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Abstract 

1 

Abstract 

As the strict lockdowns during the global COVID-19 pandemic made the world 

more digital, nearly every industry was affected. The music industry in particular 

had already been going through many changes, though maybe none of them as big 

so far—musicians were restricted from performing "in real life" and had to think 

out of the box. Thus, coming to life virtual concerts and festivals. The purpose of 

this paper is to investigate how the transition to a digital live scene has been handled 

in the live music industry during the pandemic, and what the experiences of 

Generation Z and Millennials have been with specific video streaming platforms. 

To find the answers to these questions, a mixed-methods approach was taken, 

combining semi-structured qualitative interviews and an online questionnaire. 

The study provides an insight into what approaches music industry professionals 

took in handling different aspects of the changing world of concerts, both in terms 

of technical aspects and in the general shift that the music community experiences. 

Moreover, it provides an insight into users' preferences for streaming platforms, 

together with their respective advantages and flaws. More generally, a deeper 

understanding of what people perceive as gains and losses from the digitization of 

live events is also provided, with a look into the potential future of concerts.
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1 Introduction 

1.1 Background 

 

The global COVID-19 pandemic has affected every aspect of people's lives in the 

past two years. With harsh restrictions and lockdowns, many things have gone 

digital. That, of course, includes the music industry, which had already been 

experiencing drastic changes before the pandemic, with cassette tapes and CDs 

losing their popularity to give way to online streaming platforms like Spotify or 

Deezer. Now, in addition to that, musicians were restricted from performing on-

site — in concerts and festivals, and traditional strategies were no longer sufficient 

to build up and maintain a solid following. This greatly impacted the lives and 

income of artists, and the thousands of people working alongside them, from road 

crew and sound engineers to venues, and their staff (Henderson & Shelver, 2021). 

All subsets that establish the Music Industry as a whole, such as live events, 

advertisement, production, and distribution have been affected by the aftermath of 

COVID-19. However, one of the segments of the industry that has endured the 

most has been, without a doubt, the live music scene. According to Pollstar's 2020 

Year-End report, with the majority of 2020s live events canceled or postponed, the 

Boxoffice revenue for the Top 100 tours saw a 78% plummet in worldwide grosses, 

compared to the previous year. With the nature of physical performances, the live 

music scene was in an urgent need of moving itself completely to digital spaces in a 

way that was not accustomed to before, which changed the perspective of what 

could be done online; especially in times when lockdowns were affecting several 

countries globally and where people were not encouraged, or even allowed to attend 

events or any other large gatherings of people. 

In instances where live performances are not allowed, as they were during the 

COVID19 pandemic, many challenges arise. For example, many countries entered 

lockdown to reduce and prevent the spreading of the virus (Centers for Disease 

Control and Prevention, n.d.), thus making it impossible for musicians to schedule 

tours or participate in festivals, as those events were being canceled. 

Due to this, live performances have shifted to digital platforms instead. These 

changes have been key for musicians to produce stronger media content in order to 

build communities online, and while noticing plunging annual incomes, it has been 

a clear necessity for the industry to reframe its operations and explore different 

possibilities to support and embrace a fair digitalization with more sustainability and 

inclusivity while having the added value that physical performances could bring. 

While it is important to note that there are a variety of types of digital platforms, 

such as discussion forums (ex. Reddit, Quora), blogging and publishing networks 

(Facebook, Tumblr), or social shopping networks (Poshmark, Etsy); because of 

their popularity and relevance to our research, in this study, we will be studying 
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specifically video hosting platforms, such as YouTube Live, Facebook Watch, 

Twitch, and Zoom (Indeed, n.d.). 

The different video hosting platforms share certain similarities; however, their 

differences lie in their purposes. Platforms such as YouTube Live and Facebook 

Watch offer different functionalities than Twitch, for example, that affect not only 

the viewers, but also the streamers and their respective Live Stream Search Engine 

Optimization (Wilbert, 2021). 

These differences play an important role when performers need to choose which 

platform to use, how, and for what purpose; ultimately affecting the user experience 

that these sites can offer. The possibilities of interactivity, being part of a community 

and the accessibility of content, combined with stable infrastructures, high-quality 

video and sound, are attractive points for users, especially in mirror live experiences, 

which have gained rapid popularity mostly among users whose age range is between 

13 and 39 by the year 2022, also referred to as Gen Z and Millennials (3 Stats on Gen 

Z, Millennials, and the Future of Livestream Events, 2021). Therefore, from this study, 

significant insight has been gained into how the user experience and interactivity 

have been perceived and carried out by users in this target group who have 

participated in online concerts on any of the aforementioned platforms. 

 

1.2 Purpose and research questions 

 

The aim of this study is to explore how the live music industry has faced the 

challenges of a transition to a digital live scene during the global COVID-19 

pandemic. Therefore, the research questions are as follows:  

 RQ1. How has the transition to a digital live scene been handled in the 

live music industry during the COVID-19 pandemic? 

 RQ2. What have been the experiences of digital live shows for 

Generation Z and Millennials in relation to specific platforms? 

 

1.3 Delimitations 

 

In order to answer both of our research questions, the present study will focus on 

two main aspects: 

 

We will look at how the music industry has handled the digitalization of the live 

music scene during the COVID-19 outbreak, referring to the year 2019 to 2021, 

diving in-depth into how experts in the industry have used different video hosting 

digital platforms to compensate for the lack of live shows, their reasoning behind 
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the preferred platforms for this purpose, their usage capability and technicalities, 

and advantages and disadvantages of the overall digitalization. 

 

This study will also explore the user experiences of music fans between the age of 

13 and 39 by the year 2022 (also known as Millennials and Gen Z) in relation to 

technical solutions chosen for different musical events during the same pandemic 

period, focusing on user experience and interaction exclusively on four different 

livestreaming platforms: Facebook Live, Instagram Live, YouTube Live and 

Twitch. This limitation is due to their popularity during this period of time. 

Information regarding the digitalization gains, losses, and interests in user 

experience improvement are also to be gathered. However, it is relevant to mention 

that the present study will not be examining sociological aspects, such as the 

reactions, opinions, and attitudes of users towards the ongoing changes in the live 

music industry. 

 

It should be noted that this study is being done under a global scope, meaning that 

no participant has been excluded of the research process on the basis of their 

geographical region. 

 

1.4 Outline 

 

This study has a total of five chapters, excluding references and appendices, where 

four are to follow. 

 

To begin with, an exhaustive literature review will be covered in Chapter 2, 

Theoretical Background, where the reader will not only be able to get familiarised with 

the terminology used throughout the rest of the paper, but also with previous 

studies and theories that support and give further context to the purpose of the 

current research. Covering user experience in livestreaming platforms, 

livestreaming components and user experience, and interaction elements on the 

featured platforms to focus on (Facebook Live, Instagram Live, YouTube Live 

and Twitch), digitalisation and digital tools for online live music. 

 

Chapter 3, Methods and Implementation will describe in detail how it is expected to 

answer our research questions, with an explanation of the preferred research 

methods to be used for this study, together with all implications that justify the 

decisions made throughout the research—for instance, how participants will be 

gathered, and how data will be analysed. 

 

Consequently, Chapter 4, Findings and Analysis will cover all data that was collected 

under the guidelines of our chosen methods. Interpretation of this data will also 

be covered in this chapter. 
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Finally, Chapter 5, Discussion and Conclusion will serve as a closure to our findings, 

where our research questions will be answered. 

 

2 Theoretical background 

 

In this chapter, through specific sub-headings, a comprehensive review of relevant 

literature is presented to give proper context to the present study and to gain a better 

understanding of the basis of our research topic, and what has been previously 

studied in relation to it. 

 

2.1 Digitalization and Cross-media platforms for music 

 

The term “Digitalization” is defined as the adaptation of digital technologies into 

organizational activities, which could be applied to different settings such as 

countries, companies, or industries, to name a few (Brennen & Kreiss, 2016). This 

change has become more common as technology advances and new generations of 

users begin to take over. It has been a revolution, and the music industry has not 

been left behind. 

The rise of cross-media and streaming platforms, with the help of the internet, 

undoubtedly extended the horizons of the music industry, where new and different 

business models have emerged and overtime morphed hand by hand with the latest 

technological innovations when opportunities arise; where the tech leaders take on 

the lead, and the rest adapt as they see fit—this progression could be linked and 

better appreciated through the principles of the Diffusion of Innovation Theory. 

2.1.1 Diffusion of Innovation Theory 

 

Popularised by Everett Rogers in his book "Diffusion of Innovation Theory" (1983) 
this theory aims to assess how, why, and how quickly can new ideas spread within 
and across cultures. According to Roger, there are four elements to this theory that 
impact the spread of a new idea: 

- The innovation itself: the individual’s perception of a new idea. 
- Rate of Adopters: how agile and quick are individuals to adopt an 

innovation. 
- Communication Channels: how will messages be transmitted in-between 

individuals. 
- Social System: the collection of things that work together to achieve a 

common purpose, and any sort of individuals, in groups or separately, are 
driving components of a social system. 

A key piece in regard to this theory is that it also proposes a sub-classification of 
five categories for adopters-innovators, early adopters, early majority, and laggards. 
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In a literature review of Roger’s work, Orr (Orr, 2003) discusses that there is more 
to consider in relation to innovation than improved usability as the main outcome, 
which is described as the driving force for people to implement and adopt new 
ideas. Uncertainty is a big factor to be considered as the adaptation of innovations 
might directly affect various aspects of people’s lives and these may be disrupted; 
for instance, if the innovation is consistent with their current behaviours, beliefs or 
even how easy it is for implementation, which also concerns time resources. In 
many cases, the diversity in the person’s individuality is what ultimately allows for 
diffusion; therefore, the categorisation of the previously mentioned five adapter 
groups. 
 
Innovators are risk-takers and are not afraid of trying new things. They are of 
venturesome nature and appreciate being on the leading edge of new technologies. 
Early adaptors, on the other hand, base their actions solemnly on data collected 
from the innovator’s experience and processes; if the experience has been positive 
for the innovators, they will follow the lead and adopt. The early majority are usually 
wary of new ideas; therefore, they tend to adapt in later stages of diffusion once 
they feel that enough data has been collected for them to make a judgement of 
whether they can action and implement the innovation. And finally, the laggards are 
the group that embrace innovation far more slowly than the rest, adopting at last; 
for multiple reasons, whether it is pure scepticism or any other—they could also 
not adopt at all (Orr, 2003). 
 
If we were to go back to the definition of digitalization, then it is fair to say that this 
theory plays a huge part in how new technologies are shared and adapted by any 
member of a social system. Many studies reference this theory to better understand 
similar patterns in adaptation of innovations. 
 
It is undeniable how the music industry has found its ways to better tailor 
communication channels to respond to the needs of the public through innovation. 
All experiences that add an extra value to what a musician can offer are extremely 
important for them to keep themselves afloat in such a demanding industry, and 
complementary goods (e.g., concert tickets or merchandise) certainly add extra 
value to a musician’s pre-recorded work, which encourage listeners to consume 
(Byun, 2016). However, with internet as an open field, the rise of spaces that provide 
musicians the opportunity to be on-trend, market themselves and grow their 
communities are almost endless; nonetheless, in constant growth and development. 
Which is a great opportunity for exploration, and in consequence, for all five types 
of adaptors to take part in. 
 
However, in the specific case of this industry, the line can get blurry very easily. 
While streaming and various music-dedicated online spaces are an important part 
of it, practices such as live concerts or physical records are still a huge portion of 
the full experience that a consumer could get from an artist. Which can be the main 
reason as to why the industry has decided to push digitalization even further in the 
most recent years to find a better balance. 
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2.2 User experience and its value on livestreaming 

 

In his book “The Design of Everyday Things”, Norman (Jones & Bennett, 2016; 

Norman, 1988) refers to user experience as all practices that affect a consumer's 

perception of a product or system in a positive way. In the same book, Norman 

describes that there are two important characteristics to what is known as good 

design, and these are: “Discoverability,” and “Understanding.” The first one refers 

to how a user can be able to identify what tasks are possible to carry out, and the 

second one being how to do so. Under this premise, reaffirming the importance of 

user experience considerations when designing a digital application is essential. To 

establish a series of factors to consider when developing products whose usability 

should be enhanced and where accessibility standards need to be met to make the 

user’s lives better (Thoreau David, 2015) is a common practice to fulfill the 

expectations of “good design”. 

