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ABSTRACT 

Commons-Based Peer Production (CBPP) is the creation of Internet-based 
works through global dynamic participation of volunteers according to public 
collaboration, freedom and equality code of conduct. This study presents a digital 
audiobooks library setting as it relates to commons-based peer production. There are 
many outstanding features of digital audiobooks such as a combination of multi-
element, unrestricted on ambient lighting, hands-free, portable collection, diversified 
carrier, easier to share,  and flexible use of time. 

Compared to the English counterparts, Chinese digital audiobook resources are 
obviously inadequate. This study aims at engaging open source content 
management software to build a Chinese digital audiobooks platform with the idea of 
CBPP in mind and using this platform to recruit voluntary participants, contributing 
their works, gathering experiences and views of participants. It is expected that the 
results of this study will be an important reference to the development of digital 
audiobooks platform.  
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1. INTRODUCTION 

The rapid progress of Information and communication technology facilitates 
knowledge sharing. In the twenty-first century, with the widespread of Internet, the 
acquisition and dissemination of human knowledge is no longer limited by time and 
space. The ability to acquire knowledge not only affects the learning of human beings, 
but also affects the resilience of people when they face and survive in a rapidly 

changing and competitive environment. This study aims to explore the existing 
network collaborative atmosphere, digital audiobooks and the way of 
convergence of audiobook creation. 

1.1 Background 

Nearly half a century, as the computer, communications, information technology, 
rapid flourish, helping to diversify the dissemination of knowledge tools, knowledge 
dissemination forms of media breakthrough in the past for using the senses. The 
channels of knowledge dissemination constantly break out the limit of original media. 
Electronic product design trend observed, with short, light-based, with digitization and 



transmission speed, quality, technology continued to improve, for audiobook 
development more a niche. Technology has thus given us an opportunity to do 
something with culture that has only ever been possible for individuals in small 
groups, isolated from others. Think about a volunteer telling a story to a collection of 
old people in a small nursing home. Now imagine that same storytelling extends 
globally. 

On the proportion of the world's population use of language, Chinese is the 
world's top three (Spanish, English and Chinese). It is deeply regrettable that 
Chinese audiobooks are far less than the English counterparts. Since 2005 due to 
the rapid development of the digital music mobile playback devices, it prompted 
listening books culture thriving in Europe and the United States because the creation 
of English audiobooks rapidly grows. This greatly enhanced human convenience and 
flexibility of access to knowledge. We look forward to more knowledge workers' 
joining as well as building a creative environment for Chinese audiobooks. 

The end of the twentieth century, the mainstream of the audio recording from 
analog to digital, the spread of digital audio files over the network, adopted a non-
entity in spread. Regardless of listening, collection, dissemination digital audio files 
are more compact, convenient, quick access in the 21st century, human life and the 
close integration of mobile devices. 

1.2 Project Description 

This study will analyze the motivations and needs of the participants of public 
collaboration platforms. According to the analysis results, an open audiobook 
platform will be designed and developed. About 30 volunteers will be recruited to join 
the actual experience of the platform. Then, research data will be gathered through 
interviews, surveys, message records, and logs. The research results will help 
understand audiobook platform participants in Taiwan and improve the open 
audiobook platform. 

2. LITERATURE REVIEW 

Widespread applications of Internet change how human beings understand the 
world and share the knowledge, for example: 

1. Convenient knowledge exchange: knowledge creators and readers learn the 
fellows to ask for each other over the Internet, debate ideas, and converge, 
correct or update opinions more quickly and directly (Adams, 2012). 

2.  Integrated hypermedia: the Internet combines diverse multimedia information, 
ranging from text, images, audio and video, to the three-dimensional media, such 
as global positioning satellite, space-time data. A variety of multimedia 
information are interconnected with each other, resulting in the integration of 
different knowledge content. 

