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1 Abstract 
With the expansion of platform capitalism, the contemporary internet is increasingly dominated 
by centralized digital infrastructures. Mainstream platforms are gradually monopolizing 
knowledge production and modes of social collaboration through black-box systems and 
algorithmic governance. Against this background, this study uses Dynamicland (Dynamicland, 
n.d.) as a case study to explore how it constructs an alternative vision of collaborative knowledge 
production through multimodal media forms and to analyze how these media forms participate in 
constructing meaning around decentralization and collaboration. 
 
The primary research question is how Dynamicland uses multimodal media forms to articulate an 
alternative vision of collaborative knowledge production. The study further examines which 
media forms are employed, how different media elements collectively construct meaning, and 
how decentralization and collaboration are expressed. This study integrates Actor-Network 
Theory (ANT), assemblage theory, media semiotics, and Multimodal Critical Discourse Analysis 
(MCDA), employing a qualitative single-case study method to conduct a multimodal analysis of 
Dynamicland’s website, videos, project documents, and visual materials. 
 
The study finds that Dynamicland actively counters the highly abstract and black-boxed technical 
logic of mainstream tech platforms through forms such as handwriting, paper-based interaction, 
physical space, and hand-drawn diagrams. By emphasizing visible interfaces, material interaction, 
and embodied participation, it brings knowledge production back into a public space that is 
observable, understandable, and modifiable. At the same time, the decentralization emphasized 
by Dynamicland is a redistribution of epistemic authority. Within its system, participants are the 
co-producers of rules and infrastructure.  
 
This study further argues that Dynamicland’s representations themselves constitute a political act. 
Through these multimodal representations, Dynamicland constructs an alternative imagination of 
technology, one in which technology can be open, embodied, and collaborative. By examining 
representation, this study expands our understanding of alternative media infrastructures and 
offers a new perspective in media studies on de-platformed infrastructures and collaborative 
knowledge production. 
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3 Introduction 
In contemporary society, digital media has become deeply embedded in people’s daily 
lives. As Couldry and Hepp point out, in the context of deep mediatization, it is no longer 
reasonable to view real life and mediatized experiences as separate. The media have 
become one of the fundamental conditions constituting social reality (Couldry & Hepp, 
2016, pp. 13, 36). 
 
People not only live in the United States or Sweden, but also within Microsoft, Google, 
and Instagram. Media practices have become deeply integrated into every aspect of daily 
life, such as work, education, and governance. It is the new norm and the foundation for 
how people understand society and interact with it. Although global platforms like 
Microsoft provide cross-regional communication capabilities and collaborative work 
infrastructure, constructing unified knowledge networks and operational frameworks 
worldwide that offer tremendous convenience, the platform-based ecosystem they create 
also brings significant negative impacts, such as centralized governance, surveillance, 
and datafication, and cultural homogenization. 
 
Meanwhile, the media space is not merely a channel for the exchange of information but 
one that requires governance. As Schneider (2024, p. 33) points out, mainstream online 
space nowadays exhibits an implicit feudalism, where power within online communities 
is concentrated in the hands of a few individuals, granting them the authority and means 
to govern the digital realm. This results in users lacking essential democratic rights, 
which is the structural capacity to voice opinions and effect change effectively. To this 
day, a user's refusal to use a particular software remains the most potent means of 
expressing protest and personal will. 
 
This indicates that the technical framework, algorithmic design, and economic logic of 
digital platforms collectively determine who is visible, who has a voice, and which 
behaviors are permitted or restricted within this space (Schneider, 2024, p. 107). 
Therefore, the media infrastructure itself also serves as a structure for the distribution of 
power and social organization, and the logic of media governance in modern society is 
embedded within its technological design. It ensures that both knowledge and social 
behavior unfold within governable frameworks. 
 
Within this context, the production and dissemination of knowledge have become 
increasingly reliant on a platform-based media environment. However, these platforms 
are often built on closed software systems and personalized devices, which largely render 
the knowledge production process invisible and, to some degree, limit people’s 
understanding of and participation in that process. 
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To challenge these invisible, established frameworks of platform capitalism, we need to 
maintain a healthy dose of rebelliousness and reimagine the very infrastructure of media 
itself. If the technical architecture dictates social organization and cognitive processes, 
then breaking free from this digital feudalism requires an alternative imagination of how 
technology can be structured. 
 
 

4 Problem Statement 

4.1 From platformized media to the research problem 
Existing research has analyzed how platform-based media influence collaboration, 
participation, and knowledge production processes from multiple perspectives. For 
example, relevant studies have explored how social media, collaboration platforms, and 
digital infrastructure reshape the ways people interact with one another, and knowledge is 
produced and circulated in these environments. The comprehensive review of empirical 
studies on platformization and knowledge production will be further elaborated in the 
literature review chapter. 
 
However, most of these studies take existing platforms as a given, focusing on how 
platforms organize practical processes. Research on those de-platformed media 
environments remains relatively limited. Furthermore, such studies often focus on 
technical or practical aspects, while rarely exploring how these experimental projects use 
different media forms to articulate their concepts and visions. 
 

4.2 The Case: Dynamicland & Definition of De-platformized 
Media Infrastructure 

Dynamicland is an experimental research project based in the US that aims to rethink the 
fundamental nature of the computer as a medium. Unlike traditional personal computers, 
Dynamicland embeds computing within physical space, using paper, projections, and 
spatial interfaces to make the computing process visible, tangible, and amenable to multi-
person collaboration. 
 
This system emphasizes decentralization, visibility, and in-person collaboration, seeking 
to build a knowledge-production environment distinct from mainstream platforms. 
However, Dynamicland remains in the experimental stage, and its design philosophy has 
not yet been widely adopted. 
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Therefore, rather than evaluating its practical effectiveness, it is more productive to focus 
on how, as a research project, it uses video, text, and other visual materials to articulate 
its vision for future modes of knowledge production. 
 
Before diving into the literature on platformization, it is important to clarify conceptually 
what this study means by “de-platformized” media infrastructures and how it understands 
Dynamicland. In the context of this thesis, de-platformization is defined specifically as 
the practice of constructing and operating an alternative media infrastructure outside 
dominant platform ecosystems.  
 
It represents a deliberate detachment from the centralized, cloud-based architectures of 
mainstream tech giants. De-platformed infrastructure does not reject computing itself, but 
rather rejects the commercialization and disembodied governance to which computing is 
bound. 
 
For Dynamicland, this de-platforming is achieved through radical materialization. It 
demonstrates that technological progress need not rely on deeper integration into 
centralized cloud systems but can instead operate within transparent, localized, and 
embodied public spaces and function effectively. 
 

4.3 Summary and Research Directions 
In summary, in contemporary society dominated by platform-based media, media 
infrastructure not only shapes how knowledge is produced but also constitutes a key 
structure of power and governance. Although existing research has extensively explored 
collaboration and knowledge production in platform-based environments, studies on 
alternative media infrastructure remain limited, particularly in their analysis of how these 
concepts are expressed and presented. 
 
