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ABSTRCT

This thesis explores ways of engaging millennials in meaningful and 

relevant experiences which they would not normally engage with. It uses 

classical music as its case study since the popularity of classical music 

with millennials is low and declining.

This project carried out exploratory work in experience design, focused 

on identifying the factors that discourage young people from attending 

classical music concerts. It then proceeded to design a concert 

of what they hope to experience when attending a classical concert.

 

Visual Sound is a prototype which supports the active engagement of 

audiences, enabling them to both participate and contribute in a multi-

sensory orchestra experience through a mobile interface.

 

Audience participation and music visualisation were combined to create 

a designed experience. Through research, development and testing, the 

thesis demonstrates principles that can be applied to engage millennial 

audiences.

 

Keywords: Experience Design, Audience Engagement, Interaction 

Design, Active Participation, Passive Participation, Music-visualization, 

Co-creation, Social and Communication Needs.
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Millennials, the generation born between the early 80s and the early 

2000s (Claveria, 2017), do not appear to be motivated by the things 

which appeal to older generations. They seek new experiences, which 

this, many organisations are facing a major challenge: millennials tend to 

1.1 Problem domain

Data from the National Endowment for the Arts indicates that classical 

older viewers or professionals (National Endowment for the Arts, 2012). 

INTRODUCTION
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decades (Netherlands Institute for Social Research, 2009; Australian 

Bureau of Statistics, 2010 )

millennials. 

with them (Mielonen, 2003)

1.2 Research focus

informed the approach to designing a more engaging classical concert 

orchestra experience providing a more immersive experience.
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N To create a more engaging experience within a classical concert which 

relationship with a concert as a designed experience. Next, the research 

system to trigger collaboration, participation and interaction between 

for millennials and inspire them to develop a more relevant response to 

 

1.3 Reader’s guide

Part one: 
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Part two: Who are millennials? 

the demands and expectations of the millennials as they relate to the 

engage with.

 

Part three:

for millennials. Statistics which indicate a decline in the worldwide 

 

Part Four: Analysis framing.

design method.

The project will consider these challenges, and investigate appropriate 

 

Part Five: The Design Process.
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design project and validation.

 

Part six:
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2.1 The “always connected” generation

held gadgets almost like a body part”, notes a Pew Research Center 

(PewResearchCenter, 2010)

digital devices have affected their lifestyles. This connection to technology 

(Haughn, 2015). Technology provides a bridge for their social lives and 

fosters strong needs to stay connected to each other.

WHO ARE MILLENNIALS?
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? 2.2 Group-Oriented

different from their peers (Howe and Strauss, 2003).

2.3 Millennials’ social and experience expectations

(Millennial Marketing, 2017)

personalised experience than others. Marketing to them needs therefore 

2.4 Cases of what millennials are into

from them.

2.4.1 Pokemon go
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Figure 1: Screen shot of  Pokemon Go

Figure 2: Pokémon Go players in Waterfront in Wellington. 
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objects are imposed on the physical world,” Mike Isaac, a reporter for 

the game (Hardy, 2016).

Social Interaction

Figure 3: Pokemon GO vs Social Media Apps, US Android App Data
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process, also socialise with strangers. This bridges the social gap for 

Achievement from Team Work

from gaining a sense of achievement after realising objectives. Pokemon 

to participate in the activity. 

2.4.2 Instagram

(Brown, 2016) .
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are listed below.

Sharing and socialisation

sharing app.

 

Visually-built platform

videos have inherent advantages in how they present things with more 

distinctive and explicit effects.

contact, attach importance to new experiences and share them. In 
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This chapter shows how there has been a decline in the worldwide 

3.1 Missing audience

(Idema, 2012)

(Sandow, 2017). 

 

LIVE CLASSICAL MUSIC
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(National Endowment for the Arts, 2013).  

(Netherlands Institute 

for Social Research, 2009). In Denmark, the Royal Danish Theatre has 

 (Richards, Marques and Mein, 2014). The decline is 

30.0%

25.0%

20.0%

15.0%

10.0%

5.0%

0.0%

Classical Music Audience by Age,1992-2002,
adjusted for population shifts

18-24    25-34    35-44   45-54    55-64    65-74    75 and older     

1992    
2002

Figure 4: Chart of classical music audience by age
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(Australian Bureau of Statistics, 2010).

3.2 Classical music offering

what a performance is.” (Idema, 2012). 

“It will impose its own conditions on whatever they do; there is no 

(Christopher, 1986)

(Behrman,2009).
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Figure 5: The traditional concert experience map

Traditional concert experience
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Classical performances offer a formal and prescribed experience. 

members sit down and do not talk with their friends or the performers. 

3.3 Mismatch between existing offering 

      and millennials’ expectations

 

“The problems of orchestras stem not from the music they play but from the 

delivery systems they employ.” (Wolf, 2006).

