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Introduction

Today, individuals and businesses rely on the internet to connect with others, share

their work, and promote themselves. By creating a website, social media accounts, and

other online platforms, musicians and artists can showcase their work, engage with

their audience, and build a successful career in the digital age. There is a vast overlap

between the internet, artists, and musicians that are challenging to partake in and

succeed in. Though, this overlap is very much needed to have a successful career.

Musicians need an artist. For one, artists can help create visual media to promote a

musician's work. The artists can produce album covers, music videos, or concert

posters. The art can help the musician gain exposure and attract new fans.

Additionally, artists can help create custom visuals for live performances, such as light

shows or projection mapping, which can enhance the overall experience for

concertgoers. Ultimately, artists can help musicians create a more immersive and

engaging experience for their fans and can be an essential part of a musician's creative

team. This also goes for artists. Those passionate about music with an artistic skillset

and innovative outlook can promote their work through musicians. In this field,

experiences and connections help to bring success to one's career. Getting a foot in

the door as early as possible is the best way to set yourself up for success.
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Collaboration is an essential part of the creative process in both arts and music and

can be especially beneficial for them. By working together, musicians and artists can

combine their talents and expertise to create new and unique works of art.

Collaboration can also provide numerous opportunities for their careers. By working

together, musicians and artists can exchange perspectives and ideas from which they

can learn and grow. Another benefit of collaboration for musicians and artists is

connecting with new audiences. Together, musicians and artists can reach new

audiences and expand their fan base. This can be valuable for aspiring new musicians

and artists who may have a different level of support or resources than more

established musicians. Collaboration also allows musicians and artists to connect with

new audiences in other markets or genres, opening up new career opportunities.

More specifically, the collaboration between artists and musicians who are your peers.

Students in college often forget that there are endless opportunities to network within

their very own community. Students at universities currently have a pallet of knowledge

they learn daily. Especially right now, in Gen Z, collaborating with peers who are up to

date on the latest technology and trends is super critical to the future because today's

students are the future of tomorrow and, more significantly, the future of the music and

art industry. “A potential path for enabling greater creativity and collaboration is through

increased arts and science, technology, engineering, and mathematics (STEM)

integration in education and research." (Kim et al., 2019) Working together can allow

for ideas and perspectives on productions that can put your passions and careers

ahead of the game.
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For several reasons, it is difficult for young artists to find freelance opportunities in the

music industry during college. First, the music industry is highly competitive, and many

college students may need more experience or connections to break into the industry.

Many young artists may need a clearer understanding of the business side of the

music industry, such as how to market themselves or negotiate contracts. These

factors can make it challenging for emerging artists to find freelance opportunities in

the music industry during college. As for musicians, it is hard to produce music that

sets them apart from thousands of other musicians. Maybe this can change.

Statement of the Problem

In the age of the internet, having a social and digital presence has become increasingly

important for musicians and artists. Having a solid social and digital presence can

provide numerous benefits, including increased exposure, opportunities for

collaboration, and the ability to connect with fans. Social media can help showcase

their works to a broader audience, gaining recognition for their work and skills. This

could lead to opportunities regarding performances, collaborations, freelance and

more.

Whether implementing an idea for a music video or creating cover art for their social

profiles and platforms such as Spotify and apple music, musicians often need help to

develop or find people to create visuals that reflect their music. Finding artists who can

produce the artwork for them to their preference can be challenging. Some musicians

are lucky enough to have a passion for visual design and can create or at least
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generate an idea of how they would like to have their work, as well as themself,

presented on social platforms. Some, not so much.

As for young visual artists in college, it is not always easy to find freelance

opportunities. Especially ones in the music industry. In visual design, film, and music,

it's critical to have as much experience as possible. When studying at a university, it

can be challenging to identify those opportunities where you can gain experience in the

field of your future career.

As college students, some have the opportunity to build on their careers and or

passions at a young age. Some students are in bands and play locally, others have

music produced and uploaded onto large music platforms. Some students design

graphics for club, others showcase their work in school gallery showings. These select

few students have been able to make connections just by knowing people and

reaching out without instruction. In fact, “a recent study by StuDocu shows that 64% of

US students fear career and employment setbacks.” So, how can we create

comfortable opportunities for students to explore within their own community to

prepare them for future endeavors?

Methods

New Media Design is a generic term for mass concepts and components. Studying

NMD is to learn skills that creative people need to succeed in the 21st century. These

skills offer unprecedented opportunities to create useful and engaging experiences.
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New Media is about understanding this skills and the social and economic impact of

cutting edge technology. One of the many methodologies of New Media that I decided

to incorporate into my project is using technology to design an application. Apps allow

users to interact with a project digitally. They are often used to create immersive

experiences; it will allow students who study at their university that is an artists or

musician to collaborate by using an app that allows them to network with one another

and help support each other's passions and potential careers.

