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ABSTRACT | ENGLISH
C OO OO OO OOY

Over the past decade, the digital became a seamless part of our daily lives. The transition that we used
to experience moving from actual spaces of communication to cyberspace when internet was a novelty
in our lives, today, does not apply anymore, we move from one to the other with the ease of moving
from one room to the other. It is within this context that, we are introduced to the participatory
architecture of Web 2.0 and to the concept of online social networking, and we move from the earlier
invisibility of communicating in cyberspace to the super-visibility of today. With all of these factors in

play, the way we define, understand and construct our identities undergo significant changes.

The self-conscious individual of our contemporaneity is excessively conscious of her/his appearance or
manner, as it is constantly reflected in the digital mirrors of Web 2.0. We tend to build our images in the
way that we want others to see us, hence slowly we losing the boundary between our images and our
identities. As such, this dissertation posits a multi-faceted question that concerns whether the
technological and sociological changes that we go through are reflected significantly in the way that we

construct our identities.

More specifically, we raise the questions of whether we are slowly becoming the void images that we
have created of ourselves as our real and digital identities converge. Is the brand image that we are
carefully constructing and manipulating to represent us online becoming our identity 2.0? What is
happening to our identities within our changed conception of cyberspace, with our new Web 2.0 tools
that allow us to express ourselves freely and play with our identities in our newly-gained digital

visibility?

Combining a review of classical theories of identity with a multi-disciplinary reading of the mediums of
communication today, we evaluate the results of the Digital Life Scale, a survey carried out among 635

users of Facebook to verify the hypothesis of this research.

Keywords: Web 2.0, online social network, human identity, digital identity, cyberspace, invisibility,

visibility, anonymity, nonanonymity, Facebook, brand identity, social media, digital image.
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ABSTRACT | ESPANOL
C OO O OO OOOOY

Durante la ultima década, el dominio digital se convirtié en una parte integral de nuestra vida cotidiana.
Hoy en dia, la transicién que experimentdbamos anteriormente mudando de los espacios actuales de
comunicacion al ciberespacio, cuando Internet era una novedad en nuestras vidas, ya no es aplicable,
pasamos de uno al otro con la facilidad de pasar de una habitacion a otra. En este contexto, conocimos
la arquitectura participativa de la Web 2.0 y el concepto de las redes sociales online, y poco a poco,
hemos pasado de la invisibilidad del ciberespacio a la super-visibilidad que tenemos hoy en dia. Con
todos estos factores en juego, nuestras formas de definir, entender y construir nuestras identidades han

cambiado considerablemente.

El individuo de hoy en dia acaba siendo en exceso consciente de su apariencia o forma, ya que estan
constantemente reflejadas en los espejos digitales de la Web 2.0. Tenemos tendencia a construir nuestras
imagenes segun la forma en que queremos que otros nos vean y poco a poco el limite entre nuestra
imagen y nuestra identidad se pierde. Asi, esta tesis planteaba una pregunta de facetas multiples sobre
si los cambios tecnoldgicos y socioldgicos que se estan dando se reflejan de manera significativa en la

forma en que construimos nuestras identidades.

Mas especificamente, ;nos estamos convirtiendo, poco a poco, en las imdgenes vacias que hemos
creado de nosotros mismos, a medida que van convergiendo nuestra identidad real y nuestra identidad
digital? La imagen de marca que cuidadosamente construimos y manipulamos para representarnos
on-line ;se estéd convirtiendo en nuestra identidad 2.0? ;Qué esta ocurriendo con nuestras identidades
en relacion con nuestra nueva concepcién del ciberespacio, donde las nuevas herramientas Web 2.0 nos
permiten expresarnos libremente y jugar con nuestra identidad mediante nuestra recién adquirida
visibilidad digital?

