing today?

What makes creativity on the spot difficult?

How did the pandemic affect your job?How does it feel to work with people you don't jive with?



Results



P1: "Mary"

When you’re doing live 
sound, you’re “one of the 
artists performing"

Image Source: What Does a Sound Designer Do 
in the Film/TV Industry?

https://www.careersinmusic.com/sound-designer/
https://www.careersinmusic.com/sound-designer/


P2: "Dani"

“You can be the most 
technically skilled 
person in the world, but 
if if they don't want to 
spend 10 hours in a dark 
theater with you, then 
they're not going to.”

Image Source: Sound Booth - Theatre & Dance 
- The University of Memphis 

https://www.memphis.edu/theatre/about/soundbooth.php
https://www.memphis.edu/theatre/about/soundbooth.php


P3: “Robert”

"Creativity for me is very 
difficult for me to do on 
the spot… with music I 
can be overly-critical 
and difficult to work 
with."

Photo by NeONBRAND on Unsplash

https://unsplash.com/@neonbrand?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText
https://unsplash.com/s/photos/guitarist-hipster?utm_source=unsplash&utm_medium=referral&utm_content=creditCopyText


Empathy Maps







Most gigs are earned 
through word of mouth 
and connections (but 
many of the systems to 
facilitate this can be 
outdated).

Need: Streamlining in the gig-finding process that still maintains 
an emphasis on relationships.

“Really all just networking… not the most 
encouraging way to describe an industry” 

"Facebook is the most common, surprisingly.,, 
You would think that email would be the 
professional platform, or phone calls."



Sound, for those who 
work in it, is not just 
purely technical, but 
creative and artistic. 
(but there can be 
barriers to getting to 
this point).

Need: Reduced friction in getting from the technical to the 
creativity (while maintaining control). 

“A lot of the artistry comes in designing a 
system”

"not just about what you're hearing, but what 
you're seeing, and all your senses”

"How long sitting there trying to make the 
right sound versus making music."



Relationships and being 
enjoyable to work with 
is perhaps most 
important to success 
(but collaboration in 
music has its 

difficulties).

Need: Ability to find and develop positive working relationships

“Designers won’t hire someone they don’t 
like.” 

“the way you develop a rapport really is you 
spend 10 hours in the dark theater with no 
one else to talk to.”

"continuing relationships" and "goes to 
afterparty" -> "it's really nice to live that way"

"How do you be a creative team for music 
production?"



Summary

● Live sound focus
● Interviews with sound designers
● Initial needs:

○ Streamlining gig finding
○ Reduce technical/creative tension
○ Find and develop relationships