To create this application, I will also use my background knowledge and

research to create a concept design prototype. With my best foot forward in the field of

concept design and visual design, I intend to find help with the coding and

programming aspect of the application in order to get the app done in a timely manner.

The intention of prototype design is to engage my target audience in a seamless way.

By narrowing my audience to college students I find that based from my own

experience, it will be a lot less intimidating to use. Working with your peers will be

enriching and prepare students for collaborative team work outside of college. On an

economic standpoint, there will be no fees. If it takes off then I will look to change my

business model, but the idea is having the price of this application be affordable for

college students, and fees often deters students away from opportunity.

Having the price of this application be affordable for college students is critical. Due to

my relation with being a college student and understanding first hand the difficulty and

importance of freelance opportunities while have and continue to study thus variety of

skills in New Media Design, I am the best person to design and build this application .
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Additionally, at the start of the spring semester I will meet with students at my university

that sing or are in a band and artists and allow them to try my prototype and give me

general feedback to continue to improve my project in the benefit of my target

audience.

Application Design Concept

The application's design will replicate a dating app, specifically Tinder. Tinder is the

most popular dating app for generation Z. "Nearly 85% of college students who use

dating apps choose Tinder, meaning undergrads are almost guaranteed a match."

(Titterington, 2022) With the emergence of Location-Based Real-Time Dating, Tinder

has introduced a new way for users to get to know potential partners nearby,” it states

in a journal know as, Love at First Swipe, written by the Norwegian Business School. In

this journal it claims that they discovered that self-esteem is the most important

psychological predictor, fostering real self-presentation but decreasing deceptive

self-presentation. (Ranzini & Lutz, 2016) How you choose to display yourself can

ultimately determine how other people perceive you as well.

Their success as an app is all about finding matches in your area. When two users

swipe right, other Tinder users match with them. Users set their distance preference,

sexual orientation, and gender to find partners.
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The swipe system is a critical component of what makes the app Tinder so compelling

to college students. It uses a simple algorithm that is more satisfying than clicking

"Swipe Right and Swipe Left." The meaning of these; if two people swipe right on one

another's profile, they'll be matched. Though, you need both profiles to check rather

than only one person. Swiping is intuitive and straightforward, making it easy to find

someone you are interested in. (Ferrer, 2022)

Additionally, Tinder's algorithm ensures that users are only matched with other users

with similar interests, making the experience more enjoyable and efficient. By swiping,

you are making a simple decision: yes or no. (Ferrer, 2022) Tinder has created one of

the fastest and easiest gestures in today's digital age. This simple gesture produces a

form of excitement for the user behind the screen as they wait for the following profile

to appear. According to Södertön University studies by Lundmark and Poikolainen, this

mechanism activates our reward circuit, which seeks speedy gratification. With each

swipe or match, our brain delivers shots of dopamine, the happiness hormone.

(Lundmark & Poikolainen)

With this knowledge, implementing the swipe system into my app will make this

application exciting and intriguing to students in college—a super simple platform for

networking, which comes off as intimidating at times. As a college student myself, I

wish I had the opportunity to make more connections in and around my major, but I

was not the most outgoing when reaching out to my professors or peers. Creating yet

another social media profile on a platform used to help me network with those around
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me sounds both comfortable and enjoyable. In, Sousan Coulson’s article about

collaborating in a competitive world she investigates musicians’ understanding of

entrepreneurship in light of their place in the creative industries workforce. “Networking

is regarded as an essential entrepreneurial skill and the concept of ‘active networking’

is introduced to help investigate what can be learnt about musicians’ understanding of

entrepreneurship..” (Coulson, 2012) Everybody knows somebody, and connections are

the key to a successful career.

Background

Freelance work opportunities are maybe not as common as one would assume, but still

really important for college students. Making money while studying is a difficult task.

Just as difficult as paying for college and living. That is why freelance is an excellent

choice for students to take advantage of. It allows them to have flexible and passion or

major based jobs to take on when they can. “...platforms may enable entrepreneurial

activity by offering work flexibility that allows the entrepreneur to redeploy resources

strategically in order to pursue the nascent ven- ture.” (Burtch et al., 2018) In this

article it dives into how Uber is one platform that allows people to work when they want

to and stop when they want to. Nearly 118 million people have used uber in 2021. They

have successfully given work opportunities to about 29,300 people. People who only

work when they want to work. (Dean, 2021)

A website known as The Cubby is a online marketplace that serves as a platform

where students can sell their artwork. By shopping on this platform you are supporting
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emerging artists. The intentions that this website and my application have are to

support emerging artists at your very own universities. Although this website is ideal for

college artists, I intend to expand on this and open it up to college musicians as well.

Research Questions

● Why is social media important to musicians and artists?

● Why is it important for musicians and artists to collaborate?