Combinando una revisién de las teorias clasicas de la identidad con una lectura multidisciplinaria de los
medios de comunicacién, hoy en dia, esta tesis evalua los resultados de la Encuesta sobre la vida digital,
una encuesta realizada entre 635 usuarios de Facebook para comprobar la hipdtesis de esta

investigacion.
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Riptyeh2:0,Andy Wa d'modified by Zeynep Arda, 2010. <My Facebook is not
acebook profile



INTRODUCTION
VS ST TS

If we are today condemned to our own image (condemned to cultivate our body, our look, our
identity, and our desire), this is not because of an alienation, but because of the end of
alienation and because of the virtual disappearance of the other, which is a much worse
fatality. In fact, the paradoxical limit of alienation is to take oneself as a focal point [comme
point de mire], as an object of care, of desire, of suffering, and of communication. This final
short-circuiting of the other opens up an era of transparency (Baudrillard, 1993b: 55-56).

The term Web 2.0 was coined in January 1999, by Darcy DiNucci, a consultant on electronic information

design. In her article, «Fragmented Future», DiNucci wrote:

The web we know now, which loads into a browser window in essentially static screenfuls, is
only an embryo of the web to come. The first glimmerings of Web 2.0 are beginning to appear,
and we are just starting to see how that embryo might develop. The web will be understood
not as screenfulls of text and graphics but as a transport mechanism, the ether through which
interactivity happens. It will appear on your computer screen, on your TV set, your car
dashboard, your cell phone, hand-held game machines maybe even your microwave oven
(DiNucci, 1999: 32).

Nonetheless, the term was popularized a while later by Tim O'Reilly, in 2003. In an attempt to revitalize
the web after the dot-com collapse, it was made public at the O'Reilly Media Web 2.0 conference the
next year. Though the term did not refer to any technical changes in the way web functioned, it did
eventually cause substantial changes in the ways end-users perceive and use the web (O'Reilly, 2005;
Burrows, 2007: 14; Graham, 2005). As defined on Wikipedia, which is a website of the same genre itself,
«a Web 2.0 site gives its users the free choice to interact or collaborate with each other in a social media
dialogue as creators of user-generated content in a virtual community, in contrast to websites where
users are limited to the passive viewing of content that was created for them». When such websites
started to appear, they were not first received to be very extraordinary. Early debates on the usage of
Web 2.0 focused on aspects of social interaction - be it online networking, sharing talents and creating
new relationships on Facebook; or creating online dialogues through the use of blogs; or even

contributing collective knowledge by editing Wikipedia.
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While some argued that developments of this kind signaled a new dawn for creativity, democracy,
community and personal expression (Papacharissi, 2002b; Rheingold, 1993; Negroponte, 1998), the
father of the web, Tim Berners-Lee called it a «piece of jargon» — precisely because he had already
described the web in his vision as «a collaborative medium, a place where we [could] all meet and read
and write» from the very beginning (Lanningham, 2006). But probably to his dismay, the concept did
have an impact. As Web 2.0 facilitated the contribution of millions of users on several topics of interest,
a subsequent outburst, an explosion of self-expression emerged. Everyone had something to say. It
eventually started to change our relationship with the Internet — and gradually with our friends and

with ourselves.

Facebook, one of the most affluent actors of the Web 2.0 scene, came into existence in February 2004,
and as one of the participants of this research puts it, «it gave everyone a face». As of July 2010, it had
more than 500 million active users all around the world. According to the Socialbakers.com data,
Facebook has 748,794,000 users worldwide as of September, 2011. As Web 2.0 sites started to gain
popularity, especially with a significant focus on online social networking, one ascending counter
argument was that this sort of an interaction using the web as a medium of communication would
ultimately create a desocializing impact. We were to spend more and more of our time shouting into a

huge online abyss with nobody actually listening (Burrows, 2007: 18).

While the side-effects of Web 2.0 in the society can be many-fold, this research will focus on its particular
effects on the individual, on how it has changed the perception of the social and the personal identity,
how it has redefined the focus of self-construction and how (if this really is the case) we got so
mesmerized by our own digital reflection that we ended up dissolving into the screen, like Narcissus

drowning in his own reflection.