Based on this, the study no longer views Dynamicland as a system that has already 
achieved its goals, but rather as an experimental project that constructs and 
communicates its vision through multimodal media forms. Therefore, the central question 
of this study is: How does Dynamicland use different media forms to represent its vision 
of alternative modes of knowledge production and collaboration? And this will be further 
developed into more detailed research questions in Chapter 6. 
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5 Literature Review 

5.1 Overview 
In contemporary media and communication studies, platform-based media and their 
impact on social practices have become a significant area of research. Existing studies not 
only examine how media construct social reality but also analyze how platforms shape 
processes of collaboration, participation, and knowledge production. 
 
This section will present a review on two levels. First, it will outline theoretical 
perspectives relevant to this study, including media infrastructure, media governance, and 
epistemological frameworks for knowledge production. Second, it will review existing 
empirical research, focusing on practices of collaboration and knowledge production in 
platform-based environments. Building on this foundation, the study will further identify 
the research gaps it aims to address. 
 

5.2 Theoretical Perspectives 
At the theoretical level, existing research has provided important insights into the 
relationship between media infrastructure and knowledge production. First, the concept 
of deep mediatization, proposed by Couldry and Hepp, emphasizes that media have 
become one of the fundamental conditions that constitute social reality (Couldry & Hepp, 
2016, p. 13; p. 36). Within this framework, social interaction, knowledge production, and 
everyday practices all take place within media systems. The media is no longer an 
external tool but rather an integral part of social structure. 
 
Building on this, Schneider (2024, p. 107) further notes that media spaces are not merely 
channels for information exchange but also spaces requiring governance. Through their 
technical architectures, algorithmic designs, and economic logics, digital platforms 
determine visibility, participation rights, and behavioral norms, thereby making media 
infrastructure a mechanism for both the distribution of power and social organization. 
 
 

5.3 Theories and Analytical Frameworks, and how they have been 
applied 

Finally, this study further incorporates Actor-Network Theory (ANT) and assemblage 
theory as analytical frameworks. ANT emphasizes that human and non-human elements 
(such as technology, media, and space) jointly constitute a network of social relations 
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(Bencherki, 2017). In addition, the book “Science in Action” by Bruno Latour 
demonstrated how he observed a laboratory’s everyday work and drew a conclusion 
about how facts were produced. The concept of Black boxing in this book has significant 
academic value, even though it is called "science" in the title; its logic can be applied to 
this study as well. 
 
Meanwhile, assemblage theory focuses on the dynamic combination of heterogeneous 
elements and the generative processes that underlie it (Buchanan, 2021). These two 
theories provide important perspectives on how Dynamicland constructs its expressive 
system across different media forms. 
 
Furthermore, given that Dynamicland itself exhibits distinct multimodal characteristics, 
this study will also integrate semiotics (Bignell, 2002) and visual analysis (Ledin 
& Machin, 2018) to examine how different media forms collectively construct meaning.  
 
In existing research in media and communication studies, these theories have been widely 
employed to analyze the material nature of media infrastructure and the hidden discursive 
power that underlies it.  
 
When scholars introduce ANT and assemblage theory, they often focus on examining 
how complex underlying hardware, algorithms, institutional norms, and human actors are 
jointly assembled across the boundaries of the virtual and the real, thus clearly revealing 
the material network mechanisms through which tech giants exercise remote control and 
implement disciplinary practices of network territorialization (Latour, 1987).  
 
Fred Turner mainly critiqued digital utopianism (Turner, 2006). During the 1960s, a 
counterculture movement emerged from the development of internet technology, which 
many at the time believed would be the solution to social liberation and democracy. 
However, it not only failed but also gave rise to today’s highly commercialized and 
industrialized network environment. 
 
Previous studies have also demonstrated that technological infrastructure is never a 
neutral conduit for information transmission, but rather a central arena for the 
organization of power, social discipline, and media governance (Gillespie et al., 2014).  
 
Therefore, from an in-depth perspective in critical multimodal studies, these analytical 
tools will support this study in deconstructing the myths of technological ideology.  
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Many ideologies have emerged from technological development over time. For example, 
Black boxing is one of the early critiques of modern technology (Latour, 1987, p. 3, 32). 
Latour argued that once a new technology becomes widely adopted, people tend to focus 
not on how it works but only on its results. From a media perspective, once a technology 
is considered a black box, people often look for the causes of various social phenomena 
only in factors outside the black box. This critique demonstrates that “unblack-boxing” is 
necessary, and that science, technology, and social context should not be analyzed in 
isolation from one another. Gillespie expressed similar concerns about the Silicon Valley 
libertarian myth, which was closely associated with technology and social liberty, 
including free markets and deregulation (2014, p. 268, 273-274). What these 
technological ideologies have in common is their blind worship of technologies. 

 

Through meticulous semiotic deconstruction of multimodal visual layouts, handwritten 
symbols, juxtapositions of signs, and spatial interactive arrangements, existing literature 
has successfully revealed how mainstream commercial platforms naturalize technological 
monopolies and disembodiment as unquestionable social realities, thereby identifying, at 
the micro-operational level, the line of flight through which the public can reclaim their 
fundamental cognitive sovereignty. 

 

5.4 Empirical Studies on Platformization and Knowledge 
Production 

At the empirical level, a substantial body of literature has explored how platform-based 
media influence participation, collaboration, and knowledge production. These studies 
provide a crucial foundation for understanding the relationship between media 
infrastructure and knowledge, but they also reveal the limitations of current research. 
 

5.4.1 Platformization and Participation 

Regarding participation and interaction, research generally indicates that platforms not 
only provide the technical conditions for participation but also shape its modes and 
structures. 
 
For example, Dvir-Gvirsman and Tsuriel (2022, pp. 1312–1321), through their study of 
the relationship between news practitioners and audiences, point out that in a 
platformized environment, under the influence of the economic, governance, and 
technological logics of social media platforms, the relationship between media and 
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audiences manifests as an “open relationship.” Audiences are simultaneously viewed as 
data subjects, interactive objects, and potential collaborators. This shift in the relationship 
directly impacts news decision-making and the production of professional knowledge. 
This relationship is not entirely equal. Instead, it is jointly regulated by platform 
mechanisms and professional norms, thereby forming new power structures within the 
interaction. 
 
Likewise, in his study of K-pop fan culture, James (2025, pp. 5–6) notes that platforms, 
through their technical structures and affective mechanisms, shape how fans participate, 
making participation not merely a process of content consumption but also one of 
emotional investment and community-building. When fans build information networks 
about K-pop on platforms, their activities are quantified by the platform's infrastructure 
and reorganized through its visibility and identity recognition mechanisms. 
 
These studies demonstrate that platforms not only facilitate participatory behavior but 
also organize forms of participation through their interface design and interaction 
mechanisms. However, these analyses primarily focus on the formation of participatory 
practices within existing platform environments, with less attention to how this logic of 
participation is reimagined or expressed as media infrastructure changes. 
 

5.4.2  Collaboration and Knowledge Production 

At the level of collaboration and knowledge production, research further indicates that 
knowledge is not generated independently by individuals but is continuously formed 
through collective processes within platform-based environments. Peng (2025, pp. 246–
249), through a study of French public professionals, demonstrates that in open digital 
collaborative spaces, knowledge production often manifests as a spontaneous 
collaborative process. Participants co-create public value by sharing information, 
discussing issues, and jointly solving tasks. 
 