3.3.1 Why millennials are disconnected 

         from classical music

concerts (Richards, Marques and Mein, 2014).”
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1.“ They are unable to identify themselves with the traditional classical music 

setting.”

(Mielonen, 2003)

whole concert setting to be improved, so they can become engaged with 

the concert (Kolb, 2000).

2. “The traditional concert ritual doesn’t offer the opportunity for young people 

to actively fulfill their social needs.”

(Mielonen, 2003).

3.3.2 The expectations of the audience
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want more ability to participate and socialise in a concert performance. 

and the setting of the concert to be improved (Kolb, 2000). Additionally 

(Kerttula ,1998)

stage (Mielonen,2003). 

in how they react to a space and perceive the overall experience. The 

are more likely to attend a concert if there is a social aspect to the 

in the concert. They want to play an important role in the whole 

the traditional classical concert.
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3.3.3 Innovations that reshape the concert experience

3.3.3.1 Glimmer

 

Glimmer provides an example of how interaction can be incorporated 

into a concert setting. A composition system for chamber orchestras, 

reacting to what they see and hear, based on their own activities. The 

Figure 6: Glimmer
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(Freeman, 2005).

3.3.3.2 Opus Lux 

Figure 7: Opus Lux concert 
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installation (Camille, 2015). 

3.3.3.3 General observations

The high participation rates for these two concert innovations, Glimmer 

participation can enhance a concert experience.

relevant for the millennial generation who embrace all things digital. They 

have strong social needs and want to be engaged and entertained at 

able to play an active part in a classical concert as a positive experience.
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millennials more engaged with classical concerts. With this consideration 

interactive experience.

4.1 Audience engagement

“Engaged audiences are a cornerstone in the foundation of a strong arts 

ecosystem.” (Brown and Ratzkin, 2012). 

ANALYTICAL FRAME 

AND STRUCTURE
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(Björgvinsson, 2012). 

enrich their knowledge and learn how to appreciate art better.

 

4.1.1 Blending participatory engagement with attendance

millennials to have greater expectations of active engagement in their 

experiences (Brown and Ratzkin, 2012). 

to the development of the performance, regardless of their skill level 

(Brown. A and Novak-Leonard, 2011)

being constantly passive to becoming active participants and initiators. 

The aim of participatory engagement is to bring more enjoyment to 
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(Christine and Sascha, 2012). 

4.1.2 Using interaction to enhance engagement

new together”. (Walmsley and Franks, 2011)

concert and have a more active experience by participating in the 

participants.
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way. There are parallels with the role of interaction in drama. German 

theatre scholar Wilfried Passow in “Analysis of Theatrical Performance” 

(Kattwinkel,2003)

traditional stage performance:

a)

play;

b)

world;

c) the interaction of the performers to each other within the real world;

d)

e)

from passive observers or listeners to active participants. This enables 
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4.1.3 Meaning making

two of this exegesis, showed that millennials are known as content 

context and emotional experience can be created in the concert.

Figure 8: 
The Audience Involvement Spectrum 
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performance are more closely linked in these three forms of participation. 

engagement from millennials.

make the experience of interacting and participating more complete and 

with it.

concert performance and experience. 

to identify better with the classical concert experience if they had the 
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4.2 Design challenges

4.2.1 Creating a multi-sensory experience

Research by Mielonen (Mielonen, 2003)

sensory experience to replace the traditional way of passively “listening 

investigate important and interesting elements in the concert for the 

4.2.1.1 Hear, look, feel

(Stover,2012). My research 

sense alone. 
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4.2.2 Response to time-based music

changes over time.

4.2.3 Better Interaction

concert. 
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affects the personal and shared creative expression in relation to the 

4.2.3.1 Individual and shared

reality that many people are seated together at the same social gathering 

 (Jensen and Ranten,2014). The key 

point of enabling interaction in a concert is considering the competing 

and the shared concert experience.

concert via active participation. 
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Figure9: Model of the balance between individual and shared

“participation”. 

scale to highlight the importance of creative exploration, which they view 

still possible in a shared context. While the listening experience is 
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can also learn to interact with performers and share their experience and 

4.2.3.2 Interaction cycle

This project explores how to combine interactivity within classical concerts 

the domain of classical concerts and create more satisfying concert 

experiences, as opposed to enabling interaction simply for its own 

sake. In order to create a better concert experience, the project needs 
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performers. 

Figure 10: Interaction Cycle in the Concert
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The validation of this project is divided into two parts.

Millennials were invited to participate in testing a series of iterative paper 

VALIDATION METHOD
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5.1 Participants

the testing. One of the participants is a professional bassoon player 

performances.