3. The authority of knowledge by the network of personal media challenges: 
interpretation of knowledge, published by the publishing unit even more stringent 
government screening, control, but not free, audience or readers can only 
passively receive knowledge message lack of self-selective and express different 
views pipes. Now across the Internet, more easily through public participation, 
knowledge debate, however, due to control difficulties, the content varies greatly, 
the knowledge content screening more difficult. (Hagel & Armstrong, 1997/1998) 



A group of engineers of the German research organization Fraunhofer-
Gesellschaft invented mp3 (Moving Picture Experts Group Audio Layer III, i.e. 
MPEG-1 Audio Layer 3, motion picture experts compression standard audio level 3), 
and standardized in 1991. From this point, digital audio coding is widely used, and 
dramatically reducing the amount of audio data. And over the past 10 years, rising 
penetration rate of mobile devices, digital audio files, , and digital talking books have 
become a mainstream. 

2.1 Audiobooks 

Audiobooks have been used to teach children to read and to improve reading 
comprehension. They have also been useful for the blind, handicapped, illiteracy and 
seniors for a long time. In recent years, audiobooks are also popular with commuters, 
long-distance travelers, and busy people who love reading but don’t have the time to 
sit down to bury their faces in books. Listening to audiobook is suitable for 

multitasking, which means that people engaging in mechanical tasks which do not 
require much thought can simultaneously listen to audiobooks and enrich their 
knowledge. In addition, the medicine uses it to help patients with brain injury and 
to encourage patients. 

Over the last decade, the advent of affordable and convenient personal digital 
music players which supported audiobooks files, the creation of online downloadable 
audio collections like LibriVox, and gradual growth in the volumes digital audiobooks 
have all led to audiobooks being one of the fastest growing and successful formats 
for listeners.  

Compared with printed materials, audiobooks have many outstanding features, 
including the performance of the multi-element (tone, accent, timbre, modal and 
background music), independent of ambient lighting restrictions, hands-free, easy-to-
use sporadic time to listen and flexible use of time. Even better, digital audiobooks 
save storage space, have diverse choice of storage media and playing equipment. 
Furthermore, the using of audiobooks is increased with the popularity of mobile 
devices and they are easy to spread, share, and exchange. Downloadable 
audiobooks do not carry mass production costs, do not require storage of a large 
inventory, and do not require physical packaging or transportation.  

2.2 Commons-based peer production 

“Commons-based peer production” (CBPP) is a term coined by Yochai Benkler 
(2002, 2006) in his theoretically grounded explanation of a recognized Internet-based 
phenomenon. This phenomenon involves the production of web sites by a worldwide 
and shifting team of volunteers. It reveals a new model of socio-economic production 
in which the creative energy of large numbers of voluntary participants is coordinated 
with the aid of the Internet into huge, meaningful task. For the most part, it’s without 
traditional hierarchical organization. These projects are often conceived without 
monetary compensation for contributors. The defining characteristic of CBPP is the 
voluntary and community-regulated production of a complex intellectual work. Figure 
1 illustrates the architecture of CBPP. 

The commons-based peer production model consists of three elements: 
community, norm, and Internet. Co-creators in the community can participate or quit 
at any time. How to bring together participants and reduce exit or negative emotions 
is the key to the success of a public collaboration platform. Community norms are 



considered to be the core of a public collaboration platform, and it's the major force to 
bring together shifting team of volunteers. 
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Figure 1 The architecture of Commons-based Peer Production 

2.3 Norms and cyber norm 

Norms largely dictate group behavior due to members' expectations and 
obligations. Norms actually increase the efficacy with which group members interact 
with others because of an enhanced ability to anticipate each other's behavior. They 
take on different levels of intensity depending on the circumstances and actors 
involved. Cyber norms are practices that have been developed through mutual user 
assent and in deference to the preferences of other users. Over time, the cyber norm 
grew larger, developed group norms within its own system, and eventually reached a 
level of quasi-independence from the social norm. On the other hand, due to the 
Internet's profound impact on society, social norms have now become dependent on 
cyber norms to a certain degree (Major, 2000). Cyberspace is the environment that 
users can monitor each and play the role of public opinion. It urges Internet users to 
self-restraint and reduces the negative network activity in the impulse. The network 
specification significance and enlightenment of the users include: (1) using the 
Internet must be bound by the cyber norm, (2) Internet citizens must comply with the 
cyber norms, (3) Internet users should understand the applicable scenarios of 
different norms, (4) Individual and society should exercise self-discipline, (5) cyber 
citizens should be involved in setting up, fix network rules to safeguard the public 
welfare, and (6) Internet community should perform the functions of supervision and 
sanctions. 