Furthermore, research on Brazilian religious communities reveals that media 
infrastructures not only facilitate the dissemination of information but also contribute to 
the construction of knowledge and belief systems. It demonstrates how religious 
organizations and their media ecologies produce and legitimize specific worldviews 
through practices such as WhatsApp group communications (Cavalcanti de Arruda et al., 
2022, pp. 212–214). Although this study focuses on faith and worldviews rather than 
collaborative knowledge production, its empirical analysis emphasizes the importance of 
media infrastructures. This process illustrates the close relationship between knowledge 
production and media structures. 
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These studies highlight the importance of collaboration in knowledge production and 
reveal how platforms organize collaborative processes. However, these analyses still 
primarily focus on collaborative mechanisms within platforms, with less exploration of 
how collaboration is rearticulated or reimagined in alternative media environments. 
 

5.4.3  Epistemic Infrastructure and Knowledge Production 

At a more fundamental level, some research views media infrastructure as the epistemic 
infrastructure of knowledge production. Through his study of cables and servers, Munn 
(2022) argues that these seemingly technical infrastructures help shape how humans 
understand the world. Media infrastructure not only transmits information but also shapes 
cognitive frameworks, embedding knowledge production within specific technical 
systems. The case study of Hong Kong's Tseung Kwan O data centers and submarine 
cables demonstrates that infrastructure does not merely passively carry information. 
Instead, through its physical configurations and institutional arrangements, it actively 
shapes “what knowledge can be produced and at what speed” (Munn, 2022, pp. 1403–
1406, 1407-1408). High-speed transmission of financial data is prioritized, while 
community-based, slow knowledge practices are systematically overlooked. 
 
Nevertheless, within cultural production contexts, Mouillot's case study of Hong Kong’s 
independent music community demonstrates that social media platforms become vital 
conditions for generating and preserving non-mainstream knowledge and cultural 
memory in environments lacking infrastructure. Music creators utilize platforms for 
archiving, knowledge transmission, and stylistic construction, forming a locally grounded 
logic of knowledge production (Mouillot, 2025, pp. 824-827, 828-829). Social media 
platforms influence which knowledge can be produced and disseminated through their 
operational logic, thereby shaping the boundaries of knowledge production. 
 
These studies further demonstrate that media infrastructure is not merely a technical 
support system, but rather a condition for the generation of knowledge. However, these 
studies still focus primarily on how existing platforms shape knowledge production, with 
less attention paid to how an alternative infrastructure might be conceived, presented, and 
disseminated.  
 
 

5.5 Research Gaps 
In summary, existing research has analyzed how platformed media influence 
collaboration and knowledge production from multiple perspectives, gradually coming to 
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view media as both an infrastructure and a power structure. However, several research 
gaps remain. 
 
First, most studies take existing platforms as a given, focusing on how platforms shape 
practical processes while offering little exploration of how knowledge production and 
collaboration might be reimagined when the media infrastructure itself changes. Second, 
research on de-platformization or alternative media infrastructure remains limited, 
particularly in the lack of systematic analysis of their specific operational mechanisms 
and social significance. 
 
More importantly, existing research has largely focused on practical-level analysis, with 
little attention paid to how these experimental projects present their concepts and visions 
through various media forms (such as video, text, images, and spatial design). In other 
words, there remains a lack of in-depth research into the processes of representing and 
visualizing alternative media infrastructure. Given these research gaps, this research takes 
Dynamicland as a case study to explore how it constructs and communicates its vision of 
alternative knowledge production and collaboration through multimodal media forms. 
 
 
 

6 Method and Research Design 
This study employs a qualitative single-case study approach, focusing on Dynamicland to 
explore how it presents an alternative vision of knowledge production and collaboration 
through various media formats. Unlike traditional research that focuses on practice or 
outcomes, this study emphasizes analyzing how Dynamicland constructs and 
disseminates its ideology through its project materials, such as videos, texts, and visual 
representations. Consequently, this study views Dynamicland as a multimodal media 
system whose meaning is co-produced across multiple media forms. 
 

6.1 Research Questions 
The purpose of this study is to explore the alternative vision of knowledge production and 
collaboration embodied by a de-platformed media infrastructure operating outside the 
media environment dominated by mainstream platforms. By analyzing Dynamicland’s 
project materials, such as videos, texts, and visual displays, this study examines how it 
presents a model of knowledge production that differs from traditional digital platforms.  
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Based on this, the main research question of this study is: How does Dynamicland 
represent an alternative vision of collaborative knowledge production through its 
multimodal media forms? 
 
Sub-questions: 
 1. What multimodal forms (e.g., video, diagrams, spatial arrangements) are used 
to represent Dynamicland’s system? 
 2. How do different media elements (such as handwriting, visual layouts, and 
spatial configurations) construct meaning? 
 3. How is decentralization and collaboration articulated through these 
representations? 
 
In addition, to avoid overly broad research questions, this study specifically defines 
meaning as the ideological construction of alternative narratives regarding decentralized 
knowledge production. 
 
 

6.2 Theoretical Framework and Analytical Approach 
This study adopts Actor-Network Theory (ANT) and assemblage theory as its core 
theoretical frameworks. From the perspective of ANT (Bencherki, 2017), social reality is 
understood as a network composed of both human and non-human elements, such as 
technology, media, and space. Based on this, this study analyzes how Dynamicland forms 
a relational network for expressing concepts of knowledge production through people, 
technological devices (such as paper and projection systems), and spatial arrangements. 
Bruno Latour's theories and critiques on ANT and technology will be used in the 
analysis, as discussed in the literature review. 
 
To apply actor-network theory, one first needs to follow a principle called generalized 
symmetry (Bencherki, 2017). It means that researchers must view both human and non-
human actants as equipped with equal agency to influence the real world. For example, in 
news production, human actants are journalists, editors, informants, and readers, and non-
human actants are deadlines, news ethics rules, the internet, and algorithms. They all 
have equal impact on how a news article is produced. The concept of translation is often 
used when discussing ANT. Again, take news production for example: when an incident 
happened, it was relayed to journalists via phones and the internet, who then typed it into 
an article. It is not an objective reflection of facts, but a series of reactions that lead to a 
selected result.  
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Meanwhile, assemblage theory (Buchanan, 2021) emphasizes the dynamic combination 
of heterogeneous elements. A heterogeneous assemblage is an assemblage jointly 
constituted by different media forms, technical components, humans, and discourses. 
Assemblage theory will be applied to examine how these elements in Dynamicland 
collectively construct its vision of alternative knowledge production. Building on this 
foundation, the study integrates the theoretical framework with the analytical perspective, 
focusing on the modes of connection between different elements and how they jointly 
generate meaning. Furthermore, two additional concepts need to be used during the 
analysis. Territorialization is a mental process of creating a safe environment with livable 
orders to feel safe. Furthermore, the term for the exact opposite of deterritorialization is 
the line of flight. It asks one to leave the safe territory to embrace change (Buchanan, 
2021). 
 