 

Hence why it is best practice that platforms are designed keeping in mind how their 

users are to interact with content through the screens—aiming for satisfying 

outcomes and minimizing the number of frustrations one can have while 

completing a task. This is particularly important in livestreaming services since 

broadcasts that offer special interactivity features strive to provide a one-of-a-kind 

user experience; this to compensate for the lack of in-real-life interactions that are 

missed in the process, and create value cocreation (Chou et al., 2022). 

 

In contrast with other types of media that are less ephemeral, livestreaming 

endeavors to simulate physical experiences through a screen. While some could 

argue it is a challenge, Jones & Bennet (2016) claim that the industry has found its 

way around offering unique selling points on interactivity features and navigation 

online. Livestreams not only invite the users to engage with the stream alone, but 

also to offer features and create spaces that allow for better interaction between 

viewers and the streamer in question—consequential to this, users develop a sense 

of belonging that ultimately results in a positive user experience, in a memorable 

online encounter, even more so in cases where physical experiences are restricted 

(Vandenberg et al., 2021). Some of these features may include audiovisual elements, 

social clues such as live chat components, and even the possibility to subscribe to a 

streamer for future event alerts. 

 

2.2.1 User interaction in livestreaming platforms 

 

Livestreams are by no means new to the industry with concerts being hosted 
virtually (Martin, 2007), it is true that the challenge was not only in making use of 
the platforms as such, but on how to use them in a way that viewers could 
recreate meaningful and emotional experiences of a physical concert, from home 
through their screens.  
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A livestream report by Pollstar (2020) revealed that platforms such as Facebook, 
YouTube, Twitch and Instagram were the most used social media applications in 
2020 for livestreamed musical performances, with millions of viewers tuning in to 
different events throughout the year. 

 

2.3 Live music experience and digital tools for online live music during 

the COVID-19 pandemic 

 

There is a widespread belief that analogue tools provide more faithful experiences 

than digital ones (Brennen & Kreiss, 2016), which draws the question of how the 

music industry finds the balance between all practices, the digital and analogue ones, 

without falling behind on developments. This becomes an even bigger question in 

times of disruption where analogue practices are not allowed. In 2019–2020 the 

COVID-19 virus outbreak pushed all industries to rethink the way they operate to 

adapt to new restrictions, and overall, a possible new life for a while (Aarts et al., 

2021). 

 

One of the most affected by COVID-19 subgroups of the Music Industry has been 

the live music scene, which has always provided an opportunity for musicians to 

connect physically and on-spot with their fans. Live and recorded music are an 

essential dynamic since they provide the duality of performances with a cultural 

influence, together with already reproduced media (Holt, 2020), resulting in 

constant stages of adversity and resilience from all involved parties. 

 

2.3.1 Resilience Theory in the industry 

 

The ability of individuals and organizations to bounce back after economic shocks, 

natural disasters, and other types of adversity is what Ledesma (2014) summarizes 

as resilience. However, to better understand the concept of the Resilience Theory, 

it is important to point out that resilience, as a concept, is quite complex with 

numerous definitions available that have evolved over time. This is something that 

Van Breda (2018) brings to light in their exhaustive literature review focuses on this 

theory and how it has been used by other scholars to build their academic 

framework for multiple studies. 

 

The general process of bouncing back from a disaster covers two key points that 

are characteristic of resilience and help to better contextualize under which terms 

this theory applies; these terms are “adversity” and “outcome” (van Breda, 2018). 

Adversity refers to an unpleasant situation that could impact someone’s life for (1) 

a considerable period of time, known as chronic adversity, or (2) it has a defined 
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and brief duration and level of impact; known as acute adversity. The outcome is 

the result of this process; the consequence of how one bounces back from adversity. 

 

Ultimately, Van Breda (van Breda, (2018) argues that what constitutes the 

phenomena of resilience, including its own definition, definitions of adversity and 

outcomes, and the way resilience occurs altogether with the processes that underpin 

it is what really makes up for the theory definition. 

 

On this note, without a doubt, all industries have been put in the position of having 

to find new ways to continue operating and to keep earning revenue safely—

especially in times when circumstances are constantly changing, such as the ongoing 

pandemic. In the case of the Music Industry, the already occurring digitalization has 

been offering audio streaming alternatives, with platforms such as Spotify available 

to users at a very affordable price; however, when it comes to live events, the 

industry has found itself in the need of finding digital spaces to migrate to amid 

adversity of unknown duration. 

 

By the end of 2020, audio streaming alone accounted for 62.1% of the total music 

industry revenue globally, while live broadcasts accounted for only 19.5% 

(International Federation of the Phonographic Industry, 2020). Taking a closer 

look, based on data collected from around 43,000 internet users in 21 countries, it 

was stipulated that by 2021, 2% of the weekly music engagement belonged to lives, 

including livestreams. By the end of the year, this number added up to a total of 

29%, positioning online concerts as an appealing option for listeners all over the 

world. One in three interviewees claimed that they engaged in some way with music 

livestreams in the last 12 months (International Federation of the Phonographic 

Industry, 2021). 

 

 

3 Method and implementation 

The reviewed literature utilizes both qualitative (e.g., Davies, 2021) and quantitative 

methods (e.g., Swarbrick et al., 2021). However, based on suggestion from 

Khlystova et al. (2022), the goal of this study is to implement a more sophisticated 

mixed-method approach, as it provides a larger spectrum of information and will 

help better understand complex problems. The complexity of the posed research 

problems requires a deep and broad understanding, which can be achieved through 

the combination of qualitative and quantitative data, as this can produce more 

complete evidence through both depth and breadth (Emerald Publishing, n.d.-b). 

Based on Greene et al. (1989), our main reasons for conducting mixed methods 

research are: 

- Triangulation—confirming results through different methods whenever 

data is scarce. 
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- Complementarity—one method's results enhance results from another. 

- Initiation—gaining new insights, which in turn stimulates new research 

questions. 

- Expansion—the range of the study expands using different methods. 

 

In the process of method selection, we considered different methods such as 

usability tests and focus groups. However, we deemed those would focalize entirely 

on the technical aspects of the issue, and we want to include some perspectives of 

human behavior. The aim is not only to understand what the technical differences 

in platforms are, but to also find out what makes it interesting for people to use one 

platform instead of another. This led us to choose interviews and a survey for our 

study, as they would allow us to explore technicalities and then follow up with 

tailored experience and behavior-related questions. 

 

The qualitative interview method we undertook is much different from quantitative 

interviewing, with its less structured approach and a focus on the interviewees’ own 

perspectives. It is important to note that there are different types of interviews–

structured, unstructured, and semi-structured. Structured interviews consist only of 

pre-determined questions, making it easier to later compare the answers of 

interviewees and to analyse them, however, it is difficult to gain a deeper 

understanding of the interviewee and their views through this approach, as it is not 

personalized and can appear as rather cold. An unstructured interview has no 

predetermined questions, it feels more casual and tends to put the interviewees at 

ease, resulting in more honest responses. Because interviewees are asked different 

questions, comparison and analysis of answers becomes more difficult. In semi-

structured interviews the benefits of the aforementioned types are combined. This 

type ensures objective comparison of answers, while also allowing for a 

spontaneous exploration of topics. The first research question of this study is 

exploratory in nature, thus making semi-structured interviews the best fit for 

answering it (Bryman, 2020). 

 

The self-completion questionnaire method we decided to conduct is like a 

structured interview in many ways. The lack of interviewers to ask questions 

personally is the main difference, as respondents need to answer each question by 

themselves. In answering the study’s second research question, a self-completion 

questionnaire conducted online was the better option, as it holds several crucial 

benefits. The research question is targeted toward a large demographic—

Generation Z and Millennials, geographically widely dispersed. Therefore, an online 

questionnaire allows us to reach many people in a timely manner, avoiding 

constraints such as different time zones or high travel costs. Moreover, it is 

significantly quicker to complete and analyse, as the majority of questions are 

closed-ended, and is convenient for respondents to complete when they want, at 

their own pace. 



 

 

 

14 

 

3.1 Data Collection 

Throughout the research project, we conducted a survey online and carried out 

semi-structured interviews, which produced the results of this study. This chapter 

explains how participants were recruited, how the interview and survey were 

designed, and how the data gathered from them was analysed, while keeping into 

consideration important research ethics. 

 

3.1.1 Research ethics 

 

This research has been conducted in an ethically correct manner, following the 

ethical codes described in the Swedish Research Council's principles of ethical 

research for the humanities and social science (Blomkvist & Hallin, 2015).The first 

requirement is the information requirement, which means all participants need to 

be informed about the purpose of the study (Blomkvist & Hallin, 2015). In the 

beginning of our survey, a short and general description was given on what the study 

is about. In the end of the survey, participants could decide whether they would like 

to see the outcome of the study (Blomkvist & Hallin, 2015). In the start of each 

interview, participants were also briefly informed on what the study is about. In the 

end of each call, the interviewers gave them opportunities to ask further questions 

if needed and asked if they would like to see the outcome of the study. 

 

The second requirement is the consent requirement, meaning that participants have 

agreed to take part in the study . Before taking part, all participants were asked and 

were given the choice to decline if they wish to do so. Third is the confidentiality 

requirement, meaning all materials collected or created need to be treated 

confidentially and people should remain anonymous (Blomkvist & Hallin, 2015). 

Participants are kept anonymous within the thesis. In order to answer the research 

question 1, some context and background needed to be given for each interview we 

conducted. In writing this, we strived to be clear but without giving identifiable 

information. Fourth is the good use requirement, meaning the material collected 

may only be used for the stated purpose of this study (Blomkvist & Hallin, 2015). 

This study has followed all the above-mentioned requirements. 
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3.1.2 Recruitment of participants 

 

Interviews 

 

The interviews we conducted targeted experts in the music industry, such as 

representatives of labels and festivals, concert promoters, as well as musicians, who 

have organized and/or participated in digital music events between the years 2020–

2022. In order to recruit suitable people for interviews, we looked up statistics by 

Pollstar from 2020, where the 100 most watched livestreams of the year were listed, 

along with the number of visitors and information of where they were hosted. 

Articles online written by big sources also helped us discover some notable digital 

concerts from the past two years. We found some of the people behind those 

concerts, such as producers or production companies, and reached out to them via 

e-mail. Moreover, we looked up interesting events we were already familiar with on 

Facebook and found suggested events displayed around their page, whose 

respective organizers we could reach out to. Additionally, as we were in the process 

of conducting interviews, participants mentioned other relevant people and 

companies in the industry, which we could later contact as well. 

 

The people we interviewed were within a very wide age range, from different 

countries, with different levels of experience, and organizing events in different 

music genres. In total we have conducted nine interviews, with ten interviewees. Of 

those, six were musicians, who participated in digital live events and/or organized 

their own events. The other four were event organizers/producers. 

 

Survey 

 

In the past two years, a temporary widespread shift has been noticed from the 

physical to the virtual world, amidst all age groups (Emerald Publishing, n.d.-a). A 

2020 report by the Boston Consulting Group shows that Generation Z and 

Millennial consumers have shifted their behaviors more than older generations 

during the COVID-19 pandemic, with a significant increase in the time spent on 

digital media and streaming. Based on this data, participants in the survey were 

representatives of Generation Z and Millennials. 

 

Participants were recruited through a variety of music-related groups and 

communities on social media, such as Facebook, Instagram, and LinkedIn. Because 

of that, we expected all respondents to have attended at least one ‘real-life’ concert 

before the beginning of the pandemic, as some of the open-ended questions asked 

for a comparison of in-person events and digital ones. In the cases where they have 
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not attended at least one, they were given the opportunity to mention that in several 

open-ended questions.  

 

It is important to note that the survey was open to participants of all ages, as we did 

not want to tire people with extra information and potentially deter them from 

answering the questions because of this. During the survey analysis stage, the 

responses of four people outside of the target age range were filtered out. 

 

For a clearer representation of the selected population of respondents in accordance 

with our research study, and for future analysis, we decided to separate our 

respondents into two different groups: Group A, and Group B. Group A sums up 

all respondents as part of the target group that has participated in at least one digital 

concert as a viewer in the past two years. In contrast Group B tallies for all 

respondents that are part of our target groups but have not attended any virtual 

concerts or festivals in the past two years. 

 

3.1.3 Designing the interview 

 

Detailed interviews were organized and conducted with select participants. They 

included a number of pre-determined questions for each interviewee, and fairly 

specific topics to be covered. However, since we were expecting a wide variety of 

answers due to the complex nature of the issue at hand, the chosen questions and 

their order varied for each participant (Emerald Publishing, n.d.-a), and particular 

responses were leading to new questions. 