3. OBJECTIVE OF THE STUDY 

In addition to achieving a successful implementation, a legitimate concern for 
any digital library effort is its sustainability. Aside from fiscal and organizational 
sustainability, this includes participatory sustainability (Krowne, 2003). Participatory 
sustainability comes from continued and sufficient participation in the effort by its 
participants. This study aims at two goals: 

 Understanding the motivation, purpose and demand of voluntary participants 
who take part in the creation of audiobooks. 

 Revising the design and development of the features and specifications of a 
digital audiobook collaboration platform. 

4. METHODOLOGY 

Currently, an open public participation in the creation of digital audiobooks 
collaboration platform has not yet appeared in Taiwan. As far as the researchers' 
understanding, the study is the first attempt. The subjects for this study will consist of 
digital audiobook creators, text editors, compilers, narrators, catalogers, and cover 
designers. 

This study consists of three dimensions, namely, specifications, technical, and 
community. The research is divided into three phases. 

4.1 Phase I 

The Phase I consists of two steps and the major research method is content 
analysis: 

Step 1: Analyze the user interfaces and functions of existing collaboration platforms. 
The focus of this study includes the following three platforms: 

(1) Project Gutenbert (http://www.gutenberg.org/) 
(2) Wikipedia (http://www.wikipedia.org/) 
(3) PlanetMath (http://planetmath.org/) 

Step 2: Evaluate open source content management systems. Assessment criteria 
include (Corwin, 2009): 

(1) Ease of hosting and installation 
(2) Ease of setting up a simple site  
(3) Ease of learning to configure a more complex site  
(4) Ease of administrating content  
(5) Graphic flexibility 
(6) Structural flexibility 
(7) User roles and workflow 
(8) Community / Web 2.0 functionality 
(9) Extensibility and integration 
(10) Scalability and security 
(11) Site maintenance 
(12) Support / Community strength 

http://www.wikipedia.org/
http://www.wikipedia.org/
http://planetmath.org/


4.2 Phase II 

For the research purposes, this study collects the experiences of co-creators for 
the collaboration platform. 

Step 1: Design and develop a collaboration platform. Study and analyze the elements 
which attract participants to continue to contribute in an open collaboration 
platform (refer to Table 1). These elements will be embedded in the public 
collaboration platform which will be experienced by the 30 participants of the 
third step of phase II. 

Table 1:  Motivations for voluntary participants 

motivations Explanation and methods of implementation 

(1)  
enjoyment 

a “cool” project may be more fun than a routine task (Weizenbaum, 
1976; Lerner & Tirole, 2002; Benkler, 2006) 

 Convey ideas and content on the site and instantly render the 
content value of the amount of growth. 

(2) 

ingenuity 

an inspired mating of simplicity and power (Gelernter, 1998) 

 Embed some mechanism, such as encouragement, thanks, 
respect, and user feedback, in order to inspire the participants 
to contribute their creativity. 

(3)  

peer 
recognition 

 

the ego gratification incentive stems from a desire for peer 
recognition (Lerner & Tirole, 2002) 

 Provide the possibility of creative freedom for creators and 
signal their talent. Peers learn from each other. 

(4) 

career 
considerations 

the career concern incentive refers to future job offers (Lerner &  
Tirole, 2002) 

 Praise and highlight the contribution of creators, for example: 
set contribution chart for commending them.  

 Each volunteer has a profile to introduce themselves. 

(5) 

self-efficacy 

describing the perceived contingency that one’s own high effort 
leads to high performance (Hertel, Neidner & Hermann, 2003) 

 Show the cumulative number of works of each creator and the 
clicks of each work. 

 The system automatically expresses thanks to contributors 
when each work is uploaded. 

(6) 

strategic 
comple-
mentarities 

it may flourish as voluntary participants of different expertise 
have faith in the project  (Lerner & Tirole, 2002) 

 Create modules for team, election, division of labor, task 
convergence. 