At the micro level, semiotics will be applied to analyze each selected material. The 
application of semiotics involves the concepts of signifier, signified, and myth. For 
example, try to recall a “Reindeer Crossing” sign you’ve seen on the road. When you see 
this sign, you naturally realize that it means there may be reindeer ahead and that you 
should drive carefully. However, from a semiotic perspective, the sign represents three 
distinct concepts. The first concept is the signifier, which refers to the physical properties 
of the sign itself. The sign is made of metal, painted in black, white, and red, and may 
have some chipped paint or rust on its surface. These are all part of the signifier of the 
reindeer crossing sign. The second concept is signified, which refers to all the ideas the 
sign reminds you of. In this case, the signifieds are “reindeer ahead” and “need to drive 
carefully”. Finally, myths represent well-established narratives grounded in the signifier 
and signified, as well as in the broader context. In this case, one can say the myth is 
“Drive Safely” or “We should protect animals”. One more example would be a coin. The 
signifier is the round metal and the pattern possessed by the coin, and the signified would 
be the idea of “money”. The interpretation of myth in this case would differ depending on 
the context. If you donate this coin to a nonprofit organization, the myth will be hope, 
kindness, and so on. 
 
In addition to semiotics, this study also incorporates multimodal critical discourse 
analysis (MCDA) (Ledin & Machin, 2018, p. 37). As Ledin and Machin have argued, 
MCDA integrates the macro-level ideological critique of critical discourse analysis with 
the highly detailed micro-level analytical tools of social semiotics and multimodal 
linguistics. This is because visual communication is deeply connected to semiotics these 
days. Take a photograph, for example: when the photo was taken for a news article, it 
usually needs to be neutral and precise about what happened. However, if it’s for a 
commercial, it does not need to be true but should be symbolic and look good. 
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In relation to applying MCDA to specific material, first, it needs to be positioned within a 
certain context. Then, to avoid misinterpretation, this method requires a detailed 
description before any further analysis is carried out (Ledin & Machin, 2018, p. 57). 
Following this, the affordance needs to be discussed. Affordance refers to the possibilities 
for gaining support from the environment to enhance different actions (Ledin & Machin, 
2018, p. 28). In this research, affordance primarily refers to semiotic materials such as 
software interface design, magazines, spatial arrangements, or typography. Behind all 
these materials lie certain preconditions or characteristics that shape or constrain people's 
behavior in social practice. Finally, MCDA connects visual design to power relations, 
indicating how a certain reality or narrative is constructed. 

 

Media semiotics and MCDA, as analytical tools for primary analysis, allow us to 
understand how each piece of material constructs a certain new myth through the 
selective use of various social semiotic languages, thereby revealing the new narrative 
and new reality they are attempting to construct. 

 

However, these analyses are limited to discussing the meanings expressed by the 
materials themselves. Therefore, the second step in empirical data analysis is to apply 
ANT and assemblage theory. This will position each piece of material within a larger, 
more complex environment and view it as a non-human actant with agency. On this basis, 
we can further discuss whether each piece of material has had a more profound impact or 
a more significant role. 

 

In addition, if ANT and assemblage theory are applied to phenomena or situations at 
different scales, the people, objects, and spaces analyzed will differ. Consequently, the 
results of the analysis will also vary. By analyzing each piece of material individually, we 
can more thoroughly demonstrate each one's uniqueness. Finally, a thematic analysis will 
be conducted at the end of the chapter, drawing on empirical data. 

 

Thus, in this study, this integrative analytical approach, which entails significant 
academic tension, is employed to thoroughly dissect the hidden micro-power relations 
and socio-political interests underlying Dynamicland’s multimodal visual materials and 
physical spatial layout. 
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6.3 Data Collection 
This study primarily utilizes publicly available multimodal data, including the 
Dynamicland official website, project documentation and textual materials, as well as 
project showcase videos and demonstration recordings. These materials contain not only 
textual information but also visual elements (such as images, interface designs, and 
spatial layouts) and dynamic demonstrations, such as collaborative processes and system 
operations. Through these materials, this study can present Dynamicland’s modes of 
expression in a relatively comprehensive manner. 
 
 

6.4 Sampling 
Regarding the selection of empirical materials, the study's plan is as follows. This study 
categorizes the empirical materials into four main groups. The first group consists of two 
pages from the Dynamicland website: the homepage and a subpage presented as a 
handwritten letter. The second group consists of two distinct text-only documents. The 
third group consists of PDF documents that combine text and images and introduce 
Dynamicland’s philosophy and the details of its projects. The final category consists of 
three videos, a self-introduction by Dynamicland, a presentation of its philosophy, and a 
recording of an external seminar.  
 
This study will focus on analyzing text, images, and videos generated by Dynamicland. 
All selected materials are available on Dynamicland’s official website from January to 
June 2026. This research employs a purposive sampling strategy to select materials 
highly relevant to the research question. Rather than prioritizing sample size, this study 
emphasizes in-depth analysis of key materials. This strategy aligns with the research 
logic of qualitative single-case studies. 
 
The sample selection criteria include: 

1) Materials that demonstrate Dynamicland’s visual or media expressions 
2) Materials that include explanations of their systemic concepts or collaborative 

models 
3) Materials that embody its vision for alternative knowledge production 
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6.5 Data Analysis 
The data will be analyzed using Actor-Network Theory (ANT) and assemblage theory as 
the main and macro theoretical frameworks. They are used to examine how human 
actors, technological elements, and spatial arrangements are interconnected in the 
representation of knowledge production.  
 
It is important to emphasize that this study primarily employs ANT and assemblage 
theory for analysis. Furthermore, those are theories that, by their very nature, view all 
phenomena as wholes of different scales. It is difficult to determine which analytical tool 
to apply to specific materials in practical applications. For example, it would be 
impractical to use only semiotics to analyze images or only ANT to analyze videos. 
 
Thus, the plan for this study is as follows. When conducting specific analyses of each 
material, this research will first proceed at the micro level using media semiotics and 
MCDA from visual analysis. 
 
It starts with a thick description of the material, not only because it is required by the 
MCDA method, but also because it would be more transparent and reliable by showing 
the analysis process. The following step is to apply MCDA and semiotic analysis. This 
research will identify the signifiers and signifieds associated with the material and discuss 
the myth behind it. Furthermore, analyzing affordance in each case helps determine how 
the material influences people’s behavior when communicating. The analysis will include 
several critiques from other authors mentioned earlier in the literature review to facilitate 
comparison. 
 
The second step involves macro-level inductive analysis, integrating these micro-level 
findings within the framework of ANT and assemblage theory to examine how non-
human actants reorganize networks of knowledge production. 
 
The research will focus on how various sign systems, such as images, text, handwriting, 
and diagrams, convey meaning, and how these different forms of expression collectively 
shape our understanding of knowledge production. Visual analysis will examine the role 
of visual elements in expression, with particular focus on spatial arrangement, interface 
design, handwriting, and diagrams within Dynamicland. This research will explore how 
different visual forms convey specific meanings individually and collectively construct 
Dynamicland’s expressive system, revealing that knowledge production is not only a 
practical process but also a mediated, visualized representational process. 
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6.5.1 Analytical Coding Framework 
To ensure methodological transparency during the analytical process, an analytical 
coding framework was developed and is shown below (Figure 1). It illustrates how this 
study moves from empirical observations to broader interpretations and breaks down the 
analytical process into four steps. 
 