 

As this study is aimed at the music scene globally, the participants were from various 

countries. Therefore, we conducted all interviews online, with the use of Zoom, 

Discord and Microsoft Teams (depending on the interviewee’s preference). Besides 

reaching people from abroad, being free of charge was another benefit, as well as 

the ease of transcription afterwards, as special software could be used for the 

purpose. Online interviews could be problematic to accurately interpret but 

formulating the questions clearly eliminated that risk. 

 

The investigation began with a fairly clear focus, making it easy to create a list of 

questions to cover all possible topics. We considered what would be important to 

know in order to answer our first research question, making sure that the areas we 

need would be covered with the interviewees’ perspectives. In designing the 

questions, we ordered the specific topics so that the questions about them would 

flow as naturally as possible. We avoided making the questions too specific but 

formulated them so that they can still help answer the research question at hand. 

Moreover, it was important to use concise and easily understandable language, and 

to avoid leading questions. 
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Both authors of this study carried out the fieldwork together and prepared some 

practical details before each interview: we familiarized ourselves with the setting in 

which the interviewees work, and ensured that cameras, microphones, and 

recording software were of good quality and properly working, as to not disturb 

participants while talking. 

 

To properly contextualize people’s answers, in the beginning of each interview they 

were asked for ‘facesheet’ information, such as name, gender, position in company, 

number of concerts organized, and their respective scope. The interview itself 

comprised of structuring questions (to indicate a change of topic), interpreting 

questions (to verify interpretations of answers), direct and indirect questions to get 

the individual’s own view. Probing questions and specifying questions were also 

present, as well as moments of silence, giving the participant the opportunity to 

reflect and elaborate on an answer. During the conversations, we encouraged 

‘rambling’ (wandering train of thought beyond the initial topic), as it provided an 

essential understanding of what the interviewee perceives as important and relevant. 

 

In order to put participants at ease and allow them to speak freely, Kvale’s (1996) 

list of ten criteria of a successful interviewer was followed. Both interviewers were 

thoroughly familiar with the interview’s focus, made sure to give the opportunity to 

participants to ask if they have any questions, ensured asking simple and easy to 

understand questions. We were also mindful of giving people time to think and 

finish their sentences, to listen attentively, be empathetic and open. At any point, 

we were prepared to challenge what was being said and ask for clarification when 

needed, to avoid potential inconsistencies. In the end of each interview, we gave the 

opportunity to participants to ask if they have any questions. 

 

From the nine interviews conducted, we gained an in-depth understanding of the 

role of livestreaming within the music sector, preferred platforms, technical issues 

established, and the intended use of livestreaming by professionals in the future. 

 

3.1.4 Designing the survey 

 

The survey targets concertgoers who have attended online concerts or festivals 

during the worldwide pandemic outbreak, as we want to learn about their 

perspective and experiences. The study is based on retrospective reports, the 

participants were prompted to think about their last digital concert experience using 

mostly closed-ended questions. By using a questionnaire, it was expected to collect 

a large amount of data from many users. As the questionnaire is mostly comprised 

of "closed" questions with predetermined answers, it is easier to complete and 

therefore a high response rate was expected (Emerald Publishing, n.d.-a). 
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This method comes with several drawbacks, which we kept in mind when designing 

the survey, thus managing to eliminate them. One general drawback is that there is 

no one present to provide help when participants are having difficulties answering 

questions. For this reason, we asked questions in a clear and unambiguous manner, 

writing further explanations when needed, and provided our contact information in 

a visible place, so we could always be reached as well. Another general downside of 

the method is the lack of opportunity to ask respondents to elaborate an answer, 

however this did not pose an issue as the closed-ended questions were most 

important to be answered and did not need further clarification. The number of 

open-ended questions was very small in order to mitigate the risk of ‘respondent 

fatigue.’ Additionally, instructions were provided on how to answer questions with 

a more complicated structure. 

 

The survey comprised of both open-ended questions, where people could answer 

as they wish, and closed-ended ones, comprising of pre-determined answers people 

could select from. 

 

The closed-ended questions of the survey enhance the comparability of answers 

(Bryman Alan, 2012), and were therefore used to gain information about common 

demographic characteristics, the person’s experience with digital concerts, and their 

experiences with specific video streaming platforms. 

 

The main goal of the survey was to give information of the usages of video 

streaming platforms (Facebook Live, YouTube Live, Twitch, Instagram Live), with 

a look into specific characteristics. Users were asked to rate interaction features 

(viewer to viewer, and performer to viewer), sound and video quality, ease of 

navigation and web accessibility, in a separate rating scale choice question for each 

of the platforms. Open-ended questions served to further elaborate on the user’s 

experience with those platforms, and to understand the person’s views on digital 

concerts and digitalization. The full list of questions asked can be found in the 

Appendix. 

 

3.2 Data analysis 

3.2.1 Interview 

 

The data collected from the interviews was analysed with the help of thematic 

analysis, in an effort to answer research question 1. This type of analysis serves to 

identify common patterns across data (Saunders et al., 2016). According to Novell 

et al. (2017), there are six phases of thematic analysis: Familiarization with the data, 

generation of initial codes, search for themes, review of themes, definition on 

naming of themes, and production of the report. For this study, we have followed 

this process. The themes were generated inductively from the raw data, instead of 
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trying to put it into a pre-determined coding frame. From combining data into 

themes, we can draw reasonable and meaningful conclusions about different aspects 

of digital live events and how the music industry has handled each of them. 

 
3.2.2 Survey 

 

Due to the nature of the survey, in alysisng the data gathered we opted for a 

exploratory data analysis approach, with the help of descriptive statistics to better 

understand the preferences and behaviors of our participants were in relation to 

mainstream platforms. Since our study did not present a set hypothesis to prove, an 

exploratory data analysis was the most suitable method for our research as it 

provided a solid base for a critical analysis where we as authors did not make any 

first assumptions to the data we would collect; this done through statistical and 

graphical summaries (IBM Cloud Education, 2020). From there, we draw 

conclusions based on patterns and anomalies spotted from their different answers. 

Moreover, for analyzing the open-ended questions of the survey, thematic analysis 

was used in a similar way to the analysis of the interviews. 

 

3.3 Validity and reliability 

Throughout the process of conducting this study, various measures were taken to 

ensure the validity and reliability of this study. The review of relevant literature was 

done using only peer-reviewed articles as references, ensuring reliability. 

 

Before launching the survey, pilot tests were conducted to ensure that questions are 

asked in a clear manner, minimizing the possibility of being misunderstood. 

Similarly, pilot tests were done before conducting the semi-structured interviews, as 

low validity is a concern of this method and we, as interviewers, wanted to make 

sure that we are capable of asking questions freely without leading the respondent 

to a biased answer or departing too far from the pre-determined list of questions. 

Later, transcriptions of interviews were done by both researchers, to ensure 

accuracy. Moreover, since data for the study was gathered through a mixed-methods 

approach, using both interviews and a survey, triangulation was used to ensure 

validity. To assure transparency, questions for the survey and interview can be 

found in the Appendix. 

 

Through the help of external auditors who reviewed the report, we eliminated 

spelling and punctuation mistakes, as well as added missing information. This is to 

make sure people reading this report can understand it even if they do not have 

deep knowledge of the subject. 
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4 Findings and analysis 
In the following chapter, in a structured manner we will present the several findings 

that have been gathered throughout the research process. These findings will be 

subjected to an in-depth analysis to answer the two proposed research questions of 

the current thesis work. 

 

According to the Method and implementation chapter, the complexity of the 

research problems demanded a combination of both qualitative and quantitative 

data, which resulted in collecting information through semi-structured interviews 

and an online questionnaire, both made with specific aims, while targeted to 

different groups of population that could properly provide relevant insights to our 

research. Thematic analysis was used for coding the interviews, as well as the open-

ended questions of the survey, as having the data gathered put into specific themes 

facilitates obtaining results. 

 

4.1 Collected data 

4.1.1 Interview summaries 

This chapter presents summaries of each of the nine interviews that were conducted 

for the study. Those aim to give an insight into the different backgrounds and views 

of professionals in the music industry. 

 

Interview 1 - This person is the president of a big video production company, 

which has directed and produced live concert videos for some of the most popular 

music bands worldwide. The company produced one of the most viewed 

livestreams of 2020 (according to Pollstar's "Top 100 Livestreams" list), featuring 

well-known artists playing in a huge stadium with no audience in it. The event was 

hosted on Facebook and YouTube, and with the help of Brightcove, distributed it 

to many other websites. A large team worked on the event, creating a complex 

setup. The interviewee explained that it was a lot to learn, and rather difficult, as 

this was the first event organized in this manner. In such a big event, the interaction 

could easily be lost between viewers and artists, but the company's founder tells us 

that there were chat boxes along the stream, and that the most important part is 

giving the people a chance to come into this stadium, albeit virtually. 

 

Interview 2 - Interviewee 2 is a musician, who organizes a variety of digital music 

events often in collaboration with different artists and labels and has their own 

podcast. They held events on Twitch, and on Facebook and YouTube, which they 

experienced copyright issues with. They find Twitch to be important for their music 

genre and relevant because of its donation system. This person mentioned 

experiencing connectivity issues, which contributed to his decision to broadcast pre-

recorded videos rather than live ones. Those, in turn, created a better opportunity 

for interaction of artists with people in the text chat. In the future, they would like 
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to broadcast the 'real-life' concerts they organize too, allowing people to join in 

from abroad. They say that they would like to improve the technology involved 

before introducing paid tickets, with the revenue from which they would support 

the performers. 

 

Interview 3 - This person is a musician, who not only has participated in several 

online events during the pandemic but has organized a few as well. They had an 

interest in online concerts before the pandemic but said that they learned how to 

do more interesting broadcasts with the free time the pandemic brought. They have 

experience with platforms such as Twitch, Facebook, and YouTube, with each 

event streamed on one or more of those. Their preferred platform is Twitch, as they 

have different ideas for streams and find it an interesting place to host those. During 

events, they like to interact with people and create surprises to keep them 

entertained. 

  

For conducting their own streams, this person utilizes a big setup, with a large 

broadcast system, multicameras and external software, while remaining a 'DIY 

believer'. Despite the complexity, they organize events alone, with some help from 

friends occasionally. They find it unreasonable to set up entry fees for online events 

where the production is of lower quality. In events where they have participated as 

an artist, there have been donation opportunities instead, with profits distributed 

among the artists. In the future, they would like to conduct events in a virtual world, 

where fans could experience a more personal interaction between themselves, and 

with the artist. 

 

Interview 4 - This person is a young musician who participated in three digital 

festivals during the pandemic. They created pre-recorded performances, which they 

then sent to the organizers as video files. All three of the festivals were hosted on 

Twitch, with which the artist doesn't have a lot of prior experience but likes that the 

platform provides good opportunities for interaction with the viewers in the form 

of text chat. The only issue they had observed was connectivity-related, where a 

stream ended abruptly. In comparison with 'real-life' events, they mention the 

changed feeling of community and the lost sensation of bass going through the 

body as drawbacks of digitalization. This interviewee also notes reaching a bigger 

audience and easy interaction as benefits. They think that organizing digital events 

would cause them stress, however, they would be happy to participate in such again. 

 

Interview 5 - This person used to be a musician but decided to quit working with 

music. During the pandemic, they participated in two digital shows, which were 

streamed on YouTube, Twitch and Facebook. Their personal preference is Twitch, 

as they appreciate the donation function the platform provides. Generally, this 

person appreciates the easy interaction with listeners online. However, they 

mentioned how difficult it was to participate in those events, as a lot of issues arose 
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with video and audio quality, but implementing pre-recorded sets made it easier. As 

a smaller artist with no expensive equipment, they borrowed a good phone to record 

with, used a Bluetooth speaker for sound output, a mixer and the VirtualDJ 

software in realizing their events. They acknowledged that the shows' intentions 

were to give a platform to small and young artists, but sometimes the stream on 

YouTube would end due to copyright infringement issues. Moreover, they think 

digitalization brought financial struggles to artists, and donations online are not 

sufficient. 

 

Interview 6 - Interviewee 6 created their own music club within the video game 

Final Fantasy XIV during the pandemic and built a large team to organize in-game 

events together with. In the game, people have their own highly customizable 

avatars and can visit the club's property, where they can enjoy music and interact 

with others. The club organizes a variety of in-game events, some with one DJ and 

some that are bigger festivals. Aside from Final Fantasy, the events are broadcasted 

on Twitch, which the organizer finds easy to use and familiar to everyone. For the 

streams, artists are given the opportunity to play live or record themselves 

performing or create their own videos and animations in advance. 

