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The literature list has been selected to provide solid input on key concepts on digitalization from an 

information systems perspective along with domain specific studies from the multi-disciplinary domain 

of sport science. In the course the literature will be used for reference and as a theoretical backdrop to 

open discussions on digitalization, digital innovation, and studies of digital technologies in sports.  

In the course, it is not mandatory to read all literature and many of the papers should be seen as 

reading suggestion. Additional papers might be added during the course. 
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If you have impaired reading, you can also contact the University Library for access to adapted course 

literature. Adapted course literature includes, for example, talking books, e textbooks or Braille. You 

must personally certify that your ability to read is impaired. The Swedish Agency for Accessible 

Media records and produces adapted course literature. It takes time to produce adapted course 

literature, so it is therefore important to contact the University Library in good time before the start of 

your course. 
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