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Abstract 

Podcasts are mostly played using screen-based devices, but despite this, podcasts do not 
utilize the opportunity for screen-based interaction. There have been efforts to innovate 
around playback interfaces through the development of “enhanced podcasts”, but there have 
not been any formal studies on this approach. We developed a prototype podcast player that 
uses interactive visual elements to enhance the audience's experience. In this paper, we 
describe a formal remote qualitative study that investigated how podcast listeners interacted 
with our prototype in three different environments. Participants rated chapterisation as the 
most important feature, followed by links, images and transcripts. The features of our 
prototype worked best when listening at home, but certain features were valued when used on 
public transport. 
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1 Introduction

The number of podcast listeners has been growing rapidly [1, 2, 3]. Last year, in the USA 32% of adults

listened to a podcast each month [1], and in the UK 17% listened to a podcast each week [4]. Based

on RAJAR’s market research [4], podcast listening is done at home (49%), on public transport/walking

(19%), whilst driving (16%), and during work/study (10%). Younger people want to listen to content at

a time and in a format that works for them – a trend that looks unlikely to change in the near future

[2]. For example, twice as many under-35s listen to podcasts than over-35s [2].

Radio listening amongst 15–24 years old has decreased over the years both in the UK and the

USA [1, 4]. One of the driving factors of this is the adoption of smartphones and on-demand services

such as Spotify [5]. Radio and TV broadcasters are embracing podcasts as an extension of established

programmes [6, 2, 5], and radio listening is shifting to digital platforms [2].

Over 90% of podcast listening in the UK is done using a screen-based device [4]. A screen provides the

opportunity for displaying additional information and providing interaction features. However, current

podcast players have yet to maximize these capabilities. “Enhanced podcasts” enhance the podcast

listening experience by adding information, such as images, text, links, chapters and contributors. These

are presented using an interactive screen-based interface.

Enhanced podcasts combine a variety of information and features. We wanted to find out which of

these elements users value most. Podcasts are listened to in various environments and for various reasons

[7, 8]. We wanted to understand how the listening environment affects the utilisation of the enhanced

podcast features. Podcasts are primarily an auditory experience, so we also wanted to understand what

effect the visual aspect of enhanced podcasts has on the listening experience. Through this process, we

hope to develop new listening experiences that better fit the needs of younger audiences.

2 Background

Podcasts emerged as a technology that used web syndication to automatically download a series of audio

files to a playback device [9, 2]. Podcasts gained popularity after becoming available in the iPod [10, 11]

and then through iTunes [3]. In March 2018, Apple Podcasts passed 50 billion all-time downloads and

streams [12].

2.1 Motivation to Listen

People listen to podcasts predominantly to accompany multitasking and increase productivity in their

daily life [8]. Compared to radio listening, where listeners can tune in and listen to the broadcasts, podcast

listeners have to actively seek and subscribe to podcasts [13]. Recent research by Edison Research [1]
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and RAJAR [4] showed that the main motivations of podcasts listeners are to learn new things, to

be entertained, to stay up to date with the latest topics, to relax, to be inspired, to escape, and for

companionship. Listeners that are motivated to learn new things may appreciate the opportunity to

interact with the content, and the devices they use to listen affords them the opportunity to do so.

Non-native students often use podcasts to improve and practice their listening comprehension and

speaking test for standardized English test such as IELTS or TOEFL [14, 15]. Podcasts are also used as

one of the methods to improve understanding of certain topics in higher education [16, 17, 18]. Students

enjoy using podcasts to study at home because it allows them to listen to specific materials that they

missed or did not understand multiple times [16, 17]. A study found that listening to podcasts can be

beneficial in improving speaking skills and confidence [19]. However, it also found that visual learners

may not find audio podcasts suitable or engaging when they use them to learn a foreign language [19].

Enhanced podcasts may provide a middle-ground that can support those users.