When one talks about reflections, one should always keep in mind the characteristics of the medium.
Narcissus saw his reflection on the surface of the water. The surface that gave him his self-image was not
as smooth as that of a mirror and Narcissus had to adjust and interpret his perception to be able to claim
the image as his own. As he lacked the experience to do so, he never knew that it was his reflection. In
terms of image and identity, the Web 2.0 social network also has its own peculiarities and the reflection
should only be judged after one throughly understands the characteristics of the medium. The online
social network is a mirror that digitally processes one’s identity and that carefully edits the image upto
the point that it becomes perfectly presentable — which is not necessarily the exact reflection of the

actual or the real, while it neither is imaginary nor symbolic.
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As the last frontier in the commodification of the human beings, Web 2.0 identity is carefully polished
and packaged to sell and the contemporary Narcissus is confused by his identity once he gets used to
gazing upon this digital reflection. And, as any image formed on this surface is pre-edited and perfected
for the digital self-presentation, it is almost impossible to know where the identity ends and where the

image begins. So, slowly but surely, the identity dissolves into the Web 2.0 mirror.

Curiously our earlier relationship with the screen, as a very popular scholar on the subject of cyberspace,
Sherry Turkle, suggested was that of stepping through the looking glass (1995: 9). However | precisely
use the verb dissolve, for in my belief our latest confrontation with the digital has not been one in which
we have consciously took a step from one side of the screen to the other, but one where the distinction
between the actual space and the screen has disappeared. Together with this merge the distinction of
our actual and digital selves also disappeared, not to name several other boundaries that have melted
away which used to keep many dual relationships and binary oppositions alive. This merge gives us
several dimensions to investigate on the visual/virtual frontier of the human identity and various

debates that | will try to develop throughout this dissertation.

Today, seeing ourselves in the digital reflections of our Facebook and Twitter profiles is an undeniable
part of our daily lives. In terms of constructing our social relationships and activities, it comes to mean
almost more than what face-to-face communication means to us: short, casual, no-comprimise, no-fuss
communication at the touch of our fingertips. But this cheapening of the social, designates to
something more. We become the (only) focus of our own social life and the social slowly dissolves. The
way we socialize starts to tend more towards a relationship of voyeurism/exhibitionism, which also
indicates an excess in the amount of importance that we place on ourselves. As Baudrillard suggests,
putting ourselves in the focus of everything and losing perspective on everything else is drifting us
away from ourselves (2000: 70). With no Other to define where we end, with no reference point to know

where we stand - we do not end up in a process of alienation but that of annihilation of the self.

Putting it in another perspective, we may observe that the screen had a substantial effect on the
disappearance of the self, but probably not so much as the network. What Web 2.0 brought about is a
plane of networking on which each node becomes an undistinguishable unit, nonetheless with a
self-consciousness that convinces one to be the center — in a plateau that reminds us of Deleuze and
Guattari’s but which at the same differs from it substantially. In the schizophrenic society which was also

connotated with the invisible world of fantasies that the early cyberspace provided us with, Deleuze
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and Guattari’s idea of self as a multiplicity was very relevant. Cyberspace as such was the plateau where
each and every human being was given the possibility of being any «one» that they desire to be, by
being able to choose from the multiplicity — it was the plateau where «one [could] be many» (Turkle,
1995: 12). However on the new plateau of the online social network, we absorb the multiplicity and the

play of identities to step up for a new role - that of the protagonist.

With Web 2.0 our idea of the web has changed substantially in comparison with the early days of the
medium when the online communication meant more of invisibility, anonymity and pseudonymity in
our social life online. The advent of online social networks made it possible to see through people in
ways not anticipated before and thus to create new performance arenas for the expression of self
identity. Today, though the possibility of anonymity is not eradicated completely and there is a new
perspective for shopping-to-be, we have several reasons to kind of prefer to use our real names and real
faces on these networks. The earlier flight off of the body landed back in the flesh once again and we

became virtually visible as Facebook gave us a face.