Analytical Stage Theoretical Tool Focus of 

Observation/Interpretation 
Step 1: Descriptive Level MCDA: Thick Description 

Media Semiotics: Signifiers 
What do I see physically. 
Materials, layouts, fonts, 
spatial arrangement. 

Step 2: Interpretative 
Level 

MCDA: Affordance 
Media Semiotics: Signified, 
Myth 

What immediate 
meanings or associations 
do these visual designs 
convey? 

Step 3: Network level Actor Network Theory: 
Human & Non-human 
actants 

How do non-human 
actants act in a network. 
Do they make a difference 
in power distributions. 

Step 4: Macro level Assemblage Theory: 
Deterritorialization, Line of 
flight 

How does this represent 
an alternative epistemic 
media infrastructure or 
knowledge process. 

 
Applying this framework to each empirical dataset shows that the macro-level 
interpretations in this thesis are grounded in concrete material evidence. 
 
 
 

6.6 Ethical Considerations 
This study strictly follows the four core principles of ALLEA (Swedish Research 
Council, 2024, p. 11). The methodology is well-designed, the research and publication 
processes are fully transparent, and the study is conducted responsibly, including the 
management of empirical data and the study's social impact. 
 
The data used in this study are primarily sourced from publicly available online materials 
from the official Dynamicland website. All data will be stored on the researcher’s 
personal computer. The data will not be uploaded to any public cloud platforms or shared 
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storage spaces. No third party other than the researcher and the supervisor will have 
access to the data. 
 
Furthermore, given the public nature of these materials, the organization has not been 
anonymized. Doing so ensures transparency, replicability, and scholarly credibility. In 
line with the advisory guidelines issued by the Ethical Board (Dnr 1215-2026), this 
study's design is considered ethically unproblematic, as it relies exclusively on published 
material and does not involve collecting new, unpublished data from human subjects. 
Crucially, while some video and visual materials may include individuals' faces, this 
research strictly analyzes content, representations, and forms of expression. Individuals 
depicted in the materials do not constitute identifiable analytical units, nor are they 
subjected to personal interpretation or attributed specific characteristics. The analytical 
focus remains entirely on the socio-technical assemblage and the multimodal 
representation of epistemic infrastructure, ensuring full compliance with ethical standards 
regarding personal data. 
 
This study does not establish any personal data registry and is therefore not subject to the 
General Data Protection Regulation (GDPR); however, this research processing was 
registered in step 3 of GDPR for students. The ethical risks associated with this study are 
low, as none of the primary data sources involve sensitive personal information or 
vulnerable groups. More importantly, the analysis in this study is in no way directed at 
any identifiable individuals. Instead, deterritorialization focuses strictly on the content 
and representations of media and their underlying semiotic significance. Furthermore, to 
thoroughly avoid copyright risks and further protect privacy, this study employs detailed 
thematic and textual descriptions in place of directly displaying copyrighted original 
images and video footage. 
 
Potential risks primarily include misinterpretation or overinterpretation of publicly 
available content. To mitigate such risks, the study will employ cross-validation based on 
multiple data sources. The potential benefits of this study include enhancing our 
understanding of new media infrastructure and modes of knowledge production and 
providing a theoretical framework for a more open and inclusive knowledge environment 
in the future. Therefore, the anticipated benefits of the study outweigh its potential risks. 
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7 Empirical Data Analysis 

7.1 Websites 

7.1.1 Home Page 

Material Description 

The homepage of Dynamicland’s official website (n.d.) features a corner of a space that 
exists within the Dynamicland office. At the top of the image is a handcrafted icon 
representing Dynamicland. It is clearly composed of pieces of paper with black-and-
white patterns, each with a unique design, yet the overall composition appears 
harmonious due to the unified black-and-white color scheme. The background beneath 
the icon is also a collage of patterns with dark green leaf-like motifs that enhance the 
icon’s handcrafted feel. A rough, dark, hand-drawn border outlines the icon. 

 

At the center of the homepage is a vertical wooden bookshelf with a solid, natural wood 
texture. It is filled with neatly arranged A4-sized bound documents and various books, all 
facing the viewer with their covers displayed. In the upper-left corner of the bookshelf is 
a brightly colored paper arrow icon, guiding the viewer’s gaze toward the first row of 
books and suggesting that this is where to begin. Although all materials on this homepage 
appear as books, they encompass a variety of media formats, including videos, plain-text 
documents, hand-drawn standalone paper magazines, and handwritten letters combining 
text and images. The covers of these books intuitively display corresponding video 
keyframe thumbnails or micro-views of text documents. When a visitor clicks the cover 
of a physical book with the mouse, the digital system activates a hyperlink that guides the 
user to the corresponding media format for in-depth exploration. 

 

In addition, each book cover is accompanied by a small card with basic information about 
the media, including the title, a core summary, and a brief description of the content. The 
cards on each row of the bookshelf are color-coded to clearly distinguish between 
categories. Viewed from top to bottom, Dynamicland’s categories are project practice 
demonstrations, annual progress reports, foundational design concept manuals, an archive 
containing all historical web traces, and an “About Us " section. 
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Semiotics & MCDA 

When it comes to outstanding examples of web design, most people probably think of 
currently popular visual styles, such as the common flat digital UI or Apple’s recently 
launched Liquid Glass. Following Barthes’s argument of myth and how media creates 
mythic meanings (Bignell, 2002, p.20-23), modern platform capitalism has constructed a 
centralized myth about modern technology through highly polished flat digital interfaces, 
the seamless flow of Liquid Glass aesthetics, and minimalist sans-serif industrial 
typography, that computing is a high-end, objective, black box world transcending the 
pull of gravity and accessible only to a select elite. This visual signifier from this 
naturalizes and disguises the latent feudal order within the digital space. 

 

However, Dynamicland’s official website adopts a very different approach to visual 
design. As described earlier, the most striking visual elements on Dynamicland’s 
homepage are the hand-collaged and hand-drawn traces at the top of the screen, along 
with the wooden bookshelves that dominate the main body of the page, featuring 
numerous physical books and paper sticky notes.  
 

 The most striking feature of the icon at the top of the screen is that it is handcrafted 
through collage. Because the traces of the collage are so obvious, it is not assembled from 
small, individual patterns but rather from large, distinct blocks. At the same time, the 
large blocks of black, white, and green patterns strongly emphasize its handmade quality, 
as if anyone who sees this icon could easily imagine the process by which it was created. 
All of these are the signifiers from the home page. 

 

In this case, the handcrafted style evokes a strong sense of warmth, bridging the 
psychological gap between the audience and Dynamicland, the signified. At first glance, 
anyone can intuitively recognize that this is a piece meticulously crafted by hand, with 
the creators having poured their heart, time, and effort into it. It exudes a natural, rustic, 
and cozy atmosphere and is truly one of a kind. 

 

These signifiers retain clear traces of human labor, and the heterogeneity of their large-
scale patterns fully exposes the production process. The mythic meaning of these 
signifiers is the demystification and everyday normalization of production tools, as well 
as a rebellion against the aesthetics of industrial assembly lines. It attempts to deconstruct 
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the sterile technological myth established by Silicon Valley tech giants and establishes a 
new myth of cognitive infrastructure, that computing should not be a monopolistic rule 
far away in the cloud, but rather a form of material craftsmanship filled with the warmth 
of human life, everyday casualness, and something anyone can easily mold with their 
own hands. 

