
Digital version: http://urn.kb.se/resolve?urn=urn:nbn:se:hb:diva-27165 
ISBN 978-91-983397-5-8 (printed)
ISBN 978-91-983397-4-1 (pdf)
ISSN 1103-6990, Skrifter från Valfrid, no. 73

D
O

C
TO

R
A

L 
TH

ES
IS

Li
br

ar
y 

an
d 

In
fo

rm
at

io
n 

Sc
ie

nc
e

D
O

C
TO

R
A

L TH
ESIS

Elisa Tattersall W
allin

SO
U

N
D

 R
E

A
D

IN
G

: E
X

PLO
R

IN
G

 A
N

D
 C

O
N

C
E

P
T

U
A

LISIN
G

 
AU

D
IO

B
O

O
K

 PR
AC

T
IC

E
S A

M
O

N
G

 YO
U

N
G

 A
D

U
LT

S 

SOUND READING
ELISA TATTERSALL WALLIN

Audiobooks and subscription services have been increasing 
in popularity in recent years. Yet, little research exists 
on how contemporary audiobooks are used. In this PhD 
thesis, audiobook listening is studied as a reading practice. 
Focus is placed on the temporal and spatial aspects of 
audiobook reading practices, as well as on the tools with 
which practices are carried out and shaped. This includes 

subscription services, platforms, apps, user interfaces and the devices used 
for listening, such as smartphones, speakers, headphones and earbuds. The 
context of the project is Sweden and the user group chosen for exploring these 
reading practices is young adults aged between 18 and 20.

The thesis takes an explorative approach, where several theories and research 
methods are operationalised in four scholarly articles. Schatzki’s practice 
theory forms a foundation for the thesis, with the theory of timespace applied 
to consider temporal and spatial aspects of activities. Furthermore, the 
theories of remediation and affordances have been included to examine the 
digital technology related to contemporary audiobooks. Different aspects 
of audiobook practices have been explored in three empirical studies, first, 
a transaction log study with temporal user patterns from a subscription 
service. Second, an interview study with ten young audiobook users, and 
third, an app feature study focusing on the features of the player function 
in three audiobook apps. As such, the approaches are both qualitative 
and quantitative, and digital methods are employed together with more 
traditional research methods in virtual forms. Moreover, the thesis also 
develops and clarifies concepts relating to audiobooks, subscription services 
and reading. 

Exploring and conceptualising audiobook  
practices among young adults
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Affordance was originally introduced by Gibson (1977) in regard to how animals and humans 
perceive the affordances of natural objects, that is, what actions become possible to perform 
within the local environment. This depends on the species and their needs. For example, a rock 
with a flat surface can be used for sitting or lying on and a wooden stick can be used as a cane 
for walking or as a club for hammering. Since its inception, 

example, Gunnarsson Lorentzen, 2016; 
Haider, 2016). Furthermore, the use of affordance in this thesis follows how the concept has 
been used within Human Computer Interaction to consider possibilities for user practices 
example, Fragoso et al., 2012; Kaptelinin & Nardi, 2012). 
 
Affordances are here understood as how users can interact with an app interface (Kaptelinin & 
Nardi, 2012). Aside from allowing for interaction, it permits a consideration of what happens 
in the interaction. For example, it may be possible to tap a symbol, and by tapping it something 
occurs; a song begins playing or a setting of the app is adjusted. Kaptelinin and Nardi (2012) 
take a scroll bar as example, not only does it have an affordance which allows the user to drag 
the bar, but this also causes the content on the screen to move, making some aspects of a 
webpage or app visible and others invisible. Furthermore, affordances are applied in this thesis 
to consider how the design of apps and their features affords certain activities while others are 
made more difficult or impossible.  As such, certain practices become more common than 
others. The concept of affordance is here applied concisely to consider how digital technology 
can be used, and how this relates to the development of practices.  
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