2.2 Enhanced podcast interfaces

Several previous interfaces for enhancing podcast listening have been developed, however there have not

been any formal studies qualitative on these. There have been previous initiatives to innovate podcasts,

and to create new podcast formats [20, 21, 22, 23, 24, 25]. For example, podcasts such as The Joe Rogan

Experience already use YouTube to share/embed videos, links or images; or to enable more in-depth

description and explanation to their audiences [23].

Amplify used text messaging to interact with their audience by giving them the ability to request

additional information by text, and to receive the information immediately on their devices [26]. They

reported that this system allowed them to build trust and have a deeper and more personal relation-

ship with their audience [26]. However, the technical limitations of text messaging mean it cannot be

synchronised with the audio.

The Guardian’s Mobile Innovation Lab released a web-based audio player that enhanced a podcast

called Strange Bird with visual elements including graphics, images, links, and chapters [25]. These were

integrated to the listening experience using a web app. In a survey, 97% of respondents said they “would

consider listening to this format again” [25], but we could not find any further published results.

SMAB is a web audio player that includes an interactive synchronized transcript, with bookmarked

links, images and audio [24]. During playback, an audible prompt is used to alert listeners to new content.

We could not find any studies of SMAB [24].

FastForward was an interactive podcast player developed by the BBC as part of work on prototyping

news story formats for 18—26 year-olds [21, 27]. The web-based interface displayed a transcript that

played synchronously with the audio. Users could navigate the audio by scrolling through the transcript.

The interface also featured a horizontal progress bar that used colours to segment the programme by

speaker. In a focus group, participants found the interface intuitive. They used it to skip to interesting

bits, or review things they’d missed.

Entale is an enhanced podcast player app for iOS [20]. The audience can scroll through a timeline

that consists of chapters, images, links, video, maps, and quotes. A progress bar uses dots to indicate

where information appears in each chapter. Links and chapters can be bookmarked for consumption at

a later time. The app also features a tool for creating and sharing a custom audio snippets. An informal

study by the company themselves claimed that their interface improves brand and advertisement recall

[28], but we could not find any formal or independent studies of Entale.

Detailed reports about podcast listening are mostly in the form of market research [1, 5, 2, 29]. These

reports reveal the numbers of podcast listeners, what they listen to, and where they listen; but they don’t

describe the behavior of podcasts users in any detail. There are studies about how podcasts can be used

2



in educational environments, but there is not much literature about how podcasts are used in real-world

contexts. Due to the lack of in-depth studies on enhanced podcasts, we decided to design and run a

study that would help us to understand this emerging format.

3 System Description

We based our study on an enhanced podcast player interface that we developed for a previous study [30].

The design, shown in Figure 1, is based on a vertically-scrollable timeline. The interface uses several

features to enhance podcasts, as listed below:

Figure 1: Podcast playback interface, showing title and description, with chapter sidebar (left), and the

scrolling timeline with transcript, contributor and image (right).

Transcript A full transcript of what is said in the podcast, broken into sentences. Each sentence is

aligned with the audio, and the currently playing sentence is highlighted. Clicking on a sentence begins

playback from that point in the podcast.

Contributors Each time there is a change in the person speaking, a thumbnail image is displayed

alongside the transcript. Clicking on the image displays the contributor’s biography and related links.

Chapters The timeline is broken into chapters using horizontal rules. Each chapter has a name and

synopsis. The chapters are listed on a vertical sidebar, which displays the chapter names when first

clicked. The currently playing chapter is highlighted. Clicking on a chapter in the sidebar begins

playback at the start of that chapter.
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Images A related image and caption can be included on the timeline. This can also be used to display

other graphics, such as a chart representing data.

Links A web link can be attached to any sentence in the transcript. These can be used to link to the

source of claims, or for further reading on a topic.

Sharing A button is available for sharing a link to the podcast. The link can be configured to play

from (i) the start of the episode, (ii) the current chapter, or (iii) the current sentence.

4 Methods

The aim of our study was to understand the behavior of users when interacting with our enhanced

podcast player interface in their natural environment. To achieve this, we designed a remote field study

that allowed participants to use the podcast outside of a laboratory setting. A remote design also made

it easier to recruit participants.