 

On the other hand, the design of physical books conveys a similar meaning. Imagine the 
difference between searching for information via the internet, a keyboard, and a screen, 
and the sensation of walking between bookshelves to find the book you need, because 
they possess different affordances. When searching for information on a computer, users 
must type on a keyboard. Human language is converted into binary code, which then 
passes through a series of network protocols and firewalls to establish a connection to a 
server in some corner of the world, before the information is transmitted back. For most 
computer users except those with a background in computer science, this search process 
involves many elements that are invisible and incomprehensible. A book, however, is 
there. One need only find it and open it; it is a straightforward and transparent process. 
Thus, the metaphor of “books” here is clear. It signifies anti-black-box, anti-
industrialization, and de-platforming. Consequently, it becomes evident that the new 
myth Dynamicland seeks to create is that computing is everyday, transparent, and 
accessible to everyone, just like cooking in the kitchen or drinking coffee at the table. 

  

ANT & Assemblage 

From the perspective of assemblage theory, the Dynamicland homepage is by no means a 
passive digital showcase for information, but rather a dynamic sociotechnical assemblage 
that transcends the boundaries between online and offline (Buchanan, 2021, p. 140). It is 
a dynamic network composed of people, machines, physical spaces, and code. Within this 
network, the traditional principle of generalized symmetry is put into practice most 
radically. Human visitors, pixels on computer screens, remote digital servers, and the 
wooden bookshelf and paper documents physically present in Dynamicland’s offline 
office are all recruited into the same epistemic network as heterogeneous actants 
possessing equal agency. Through this interconnected assemblage, a modern control 
mechanism is formed. 
 

It is worth noting that the bookshelf and books displayed on Dynamicland’s homepage 
are real. They are in their office. When a user clicks on any book with the mouse, the 
corresponding physical book at Dynamicland can be picked up from the shelf and leafed 
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through by a human at any time. With this premise in mind, the digital act of clicking a 
mouse epistemologically serves as a substitute for physically selecting and reading books 
on-site. Consequently, this non-human actant not only alters the user experience of 
browsing the webpage but also transforms the real-world interactive experience of those 
physically present at Dynamicland. 
 

Traditional or mainstream web design is typically a highly territorialized system. What 
information users can access depends on what the designer intends for them to see. All 
pixel graphics and text data are stored locally or in the cloud as a purely virtual stream, 
detached from physical reality, and users’ behavior within the interface is subject to the 
implicit governance of algorithmic design and platform economic logic (Buchanan, 2021, 
pp. 95). For example, an advertising agency's website tends to highlight its standout 
design portfolio on its homepage. In contrast, a university’s official website tends to 
showcase its well-developed infrastructure, abundant faculty and student resources, and 
inclusive, diverse culture. Furthermore, visual elements on webpages are typically 
designed using graphic software, and all information is stored digitally, either locally or 
in the cloud. 
 

Returning to the Dynamicland homepage, the design connecting the website to the 
physical workspace forms a line of flight, enabling users worldwide to interact with this 
bookshelf. This breaks the conventional rule in web design that data must exist detached 
from physical reality, granting remote users the affordance to interact with a local 
physical space, and allowing Dynamicland to carry out a radical decentralization 
experiment at the micro-interaction level. It not only expands the boundaries of power for 
non-human actors within the assemblage but also directly responds to Schneider’s 
discourse on the governance of digital space (2024, p. 33). Through the intervention of 
material gravity, it grants remote audiences a new affordance for spatial manipulation, 
demonstrating that computational infrastructure can fully break free from the disciplinary 
constraints of the cloud and the black box, rooting itself anew within the network of 
humans’ most everyday, tangible physical environments, thereby shattering the 
technological monopoly of platform capitalism. 
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7.1.2 Progress Report 2021 Webpage 

 
Material Description 

This is a progress report from Dynamicland (2021). Although it is a web page, it takes the 
form of a photograph, with a handwritten letter as the main subject and Dynamicland’s 
office itself as the background. It can be viewed as one of the most distinctive examples 
of Dynamicland’s visual language, as it vividly demonstrates how even the most basic 
form of web-based information dissemination can undergo a radical transformation. 
However, when viewers visit the webpage, what appears before them is not standard 
digital text or conventional web components laid out by HTML and CSS, but rather a 
stream of physical photographs captured in real time with a high-definition digital 
camera. 

 

In the images, long letters are transcribed onto real sheets of paper, which are placed 
casually and naturally within the physical space of Dynamicland’s office. In the images, 
these pages of handwritten letters, covered in ink, are placed casually and naturally on the 
wooden floors of Dynamicland’s real office space, on scratch-marked laboratory 
workbenches, and amidst various physical laboratory tools and everyday objects stacked 
in disarray. Due to the use of unedited, on-site physical photography, the images feature 
arguably rich multimodal lighting effects and are imbued with a strong sense of realism. 
It fully captures the slanting angles of natural light in the real space, the physical creases 
along the edges caused by air humidity and variations in paper quality, the microscopic 
resistance of ink seeping into the paper fibers, and the blurred silhouettes of the 
laboratory’s physical furnishings in the background, rendered out of focus by depth of 
field. The digital reading experience of the audience scrolling with a mouse wheel or 
swiping a screen is force translated by this unique visual strategy into a visual journey 
through a real physical space. 
 

Readers no longer gaze at weightless virtual text suspended amidst backlit pixels on a 
screen. Instead, mediated by the camera's frame, they watch the creator unfold a 
handwritten letter, page by page. This letter is imbued with material gravity, firmly 
anchoring the cognitive process within a physical space undergoing technological 
transformation. 

 

 



 

 26 

  
Semiotics & MCDA 

Judging by the materials on this webpage, Dynamicland shows little, if any, respect for 
traditional mainstream web design frameworks, or for the corporate culture of 
contemporary platform capitalism they represent, and is even hostile toward them. In the 
mainstream digital technology context, when an institution or company releases an 
official annual progress report, it typically employs a well-established set of visual codes. 
For example, highly polished interfaces, strictly rational sans-serif typefaces, vector 
charts derived from precise data visualization, and meticulous pixel alignment. Within a 
deeply mediatized social structure, these visual signifiers collectively point toward 
professionalism, institutional authority, and the unquestionable truth of technocratic 
bureaucracy. This visual rhetoric erases all human friction and class governance behind 
technological production, packaging it as a perfect consumerist myth. 

 

In contrast, the filmed letters used by Dynamicland constitute an opposed network of 
signifiers. The variations in handwriting, the creases in the paper, the mottled texture of 
the wooden floor, and the randomness of natural light and shadow, the convergence of 
these elements forms a powerful multimodal network of signifiers (Ledin & Machin, 
2018, p. 59, 88, 107-108). Its signified comprises highly personal, intimate texts and craft 
practices bearing the marks of physical labor. It is a state of unfinished, open exploration, 
and a reliance on the reality of physical space. Reducing the grand annual strategic report 
of a major institution to a single letter translated it into a daily family letter, reminiscent 
of pre-modern friends exchanging late-night greetings by lamplight. 
 