The intention of the author is to search and identify the similar, and even the syncretic tendencies, that
are at work in the two respective worlds, online and offline, and the significant implications that these
tendencies could present on the identity formation process of the contemporary individual. In this
approach, one significant concern not to be understated is the relative and earlier invisibility of the
online worlds, where the user is free to choose an «avatar» to represent himself/herself or even create an
identity from scratch. Nonetheless, the actual physical and digital spaces that we live in today, imply
that the individual is more and more visible everyday, where the human being is very much influenced
by the visual perception of the physical aspects and the representation of the socio-economic levels.
One should also note that in the last decade we have almost stopped referring to our
computer-mediated communications as «virtual». Hence, the principal focus of the thesis will be
centred on the identity and how it is related to the new contemporary tools that are provided and that

characterize these two interrelated worlds.

The significance of this segment of the research lies in distinguishing the roles of «avatars», <masked
online identities» and «blended identities» in comparison with the «actual identity» of the individual.
How does the comfortable invisibility of an «avatar» help or obstacle a human being in his course of
self-realization? In the earlier days of cyberspace, the invisible nature of the online daily life and the
possibility it provided for disembodiment were the highlights of this type of socialization, which gave
the individual the option of communicating without her/his physical self, the body and the image - or
not. The provision of this possibility, which is not at all the case for the social interaction carried out in
the urban space, or in the highly visible digital space today, not only changes the manner of

communication but also the self-perception of the individual.

Department of Communication Sciences « Universitat Jaume | - 2011



Introduction

Enter Web 2.0, we lose invisibility together with anonymity, and suddenly we see no harm in telling
small stories of ourselves on our digital profiles. We write about marital or single statuses on Facebook,
gossip on Twitter, update the world on our family situations and post personal pictures for all to see,
without getting excited over the fact that «there is no sure way to delete any of it» (Rosenblum, 2010).
The photos that we used to keep in personal boxes and albums as a memory aid to our own narratives
and shared on certain occasions with the friends and family that had the privilege of visiting the private
space, the home - today do hit the homepage instead. In this unexpected transition and without even
realizing it consciously, we also start to believe the stories that we tell about ourselves. Suddenly we are
all celebrities and we get carried away with our own live broadcasts. Online social networks become the
showcase of snapshots from our lives, the places that we go to, with whom we are friends, what we wear
and where we go out to have a drink. Everyone shapes up to her/his best for the profile picture to share
with the world. What we build in these platforms exceed being our identity, become more of a
reputation or an image. Building our identities becomes a question of impression management.
Building ourimages becomes more important than building our identities — as it becomes what matters
the most. Is this transition really new? Was it not always already the case? Is this only a change of
scenery? Are we just witnessing a fresh technological version of the Debordian spectacle and living a yet
another dimension of the ever-aging «All that once was directly lived has become mere representation»
(Debord, 1967:12)?

As Sean Parker friskily expresses it in The Social Network(2010), the movie that tells the story of how
Facebook first started in 2004, «<We lived in farms, then we lived in cities, and now we're gonna live on
the Internet!» What was once lived in the street, in the physical space, socializing with our physical
identities, communicating with our physical appearances are today visible to a larger public on our
FacebookTV. As one Facebook user that participated in this research puts it straight out: «<Being on
Facebook, one accepts being an object of voyeurism and displays a certain level of auto-eroticism (to be
specific; self-portraits taken at an arms length)». He goes on to define Facebook as a «a social toy [which]

helps us share and spread our banality».