 

The interviewee described issues with connectivity, as well as some personal 

mistakes, such as starting a set from the beginning when it is already playing, but 

they can handle it quickly and laugh it off. In comparing digital events to 'real-life' 

ones, they mentioned the newly opened opportunity for people to attend concerts 

they otherwise could not, be it due to anxiety, or financial aspects. The interviewee 

shared their excitement about music shows, saying they always want to book one, 

regardless of if it is online or in real life. 

 

Interview 7 - This seventh interview was with a music duo, who organized a big 

digital festival in the virtual world and social networking platform IMVU. For this 

purpose, several in-game rooms and stages were built (with limited capacity), which 

artists and fans could join with their personal, customizable avatars, and interact 

with each other. Artists had in-game gear and could trigger their avatars to perform 

actions like dancing during their performances. Additionally, virtual merchandise 

was created, there was a festival photographer, as well as press interviews in-game. 

The festival was streamed on Twitch, where donations could be received and later 

distributed between the artists. For the livestreaming, copyright issues were 

mentioned as a reason to prefer Twitch over YouTube. And regarding IMVU, the 

large amount of traffic caused technical difficulties. When speaking more generally, 

the benefit of digital concerts that the interviewees mention is the accessibility - 

people could watch from different countries. 

  

The interviewees' interest in the metaverse sparked during the COVID-19 

pandemic, and they say they will organize another digital event if the opportunity 
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arises. They think the future is leaning towards virtual reality, and they believe that, 

unfortunately, people are losing touch with themselves and their nature as the digital 

world continues to evolve. 

 

Interview 8 - This person founded an online club in 2018, when they were only 15 

years old, and started organizing online music events in the start of the COVID-19 

pandemic. With the help of a rather big team of around 40 people, the Discord-

based events gained popularity quickly and were trending on the social media 

platform Twitter. On Discord, a platform usually used for instant messaging, artists 

played 20-minute pre-recorded sets in a voice channel, and people could join with 

their microphones muted to listen to the music. They also made good use of the 

chat features, as according to our interviewee, the chats were going at a very fast 

pace, with emojis and memes being sent repeatedly. The events were also streamed 

on Twitch, where, with the help of the external software OBS, simple visuals could 

also play together with the music. 

  

The interviewee explains that due to the large number of people in the same voice 

channel on Discord, the audio would deteriorate. This issue was mitigated in the 

Twitch streams, but they note that good internet connection of the host is crucial. 

Furthermore, the team believed that the events should be available for free, as 

people were going through a rough patch in history and needed something fun. 

 

Interview 9 - This person was a part of the team mentioned in the summary of 

Interview 8. In this team and on their own as well, they have organized multiple 

online events. All the events they organized on their own (but with the help of 

friends) were conducted on Discord and streamed on Twitch, in a similar manner 

to what our eighth interviewee explained. This ninth interviewee mentions the 

benefit of organizing a festival online is the lack of restrictions—they could have as 

many artists and as much time as they want. Moreover, they are happy that they 

could have both big and small artists, helping the audience discover new favorites. 

They also explain that Discord would 'crash' sometimes due to the large number of 

people in a voice chat, and much to our surprise, that somehow the server used got 

deleted suddenly by someone who remains unknown. When talking about the 

future, they say that as technology grows, and the world grows, there will always be 

a future for digital events. 

 

4.1.2 Survey 

For our survey, we obtained a total of 117 respondents, from ages that ranged all 

the way from 18 to 64 years old. 
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Demographics 
Following our methods structure and limitations, we filtered the responses to only 
consider and validate the ones that belonged to our established target groups, which 
are respondents whose ages ranges between 13 and 42, also known as Millennials 
and Generation Z. 
 

 
Figure 1. Age of respondents within the aimed target group 

 
Limiting the total population of the survey to the aimed target group, left us with a 
total of 113 relevant responses to analyse from. In Figure 1, it is possible to infer 
that most of the participants belong to Generation Z as their ages range from 18 to 
25. Consequently, the group consisting of mostly Generation Z and Millennials take 
up to 34% of the respondent population with an age range between 25 and 34. 
Finally, the group consisting of only Millennials take up 12% with a respondent 
population whose age range between 35 and 44. However, for this study, both what 
it is deemed as Millennials and Generation Z will be considered as the same group. 
 

 
Figure 2. Filtered respondents’ country of residence 

 
From these 113 final participants, it can be contemplated from Figure 2 that the 
largest number of participants represent Sweden, accounting for thirty-one 
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participants in total. To this number figure, France followed the chart with 14 
participants, and subsequent, Venezuela and the United States of America with 12 
each. As the present study aims to reach an international scope, we consider all 
participants from all over the world. 
 
Attendance rate of online concerts and festivals 

 
Figure 3. Attendance rate of online concerts and festivals in the past two years 

 
In Figure 3 we can suggest that more than half of the respondents have attended 
at least one online concert or festival in the past two years, accounting for 53% of 
the filtered, total population of the survey. Nonetheless, what represents Group B, 
accounts for 47% of the total results stating that they have not attended any festival 
or concert in the past two years, which is a high and similar rate when compared to 
Group A. 
 

 
Figure 4. How many online concerts and festivals have you attended in the past 2 

years? 
 
Once the participants belonging to Group A and Group B were filtered, a column 
chart was designed to observe how many concerts and festivals the participants in 
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Group A have joined in the past two years. From Figure 4, it can be concluded that 
43 of the respondents have participated in between one to five digital concerts and 
festivals under this timeline. Furthermore, 11 of the respondents have participated 
in at least six to ten live digital music events. Only three respondents have 
participated in more than 20 online concerts and festivals, and two of the 
respondents have participated in between 11 and 20 events—representing the 
minority of votes for the present survey. 
 
Platform-specific findings 
Respondents belonging to Group A were asked which platforms they have used to 
watch livestreams in the past. We provided a list of six social media platforms that 
offer livestream services. Based on our research, four of the most popular platforms 
were listed: Twitch, Facebook, YouTube, and Instagram; besides TikTok and 
Zoom. In addition to this we also added a free input field for respondents to type 
down the name of another platform that was not previously listed, and a relevant 
number of respondents made use of it. These results were categorized as we saw fit 
in accordance with our research. 
 

 
Figure 5. Which video streaming platforms have the respondents watched digital 

concerts on? 
 
In Figure 5, it is possible to observe how YouTube Live accounts for most of the 
users with 44 respondents choosing it while selecting the platforms they are the 
most familiarized with. Facebook Live accounts for 21 of the respondents’ votes, 
while Instagram Live and Twitch share the same number in the chart. 
In the open field corresponding to “Other,” respondents listed different platforms 
than the ones listed where they also watched online concerts. 
Based on these results, we proceeded to ask the respondents about their opinion 
regarding five of the most popular social media platforms out of these. These 
findings are as follows. 
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Figure 6. Streaming platform: Facebook Live 

 
As reflected in Figure 6, most of our respondents think this platform offers a fair 
level of opportunities for interaction between viewers that actively participate in a 
livestream. While a good part of the respondents does think that it is rather “good” 
or even “poor,” sharing the same number of votes. 
When it comes to the interaction between users and musicians, it is argued that 
although users can interact with each other without many difficulties, the interaction 
between users and performers seems to be a less pleasing experience for our 
respondents. For instance, the majority of respondents think that while these 
interactivity opportunities offer a fair level, the following numbers represent both 
the “poor” and “good” choices with similar number of votes, being “poor” the first 
one of these. 
Regarding sound quality, most respondents think that it is “fairly” good, while the 
following higher number corresponds to the “good” category, but it is still rather 
low in comparison. A similar result pattern can be noted in the case of video quality, 
where respondents stated that it adequate to enjoy a livestream at a “fair” level. 
Concerning the ease of navigation, it appears that most of the respondents find it 
easy to navigate through Facebook Live as most of the votes account for “good.” 
 
YouTube Live 

 
Figure 7. Streaming platform: YouTube 
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As represented in Figure 7, most of the respondents think that YouTube has a 
“good” system of interaction opportunities between users that make use of the 
livestreaming services. In contrast, if we look at the figures corresponding to the 
interaction between users and musicians, it can be noted that even though most 
respondents think that the level of interactivity between these two is fair, many 
think that it is almost equally as “good” as “poor.” 
 
Moreover, most respondents agree that the sound quality on YouTube Live is 
"good", and the following most voted choices belong to "very good" and 
"excellent", which is quite remarkable for a livestreaming platform. A similar 
pattern can be found regarding video quality, with majority of respondents 
strongly voting for "good", with "very good" and "excellent" as the following 
options in the chart. Although only one respondent considers it “poor.” 
 
When it comes to ease of navigation, most of the respondents think it is “good,” 
and “very good.” As far accessibility goes, most of the responses lean towards 
“good,” and “very good.” 
 
Instagram Live 
 

 
Figure 8. Streaming platform: Instagram 

 
In terms of user interaction, we can observe in Figure 8 how the bigger part of the 
votes account for “fair” level, rather than “good”—in fact, “good” is the lowest 
voted choice, after “poor”. 
 
As for the interaction between users and musicians, most of the respondents state 
it is “fair.” Both “good” and “poor” share the same amount of votes, accounting 
for six ballots each. 
 
Regarding sound quality, respondents considered that Instagram Live offers “good” 
quality with 11 respondents voting for this option, followed by 10 respondents 
voting for "fair". Very few respondents find the sound quality on Instagram “poor,” 
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or even “excellent.” Video quality, on the other hand, has the highest number of 
votes focused on “good” quality. There is still a relevant number of votes for “poor” 
and “fair,” thus remaining on a par in the chart. 
 
And finally, from Figure 8 it is also possible to gather that respondents find 
Instagram easy to navigate. Similarly, responsiveness to accessibility features is 
perceived as mostly “good,” were "fair" and "very good" share values once again in 
the chart. 
 
Twitch 
 

 
Figure 9. Streaming platform: Twitch 

 
In the case of Twitch, when it comes to the interaction between users during a live 
stream, it is stated in Figure 9 how the majority of respondents of the survey think 
that the options of interactivity are rather "very good". The following most voted 
options were “good” and “excellent” with similar number figures; however, only 
one respondent thinks that the quality is relatively “poor.” 
 
Similar results can be observed for the interaction between users and musicians. 
Most respondents agree that Twitch offers “good” opportunities for interactions, 
and although the subsequent highest number corresponds to “excellent,” a large 
number of respondents feel that it is simply “good” or even “fair.” 
 
Moving on to sound quality, the number of votes for “excellent” dropped 
considerably by half of it, and the majority focused on “good.” And similarly to the 
user-musician interaction, “fair” and “good” remain on a par in the chart. Most felt 
strongly that the video quality on Twitch was “good,” with the subsequent highest 
votes corresponding to “excellent” and “very good.” 
 
Regarding ease of navigation, most respondents found Twitch easy to navigate, 
however, the following highest vote corresponds to "fair". And for accessibility, 
most of the respondents voted for “good,” with “fair” being second highest value. 
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To help us foresight the future of digital live music performances and better 
understand the behaviour of our target group, we gathered data about what Group 
A consider the pros and cons of this digitalization. Findings are as follow. 
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The losses and the gains 
This data was collected through an open answer field where respondents wrote 
down what they considered what has been lost and gained in this digitalization 
process. Data was filtered through common answers where answers were similar 
to each other for a better understanding of the results. 
 

 
Figure 10. Losses of digital concerts and festivals 

 
As it is possible to observe from the legend in Figure 10, the most common themes 
from our respondents were quality, interactivity, and journey experiences. 
63% of the respondents strongly expressed how they think that physical interactions 
were lost in the digitalization process. Additionally, factors such as the journey 
experience that respondents describe as the journey they embark on when 
participating in a real-life concert (e.g., queueing for concert tickets, standing in line 
at the venue, buying beverages to name a few) and factors such as the energy that 
musicians have during their online performances, take up the chart with the 
subsequent highest mentions with 11% and 10%. 
Additionally, the feeling of loss of high-quality productions was also brought up. 
These three aspects sum up a total of 14% of the chart. Moreover, factors such as 
access to merch were mentioned, accounting for only 2% of the total percentage. 
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Figure 11. Gains of digital concerts and festivals 

 
In contrast to Figure 10, Figure 11 shows what our respondents think has been 
gained from digital concerts and festivals. In this case, factors such as accessibility, 
reachability, various technological aspects, and cost were mentioned. 
For accessibility and reach, 67% account for the majority of the mentions in our 
survey. Respondents expressed that the possibility of watching concerts from all 
over the world, at a suitable price (if there was any) and discovering new artists was 
the main advantage of this digitalization. Subsequently, aspects such as the 
opportunity of having more personalized interactions with musicians account for 
9% of the total chart. 
Following this, factors such as technological innovations, the possibility of 
controlling environment settings, user experience, and safety measures were also 
brought up, accounting for 17% in total. However, some respondents opted to 
express that there were no gains in this digitalization process, accounting for 7% 
of the population’s responses only. 
 