Dynamicland can be seen as aiming, on a symbolic level, to deconstruct and strip away 
the elitism and technocratic bureaucracy inherent in Silicon Valley corporate PR 
discourse, and to construct a new myth here. Rather than packaging itself as an 
unattainable commodity of success, it uses these visually tangible symbols to construct a 
new myth of decentralized technological production, that true computational exploration 
and knowledge expression should not be commercial showcases or capital black boxes 
floating in the cloud, but rather a socialized cognitive practice rooted in the concrete 
physical world, brimming with the vibrancy of human life and embodied emotions. 
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ANT & Assemblage 

Drawing on Latour’s (1987, p. 117, 223) theory of immutable mobiles and translation, 
the material manifestation of this annual newsletter documents how Dynamicland resists 
digital alienation at the most microscopic level of information flow, reclaiming human 
cognitive sovereignty. In conventional digital environments, the publication of web 
content is a typical process of continuous translation characterized by dematerialization 
and deterritorialization. The founder’s thoughts are first translated by the keyboard into 
standardized virtual codes, then translated by the operating system into underlying binary 
electrical signals, and finally detached from the real physical space of their origin, 
ascending, and dissolving into an invisible remote cloud platform, becoming a virtual 
intermediary arbitrarily disciplined by the logic of the platform economy. 

 

However, in assembling this communication, the founder deliberately created a physical 
barrier. At the very moment of their generation, human creative thoughts are first 
rendered in ink into non-human agents with physical weight and a unique fibrous texture: 
handwritten paper. These sheets are firmly positioned and anchored within the physical 
territory of the laboratory’s real wooden floors and workbenches. Together with the 
wooden floors, natural light, and the surrounding array of physical tools, these 
handwritten sheets form a highly stable and mutually interlocking micro-heterogeneous 
assemblage. These elements are stable, movable, and combinable; they enable reliable 
information distribution and are controlled by everyone. This cross-media design 
achieves ontological equality and the unity of knowledge. Furthermore, it echoes 
Dynamicland’s core purpose: opposing virtualization and advocating for materialization. 

 

Within this network, web pages and digital photographs, which are media originally 
associated with mainstream digital platforms, are instead demoted and reduced to passive 
intermediaries that serve as the voice of Dynamicland’s physical material world. 
Dynamicland leverages the internet’s vast distribution capabilities while fundamentally 
and resolutely distancing itself from its virtual, immaterial nature. By controlling the 
perspective, it compels every remote audience member who clicks the hyperlink to accept 
the material world and be firmly anchored within a specific physical gravity, as a 
precondition for understanding its decentralized philosophical concept. This constitutes a 
subtle technological escape route, proving that digital technology no longer needs to 
serve as an alienating tool that deprives humans of material experience, but can instead 
be reassembled as a weapon of resistance to defend physical sovereignty and cognitive 
equality. 
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7.2 Text Documents 

7.2.1 Document A: The Radical Decentralization Manifesto 

 
Textual Visual and Typographic Analysis Based on MCDA 

This is a one-page document stating their ideology behind all their projects 
(Dynamicland, 2022). From an MCDA perspective, the typography and visual hierarchy 
of this document are by no means merely aesthetic choices, but rather a thorough 
materialization of its radical, decentralized ideology on a two-dimensional plane. First, in 
terms of the affordances of typography and layout, Document A deliberately avoids the 
dense, oppressive blocks of text typical of traditional academic papers or corporate white 
papers. It employs a clean, neutral sans-serif typeface, paired with generous line spacing 
and a clear two-column layout. This design creates a visual affordance characterized by 
high readability and a low cognitive threshold, conveying an approachable tone to the 
audience that strongly invites public participation (Ledin & Machin, 2018, p. 37, 86-89). 
Traditional scientific literature often constructs an impregnable rhetorical fortress by 
piling up highly obscure technical jargon and dense citations, thereby arguably black-
boxing scientific facts to ward off external scrutiny and deconstruction (Latour, 1987, p. 
142). However, Document A takes the opposite approach. It actively breaks down this 
elitist linguistic barrier, visually declaring that computational cognition should not be 
monopolized but must be highly transparent and open to society. 

 

Second, the document’s ingenious allocation of visual weight constitutes a profound 
deconstruction of the traditional Silicon Valley tech myth. In mainstream tech-capitalist 
culture, visual discourse is often saturated with personality cults surrounding individual 
genius founders. Yet in this document advocating decentralization, the author’s name and 
the date are deliberately marginalized within the visual space, their font size reduced to a 
nearly imperceptible micro-scale. In contrast, the grand title of the decentralized concept 
and the name of the newly unveiled laboratory institution dominate the visual center of 
the page with bold strokes and drastically enlarged typeface. Viewed through the lens of 
assemblage theory, this visual typographic strategy actively deterritorializes individual 
self-consciousness within a two-dimensional space. By reducing the author’s name to 
nearly impossible to see, this document forces readers to leave the territory of founder 
worship. It forces the abstract concept itself and the heterogeneous network of 
collaboration to the highest ontological priority (Buchanan, 2021, p. 89). This is precisely 
a vivid and highly subversive practice in which Dynamicland aims to reshape the micro-
power structures of knowledge production by utilizing the most basic visual symbols of 
text. 
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An Analysis of Discourse and Myths Based on Binary Oppositions 

At the level of textual content, Document A delivers a strong critique of the technological 
myths of contemporary platform capitalism within the discursive space by constructing a 
series of strikingly sharp binary oppositions. First, the text portrays the mainstream 
computational paradigm as an oppressive industrial mode of production. Within this 
mythological system monopolized by tech giants, technology is endowed with an 
industrial-level complexity. At the same time, the public is thoroughly deprived of the 
most basic digital literacy, which is the ability to read, write, and reconstruct information. 
It is thus reduced to a disenfranchised class of digital illiterates. This corroborates 
Latour’s critique of computational centers and long-distance action, namely, that platform 
giants establish dominion over remote users by making technology complex and black-
boxed, thereby forcing audiences to become passive consumers who can only wander 
within preset virtual territories (1987, pp. 14, 40, 243). 

 

Immediately following this, Dynamicland employs strikingly incisive language to present 
a highly disruptive counter-narrative, attempting to construct a new myth rooted in 
physical reality within the discursive field. Document A explicitly states that true 
decentralization must never be an oligopoly of platforms over commercial services and 
products, but rather a decentralized infrastructure that empowers the masses and fosters 
new cognitive paradigms. The text emphasizes that the computational model it advocates 
is easy to learn and implement, and that this computational activity must spill over from 
the isolated individual screen and become a collective activity in which a group of people 
participate together in physical spaces offline. According to assemblage theory, this 
narrative is in fact outlining a line of flight that escapes the discipline of digital 
capitalism. It attempts to liberate computing technology from a complex black box of 
code to a light, everyday physical interaction accessible to everyone, and this very act is 
also the definition of deterritorialization (Buchanan, 2021, p. 149). 

