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Michael Wesch, Assistant Professor of Cultural Anthropology at Kansas State University 
produced this video;

http://www.youtube.com/watch?v=6gmP4nk0EOE

Wesch makes many points in this famous video, the one I am concerned with right now is that the 

Machine is Us/ing Us. And he's quite right. The world wide web, in its so called second generation "2.0", 

uses our navigation of the internet to organise, rank and filter web pages, connections, links, networks, 

etc. The Machine is Us. And it works very well. This means that as we consume the web we are also 

producing it. The Machine is Using us.

Given the perspective I decided to take for my current research (outlined here) I am going to explore 

how consumption and production have changed in the "digital age", and argue that there is a false 

dichotomy at work, all be it a useful convenience. 

For this research it has been necessary to conceive "The Web" as a techno/media/self scape. That is to 

say, the symbolic order, social imaginary or the webs of significance we are concerned with are 

positioned across a techno/media/self scape. 

The techno/media/self scape is a production and consumption of signs and symbols as they flow 

through technological spaces (the web, phones, laptops, fibre optic cables, soft networks arranged, 

produced/consumed by users), media (producers, consumers, producer/consumers, ubiquitous) and 

selves (aspects of self, produced and reproduced through [and producing and reproducing] technology 

and media).

http://cyberanthropology.wordpress.com/2008/11/12/locating-the-site-of-internet-social-research/


An example

Asus1 developed the “Eee Pc” in 20072 and expects to sell several million by the end of 2008. The Eee 

Pc is a tiny laptop computer, built in response to Intel's (the worlds largest semi conductor company) 

“World Ahead” programme (to allow anyone in the world have access to a computer and the world wide 

web) and the “One Laptop Per Child Inc.”3 Associations drive to produce affordable notebook 

computers for children in the “developing world” (realised in the form of the XO-1). 

Asus did make some significant developments with the Eee Pc (making it successful and influential), it 

is cheap and tiny – now most manufacturers produce a competing machine, but when it was released 

this was a new development. Most importantly is its customizability. Asus has not quite taken a FLOSS4 

approach to manufacturing since certain modifications will void the warranty, still modification is 

facilitated, every screw is the same size and there is space for upgradable parts.

So, Asus have a machine, a product that is sold to many different users. One group are “modders”. 

These are people who modify computers and they were attracted to the Eee PC for the reasons 

outlined above. Quickly videos start to surface online, “how to” videos sharing tips and sources of 

components so everyone can make these modifications. 

http://www.youtube.com/watch?v=3VaerIGpO5Q#

A number of things happen here. The videos are searched by people considering purchasing a laptop. 

So the video, although an act of consumption is not only producing the youtube website, producing the 

links and organisation that arranges the internet it also acts as a marketing tool.

More than that, these videos are feedback, quantitative in the form of hard data about numbers of 

viewers and demographics but also quantitative in the form of video of the product being used in its 

modified state, pros and cons are given, etc. This is the consumption of the product (as a hobby) but 

also the production of websites, feed back, marketing and market research.

Asus have followed the “modders” closely and have introduced the modifications and upgrades in 

newer models of the Eee PC. 

The operating system and software supplied with the Eee PC are free (although Paid for license 

software like Windows XP is available) and developed by user/producers involved in the Open Source 

Software community.

1 http://www.notebookreview.com/default.asp?newsID=4055&review=ASUS+Eee+PC+4G+(white)
2 http://www.linuxdevices.com/news/NS9292516116.html
3 http://laptop.org/en/vision/index.shtml
4 Free Libre Open Source Software 



So at least some part of the research and development, the software productions, the market research 

and marketing of the Eee PC is user/producer produced. 

This example demonstrates a change in the way production and consumption are conceived but also 

how the “web” or the “cyber” is a scape that crosses many symbolic spheres or conceptions of reality 

(be they virtual, real or mixed). 

With this example it is clear that Appadurai's approach of apply scapes to the social imaginary is most 

applicable, and that we need to look at the virtual world as it is called as a dimension of wider reality. 

Eee PC with touch screen

http://www.youtube.com/watch?v=3VaerIGpO5Q#

The “How to” http://www.youtube.com/watch?v=N8-BbOWVgXg

JKKMobile, a Modder

http://jkkmobile.blogspot.com/search/label/asus

http://www.youtube.com/user/jkkmobile

Intel

http://www.intel.com/intel/worldahead/

http://en.wikipedia.org/wiki/Intel

One Laptop Per Child 

http://laptop.org/en/vision/index.shtml

http://laptop.org/en/vision/index.shtml
http://en.wikipedia.org/wiki/Intel