Our study aimed to understand the value users attribute to the various features of the interface in

each environment, and to learn how the visual interface affects the participants’ experience.

Specifically, our research questions were:

1. What kind of interactions do users value most from the enhanced podcasts, and why?

2. What is the effect of the environment on interactions with enhanced podcasts?

3. How does a visual interface affect the podcast listening experience?

We focused on podcast users that are 18–35 years old because fewer younger people are consuming

broadcast services, and we are seeking to develop services that appeal to younger audiences.

4.1 Environments

Based on previous user research [1, 4], we identified the environments in which podcast users primarily

listen to podcasts. These environments were home, driving, public transport/walking, and work/study

environment. For the purposes of this study we wanted to focus on environments that enabled the

participants to interact with the prototype, therefore we decided to exclude the driving environment

from our experiment. This left us with three environments to test:

• Home

• Work (or study)

• Travel (by public transport or walking)

4.2 Recruitment

We recruited participants in the 18–35 age demographic that regularly listen to podcasts, so they were

able to compare our prototype to their existing podcast experience. We only recruited those that regularly

commute so we were able to test the travel environment.

Based on the above considerations, we used the following selection criteria:

• Aged 18–35
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• Listens to at least one podcast per week

• Regularly travels by public transport or walking

We recruited participants through mailing lists in a university and an industrial research group, as

it allowed us to advertise to large populations of young people who regularly commute.

4.3 Content

The content used we used in our experiment would likely have a strong influence on the participants’

opinion of the technology. We were careful to select podcasts that were representative of typical podcast

listening in our demographic, so that participants would find it engaging. We also tried to select clips that

would utilise the features of enhanced podcasts. Previous research found that the three main motivations

of podcast listening were to learn new things, to be entertained, and to stay up-to-date with the latest

topics [1]. To match these motivations, we selected clips from the following podcasts that cover different

genres.

• Factual – The Infinite Monkey Cage, a panel discussion of the science behind the teenage brain

• Entertainment – The Lauren Laverne Podcast, a conversation discussing the latest TV shows and

movies

• Current affairs – Beyond Today, a report into the challenges of plastic waste recycling

We edited each clip to be approximately 10 minutes long, so that participants could have enough

time to experiment with the features, but also to complete the study in a reasonable time.

4.4 Protocol

4.4.1 Pre-Interview and Survey

Firstly, we briefed the participants on the study background, objective and design before asking them to

sign a consent form.

The objective of this stage was to understand participants’ current podcast listening behavior before

the study began, to allow us to compare their behavior after they used the interactive podcast. The

participants were given a short demographic survey that asked how often, where and why they listened

to podcasts, on what device, and what they did while listening.

4.4.2 Exploration Stage

We wanted to capture the participants’ initial reaction to the playback interface. We did this by asking

them to explore the podcast player for 5 minutes without training or direction. We used a remote screen

share to view and record their behavior on the screen. The participant was encouraged to think aloud

to allow us to understand the reason for their behavior. At the end of this stage, we asked:

• What do you think about the podcast player?

• What do you think about each function?
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4.4.3 Training Stage

The objective of the training stage was to introduce the participant to all of the available features of the

podcast player (images, transcripts, links, chapters, sharing, contributors). We asked the participants

to perform several tasks that used all of the features. The participants were allowed to ask questions,

and if they become stuck, we could prompt them. However, we did not give any other directions. We

recorded whether the participant was able to successfully complete the tasks, and we documented any

problems, confusion or comments during the tasks. This process ensured all participants are aware of all

the features that were available in the prototype that might not be visible during the exploration stage.

This stage also allowed us to note any issues that might occur that had not been identified in previous

testing.

After this step, participants were asked to rank the features according to their own perception of

“importance”.

4.4.4 Remote study

We conducted a remote study so that participants would interact with our podcast player in their

natural environment. We selected this approach as it minimised interference with participants’ natural

behaviour, allowing us to study behavior that might be hard to replicate in the lab (e.g. listening on

public transportation), and making it more practical to conduct the study.