● Why using the swipe system is a good idea for an app?

● Why is designing an app the best way to address the problem statement?

● Who is the target audience?

● What are the liabilities of the application?

● Why has this issue not been addressed yet?

Research

Why is social media important to musicians and artists?

The internet continues to revolutionize almost everything we do—including within the

music and art industry. Social media is an increasingly important tool for musicians and

artists to promote their work and build their careers. With the rise of platforms such as

Instagram, Twitter, and TikTok, musicians and artists can now reach a global audience

of potential fans and supporters and connect with other industry professionals and

influencers. This can provide valuable exposure and recognition for their work and help

them gain new opportunities, such as gigs, collaborations, or record deals.
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Through social media, musicians and artists can share updates, behind-the-scenes

content, and exclusive offers with their fans and can also gather valuable feedback and

insights that can help shape their creative direction. Furthermore, social media can

also provide musicians and artists with a direct channel to engage with their fans and

followers and can help build a solid and loyal fanbase. This can be particularly

important for independent artists who may not have the support of a major label or

management team.

Social media can also provide musicians and artists with valuable tools and resources

to help manage and grow their careers. For example, many social media platforms

offer analytics and insights that can help artists track the reach and engagement of

their posts and can also provide valuable data on their audience demographics and

interests. This can help artists tailor their content and strategies to better resonate with

their audience and can also help them make more informed decisions about their

career goals.

Overall, social media is essential for musicians and artists to promote their work, build

their careers, and connect with their fans and supporters. By leveraging the power of

social media, artists can gain valuable exposure, grow their fanbase, and ultimately

achieve tremendous success and satisfaction in their careers. When utilized correctly,

social media empowers artists to do what they could not do before the internet. (Social

Media’s Critical Role in the Music Industry, 2021)
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Why is designing an app the best way to address the problem statement?

Even though some businesses employ both websites and mobile apps, the use of

mobile apps is proven to be more beneficial in 2022. Using an application makes more

sense with the target audience of current college students and the majority of Gen Z.

Applications offer a more personalized experience than websites do. With apps, users

can customize their experience to suit their individual needs and preferences better. As

a result, apps are more engaging and easier to use, which makes them ideal for

reaching Gen Z, who are accustomed to on-demand services and technologies. Apps

can also take advantage of advanced features like push notifications and offline

access, making them more convenient and reliable than websites. Push notifications

can be super important for networking applications since the application's success is to

support niche networking and building connections.

Who is the target audience?

The ideal target audience for this application was college students interested in music

or art. Directly relating to the purpose and goal of my project, it intends to support and

assist college students in discovering opportunities that expand their skillsets and

passions. For visual artists, photographers, and film producers, having experience in

the field you study is nearly more important than your degree. Building your portfolio is

so essential for one's success outside of college. If a student's passion lies in the

overlap of the art industry and the music industry, this app will provide an opportunity to

explore the connections made between local college artists and musicians and see

what they can accomplish together. For musicians in college, they make most of their
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money by performing live at local bars, restaurants, and venues. These opportunities

come with promoting themselves. Despite the obvious of needing to be at least a

decent musician to become popular, when you have an appealing social media

platform or interesting film and cover art or flyers and advertisements, you are more

likely to receive more inquiries. Similar to the package design. Ideally, the seltzer you

will drink will taste to your liking, but the package design caught your eye and

convinced you to try it. If you present yourself in a unique, exciting way, more people

will want to test out your work; whether or not you can convince them to continue to

listen to your work is up to the quality of your skillset. At the least, nail the front.

Why has this issue not been addressed yet?

This problem of not having many equal opportunities for college students and

musicians and artists in general to having freelance opportunities has of course been

addressed before. Though, marketing it properly has not. Although from time to time

students hear about career fairs and zoom meetings regarding potential future

opportunities, as a young student studying at the University of Maine, I find that I have

yet to hear of these opportunities, or see them on any social media platforms. This is

where my knowledge in social media, design, and my generation can help me attend to

my audience and do well at it.
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Literature Review

Competitors

Yes, there are other applications and websites similar to mine.

There is a website known as coverartworks.com. This website offers a wide range of

premade cover art designs that one can purchase for Albums, Singles, Podcasts, and

more. There are two types of formats: Non-exclusive and Exclusive. Exclusive artworks

are sold on a first-come, first-serve basis. It is only sold once and then removed from

the shop. Nonexclusive painting means it can have more than one owner with different

elements and contents added to them, making them more affordable and a good fit for

entry-level musicians All the art is ready for apple music and Spotify. Although this

website benefits both the artist and the musician, there is no communication or

connections made between the two. This is a straightforward way to purchase art

already created for a musician's work. Although this may work for many artists, you

don't leave the website with a chance to work with that artist again.