Table 1 (continued):  Motivations for voluntary participants 

(7) 

goodwill 

the glimpse of a process of give and take, by which people do lots 

of work on their creations which exchange for happiness of helping 
others (Ghosh, 1988; Wasko & Faraj, 2000) 

 Embed the mechanism which listeners can praise creators. 

 Present the contribution of creators or Contribution amount 
leaderboard. 

 Create a harmonious and friendly atmosphere, the 
participants, to share caring, encouragement and praise. 

 (8) 

heterogeneous 
demand 

ignoring the needs of heterogeneity in the mainstream market for a 
long time (Franke & von Hippel, 2003) 

 Highlight the characteristics of this platform, ideas, vision in a 
separate and conspicuous space. 

(9) 

intellectual 
exchange 

people have a strong desire to engage in intellectual exchange with 
a community of practice (Wasko & Faraj, 2000) 

 Promote the point of view that Knowledge is managed as 
public good. 

 All contents can be retrieved via an external search engine. 

 Allows listeners and creators to add tags in the content. 

 Classify the audiobooks according to the content. 

 Recommend the relevant works to the audience. 

 (10) 

resource 
sharing 

helping others, motivate altruistic virtues  (Wasko & Faraj, 2000) 

 Emphasize that group outcome from individual efforts. 

 Mark out those items which urgently need for contribution. 

 Solicit contributors through various network resources. 

(11) 

popularity 

prestige, both the technical and folkloric levels attracted bright 
people to contribute great things (Raymond, 1999) 

 Allows participants to initiate and lead collaborative projects. 

(12) 

faith 

believing unity is strength, feather by feather the goose is plucked 

 Engage a thoroughly transparent platform that faithfully 
records and renders all individual interventions in the common 
project. (Benkler, 2006) 

 Facilitates discourse among participants about how their 
contributions do, or do not. 

 Fairness, openness is an important way to get trust. The 
platform must strive to maintain this spirit. 

 



Step 2: Devise the public collaboration platform promotional strategies and plans, 
brings together the different contributors to participate in. 

Step 3: Through the platform of step 1 of this phase, invite volunteers to participate in 
the actual operation and experience of the collaborative process. Take in-
depth interview from 30 participants (at least 3 works) and use the messages 
added in the platform to collect data. 

In the step 3 of the second phase, Maslow’s hierarchy of needs and Theory of 
Reasoned Action (Fishbein & Ajzen, 1975) will be employed to analyze the behavior, 
attitude and intention of voluntary participants. The human behavior intention is 
influenced by attitude and subjective norm. According to these theories, the interview 
outline and semi-structured questionnaire mainly includes five dimensions: the beliefs 
and evaluations of the volunteers, participant's attitudes toward behavior, normative 
beliefs and motivations to comply, subject norm and contributor's behavior intention. 
Refer to Figure 2. 
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 Figure 2:  TRA model for voluntary participants 

4.3 Phase III 

Step 1: Semi-structured questionnaires will be designed in accordance with the step 
3 of the second phase. 

Step 2: Follow the questionnaires of the Step 1, online survey for all participating 
contributors of the platform will be administrated. 

Step 3: According to the data obtained in Step 2, descriptive statistics will be used to 
analyze the strength of the co-creators’ needs and motivations. 

5. EXPECTED FINDINGS 

The researchers hope to build the first public collaboration audiobook platform in 
Taiwan. Through the course of this study, more knowledge lovers can experience 
public collaboration, and more creative sharable audiobooks can be produced. It is 
expected that the study will have the following contribution: 

1.  Developers who wish to establish a CBPP platform can refer to the results of this 
study to grasp, understand, and meet the needs of the participants, which will 
result in the increasing in the number of contributors, content creation, and 
collection. 



2. The sustainable operation of the proposed digital audiobooks collaboration 
platform will encourage more storytelling volunteers in primary schools and public 
libraries to make contribution. 

3. Stimulate human goodness virtue through public collaboration experience. 
Influence will be increasing over time. 
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