The participants were asked to listen to each of the three 10-minute podcasts in a different environ-

ment. The mapping between podcasts and environments was balanced using a Williams design Latin

square [31]. However, for practical purposes, we allowed the participants to choose the order of the

environments. Participants were asked to complete this stage within a week, so that they would retain

their memory about their experience.

We asked participants to complete a short survey directly after listening in each environment to

capture information about the device they used, the features they interacted with, and their initial

reactions on what they liked and disliked about using the prototype in that environment.

4.4.5 Post-study interview

We completed the study by conducting a remote semi-structured interview with the participant through

a video call. In this interview, we asked about their preferred environment to listen to the podcast, their

activity when they listened, whether they would use it in the future and their experience of the different

enhanced features available. We also noted if there were any issues or difficulties while they played the

podcasts. We recorded the interview for later analysis.

We also asked participants to rank the features and environments that they thought worked best for

enhanced podcasts. We asked participants about their preference between their usual podcast experience

and this interactive podcast prototype, and for their reasoning.

4.5 Analysis

4.5.1 Survey

The survey results were used to analyze the participants’ current behavior in listening to podcasts. It

also enabled us to understand the demography of the participants. The results helped us understand the

effect of the interactive podcast prototype to participants’ behavior.
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4.5.2 Qualitative Data

We transcribed the recordings of the final interviews and used thematic coding to extract key results.

We used affinity mapping to understand the pattern of how participants used the prototype.

The post-study interview helped us to understand the participants’ experience in each environment

and their feedback for future iterations. Of particular interest were the challenges they faced during the

study, issues they might have encountered, and their reasoning for using some features over others.

4.5.3 Quantitative Data

We used Friedman’s Test [32] to test the statistical significance of feature ranking before and after the

participants used the podcast player, and of the ranking of the environment podcasts that worked best

for them. We then ran separate Wilcoxon signed-rank tests to examine where the differences actually

occurred, using Bonferroni correction to compensate for testing multiple hypotheses [32].

Ranking of each feature in all environments was used to describe which feature the participants per-

ceived as important in each environment. We used overall weighted rank [33] to understand participants’

choice of environment. Finally, we counted the participants’ preferences over which environment they

preferred, and whether they preferred the prototype to their normal podcast player.

5 Results

5.1 Demographics

We recruited 13 participants to take part in the study, of which 12 completed the study. 8 participants

were in the 18–24 age group and the other 4 participants were in the 25-35 age group. 8 identified as

female and 4 as male. 7 participants were native speakers and 5 were non-native speakers. All of them

were students or young professionals living in an urban environment.

5.2 Prototype Usage

In the public transport/walking environment, most participants used a smartphone. At home and work,

most of the participants played the podcast prototype in their desktop. The participants could use the

podcast player intuitively without training. Most participants played the audio before they interacted

with the features. However, three participants treated the podcast content like a website when they first

interacted with it by reading the transcripts before playing the audio. Three participants mentioned

they found it overwhelming at first because of the presence transcripts, images and the chapter sidebar

in the interface

5.3 Environment

In the post study survey, the overall weighted rank [33] results revealed the home environment as the

best environment to use the prototype, followed by travel, then work.

Some mentioned that home is the place where they usually listen to podcasts, and where they had the

time and attention needed to interact with the content. However, they also mentioned that they might

not use it all the time, as they are likely to engage with chores, but will check the enhanced podcast such

as link, or images if something attracted their attention. P13 said “Whenever they mention something

like at the end about recycling and trash. I went back to look at the image, because they sound interested

or surprised”.
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Some participants reported that the travel environment was the best environment to use the podcast

because they did not have anything else to do and could focus on the podcast. P9 said “The reason

I have picked the public transport walking environment is because this was the time where I interacted

with the experience the most. The work and home ones were good, but came second to what I was

primarily doing when I put the podcast on. Whereas when I was on public transport it had 100% of my

attention”. They also mentioned that they were less distracted in their commute. In this environment,

transcripts were useful to navigate, skim the content, and understand the content better, especially in

noisy environments. A few participants only interacted with the interface when they heard something

that caught their attention. Walking is not ideal for the podcasts because they needed to focus on the

road and were unable to interact with the prototype.