Traditionally speaking, the social circle where the personal identity was to be formed was limited to the
private realm, and being out in the public was considered to be in the midst of a milieu of strangers, it
was hardly ever an occasion to express the true self. Even though the social tendency was towards
believing in a unified identity, or a «saturated» identity following Gergen'’s lead, the way this identity was
expressed in the public and private realms differed substantially (1991). Nonetheless the identity was
disintegrated and virtualized with the introduction of mass communication through the television, and
later through the Internet, leading to Turkle’s definition of the de-centralized identity in the screen
(Turkle as cited in Stone, 1995: 59). Though the always-already virtuality of the self is open to question,

this advance called for a new perspective on the self, that of scattered multiple identities. Some of these
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multiple identities existed solely as virtual identities in the cyberspace and yet were deemed important
for the pleasure and the realization of the actual self. The self was able to disengage itself from its

visibility and take on a virtual identity which was to communicate behind the screen.
But in our contemporaneity, the virtual side is so indispensibly a part of our daily lives that we don’t even

notice the transitions from one to the other and it is quite complicated to talk about a decentred or
dispersed identity. The debates have changed radically from the early days of the Internet, the bulletin
boards, the ICQ and the MUDs (Multi-User Dungeons) as the human beings migrated into Web 2.0. The
world wide web, jokingly referred to in the early days as the «World Wide Wait», has evolved beyond all

recognition in the last five years (Burrows, 2007: 14).

Towards the end of 1990s, the identification by Turkle, of the computer as a «second self», was a
consideration that identity-transforming relationships were almost always «one-to-one, a person alone
with a machine» (1995). Turkle admits, as we all do, that today this is no longer the case. We have a huge
social life going on online, one that even exceeds the actual one from time to time. The online identity,
which was defined as a «multiplication of the actual self» by Turkle is today nothing more than an

extension of our actual identities. Nonetheless, this re-unified identity is by no means a saturated self but
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Introduction

more likely a crisis of «multiphrenia», the condition, largely attributed to technologies that increase
social contact, of being simultaneously drawn in multiple and conflicting directions, as it was defined by
Gergen in the Saturated Self(1991). What is being defined here takes us over to Erikson’s concepts of
identity crisis, probably in a form that applies an identity crisis in adolescence to the length of
adulthood and even a lifetime, which in a way achieves the eternal youth that we so desperately seek
on the outside, while on the inside leaves us as incomplete projects of ourselves - far from the self

realization that we seek in our own depths.

Hence, this research hopes to analyze some of the social ingredients that have lead the digital life to
assume the importance it has today, keeping its focus on the consequences of these transformations on
how the contemporary human being relates to himself and to his social environment. Though the
attempt here is neither to valorize this age, nor to condemn it, in the contemporary literature this
relationship is mostly considered to be a diseased one. For the sake of this research, | prefer to use the
term as dis-ease, as it better fits my research objectives, defining it as an uncomfort with oneself with
regard to the contemporary circumstances and the tools of the society, instead of an illness that needs

a cure.

My earlier research on the subject, From Space to Cyberspace(2000), was trying to follow the traces of this
dis-ease in the social life of human beings, starting from the urban paranoia of life in the industrial city
and moving onto the schizophrenia at the turn of the millenium with the Information Age. The journey
of disorders, as was investigated in this previous research was one that defined the path through which
«the individual» was transformed to «a man of the crowd», and then into a «terminal of multiple
networks» scattered and dispersed through the capillaries of the communication network.
Oversimplifying the notion of «disorder, this analysis of the process was predicated on the way human
subject was identified and named, every now and then, by the subsequent effects of eras that brought
about substantial change, be that the pre-capitalist, modern or the postmodern. Postmodern is used
from time to time to refer to today’s world, which is thickly inhabited and influenced by the computer
and the communication technologies, although it does not signify an era, in the same manner that the
others do. Postmodernism is still a stage in the course of modernity, if we are to consider Habermas’s

definition of modernity as «an incomplete project».