 

5.2 Data analysis
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6.1 Interview with musician

performer to participate in an interview at the beginning of the project. he 

gave practical advice from the perspective of a performer and invited me 

DESIGN PROCESS
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Figure11: 
The musician invited me to her concert to 
help me better understand the experience 
of classical music performance. 
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She felt the project needed to maintain the professionalism and integrity 

of the classical concert while incorporating a new designed experience 

6.2 Experiment 

6.2.1 Practice 1: Draw the music
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concert.

D
E

S
IG

N
 P

R
O

C
E

S
S



45

interactive experience.
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Figure13: Design of the “Draw the Music” system

6.2.2 Practice 2: Sign of instruments

they felt the prototype lacked a sense of involvement.
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Figure14: Design of the Sign of the instruments system
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to consider the concordance of design and concerts in order to prevent 

not distracted from enjoying the concert.

have their creations preserved to enhance their sense of achievement.

6.3 Final project

participatory classical concert experience interaction in an app prototype. 
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several perspectives.

6.3.1 Visual system

Research has shown that one of the reasons why millennials are not 

are in harmony.

6.3.1.1 History of music visualisation

(Brougher, 2005).”
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6.3.1.2 Timbre, hearing level, and frequency

of my design. This project analyses the relationship between classical 
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timbre. Also, as with the image for strings, the image for woodwinds 
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Figure17: Visual system1 (timbre and hearing level)
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Figure 18: Visual system 2 (Frequency)
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(European 

Broadcasting Union, 2009). I represented this property by changing the 
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Figure 19: Visual system 3 (Appearance)
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6.3.2. Gesture

Body movement plays an important role in classical performances. 

(Wang, 2005)

(Manifol, 2008).

D
E

S
IG

N
 P

R
O

C
E

S
S



57

Figure 21: Conducting patterns
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Figure 22: Visual system 4 (Gesture)
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Figure 23:Visual system 5 (Colour)
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Figure 24: the second piece of the “Nutcracker Suite” 
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Figure 25: the sonata “Undine”

Figure 26: The Blue Danube
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Figure 27: Visual effects for concerts

6.3.3 Interaction system

share and review their works.

6.3.3.1 Concert experience

“The most successful audience development campaigns are focused on 

the potential audience member’s total experience.” (Frantz, 2015)
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over longer time periods . This project 

was designed to encompass the total classical concert experience. The 

Figure 28: Prototypes of Visual Sound
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Figure 29: Journey map of the visual sound system base on the test result
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 Before the concert

said the presentation on the vision might make it easier for them to 

Figure 30: Front page 
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Figure 31: Seating plan page 

D
E

S
IG

N
 P

R
O

C
E

S
S

Figure 32: Finding the seating plan 
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before the concert.

 In the concert

experience.

below.

Active vs passive participation

(Walmsley and Anna 

Franks, 2010). 

willing to actively participate, and those who want to participate passively.

in the interaction. Those who prefer to participate passively can choose 
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S to watch the interactive performance of any participant from the seating 

enables them to choose different levels of participation.

Co-creation interaction experience

to be expressed, for example on a screen, when many people interact 

differently at the same time.

Figure 33: The operation system
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diagram above, participants who want to participate actively can click 

and then displayed on the screen over the stage.

(Howe and Strauss, 2003) .

them to participate in the performance.
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Figure 34: Intracetion in the concert 

screened, the system limits the presentation form of shapes and the 
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Figure 35:”review my work “page

Review their creations

of engagement after the concert. 

After the concert

creation at the work page after leaving the theatre, and then directly share 

with their friends. In addition to giving them an experience which meets 
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Figure36:share page

Share (recommendations)
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Research has shown that millennials have a strong social need for and 

sharing their experience of the concert on social media or with their friends 
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concert.

to retain their own original creations.
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Figure 37: Some of the participants doing the test
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motivate millennials to engage with experiences in which they are not 

The research explores the demands that millennials have for their concert 

classical concert.

system provides passive experiences. while millennials prefer to actively 

CONCLUSION
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of achievement.

In attempting to design an experience that is appealing for millennials, I 

analysed the characteristics of millennials and how their characteristics 

to work together to participate at a concert. Millennials are “always 

I therefore decided to design an experience which will enable them to 

I explored how to design a means of enabling ways them to engage 

experience.

7.1App / process
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employed.

The second validation method was a participatory test for the project 

prototype, which validated my design decisions. After the creation 

7.2 Lessons learned

1 Break up traditional formats
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can create innovative recreational possibilities.

2 Make it social

connections and they want their social demands to be met when they 

attend an event. To create a more engaging experience for millennials, 

3.Make non-visual things visual

content is a direct pathway to their hearts. It is not only more appealing, 

4. Consider all phases of the experience

In order to create a more immersive experience for millennials, the whole 

5. Making things collaborative

C
O

N
C

L
U

S
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N
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7.3 Future Work

system is only one part of a whole classical concert experience, other 

experiences.

interactive system I have proposed has been completed. The system 

testing in order to optimise the format of classical concerts to become 

represented in a shared sensory space.
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