New features for digital concerts 
Respondents from Group A were also asked which new features they would like to 
see in digital concerts. A series of pre-selected options were provided, as well as an 
open text input field for respondents to name a feature that wasn’t listed in our 
survey. 
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Figure 12. What new features would the respondents like to see on video 

streaming platforms? 
 
As shown in Figure 12, most of the respondents voted for “More interaction 
features” in livestreams as something they would like to see in the platforms they 
have used, accounting for 27% of the total votes. Additionally, the “VR (Virtual 
Reality)” feature for livestreams has a high vote rate with 24% of the ballots. 
More participation opportunities for fans were also brought up, accounting for 19% 
of the chart. While “AR (Augmented Reality)” and “3D avatars for better fan 
immersion” accounted for 23% of the votes together. Lastly, 7% of the participants 
did not know which features they would like to see. 
 
Attendance of online concerts in a post-COVID future scenario 
When the respondents from Group A were asked if they would continue attending 
digital concerts once COVID-19 was no longer an obstacle to do so, most of the 
respondents hesitated. 
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Figure 13. Would respondents continue attending online concerts in the future, 

when COVID-19 is no longer an obstacle? 
 
The majority of respondents of this group voted for “Maybe,” this value accounts 
for 46% of the total value. The following highest vote rate corresponds to “Yes,” 
with 32% of the participants willing to join this activity in the future. And finally, 
22% of the respondents answered that they are not likely to do so. 
 

4.2 Data analysis 
4.2.1 Research question 1 
 

“How has the transition to a digital live scene been handled in the live music industry 
during the COVID-19 pandemic?” 

 
The transition to a digital live scene during the pandemic has been very drastic. Most 
aspects of live events had to change in order to accommodate it, and since it is 
something so new, we expected that different people and companies most likely 
have different approaches in handling those. By conducting interviews and later 
performing a thematic analysis, 7 common themes emerged. Those helped us 
answer the research question both in terms of handling technical aspects, and in 
handling the shift which the entire music community has experienced in general. 
 
Platforms 
This theme provides information regarding the platforms that interviewees used to 
host digital concerts and festivals. It not only includes video streaming applications 
(e.g., Twitch or Facebook Live), but also virtual world platforms (e.g., IMVU) or 
video games (e.g., Final Fantasy XIV, Minecraft, Fortnite), which gained notable 
popularity for concerts during the pandemic. 
 
All ten participants talked about their preferred platforms to host events on and 
elaborated on how they used them, as well as the advantages and disadvantages they 
see in them. Furthermore, they compared their preferred platforms with other 
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popular ones, mentioning why they decided not to use the latter instead. 
Interviewees shared similar views concerning the different streaming platforms, and 
their reasons varied all the way from ease of usability, to reaching specific target 
audiences, as well as revenue opportunities (e.g., donation functions).  
 
Four of the interviewees said they also use YouTube and Facebook. For Facebook, 
one participant noted that the interface and user experience are not of good quality, 
and it is difficult to set up a livestream. Later on, three of those people also said 
they have experienced issues with copyright infringement. 
 

“I started to have more viewers on Twitch than on the other platforms.” 
 
The preferred platform for livestreaming appears to be Twitch, as nine out of ten 
interviewees host their events there, albeit in combination with other platforms 
sometimes. They appreciated it for its easy to navigate interface, the easy process of 
getting a stream started, good audio quality, interaction opportunities, and the ability 
to reach their target audience through it. Six people noted that they have used the 
platform's donation system and it is a big benefit of Twitch compared to other 
platforms. 
 
Moreover, two of the interviewees indicated hosting their digital festivals primarily 
on gaming platforms that resemble virtual worlds, namely IMVU and Final Fantasy 
XIV, while simultaneously streaming the event on Twitch. 
 
Distinguishing features 
Distinguishing features mark what makes an event interesting and sets it apart from 
other events. In digital concerts, one would assume that concerts’ only differences 
are the artists performing, however seven of our interviewees mentioned utilizing 
various ‘unconventional’ tools, platforms and approaches to boost interaction and 
make their events more appealing. 
 

“I did try and do a vinyl giveaway where I interrupted the stream.” 
 

Of all interviewees, only two smaller artists did not mention any distinguishing 
features of the events they have participated in. The remaining eight people took 
many creative approaches in order to make their events distinct, interesting, and 
entertaining. One artist created a setup in the popular VR rhythm game Beat Saber, 
where they could play their new song and stream themselves playing on Twitch. On 
another occasion, they streamed themselves just playing a new video game—the 
twist being that they had just composed the soundtrack of this game. And while the 
latter example is not necessarily an online live music event, it shows the lengths of 
creativity musicians go to. 
 
In four other instances, the platform the events are hosted on is what makes them 
unique. Two people hosted their events on Discord, making unconventional use of 
this instant messaging platform. Others set their events in virtual worlds, one using 
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the video game Final Fantasy XIV, and the other using the social networking 
platform IMVU. In both places, fans could join an in-game room with their 
personal, customizable avatar, and interact with each other in a setting simulating a 
real-life concert.  
 

“[On IMVU] some of the artists had different outfits and for every song they were 
triggering things within the app.” 
 

Another event, featuring globally known artists, took place in a stadium. The 
organizer explained that in the time of a worldwide pandemic, this event was not 
only for people to see their favorite artists perform, but it also allowed them to 
transport themselves to this famous stadium, albeit digitally. 
 
Setup 
This theme accounts for all technical operations carried out to produce the 
livestreams. All ten interviewees described whether the content was livestreamed in 
real time, pre-recorded, or a combination of the two, and covered more in-depth 
information of how their chosen platforms and external software were used in 
combination to their equipment. 
 
All ten participants had very different processes of setting up their events. Five of 
them used pre-recorded sets, where the artist either plays live and records that, or 
in the case of DJs, they could prepare their audio file in advance and then send it to 
the organizers some time before the event. In the case of pre-recorded sets, event 
organizers mention that this method takes out some of the stress that comes with 
creating an event and mitigates risks such as connectivity issues. One organizer and 
one musician say they have used both pre-recorded materials, and streamed live, 
depending on the event or the performers’ personal choice. 
 
The rest of the interviewees conducted their events live, including the one event 
conducted in the virtual world platform IMVU, and explained in more detail the 
complexity of implementation. 
 

“We actually record multitrack on site and then we ISO all the cameras and record the 
cameras. In addition to doing the live production right, we bring all that in, we sync it and 
do embedded audio and video in single feed and then we push it into our encoders." 

 
“It was us [the musicians] sending video through their [organiser] streaming keys, it was 
RTMP server. We were broadcasting through their server; their server was outputting the 
video through their streaming keys for the platform they chose." 

 
When it comes to equipment, there was a difference from one participant to 
another. Five interviewees described what devices were used for the making of their 
events, and how they would meet specific criteria based off the size of their event—
from a small concert to a large festival. Some people did not have any expensive 
equipment. For example, one small artist explained that they only used a good 
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phone, a Bluetooth speaker, a small mixer and VirtualDJ software. Two other 
organizers had a much bigger setup, utilising multicameras, multiple drone shots 
and flypack systems. Several people expressed that good production quality is 
important to them, even if they did not go into detail about how they ensured this 
aspect. 

 
“We had multiple drone shots and really tried to share that experience with folks” 
 
“We have a director of audio site services, and he makes sure that we do a clap test" 

 
In addition to the platforms the events were hosted and/or streamed on, five people 
utilized external software to bring their visions to life, explaining more in-depth 
what they used each software for. That is, every piece of software different from 
the main platform the event is hosted and/or streamed on, which serves to enhance 
and enrich the experience of the event. For example, Twitch does not provide the 
option to implement an elaborately designed layout, or to stream one video to 
multiple platform—elements that can be achieved using additional software. 
 
Five people used OBS Studio (or simply OBS), a free and open-source software for 
video recording and streaming in addition to the video streaming platform of 
choice. Twitch recommends OBS in their official help page as well, and the 
integration between the two takes just a few clicks. Through OBS, users can easily 
configurate every aspect of their broadcast, make use of a detailed audio mixer, and 
create scenes made up of different sources (window captures, images, text, 
webcameras, etc.). One person mentioned that they use OBS specifically because 
they can implement a more complex layout through it. 
 
An artist mentioned using Streemlion, Streamlabs, Ableton and restream.io in 
addition to OBS: 
 

“... Restream.io that allows you to stream one video to multiple services.” 
 
“I was using Ableton to synchronize the audio with the video.” 
 

The president of a big production company shared details about their significantly 
more complex custom-built systems, mentioning various types of encoders and the 
integration of Pigeonhole Live (cloud-based event management solution, notable 
for providing interaction features) with the Brightcove player. Besides their custom-
built setup, the company also utilizes the available to everyone OBS. 
 
Another important aspect of digital concerts is interaction. All participants talked 
about how communication was established in their events, not only between viewer 
to viewer, but performer to viewer and performer to performer. They covered both 
the technical implementation of communication tools, as well as their general views 
on online interactions. 
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The organizers of virtual world events used in-game features to personalize content 
and create virtual space. People could have their own avatars and perform actions 
similarly to real-life, such as dancing, clapping, or taking pictures with each other. 
Additionally, people were very active in the Twitch chat. 
 

“[On IMVU] There was also a green room, a place for the artists to hang out” 
 
For the remaining cases, users could interact with each other simply in the chat field 
of the platform an event is streamed on. One person explained that additionally, 
they would publish a stream after it is finished, and people could reconnect in the 
comments. Another (a musician) said that, similarly to in-person events, they do not 
interact a lot with the audience while performing live, because they need to remain 
focused, but they try to say jokes in between songs sometimes, or create small 
surprises to keep people entertained. 
 

“I always encourage the artists to join us live in the chat” 
 
Technical issues 
This section covers any issues relating to technology. Those could be platform-
specific or personal mistakes, emerging from the technical hardships of conducting 
online events. All the interviewees noted that they have experienced a variety of 
issues along the way of organizing and/or participating in events. 
 
There are two types of issues that stood out from the rest, one of them being 
network latency, or so-called ‘lag’ (delays in communication over a network). This 
is largely something beyond the involved parties’ control, however, it is important 
to have it mentioned. Seven of the interviewees mentioned they have experienced 
latency issues, sometimes resulting in streams aborting unexpectedly or delaying the 
event. 

 
“The problem seems to be buffering, where the stream goes down.” 

 
The second notable issue revolves around copyright—the legal protection of 
musical works. Copyright strike is a policing practice implemented by platforms in 
order to manage copyright infringement cases. Different platforms implement 
different measures, ranging from a warning to a ban, or shutting down a livestream 
immediately. Five people said they have experienced issues with this, despite having 
the permission of artists to play their music. In three cases, livestreams on Facebook 
and YouTube got either flagged with a warning or shut down immediately after a 
copyrighted song was detected. On Twitch, one stream got a warning, and another 
was shut down. We could not find correlation between different cases and justify 
why some streams only get a warning, but others get shut down immediately. 
 

“I had big artists on Facebook, YouTube, and halfway through it we got flagged with 
copyright, so that annoyed the artist.” 
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Besides latency and copyright, six participants noted different types of problems. 
One artist noted that, as a smaller artist, they are still learning and experienced 
difficulties with sound and video quality along the way—those were eliminated 
when they started making use of pre-recorded sets. Events hosted on virtual 
platforms encountered issues with traffic and organizers thought the limit of how 
many people can visit the in-game venues is something to be improved in the future. 
Furthermore, one event on Discord had a large traffic as well, which lead to 
deteriorating audio quality. Additionally, two participants mentioned problems 
caused by human error, such as replaying a set in the middle of it already playing. 
 

“We didn’t choose a high enough bitrate for the platform. We had unsynchronized audio. 
But it wasn’t because of the platform.” 

 
 
Effects of COVID-19 
As the global COVID-19 pandemic is the reason digital live events’ popularity 
rapidly increased, nine of the ten interviewees commented on the various effects it 
has had on the music industry and its fans. 
 

“Cultural consumption of people has changed in the past 2-3 years. They are consuming 
music differently than before.” 
 

