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Abstract

As music streaming libraries continually grow, finding meaningful
ways to revisit, reflect on, and share these collections over time—
both individually and socially—becomes increasingly important.
Queue Player is a network of four domestic music players that al-
low for synchronous distributed co-listening across geographical
distance and for the long-term exploration of the collective music
listening histories among four close friends. Queue Player lever-
ages tempo metadata (i.e., beats per minute) as the cornerstone of
its interaction design, enabling users to explore an ever-changing
queue of songs from their collective pasts shaped by tempos steadily
tapped out on their respective device. While the four Queue Play-
ers exist in real, highly finished physical form, this video offers
an artistic explanation and user scenario of their outer and inner
workings, drawing on stop motion, collage, and zine aesthetics to
emphasize the reflective, temporal, material and subtly evolving
conceptual qualities shaping the design of this system.
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1 Overview of Queue Player Project and Video

Today, music listening practices are often mediated by data-driven
technologies and services. As an example, users of the music stream-
ing service Spotify listen to over 165 billion combined hours of mu-
sic worldwide annually [9]. These practices lead to the generation
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Figure 1: Top: A user tapping a tempo on Queue Player; The
four finished Queue Players; Bottom: Dynamic illustrations
of explaining the interaction design and system functionality
via stop-motion, collage, & zine aesthetics.!

of vast archives of personal and shared data that precisely log music
listening histories, which raise new challenges and opportunities
for the HCI community. As music streaming libraries continually
grow, finding meaningful ways to revisit, reflect on, and share these
collections over time—both individually and socially—becomes in-
creasingly important.

Motivated by these issues and to ground our thinking in this
emerging space, we designed Queue Player, a music player that
mobilizes tempo metadata (i.e., beats per minute) as the corner-
stone of its interaction design to support open-ended experiences
among a group of co-listeners [4]. We created four Queue Players
which materialize the combined music listening histories of four
close friends living apart, into an ever-changing ‘queue’, enabling
them to traverse, experience, and live with songs from their col-
lective pasts over distance. The Queue Players act as a network
and surface users’ songs from a shared music archive according to
steady tempos tapped out on their respective device. Once a tempo
is tapped, songs populate the ‘queue’ at that specific tempo and
distinct colors indicate whose listening history the song came from.
If left ‘untouched’, songs continue to play at that tempo. Any users
can interject new songs at different tempos in the queue, but each
song must play out in its entirety before the queue advances. Addi-
tionally, users can only add a new tempo if they don’t already have
one waiting in the queue. The Queue Player project explores how

The Queue Player video is available to be viewed here: https://vimeo.com/1062909247
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the physical embodiment of people’s personal listening history data,
when combined with others’, can facilitate rich experiences of co-
listening over distance. We also investigate how the combination
of people’s personal histories for mutual exploration might lead to
opportunities for interpersonal connections and group reflections
among listeners.

While the four networked Queue Players exist as highly finished,
robust artifacts (see Figure 1.), as a Research through Design (RtD)
[7] project, its primary mode of distribution is through a highly
textual, static research paper. Inspired by recent work advocating
for creation of alternative representations of RtD projects [3, 5,
6], our video offers an extension of the Queue Players through a
dynamic artistic explanation and user scenario of the outer and
inner workings of them, drawing on stop motion, collage and zine
aesthetics [1, 2, 8]. Taken together, these artistic techniques and
aesthetics aim to emphasize the reflective, slow, and subtly evolving
conceptual qualities shaping our design of Queue Player. Our work
contributes a modest case illustrating how video can operate as
a medium that is both explanatory and creatively expressive in
understanding and distributing artifacts from an RtD project. The
short video embodies key qualities of reflection, temporality, social
connection and materiality — core to the conceptual framing of
Queue Player — while opening the project up in a playful and
creative way, potentially to an audience beyond what can be served
by a small batch of functioning systems.
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