Today we are looking at a new picture, which can be investigated under the ages old/new neurosis of
extreme self-love: Narcissism. We do have a general idea of what narcissism is, nonetheless, this thesis
will move towards a definition of contemporary narcissism — which could be seen as a consequence of
the latest technological developments and the advances in human communication, if not the primary

source.
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In her book, Life in the Screen, Turkle catches an early glimpse of the disease, in the early stages of digital
communication, in the pre-Web 2.0, pre-Facebook age of social interaction mediated through
computers:

... in a new variant on the story of Narcissus, people are able to fall in love with the artificial
worlds that they have created or that have been built for them by others. People are able to see
themselves in the computer. The machine can seem a second self, a metaphor first suggested
to me by a thirteen-year-old girl who said, «When you program a computer there is a little
piece of your mind, and now it’s a little piece of the computer’s mind. And now you can see it».
An investment counselor in her mid-forties echoes the child’s sentiment when she says of her
laptop computer: «l love the way it has my whole life on it» (1995: 30-31).

The reference to narcissism as a condition of the contemporary human being was made even earlier by
Christopher Lasch (1979). Above we have defined some of the conditions that were recently introduced
to the current society. But let's take a pause to observe the similarities with the society that Lasch

defined to be «narcissistic» in the 1970s:

The psychoanalytic description of the pathological narcissist, whose sense of selfhood
depends on the validation of others whom he nevertheless degrades, coincides in many
particulars with the description of the performing self in literary criticism and in the sociology
of everyday life. ... The pathological narcissist reveals, at a deeper level, the same anxieties
which in milder form have become so common in everyday intercourse. The prevailing forms
of social life, as we have seen, encourage many forms of narcissistic behaviour. Moreover, they
have altered the process of socialization in ways that give further encouragement to
narcissistic patterns by rooting them in the individual’s earliest experience (1979: 94).

It could be discussed that Web 2.0 has altered the process of socialization in ways that further
encourage narcissism. In such a way that, on the web, identity is no longer constructed on how the
individual thinks and feels about himself. Rather, it is constructed on how the individual would like to
appear in the eyes of others. It is constructed on the idea of which brand identity would best fit the
individual to achieve the social status s/he would like to achieve. Identity construction is impression
management. The sort of anxiety Lasch defined for his «<new» narcissist back then, could be our starting

point in trying to understand the motivation behind the one of today.

The new narcissist is haunted not by guilt but by anxiety. He seeks not to inflict his own
certainties on others but to find a meaning in life. Liberated from the superstitions of the past,
he doubts even the reality of his own existence (Lasch, 1979: xvi).

To be able to confirm the role of our online identities/images in the reality of our existences, this

research tends to approach the issue in two paths that seem quite opposite in the first glance. On one
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hand, the contemporary highlights with regard to
the physical/visual identity and the perception of

brands as a way of self-expression is to be

PERSON OF THE YEAR

investigated, as well as the level of identification
with the brand identity to be able to have an
approximation of its role in relation to personal
identity. On the other hand, the salient issues in the
virtual/invisible ~ world, with an  already
old-fashioned term, the cyberspace are to be
investigated, with emphasis on Web 2.0 and the
possibilities it brought about - as well as the

current visibility it suggests — the social networks,

the participatory web, online communities and
online role-playing games. The investigation takes

Yes,you, Yousontsol the Information Age, two so-called opposite paths to be able to reach a

Welcometoyourworld.

modest conclusion about whether these two
identities, the digital and the visual tend to merge

Figure i.3 - Cover of the TIME Magazine, December 26", 2006.
Person of the Year: YOU. The World Wide Web became a tool in our contemporaneity. Yet this point had already

for bringing together the small contributions of millions of

people and making them matter been pointed out by Baudrillard as Internet arrived

in our lives:

There is no separation any longer, no empty space, no absence: you enter the screen and the
visual image unhindered. You enter your life as you would walk on to a screen. You slip on your
own life like a data suit (2002: 177).

