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+  One basic assumption of cultural production in the digital age has to be that
every product using computer technology is open to modiycation. If an electronic
consumer product is released to the market, users will ynd ways to adapt this
product to suit their needs or ynd new uses for the product. Game consoles often
get cracked because the kids want to play copied games, just as DVD players get
cracked because customers want to play every region code on their product. But
the Nintendo Gameboy was hacked to turn it into a music editor, so it can be used
as a DJ tool. There are several enthusiasts producing Gameboy music, such as
the Gameboyzz Orchestrat from Poland and the Vienna Gameboy Music Club.t
The robotic vacuum cleaner Roomba has attracted the attention of several users,
because it offers the possibility for experimenting with pricey robot technology
and the iPod was hacked for porting Linux on it.2 Competent users are able to
change a released product or even develop an alternative one. Companies will in
return use the ideas of users and integrate their modiycations into the products.
The use of software is therefore not that different from changing or developing
products. The process of reading and writing of software requires the same tools
and causes no extra costs. The following examples illustrate that this practice is

common in several user communities.

Xbox Linux
The Microsoft Xbox is more than just agame console. Equipped with a hard drive,

a stripped down version of Windows 2000 and a processor, an Xbox is actually
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