Some participants added that they did not expect something like this happening, 
and they faced a lot of uncertainty regarding their careers and future as music 
industry professionals. 
 

“A lot of musicians were also struggling during the pandemic, because they weren’t able to 
tour.” 
 
“We are thinking to ourselves, what are we going to do now? We are musicians, how are 
we going to make money? How are other musicians making money? What are they doing? 
What are we doing?” 
 

Learning was a recurring theme with the interviewees, who shared their experiences 
of learning new things and experimenting along the way, as the global pandemic 
had freed up time for people to be creative. Some of them said it was difficult to 
adjust, others noted that they are still learning and trying new things out to elevate 
the experience of digital concerts. 
 
Gains and losses 
During the interviews conducted, all the interviewees stated what they believe are 
the advantages of digital live events in relation to on-site ones: 

- Accessibility: People from all around the world could watch digital events, 
usually at no cost. 

- Involvement: Easier interaction with many people at the same time, and with 
artists makes a digital concert more engaging. 
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- Inclusivity and discoverability: Online events could feature both big and 
small artists, and since it is a novelty format, people stay for most sets and 
discover new artists. 

- Opportunity for experiences that would not be possible otherwise (such as 
watching a concert on a stadium, or seeing an artist play from their own 
home). 

- Unlimited time: Organizers have the opportunity to feature as many artists 
in as much time as they would like. 

Aside from the advantages, seven people discussed with us the disadvantages of 
online events in relation to on-site ones: 

- Feeling of community cannot be achieved to the same extent online. 

- Personal journey: experiences such as the sound of bass going through a 
person's body, hearing songs loudly, or spilling a drink are not present in 
online events. 

- Difficult to predict attendance rate and profitability. 
- Overstepping bounds: As the internet allows large communities to interact 

easily and feel closer to each other, some people start overstepping their 
bounds and being disrespectful to each other and to artists, as they feel like 
they are close enough to them. 

 
Mental health was mentioned by two people, both in a positive and negative 
context. One person exclaimed that they like online events because they allow 
people who experience anxiety to feel more at ease in communicating with others. 
The other, however, believes that mental health of some can worsen in the 
conditions of a global pandemic, as people spend too much time on the internet, 
on social media. 
 
Future 
People were asked about their views on the future of online events and whether 
they would organize and/or participate in such again. Some interpreted it as a 
question for the music industry’s future in general, while others responded with 
personal interest. For this section, we can see that all interviewees had varying 
opinions of how the future would look, from their perspective of music industry 
professionals, and based on their own personal experience with digital events. 
 

“It's definitely becoming even more interesting and mainstream.” 
 
“Nothing replaces being at a show.” 

 
All people, excluding one artist who has stopped making music nowadays, agree 
that there will be a future for digital events. Some of them note that as the COVID-
19 pandemic passes, digital events would remain but as something complementary 
to in-person shows. Others share their excitement and interest for technological 
developments, expecting more events involving VR. In either case, nine of the ten 
interviewees share their love for the music industry. 
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“We are not in this just to have a job. We are in it because we love it.” 
 

4.2.2 Research question 2 

 

“What have been the experiences of digital live shows for Generation Z and Millennials 

in relation to specific platforms?” 

 

Rate of attendance from Group A and Group B 

When looking at the population attendance rate demographics from our survey in 

Figure 3, while Group A accounts for the majority of the population, Group B is 

behind this figure by only for 6%. From this, it can be inferred that while a great 

majority of Millennials and Generation Z have attended to at least one digital 

concert or festival in the past two years, a very similar amount of the population has 

not, could be also inferred that they are not interested on doing so in the future 

based on their answers to their only open question. 

 

Group A - Digital concert attendance 

From a total sum of 59 responses, most of the respondents in Group A, which 

account to 43 people, answered that they attended in between 1—5 concerts in the 

spawn on two years. While the minimum of responses corresponding to the interval 

set in between 11—20 concerts, which account to 2 only people. Some respondents 

that reached out to us after submitting their survey expressed that missing the 

physical and social aspects of an in-real-life concert was discouraging, and we can 

see this playing a huge factor in the why the attendance rate to more than five 

concerts are rather low. 

 

The statistics also reveal that while the average of attendance of concerts lays in 

between 1—5 and 6—10 of attended concerts; the middle point of the dataset 

resulted in 7, which refers to in between 6—10, 11—20 and more than 20. For this 

question, there are no data repetitions accounting to mode, all gathered intervals 

responses were different between each other. On that note, there is no repetition 

of data represented that account to mode. All gathered data differed from each 

other greatly, hence why the data varies relatively high from the average. This could 

be seen in the high gap in between 43 responses for the 1—5 of attended digital 

concerts, and 11 responses for 6—10 attended ones, for instance. 

 

Group A – Most used platforms 
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Group A showed clear tendencies of use in regard to the used platforms for 

livestreaming. It can be inferred that from our sample, the average participants in 

this group have used both Facebook Live and YouTube Live, but with the majority 

of respondents claiming that they have used YouTube Live primarily. 

 

Nonetheless, upon observation, there is a middle point and repetition in frequency 

for Instagram and Twitch, with 19 responses each, accounting for the third most 

used platform out of our list. Only 11 people prefer using Zoom, which account to 

the minimum of responses, while 18 people refer to other livestreaming platforms 

different than the ones we listed. These respondents referred to applications such 

as “Goliiive,” “TikTok” or “Veeps,” to name a few, as the additional channels they 

have used to watch online concerts. 

 

Nonetheless, the deviation of the used platforms is relatively low with numbers 

closer to each other. Responses did not vary significantly between each other; all 

participants claimed to use at least two of the listed platforms we provided in the 

question field. 

 

 

Platform-based answers 

 

-Facebook Live 

 

As far as for the interaction between users, a large amount of our respondents 

corresponding to Group A think that Facebook offer fair features of interactivity. 

Which happens to coincide to what users think of interactivity between users and 

musicians during a live concert in this platform with the same amount of votes, 

which account to 12 ballots. 

 

When we look at the numbers for the first category, there is certainly room for 

improvement as the experiences of our participants are mixed with frequency of 

votes in the “poor” and “fair category;” this is also known as the middle point of 

our data set and the mode, as the data repeats in with 9 votes each. In the case of 

interactivity between users and musicians, while not the same as the previous one, 

“poor” and “good” are very similar to each other with only one number of 

difference; 10 votes representing “poor” and 9 representing “good”. The difference 

between these values, and what is accounted for the majority of the votes which 

belongs to “fair” with 12 ballots, is relatively low. 

 

As a platform, Facebook offers multiple interaction components such as reaction 

features, sharing to personal profile options and in-real-time chat. Or data indicates 

that while Facebook offers basic features, users do not find these highly appealing 

but rather average to what it is expected of a livestreaming platform. 
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Regarding sound quality, the majority of the votes accounted to the category “fair;” 

however, a large amount of people thinks it is only good. If we look at the data, our 

middle point is 4 votes that account to “very good”, and there are no repetitions in 

the data; all values are different to each other. Regarding video, the majority of the 

respondents think that the quality is also fair, with the second highest number of 

votes corresponding to “good.” It is fair to say, that the overall experience of video 

and sound is good. However, one respondent pointed out that they have 

experienced multiple complications with latency during Facebook lives. They 

explained that comments and the audio were unsynchronized, but based on the 

collected data, this seems to be an isolated issue that does not affect other 

respondents.  

 

As far as it goes for ease of navigation, the respondents tend to lean towards the 

opinion that Facebook has a fair ease of navigation, with a layout fairly easy to use. 

Nonetheless, we found frequency in our data with “good” and “very good” sharing 

the same number of ballots. However, if we take an even closer look, we can see 

that the difference between the opinions for “good,” “very good” and “poor” is 

relatively small. One respondent noted that they find Facebook’s Live interface 

rather difficult to navigate through. And yet, based on this data, most of the 

respondents think that the accessibility demands for Facebook Live are met in an 

average way. Finally, for accessibility, there are no repetition in all data and the large 

number of respondents think that Facebook meet the standards in an average way. 

 

-YouTube Live 

 

When looking at interactivity between users, a large portion of respondents think 

that YouTube’s approach to livestreaming is good. The following highest numbers 

corresponds to “fair,” however, there is still a significant difference between these 

values; so, their opinion is rather strong. The middle point of our data corresponds 

to 6, which is allocated in the “very good” category. It could be argued that the user 

experience for YouTube live in this specific category is very positive. 

 

Moreover, when it comes to interactivity between users and musicians, the majority 

of the respondents in this Group corresponds to “fair,” with a relatively low 

difference between this value and what accounts for “poor” and “good.” The 

middle point for this category accounts to “poor” with 12 ballots; and there are no 

repetitions in the data.  

 

For sound and video, results are rather similar. For sound, most of the respondents 

voted for “good” with 22 ballots, and for sound the majority voted also for “good” 

but with 24 ballots. For these two categories, the midpoint is represented by 
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“excellent” with 9 ballots, which is very positive. None of these categories reflect 

any frequency repetitions in the data. 

 

For ease of navigation accessibility, most of the votes are reflected in “good,” with 

similar value numbers in “very good.” For both categories, midpoint is presented 

by “fair,” and once again, there is no repetition in the data. 

 

During the survey, one respondent remarked that one thing they find problematic 

with YouTube Live is what they refer to as "ads interruptions", which are short 

video promotions shown in during the broadcast. This respondent stated that these 

are a critical factor in the viewer’s immersion in a livestream as it interrupts the users 

and may have an impact on the overall interactivity between performers and users’ 

experience. 

 

-Instagram Live 

 

Regarding interaction between users, the majority of our respondents think that 

Instagram Live offers average features with most of the votes accounting to “fair.” 

The subsequent highest number accounts to “poor,” offering a rather bland 

approach to interactivity in between participants of a livestream. The experience of 

our respondents is quite similar with interactivity between users and musicians, with 

the majority of the votes accounting to “fair.” However, for this category, there is 

a repetition in data that is presented in “poor” and “fair,” with 6 votes each.  

 

Instagram as a platform offers a live chat, however it does not offer users the 

opportunity to directly respond to comments, nor share the stream with other users. 

However, users can request joining the livestream, and can ask questions to the 

streamer. Can be assumed that the lack of interactivity features between users is the 

reason why Group A think that the expectations are not fully met.  

 

Regarding sound, most of the respondents think that Instagram offers a good 

service, however, the deviation between this category and “fair” is very low as well; 

inferring that there is certainly room for improvement. The middle point is 4, 

represented by the “poor” category and the values collected do not repeat, meaning 

that there is no mode in the data. 

 

For video, the majority of the respondents think it is rather good as well, but there 

is a frequency repetition in the data that account to 7, and that is reflected in the 

ballots of “poor” and “fair”; this is also the middle point for the data set. In average, 

users are not fully content with the video quality. Respondents expressed 

discomfort with buffering issues on the platform with video delays, lagged 

broadcasts, out-of-sync audio, and frequent connection drops from the server-side. 
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For ease of navigation, most of our respondent think that is good, with a total of 

10 votes. The second-highest number belongs to “fair,” with 8 ballots. The median 

of our data is 7, which corresponds to “very good”, and there is no repetition in the 

data. The deviation between these numbers is rather low; but noticeable still. Can 

be inferred that less than half of the participants consider it a difficult platform to 

use. 

 

For web accessibility, most of respondent think that Instagram meet the standard. 

However, we noticed repetition in our data and middle point corresponding to 

“fair” and “very good,” which represent very different levels of assessment, which 

is contradicting. 

 

-Twitch 

 

Regarding to interaction between the users, most of our respondents think that 

twitch offer very good features for usability, and the overall outcome of this 

category is very positive with “good” and “excellent” as the second highest votes 

with a relatively low deviation between each other, and the most voted category. 

The middle point is represented by “excellent” with a total of 6 votes. There is no 

visible mode in the data. 

 

For interactivity between users and musicians, most of the respondents lean towards 

“good” as their opinion. There is a repetition in frequency, and this belongs to both 

“fair” and “very good;” which are different on the spectrum of our assessment, but 

still very constructive, and overall positive. 

 

In this platform, users have the possibility to participant in a live chat, open threads 

and reply to comments, ask questions to the streamer, participate in polls, and 

donate to the stream in various creative ways, such as in rewards, and gifts. From 

all the previously mentioned platforms, Twitch is the only one that started originally 

as a livestreaming platform, and in that note, it is fair to say that they have enough 

experience in the way users behave with those components, and where the 

expectations are for a better user experience. 