The changes in the modalities of daily communication is just a change for most of the higher age
groups, nonetheless, in earlier stages of personal development it suggests more substantial effects on
self perception. Different age groups and different cultures tend to have different tendencies when it
comes to their online identities, and this thesis intends to identify some of these tendencies through the
execution and evaluation of a comprehensive survey on the subject, called the Digital Life Scale. In a
world where reality was already overtaken by the image and the illusion, the latest changes indicate
only a shift in the direction and the focus of the impact: What is inevitably under our careful observation
this time is the self, the personal identity of the human being that becomes the center of attention due

to excess of self-consciousness fueled by the online protagonism.

In its very general definition as a pathology, narcissism is the distorted ego-centric perception of the

world where the individual sees himself/herself as the center of it. Curiously, Lasch’s 1979 attempt to
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define the culture of narcissism provides us with an almost perfect-fit description of the current
situation once again. Hence a premature conclusion could be the narcissist society giving birth to the
Age of Facebook as the ultimate expression of self-consciousness applied with the state-of-art
technology.

The self-consciousness that mocks all attempts at spontaneous action or enjoyment derives in
the last analysis from the waning belief in the reality of the external world, which has lost its
immediacy in a society pervaded by «symbolically mediated information». ... To the performing
self, the only reality is the identity he can construct out of materials furnished by advertising
and mass culture, themes of popular film and fiction or fragments torn from a vast range of
cultural traditions, all of them equally contemporaneous to the contemporary mind. In order
to polish and perfect the part he has devised for himself, the new Narcissus gazes at his own
reflection, not so much in admiration as in unremitting search of flaws, signs of fatigue, decay.
Life becomes a work of art, while «the first art work in an artist», in Norman Mailer’s
pronouncement, «is the shaping of his own personality» (Lasch, 1979: 90-91).

Hence the human being is understood as that agent which constructs itself as a self through giving its
life the coherence of a narrative. Nonetheless, at the turn of the century, or even a little earlier, the rise
of design as a social phenomenon has changed the way human beings tackled the issue of
self-narrative as a form of identity construction and experience. The discourse slowly left its place to
«the visual design process» of the self — both to be experienced on the personal level and hence to be
presented and shared on the social level almost as a marketing practice. The change can also be
observed at work in the business world. The basic McCarthy rule of marketing mix defined the «4P» to
be «Product, Price, Place and Promotion». With the rise of the design society, the 4P became «People,
Place, Plan, Project» (Morace, 1996). However defined once again by Idris Mootee under the Web 2.0
influence, the new 4P is: «Personalization, Participation, Peer-to-Peer and Predictive Modeling». One
should carefully note that «Product» is no longer listed, neither in the second update, nor in the third.
This point is expressed concisely by Hal Foster as «the package [becoming] almost as important as the
product» in Design and Crime:

For today you don't have to be filthy rich to be projected not only as designer but as designed
- whether the product in question is your home or your business, your sagging face (designer
surgery) or your lagging personality (designer drugs), your historical memory (designer
museums) or your DNA future (designer children). Might this «designed subject» be the
unintended offspring of the «constructed subject» so vaunted in postmodern culture? (2002b:
17).

The package signifying more than the product, the image taking over the actual product sounds too
familiar indeed. Revisiting No Logo, Naomi Klein's handbook on the contemporary power of brands we

read:
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| decided to write No Logo when | realized these seemingly disparate trends were connected
by a single idea - that corporations should produce brands, not products. ... The astronomical
growth in the wealth and cultural influence of multinational corporations over the last fifteen
years can arguably be traced back to a single, seemingly innocuous idea developed by
management theorists in the mid-1980s: that successful corporations must primarily produce
brands, as opposed to products (2000: xvii, 3, emphasis added).

Handling the issue from a Ricoeurian perspective, who argued that we make use of stories, from
literature and popular culture, to help us assemble the narrative of our own lives, we could oversimplify
our 