Secondly, there is another website called https://network.landr.com. This website is a

marketplace for musicians. It helps to find the perfect mix engineer, vocalist, producer,

or cover artist to bring your project to life. This website is truly a great asset for

musicians and nearly hits the idea of this capstone project. It falls short in the

department of again, giving the artist an equal opportunity to chose who they want to

work with. It also doesn’t target college students, and therefor comes off a little

intimidating.

https://coverartworks.com/
https://network.landr.com/
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After immense research looking for applications and websites that help to collaborate

musicians with artists, I found that all of them are aimed towards musicians providing

them with opportunities to find artists. The target audience of these websites and

applications is any musician.

My project incorporates equal opportunities for the musician and artist to engage in the

application. Both parties create profiles and have options to like or dislike one another's

work. If they both want what each has to offer, then they sync, and it allows the artist

and the musician to network in a chat. My application is also designed for more or less

emerging artists in college.

Liabilities of the App

In my application, I will have a “Terms of Use Agreement” stating the following:

You must read and agree to our Terms of Use (the "Agreement") because it

forms the binding contract between you and the app.

Summary of Terms (Tinder 2012)

1. Acceptance. By using the Service, you agree to this Agreement, our Privacy

Policy and Safety Tips, and any terms that apply to in-app purchases you make.

2. Eligibility. You must be at least 17 to use the Service and not prohibited by law

from using the Service. (Since entering college, the youngest age you potentially

could be is 17)

3. Modifying the Services; Termination. You can terminate your account in Settings,

and we reserve the right to remove it if you violate this Agreement or if we deem



16

your use of the Service inappropriate. We may change the Services at any time

or discontinue them altogether.

4. Safety. Usynergy is not responsible for the actions of its users or your

interactions with them, and we don't conduct background checks. Be careful and

read and follow our Safety Tips on interacting with people on or off of Usynergy.

5. Rights. Usynergy grants you the right to use our Service as authorized and

permitted by this Agreement. You grant Usynergy the right to display your profile

and content for the limited purpose of Usynergy operating the Service and

researching and developing new ones.

6. Copyright. If you believe your work has been posted on the Service in violation

of your copyright, please send a notice to our Copyright Agent following the

instructions in the Agreement.

7. Disclaimers. Our Service is provided "as is," and we disclaim legal liability for the

quality, safety, or reliability.

8. Limitation of Liability. To the extent allowed by law, we limit our liability to you for

certain damages for claims relating to your use of the Service, the conduct of

other users, and unauthorized access or use of your content. Our aggregate

liability will not exceed the fees you pay us.

9. Arbitration. You agree that any disputes will be settled by arbitration, and you

waive your right to a trial by jury or to participate in a class action. Our

Agreement contains a mandatory arbitration clause.

10. Indemnity. You agree to indemnify us for actions arising from your use of the

Service, your Content, or your violation of this Agreement.
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Purpose

This project aims to create a direct approach for students in college who are musicians

or artists to network using an application. This application can be a gateway to helping

build up one's portfolio, creating freelance opportunities, or even more extensive career

opportunities. It will explore and make way for artists to connect with potential

musicians they already enjoy or are interested in and for musicians to find someone to

help promote their work and collaborate with. Most concretely, this application is

intended to spark the  discovery their entrepreneurial selves and in becoming

entrepreneurs as early as possible alongside their hobbies and non-business

professions. (Hietanen & Ruismäki, 2021) Designing this platform will examine the

correlation between student musicians and artists and how that relationship they create

can leverage one another's skillset and career.

Prototype

I used canva to create my prototype video. My prototype is a short clip of a design

layout for how I would like the pages of my application design to work and look. I broke

down how the app would work/look for both the musician and the artists. I believe this

prototype will give the feel of a super easy, convenient and yet enticing feel.
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Barriers

The first barrier I experienced was finding a program that would allow me to design an

application for a prototype that didn't involve code and was super simple and free to

use. Finding an affordable program with interactive features was hard and took a bit of

experimenting with a few platforms. After much research, I decided to use the program

canva, which allows me to use to design the layout of the application This platform

helps me to best get the point across as for what I intend to deploy in the near future.

With this barrier comes the barrier of how I intend to deploy my application. I initially

thought I could successfully code an application by taking a mobile applications course

next semester. After much research and a deeper dive into my timeline, I only have a

little time to create an application, never mind learn to create one. Ideally, I am working

on finding a programmer to help me with the production of this application by the time I

return for classes in January. If I cannot find assistance for this, I will work on having a

functional application using a platform that will allow me to build it as simple as

possible, and to have a full proof of concept for the application.

As for the liabilities of the application, I am working on corresponding with our

Universities Campus Lawyer. I currently have a few Terms of Use Agreements that I

believe should be the baseline for the application, but will have a more finalized list for

next semester as I continue to research and discover critical components of my project

that need to be followed to cover myself from any potential risks.
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Timeline
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