 

Regarding sound and video quality, most of the respondents representing Group A 

think that Twitch offers “good” quality. However, for sound quality, there is a data 

repetition that suggest that users find it “fair” and “very good,” same as with 

interactivity between users. In the case of video, there is no repetition in the data. 

For both categories, the middle point is represented in “very good.” 

 

Nonetheless, one respondent noted that they have had experiences where they 

underwent technical troubles with the platform itself with the sound becoming 

suddenly quiet on their phone while watching a stream. They pointed out that this 
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issue did not apply to desktop. And although respondents express that they have 

experienced video buffering issues or low resolution at times, based on data, this 

seems to be a rare case. 

 

Regarding ease of navigation and web accessibility, most of the respondents voted 

for “good.” For ease of navigation, there is repetition in the data for “very good” 

and “excellent,” which is a very positive outcome; this is also corresponds to the 

middle point of our dataset, accounting for 4 votes for each category each. On the 

other hand, for web accessibility, there are no repetitions in the data, and the 

midpoint in this case is represented by “fair,” with 5 total points. 

 

 

5 Discussion and conclusions 

5.1 Discussion 

5.1.1 Discussion of results 

The purpose of this study is to explore how the live music industry has faced the 

challenges of a transition to a digital live scene during the global COVID-19 

pandemic. With the help of the interviews and survey conducted, we were able to 

draw several conclusions to not only assess each of our research questions, but to 

give a data-based prediction of what the future could look like for the music 

industry, as this topic is rather innovative and not yet widely researched by scholars, 

which was noticeable while conducting the literature review. 

 

The interviews we conducted provided valuable information regarding the 

organization of digital concerts, including aspects such as livestreaming platforms, 

additional software, video and audio equipment, together with the views of industry 

professionals on this shift to a more digital world. 

 

Firstly, it is to be claimed that most of our interviewees saw the benefits of using 

Twitch as their preferred livestreaming platform; but it is also important to note 

that some of them used it in combination with other platforms, in hopes to help 

engagement and encourage interactivity. Which, if we look back at the Theoretical 

background section, is one of the most important factors that people claim to love 

about live performances. 

 

Based on the size of each event, there was a mix of pre-recorded and live 

performances, where external software outside of the chosen streaming platforms 

was used to enhance the experience further. Nonetheless, technical concerns 

beyond the organizers’ control were a huge part of these events, such as internet 

connection, and copyright issues, which occurred even when the music playing was 

copyright-free or had permission from the copyright holder to be played. This, 

however, did not stop the interviewees from executing their events, as the 
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uncertainty COVID-19 brought along prompted people to be creative. These 

factors—the inclusion of new ideas, the fast pace of it, and the resilience itself can 

be connected to both Resilience theory (Breda, 2018) and Diffusion of Innovations 

theory (Rogers, 1962). In those we can see that majority of our interviewees form 

part of what is described as innovators and early adopters that claim to see a future 

in digital concerts and festivals with the help of upcoming new technologies, such 

as virtual reality, and also as a complementary mean to what an artist can offer, 

which is vital for their relevance in the industry. 

 

Regarding the questioned platforms in the survey, a couple of preferences can be 

pointed out based on the responses gathered throughout our survey period. For 

instance, when it comes to the interaction between users, YouTube Live accounts 

get most of the votes, while Instagram and Facebook Live share the same amount 

of negative opinions for this aspect in specific. While it was not the highest number, 

Twitch received the most votes on “Very good” of all platforms, which is interesting 

to see that this is the platform that performed the best in this category since it was 

the one used by most of our interviewees. 

 

Moreover, when comparing the interaction features between users and musicians, 

the most positive votes were for Twitch, with 11 responses voting for “good”. 

Consequently, YouTube Live is the second most voted, but with a “fair” 

assessment, same as the other listed platforms. Twitch offers similar features in chat 

as YouTube, which makes it a highly interactive platform. In addition, streamers 

tend to be more personal with their viewers while on stream; and this can be applied 

to musicians as well, as they look to grow their communities online (Jones & 

Bennett, n.d.). 

 

For the sound quality analysis, it can be concluded that the preferred platform 

amongst the respondents, was YouTube Live. After this platform, Twitch followed 

up in the assessment. YouTube Live also counts with the most votes in “very good” 

for this category. Nonetheless, the most negative perception for this category is of 

Instagram Live. The top two platforms offer sound quality settings on their desktop 

versions, such as control of the volume, but on the contrary, Instagram Live does 

not. This, perhaps, is one reason why it is the least favourite aspect of this platform 

based on the gathered data. 

 

Regarding the video quality, our respondents agreed that their favourite platform 

when it comes to this aspect is YouTube Live, with the most votes for the “good” 

and “very good” assessments. Twitch is the second, most-voted platform from the 

list. Similarly, to the video quality aspect, in terms of ease of navigation, YouTube 

Live is the most voted platform listed, and the same goes for accessibility. Facebook 

Live is the least favourite one amongst all participants, accounting for the majority 

of the votes corresponding to “poor” assessment. 
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From the results, we can point out that the interest of Group A to continue 

participating in online concerts is quite low, compared to the responses accounting 

for “maybe.” This opinion might be influenced by their user experience and 

journeys that they have encountered while navigating through these platforms to 

watch online concerts. And perhaps, while the COVID-19 restrictions cease and 

venues reopen for artists to perform, the interest rate of online participants could 

only get lower. Industry experts on the other hand see the opportunity on doing 

these events but acknowledge that while people “go back to reality,” these events 

will be just extra-value for musicians and not the only channel for live concerts. 

 

In relation to that, seems like Millennials and Generation Z are inclined to watch 

more digital concerts if more interactivity features are added to the experience, 

which was the most voted category from the survey. Based on the collected data, 

participants do not seem to be interested in the inclusion of Augmented Reality or 

3D avatars, but Virtual Reality instead—this was brought up by the interviewees as 

well. 

 

5.1.2 Discussion of chosen method 

In this study, a mixed-methods approach was taken, as we aimed to gain a large 

spectrum of information and understand better the complex problems our research 

questions pose. This was also helpful in that our questions target separate groups 

of people, namely music industry professionals and music fans. 

 

Structured and unstructured interviews, as well as usability tests and focus groups, 

were some alternatives we considered in the beginning, before deciding on 

conducting semi-structured interviews. Our choice of method proved to be good 

for answering the first research question, as we managed to collect a good amount 

of relevant data and answer the question not only from a technical perspective, but 

also with the change in society in mind. 

 

Before deciding on a quantitative online questionnaire, structured interviews were 

considered as an alternative, as the two methods are largely similar. However, the 

questionnaire also provided the results we were seeking and led to answering the 

second research question. Despite having separate methods for each of the research 

questions, the collected data from each method helped in strengthening the 

questions’ answers. 

In conducting the survey, we recognize one limitation. When having asked 

respondents to rate certain features of specific video streaming platforms, we failed 

to provide a clear description of each feature. We consider all the features 

mentioned clear to understand on their own, without further explanation, except 

for the last one—accessibility, where Web accessibility was meant specifically. 
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5.2 Conclusions 

The following section presents the two research questions and answers them by 

drawing conclusions based on the collected data. The answers to these questions 

help identify points for improvement in the future of digital concerts. 

 

         “How has the transition to a digital live scene been handled in the live music industry during 

the COVID-19 pandemic?” 

 

Through interviews with various actively involved experts in the music industry we 

were able to observe all the different approaches that our participants took during 

this digitalisation process to carry out their digital events. The most noticeable 

aspect shown is that large production companies opted for more complex 

alternatives and state-of-the-art solutions (such as building their own internal 

systems to stream in different channels, or recording in special locations), whereas 

smaller event producers and independent artists opted for simpler setups (such as 

using their phones to record and making use of free software). This ultimately stems 

from the size of the event, capabilities of production and the type of audience they 

were trying to reach. 

 

While we had a mix of interviewees that were both already offering digital concerts, 

and some others that were preparing for this digitalization before the pandemic, 

during this period they all met new challenges and demands due to the on-going 

regulations, and even quarantine mandates. This pushed our participants to learn 

and put into practice new ways of working in a quick manner, innovating, and 

improvising with existing solutions such as livestreaming platforms. While this was 

positive, it came with many unexpected downsides since the infrastructure of these 

mainstream livestreaming platforms was not built to support and meet all the 

requirements of online concerts; resulting in issues such as: latency problems, 

internet disruptions, and copyright strikes. Many inconveniences that would not 

happen in a controlled, physical live environment. Nonetheless, the industry sees a 

future in this digitalization as an extra value to physical performances, but only if 

these platforms were to be improved and optimized to meet the expectations, or if 

new platforms were built for this specific purpose. 

 

         “What have been the experiences of digital live shows for Generation Z and Millennials in 

relation to specific platforms?” 

 

The present study allowed us to answer this question by taking a closer look at 

Generation Z and Millennials’ user experiences in relation to the most recurred live 

streaming platforms during the pandemic period, which also happened to be the 
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most used live streaming platforms by our interviewees for their events. The 

gathered data was extracted from their experiences, with a focus on different 

technical aspects, user interaction and general opinions coming from generations of 

music lovers that are well-familiarised with the internet. 

 

The music fans that did attend at least one online concert shared similar experiences 

of sense of belonging, and similar experiences towards different platforms. 

Platforms that were originally built to host content in video format, and requiring 

higher video and audio quality (e.g. YouTube, Twitch), received higher scores than 

those which only with time have adapted their systems to offer similar streaming 

services (e.g. Facebook, Instagram). 

 

This target group also feels strongly about platforms that offer innovative and 

creative interaction features, viewer to viewer and viewer to performer. They like 

platforms that somehow compensate for the loss of physical interactions, and this 

ties with the noticeable interest of said generations to make use of special features, 

such as Virtual or Augmented Reality. We can hypothesise that the implementation 

of these would not only enhance the user experience for a more optimal and 

accessible solution built on better music-oriented systems; but also open the door 

to new means of online interaction in ways that the music industry is yet to explore. 

 

All in all, the biggest existing livestreaming platforms were never meant to be used 

for digital concerts specifically, and it is thus important to identify the lacking 

aspects in order to better adjust them for this purpose. This information is also 

valuable for the development of new platforms. It is crucial for all involved 

industries to listen to their audiences and meet their expectations. In digital concerts, 

there is a clear preference of certain platforms, and, most notably, there is a high 

demand of user interaction features for a better user experience online, among all. 

If not tackled, the music industry risks losing the attention of such relevant target 

group.  

 

5.3 Future research 

One suggestion for future studies is to investigate the changes for musicians and 

fans that arose during COVID-19 from a marketing perspective. As the whole 

industry had to adapt to the new digitalization, as our research showed, artists often 

found themselves struggling due to the uncertainty the global pandemic brought. In 

losing the opportunity to tour, their incomes were heavily impacted, and they could 

no longer reach new audiences in the ways they used to just shortly before. 

 

To add to that, fans had lost the opportunity to engage with their favorite artists, 

and to also discover new ones in concerts and festivals. Perhaps such an 

investigation could show what creative ways artists took in order to remain relevant, 
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keep earning profit, and keep attracting new audiences. It could also show the way 

users perceived this change, and what ways they found best to engage with their 

favorite artists. This could be relevant as the industry continues to change, even as 

the pandemic is no longer a threat, and technological advancements grow rapidly. 
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7 Appendices 

8.1 Survey Questions 

 

1. What is your gender? 

2. What is your age? 

3. Which country do you live in? 

4. What is the highest level of education you have completed? 

5. How many online concerts and festivals have you attended in the past 2 years? 

6. Which video streaming platforms have you watched digital concerts on? 

7. How would you rate these aspects of the Facebook livestreaming service? (Poor, 

Fair, Good, Very Good, Excellent) 

7.1 Interaction between users 

7.2 Interaction between users and musician(s) 

7.3 Sound quality 

7.4 Video quality 

7.5 Ease of navigation 

7.6 Accessibility 

8. How would you rate these aspects of the YouTube livestreaming service? (Poor, 

Fair, Good, Very Good, Excellent) 

8.1 Interaction between users 

8.2 Interaction between users and musician(s) 

8.3 Sound quality 

8.4 Video quality 

8.5 Ease of navigation 

8.6 Accessibility 

9. How would you rate these aspects of the Twitch livestreaming service? (Poor, Fair, 

Good, Very Good, Excellent) 

9.1 Interaction between users 

9.2 Interaction between users and musician(s) 

9.3 Sound quality 

9.4 Video quality 

9.5 Ease of navigation 

9.6 Accessibility 

10. How would you rate these aspects of the Instagram livestreaming service? (Poor, 

Fair, Good, Very Good, Excellent) 

10.1 Interaction between users 

10.2 Interaction between users and musician(s) 

10.3 Sound quality 
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10.4 Video quality 

10.5 Ease of navigation 

10.6 Accessibility 

11. Have you experienced any technical difficulties not mentioned above? If yes, 

what kind and on which platform? 