Contrary to market research for the general adult population [4], the participants in our study said

they would not normally listen to podcasts during work/study because their mind is already occupied.

Some said they would use it during study break instead of music, as an informative type of entertainment.

This motivation is in line with previous studies [1, 4]. However, while working/studying there is not much

time or attention available for interaction. Some participants wanted to unwind, whilst other mentioned

that it might work if the podcasts were related to their study. Most participants expressed negative

opinions about this environment.

5.4 Features

Figure 2 shows how participants rated the importance of each feature at the end of our study. Chapters,

links, images and transcripts were rated as most important, and sharing and contributions were rated

as least important. Participants reported that the features in the prototype helped them to understand

the podcast quickly, and gave them to option to engage with the content if they wish. The participants

interacted frequently with chapters, links, images and transcripts, but rarely with contributors or the

share feature.

Figure 2: Forced ranking of features by importance, as tested at the end of the study. 1 is the most

important.
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5.4.1 Chapters

Most participants ranked ‘Chapters’ as the most important feature. Participants mentioned that chapters

were a convenient way to navigate the podcast and helped them to quickly understand what would be

covered in the podcast before they listened to it. However, some participants rated the chapters as less

useful as they preferred to follow the conversation by listening to the podcast. This might be influenced

by the short length of the enhanced podcast prototype for this study that was only 10 minutes, compared

to usual podcast that can last from 30 minutes to 2 hours. Some participants mentioned that in longer

podcasts, chapters might be very useful for the users as they are able to skim the main topics that are

discussed in the podcast.

5.4.2 Links

Links were ranked as the second most important feature. The participants found that links served as

useful resources. Links are valuable to support the argument, or to follow up if the participants wanted

to know more about the chapter mentioned in the podcast. As mentioned by P11 “For me having the

link is the most important thing. Because if you read about all or listen to something which you want to

follow up, which is probably is the best feature in the podcast”. Some participants mentioned that they

might use this as reference if the topic is relevant to their study. They also mentioned that it will be

good if they can be saved or bookmarked, so they can go back and see the link when they have the time

and capacity.

Some participants liked links as they were interested to know more about the information, whilst

others liked to see it there as a proof of the information, or to be able to fact-check claims in the

podcast.

5.4.3 Images

Images helped the participants to visualize information, providing a quick understanding of the podcast

content and extra information to the participants. When the podcast specifically mentioned an image, it

prompted the participants to check the images for themselves. As mentioned by P9 “Also, being able to

see images of what they were talking about was useful” and P13 “Photographs illustrate quite well what

is said.”. Images are particularly useful to explain more difficult topics or ideas, such as with scientific

podcasts.

5.4.4 Transcripts

Participants expressed mixed opinions about transcripts. Those who found them useful said they liked

being able to check when they thought they’d missed something that had been said. As mentioned by

P9“I found it useful because the tube can be very loud. You might miss something they said. So I actually

follow along with the transcript”. and P8 “ I love how clear the voice is and transcript to catch up the

skipped parts”. In public transport, especially in noisy vehicles, transcripts helped the participants to

understand what was being said. Participants also found transcripts useful in our factual podcast that

discussed neuroscience, because it helped them to digest complex, esoteric language in a way they could

not through listening alone. For entertainment, it might not be as useful as the conversation are normally

casual and already easy to follow.

However, transcripts were seen as overwhelming by some participants as mentioned by P1 “I liked

turning the transcript off. At first it felt like I had to read it because it was there - I preferred without.

There were enough images to make this interesting whenever I checked back”. The participant found
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that the transcript distracted them from listening. They suggested that they did not require the full

conversation, rather summary about the podcasts.