12. In your opinion, what has been lost with the transition from live events to digital 

ones? 

13. And what has been gained? 

14. Would you continue attending online concerts in the future, when COVID-19 

is no longer an obstacle? 

15. What new features would you like to see on video streaming platforms? 

16. If there is anything you want to tell us, you can write it here! 

17. If you want to read our thesis, you can leave your e-mail here and we will send 

it to you when it is published! 

 

18. What are the reasons you have not attended online concerts? 

 

 

8.2 Interview questions 

 

1. What is your current position in [Company]? 

2. Has [Company] organized digital live events prior the pandemic? 

3. How many live events has [Company] organized during the pandemic (2020 – 

now)? 

4. Which video streaming platforms have you used? 

4.1 What lead you to choosing the specific platform(s)? In what ways 

 is/are it/they better than other commonly used platforms? 

5. Can you explain the process of organizing digital event? Where do you start? 

5.1 How is it different from organizing a “real-life” concert? 

6. How are technical aspects of livestreams handled (sound, video, latency)? 

7. What issues have you encountered with the platforms of your choice? How have 

you handled them? 

8. Have you utilized any special, out-of-the-ordinary features during the streams? 

9. What has [Company] done that has allowed for better interaction between users 

during streams? How about interaction between the musician(s) and the users? 

10. More generally speaking, in the transformation from real life to digital concerts, 

what do you think have been the losses? What have been the gains? 

11. Does [Company] plan on conducting online concerts in the future, when 

COVID is no longer a threat? If yes, what benefits do you expect to gain from that? 
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8.3 Thematically coded comments from semi-structured interviews 

 

Participant 1 – CEO of a big video production company  

Participant 2 – Musician, creating podcasts and events  

Participant 3 – Musician  

Participant 4 – Musician  

Participant 5 – Musician  

Participant 6 – Founder of a digital club, organizing online music events 

Participant 7 – Music duo, organizing events 

Participant 8 – Founder of a digital club, organizing online music events 

Participant 9 – Team member of a digital club, organizing online music events 

 

  

Platform  

1: “Facebook, YouTube”  

1: “We spent a lot of time and effort building out our own systems”  

2: “Mostly Twitch because it seems to be quite relevant platform because of the 

whole tipping system”  

2: “YouTube Live is great”  

2: “Facebook”  

3: “I started to have more viewers on Twitch than on the other platforms”  

3: “Facebook.. The interface, the UX, is quite cheap, the process to get your stream 

working is bad”  

3: “YouTube is okay”  

4: “Twitch seems to be the best for it due to the fact that you can interact with 

people live and see their reactions to the show”  

5: “YouTube, Twitch, and Facebook”  

5: “Twitch is a better platform since you can donate better and show support much 

better”  

6: “Final Fantasy is really interesting, a lot of the people are there” 

7: “A friend of ours works in our production at IMVU and so she actually 

introduced us to the app” 

8: “Twitch so we could have more visible element to it” 

9: “A lot of people are very used to the platform as a place to have these things. 

[Discord]” 

  

External software  
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1: “We have systems that we can connect everybody together and make sure that 

everyone is communicating on the feed more so than just like Teams or Zoom”  

1: “Pigeonhole”  

1, 2, 3: “OBS”  

3: “Streemlion”  

3: “Now I mostly use Streamlabs”  

3: “I was using Ableton to synchronize the audio with the video”  

3: “Restream.io that allows you to stream one video to multiple services”  

5: “A small mixer and my virtual DJ software”  

  

Distinguishing features  

1: “It had been a year since anybody was in Fenway Park, and it was really about the 

band, but it was also about giving everybody a chance to come into Fenway Park”  

2: “combination of Zoom chats with live performances in people’s bedrooms”  

2: “I did try and do a vinyl giveaway where I interrupted the stream. And I basically 

started using it as a social media experiment”  

3: “We made a setup in Beatsaber (...) and I actually played my own track”  

3: “I branded it as 'Hey, just watch me play video games on my computer!' and 

people watched me play this 8-bit video game (...), it was because I am composing 

the original soundtrack of the DLC that is coming for this video game”  

3: “Mixing VR and real-life broadcasting system”  

6: “It would be really cool to do something like this involving actual artists on Final 

Fantasy” 

7: “[On IMVU] Every room, every stage was special, every stage was customized” 

  

Video  

1: “Multiple drone shots”  

1: “... the video crew alone for that, there's 70 people every day, but that’s with 

100,000 fans”  

1: “Over 50% of the cameras were robotic cameras”  

2: “Multicameras and a pretty huge setup”  

5: “I used my mother's Android phone to record the audio and video”  

  

Audio  

1: “we have a director of audio site services and he makes sure that we do a clap 

test”  

3: “I just recorded myself playing the guitar all alone in my room, in the dark. I 

rooted the audio through Ableton Live, (...) I had a headset that was giving me the 

click in the back, all the other instruments, and I was just playing the guitar”  

5: “I used my mother's Android phone to record the audio and video”  
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5: “Bluetooth speaker for sound output and a small mixer and my virtual DJ 

software”  

  

Latency  

1: “So we make sure before it gets to that singular feed that it's that that sound and 

video is locked together and we make sure the sync is right (...) and that there's no 

latency”  

2: “Mostly connection issues”  

2: “You have to rely on everyone’s servers”  

4: “The problem seems to be buffering, where the stream goes down”  

6: “If their internet is a bit different, it’s going to show, they are going to lag” 

8: “But I believe you just need to have a good enough connection, so anything lags 

behind” 

 

Technical issues  

3: “It was an issue about me rooting the audio from my side”  

3: “We didn’t choose a high enough bitrate for the platform. We had unsynced 

audio. But it wasn’t because of the platform”  

4: “When I had done them (the concerts), it just went well”  

5: “We, as smaller artists, faced a lot of difficulties in many aspects, but when it 

comes to streaming, the recorded sets were much better”  

  

Copyright issues  

1: “Facebook shut the song down halfway through and the video was still there and 

we just put a note that said ‘Hey everybody, click on this link' and then they could 

watch via our player”  

2: “I had big artists on Facebook, Youtube and half way through it we got flagged 

with copyright so that annoyed the artist”  

5: “(On Facebook) sometimes stream may end because of copyright infringement. 

After re-uploading those sets on YouTube, we get copyright strike”  

  

Interaction between performers and fans  

1: “Text chat boxes along the sides of streams”  

1: “Repost a stream of an event and then people can reconnect”  

2: “We can have a good comment section and get to know the fans a little bit more”  

2: “I always encourage the artists to join us live in the chat”  

3: “I talk with the people in the chat before the events and after, but I do not interact 

that much with them during the video”  

3: “Sometimes I am doing jokes in front of the camera”  

4: “Interaction-wise, it's mostly text-based”  
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5: “It's just typing random stuff going with the flow and having fun”  

  

Setup – comments about how the technical aspects of events were handled 

1: “We take all the audio in, all the video in we provide the audio services as well 

like we provide a multitrack mix”  

1: “We actually record multitrack on site and then we record the cameras, in addition 

to doing the live production. And what we bring all that in, we sync it and do 

embedded audio and video into a single feed and then we push it into our encoders”  

2: “It was never actually live because for me, personally, I didn’t want that risk”  

3 (when organizing their own event): “I just recorded myself playing the guitar all 

alone in my room, in the dark. I rooted the audio through Ableton Live, (...) I had 

a headset that was giving me the click in the back, all the other instruments, and I 

was just playing the guitar”  

3 (when participating in an event as a musician): “It was us (the musicians) sending 

video through their (organizer) streaming keys, it was RTMP server. We were 

broadcasting through their server, their server was outputting the video through 

their streaming keys for the platform they chose”  

5: “I used my mother's Android phone to record the audio and video and used a 

Bluetooth speaker for sound output and a small mixer and my virtual DJ software”  

  

Learning process – comments about their technical skills related to streaming 

1: “it was a new time of working, and it was difficult”  

2: “It was during the COVID pandemic that I had to dig into that, because I wanted 

to do cool broadcasts, not cheap ones with only a shitty webcam”  

2: “What was weird with COVID, you had the time to learn stuff”  

5: “In the beginning it was chaos since it was new to most of us”  

  

Responsibility – comments about who is involved in the organization of events 

1: “We were only allowed to have 35 people in the stadium. The band, the musician, 

technician, the backline technicians, our staff”  

1: “The video crew alone for that, there's 70 people every day, but that’s with 

100,000 fans”  

1: “You’re having a good tech manager, having a good engineer”  

1: “Robotic camera operator”  

2: “It is just myself, but I just team up with some people for different things. (...) 

It's just collaborating with different people, other independent artists or labels”  

3: “a person that was dealing with the cameras and the broadcast system”  

3: “Those four events were with the musicians that are playing with me when I am 

touring, but all of the others were all by myself”  
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COVID – general comments about the effect of COVID-19 

1: “You have to be respectful of what people are comfortable with. You have to be 

respectful of safety and making sure that you take care of your team, your family”  

1: “As a production company, that may mean that you are doing something and that 

might go away tomorrow because of health situation”  

2: “COVID is still very much around. And some artists are just really not keen to 

play”  

2: “... combination of zoom chats with live performances on people’s bedrooms so 

it added some kind of charm to it because we are all stuck in this together”  

3: “People just wanted to be creative at this time”  

  

Change – comments about the effects of the transition from real-life to digital 

events 

1: “It could go from being a full in-person to a virtual event 100%, or it could be a 

hybrid event”  

1: “For us it was more like let's just put our foot on the gas, as opposed to going a 

different direction”  

2: “We planned a few (events) but the pandemic caused us to have to put them on 

hold, but we didn’t lose the momentum”  

2: “When there really hadn't been concerts for a while you can see people were just 

itching”  

3: “Cultural consumption of people has changed in the past 2-3 years. They are 

consuming music differently than before.”  

  

Gains – comments about advantages of digital events in relation to on-site ones 

1: “Bands realized that they can share their experience”  

1: “Being able to be more modular and flexible”  

2: “It's a lot cheaper”  

2: “For certain niche genres, such as synthwave, there are people that live in 

America, (...) and they might want to see their artists, they might not be able to 

afford a plane ticket over to the UK, for example, but watch it”  

3: “Interaction with people, or creating art live, but not in the same room as people”  

4: “You can reach such a bigger audience as people from all timezones can watch 

you”  

4: “They can also find and interact with people in communities and it strengthens 

their bond to the music”  

5: “The intention of these online shows was to give platform to small and young 

artists like me”  

  

Losses – comments about disadvantages of digital events in relation to on-site ones 
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2: “(In social media) it’s important to keep up the content, because if you fall behind, 

you gotta do that work again to get back into the spotlight”  

2: “Fears that people would stop going to concerts”  

2: “Your favorite songs always sound better when it's loud”  

2: “You do lose that magic of togetherness”  

3: “People are coming to quite big events, but they are not buying their place long 

in advance now, so it’s really hard for promoters to know if they are going to lose 

money on an event or not”  

4: “In real life there is a certain feeling of community”  

4: “The sound live of the bass as it goes through you and seeing artists you love is 

unmatched”  

5: “A number of donations would not be enough to pay their bills and all the hard 

work”  

  

Future – comments on their views about the future of online events 

1: “I think it will be complementary”  

1: “Nothing replaces being at a show”  

2: “I think we will probably be doing (online events) more infrequently because it 

remains quite a good thing to have”  

2: “We've got to iron out a few problems first. We want it to be worth the money” 

2: “I wouldn't want online to replace offline”  

3: “I think there’s a place for these events, not necessarily as a live event with a 

crowd”  

3: “I do wish to do more events that are involving VR”  

4: “I would be more than happy to participate in them, although will not be putting 

one on myself as it seems like a lot of stress”  

5: “No, (I do not plan on participating), because I have stopped making music now”  

  

Interest – comments rooted in interest on the subject 

1: “We are not in this just to have a job. We are in it because we love it.”  

2: “It's that love and it's that atmosphere that you want”  

3: “Even before COVID, I was pretty sure I was going to do some online events” 

3: “I really want to set up some sort of happenings involving the possibility for 

people to meet in a virtual world and have an interaction that involves me in a way”  

4: “I love seeing people enjoy what I do and seeing faces and dancing, it's something 

I cannot put into words how happy it makes me”
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