5.4.5 Contributors

Seven participants did not interact with this feature at all. They reported that this was because they

were more interested in what was being said, rather than who was saying it. However, four participants

stated that they liked being able to find out more about a contributor. For example, P7 said “I think,

the contributor was useful. I can’t remember now, he is a lecturer in a university and I click to see what

his expertise and he was affiliated to University of Lancaster I think. So it’s quite useful to see like who

this person was, give more context with people in the show”.

5.4.6 Sharing

There was only one participant that attempted to share the podcast. This might be due to the study

being an artificial setup with pre-selected content that the participants might not have chosen to listen

to. Participants mentioned that they might share the podcast if they know they have acquaintances that

might be interested in the topic and also listen to podcast. As mentioned by P2 “If I knew someone

will be interested, I might have shared it but I don’t know anyone who is particularly interested in that

topic”.

5.5 Interaction per environment

Figure 3 shows the features that participants reported they interacted with in each environment. The

listening environment had a statistically significant effect on feature interaction X2(3, N = 12) = 75, p <

.01, but the post-hoc analysis did not reveal any significant difference between any pair of environments.

Transcripts were the most-used feature when travelling, perhaps because they can aid intelligibility in

noisy environments. Images and links were the most-used features in the home environment. This may

be an effect of most participants using a desktop computer, which is more convenient that a mobile

device, and having fewer distractions.

5.6 Pre and post study comparison

We were interested to learn if there were any difference in how features were ranked between the first

time participants tried the podcast prototype and after the study. There was a statistically significant

difference in ranking before and after the study X2(2, N = 12) = 657, p < .01, but the post-hoc analysis

did not reveal any statistically significant differences for any individual features.

5.7 Effect of visuals on listening

Our interactive podcast prototype provided a more visual experience than normal podcast listening. We

were interested to know how the visual aspect of the prototype affected the participants’ experience.

Images and transcripts were a big part of the visual aspect of enhanced podcasts. These were helpful for

the participants to understand the podcast more and give context to the information. As mentioned by

P7 “The image is useful to visualize and stuff like that. The picture give more context about the issue

and the visualization of the link is useful”. However, a minority of the participants thought the visual

aspect could be too much. P1 said “ There’s a lot of stuff in the screen. Particularly when you’re on

screen and you see an image, the description and all the segments. It just felt like it’s much at once”.
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Figure 3: Features that participants interacted with during in the remote field study.

Figure 4: Features that participants interacted with at least once during in the remote field study,

grouped by environment.

Most of the participants mentioned that transcripts could be useful especially to understand difficult

subject such as for scientific content and images helped them to understand the content easier.

5.8 Overall preference

75% of the participants preferred the interactive podcast prototype compared to 25% that prefer the usual

podcast experience. The majority of the participants preferred to have the enhancements as optional,

so they can revert to their usual podcast experience and have only audio when they multitask or unable

to spare more attention. They would like to use the available features when they are interested in the

topic, and have enough time and attention to spare.

6 Discussion

Overall, participants preferred enhanced podcasts to their normal listening experience, but were only

interested in interacting when they had the time and attention span available, and when the content of

the podcast worked well with the features. In this section, we discuss how these results affect, and are

influenced by, the content and production of podcasts.

6.1 Chapters

The genre and length of podcasts may determine how useful chapters are in helping users navigate and

skim the subject matter. Some users commented that chapters might work well in more structured or

data driven podcast. Less structured content such as entertainment, conversations and fiction might

work less well with chapterisation as they would be harder to categorise and label.

There were some discrepancies between the survey results, the interviews and the observation results

for the chapter feature. Participants perceived it as the most important in the ranking, however they

interacted with chapters less frequently than transcripts. They also rarely mentioned chapterisation
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in the interview. It may be that although chapters are seen as important in general, they were less

important for the short 10-minute podcasts we used in the study.

6.2 Transcripts

Transcripts were ranked as less important than chapters, image and links. However the participants

interacted with this feature frequently, especially in the travel and work/study environments. Most of

the participants that interacted with transcripts were positive about them, but some preferred not to

have them at all. However, by including the ability to switch transcripts on and off, we were able to

satisfy both audiences.

Participants valued the convenience of navigatation and skimming that the transcripts afforded,

allowing them to move forwards and backwards much more easily than they normally would. This

skimming ability may be particularly useful in longer podcasts. During the interviews stages of our study,

non-native speakers mentioned that transcripts helped them to understand the podcasts. Additionally,

the native speakers mentioned that transcripts helped to make it easier to follow the podcasts, in the

same way that subtitles do when they watch videos.

6.3 Links

Participants enjoyed having links as it allowed them to dig deeper into a topic if they wanted to. However,

some participants expressed that it was more convenient to visit the links after they finished listening,

and when they were using desktop instead of a smartphone. Our prototype did not include the ability

to save or bookmark links, but we would consider including this function in future iterations.

6.4 Sharing

When designing our prototype, we expected that participants would be interested in sharing the podcast,

however the results of this study found that they did not. Participants stated that they were not familiar

with sharing podcasts, were not interested in the content, or did not come across anything they thought

their friends would appreciate. Although we ran this study remotely to try to capture natural behaviour,

selecting the content on the participants’ behalf meant they may not have found the content interesting.

It is also worth noting that podcast listening is mostly an individual activity, with 90% of people listening

alone [34, 4].

6.5 Production cost

If enhanced podcasts are to be produced on a regular basis, the cost of producing each of the enhance-

ments should be considered, and balanced with the audience interest and benefit. Links, images and

chapters were ranked as important features and are relatively inexpensive to produce. However, these

have an editorial impact on the content so they would have to be added by the producer of the podcast.

Transcripts take significantly more effort, time and money to produce, compared to the other features.

This is true even when automatic speech-to-text technology is used, as the transcripts must be corrected

by hand. However, this process can be done independently of the podcast producer, so although it may

be expensive, it would not add to the production time. Sharing features were not considered important,

but they do not incur any production cost beyond the segmentation done through chapterisation or

transcription.
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6.6 Content

Of the three different genres of podcast we tested in this study, factual and current affairs worked

best with the prototype’s features. These podcasts were much more structured that the entertainment

podcast, and covered topics that were difficult or less well-known. This meant that the images, links and

transcripts provided the listeners with more understanding, context, and credibility. The entertainment

podcast worked less well with the features as the tone of conversation was more casual, and participants

did not require more detailed explanation.

6.7 Environment

We found that the environment had a significant effect on the participant’s opinion of the podcast

prototype. Participants used and engaged differently with the prototype in each environment. For

example, on public transport, participants often had no other activity that was distracting them, so

their full attention could be allocated to the podcast. Whereas with the home environment, participants

were often carrying out other tasks like chores. The devices listeners were using also had an effect on

their behaviour. Listeners at home mostly used a desktop to interact with the prototype, which made it

easier to follow links for example, compared to a smartphone. Podcasts produced for this format would

have to cater for these varying levels of interaction by not relying too heavily on the enhancements to

ensure they complement, rather than replace, the listening experience.

7 Conclusion

We conducted a remote qualitative study of an enhanced podcast player with a young audience. We found

that chapters were rated as the most important feature overall, followed by links, images and transcripts.

Contributors and sharing were rated as less important. Participants reported that the enhancements

worked best for listening at home, but that transcripts proved helpful for aiding intelligibility in noisy

environments such as public transport.

8 Further work

Our prototype did not include functionality for saving or bookmarking items for later listening, but

some participants mentioned that they would like to see this included. Future research should consider

including this feature in the prototype and analysis. Alternatively, this could be done through conducting

a comparison with other enhanced podcast interfaces, such as Entale.

Our study was limited to a young audience living in an urban environment. The listening behaviour

of our participants may be significantly different from those of a different age, setting, culture or country.

A larger study may be able to consider these factors and compare their impact.
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