 

Through this highly charged rhetorical contrast and binary opposition, Document A is by 
no means merely promoting a simple new technological framework. It is essentially 
coordinating a profound epistemological revolution. Within its own discursive 
framework, it portrays the so-called technological complexity of the traditional Silicon 
Valley context as a capital barrier deliberately constructed to maintain the digital class 
divide. It is through this deconstruction of discourse that Dynamicland has established a 
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high degree of technical legitimacy for its vision of a return to the physical world, 
minimalism, and open-source collaboration, thereby laying a solid discursive foundation 
for subsequently rallying a broader coalition of heterogeneous allies. 
 
 
 

7.2.2 Document B: The Nonprofit Narrative Statement 
 

Textual Visual and Typographic Analysis Based on MCDA 

In contrast to Document A’s typography, which is imbued with an avant-garde manifesto, 
Document B exhibits a strong institutional turn in its visual modality (Dynamicland, 
2020). As a grant application form specifically sent to official authorities, this document, 
from the perspective of MCDA, has arguably abandoned the sans-serif typefaces and 
dynamic two-column layout that previously conveyed a sense of modernist, independent 
design. Instead, it has adopted highly traditional, institutionalized serif typefaces such as 
Times New Roman and a steady single-column layout, strictly relying on large headings, 
secondary bold subheadings, and standardized bullet points to construct a rigorous visual 
hierarchy. 

 

This drastic restructuring of visual rhetoric is by no means a mere aesthetic preference 
arising from changing trends, but rather a highly strategic appropriation of semiotic 
resources within a specific power field. According to the sociological definition of visual 
communication in media semiotics, the Times New Roman font and the standard, orderly 
hierarchical list layout carry strong affordances of academic authority, legal validity, and 
the exclusivity of official administrative documents within contemporary bureaucratic 
discourse (Ledin & Machin, 2018, p. 14, 89).  

 

By actively adopting this highly standardized visual mode, Dynamicland depersonalized 
and stripped of any traces of geeky rebellion. Then they engaged in a meticulous visual 
construction of legitimacy within the discourse network. 

 

If Dynamicland wishes to win the support of larger allies in a contest of power, it must 
translate its unique demands into an institutionalized language that resonates with its 
target allies (Latour, 1987, pp. 108–109). Through this institutional compromise in visual 
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typography, Dynamicland attempts to demonstrate to official agencies holding funding 
approval authority that, although the decentralized computing philosophy at its core is 
arguably radical in terms of technological epistemology, its macro-level organizational 
structure, project execution logic, and level of compliance are rigorous, clear, and fully in 
line with current mainstream social norms. 

 

The typographical style of Document B constitutes a strategic act of territorialization. By 
borrowing ready-made expressive forms from within the network of governance, it cloaks 
its radical underlying content in a mantle of legitimacy (Buchanan, 2021, p. 116). Bullet 
points and bolded subheadings appear with a highly regular rhythm within the textual 
space, presenting minimal cognitive difficulty for official reviewers within the system 
and infinitely reinforcing the logical inevitability and scientific reliability of its 
arguments on the visual plane. This vividly demonstrates that, within the narrative 
landscape of the entire text, visual typography functions as a non-human agent and 
undergoes flexible, highly pragmatic network translation depending on the specific power 
objects and strategic arenas it confronts. 
 
 
 

An Analysis of Discourse and Myths Based on Binary Oppositions 

Upon closer examination of the text, Document B further deepens and elevates 
Dynamicland’s critique of political economy. Its core discursive strategy focuses on 
attacking and dismantling the two dominant myths of contemporary consumerist 
computing technology. Mainstream commercial discourse tends to solidify unequal 
power structures into self-evident common sense through specific discursive loops 
(Bignell, 2002, p. 24, 35). Document B first points out that mainstream tech giants, 
through their productized, monopolistic discourse, have reduced encapsulated 
computational capabilities to black-box commodities that the public must constantly pay 
for and passively consume. Furthermore, those capabilities should instead serve as a 
public service to humanity. 

 

This myth of commodified discourse not only deprives users of their fundamental digital 
sovereignty but also reduces human society to passive consumers devoid of critical 
technological thinking. This perspective echoes Latour’s critique of how ready-made 
technology monopolizes human cognition (1987, p. 4). As a counter to this exploitation 
of digital feudalism, Dynamicland, through Document B, proposes an alternative vision, 
advocating that computer technology should serve the public good. This discourse 
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declares that computing must never be a profit-driven commodity privately owned by 
transnational capital. Rather, it should function like a public library, as a public cognitive 
infrastructure designed to comprehensively cultivate media literacy, operating with 
complete transparency and open to the public free of charge. 

 

Second, addressing the negative impacts of contemporary mainstream computing 
devices, such as personal computers and smartphones, on human society and the 
environment, the document’s discourse critiques their thoroughly black-boxed operation 
and their complete detachment from, and betrayal of, the gravitational pull of physical 
space. In the traditional Silicon Valley myth of a digital utopia, sleek personal electronic 
screens are portrayed as windows of freedom that connect the globe (Turner, 2006, p. 
13). However, Dynamicland’s critical rhetoric directly inverts and deconstructs this 
symbolic nature, exposing it as a disciplinary barrier that ruthlessly severs connections 
between the real physical world and concrete social ties. To break the bodily alienation 
and social isolation brought about by this deep mediation, the document constructs a new 
paradigm upon the ruins, emphasizing that the true mission of the computer should be to 
re-gather and anchor real, embodied human beings within the same physical space, 
facilitating face-to-face, embodied co-presence communication filled with social 
negotiation. 

 

In summary, the preceding discussion has examined the two pairs of fundamentally 
opposing views mentioned in Document B: the commodification under capitalism versus 
the public service of democratic equality, and the embodiment versus disembodiment of 
the computer. Dynamicland aims to elevate its underlying decentralized technological 
engineering from a niche computer experiment confined to the code level into a grand, 
social movement aimed at enhancing human social connections, reclaiming sovereignty 
over grassroots knowledge production, and securing the fate of collective human 
imagination. 
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7.3 Documents with text and graphics 

7.3.1 Document C: The Dynamicland Zine 

Material Description 
When we turn our attention to Dynamicland's (2017) independently handcrafted 
introductory brochure, Document C, we observe a visual discourse that is markedly 
different from that of contemporary mainstream technology companies. In terms of 
multimodal visuality, the document arguably abandons modern digital layout elements 
such as aligned grid systems, high-definition 3D renderings, or minimalist vector icons in 
favor of a highly primitive scrapbook style. On a visually thick descriptive level, the 
document is filled with irregular marker lines, graffiti-style character sketches, and 
handwritten fonts with jagged edges. Photographs are no longer retouched and placed 
within perfect borders, but rather are tilted randomly across the page like Polaroids, with 
hand-drawn arrows and highlights. From a semiotic point of view, this aesthetic strategy 
of repolishing deliberately preserves the friction and imperfections of human manual 
labor. It gives the technical document a visual signifier of work in progress, creating a 
low-barrier, daily, approachable reading experience for the audience. 
 
 
 
Semiotics & MCDA 
The document is not only an information carrier, but also a sharp myth deconstruction 
tool (Bignell, 2002, p. 23-24). Firstly, at the level of signifiers, the document frequently 
contains visual symbols of physical hand tools such as scissors, tape, marker scribbles, 
and scattered pieces of paper. These energetic symbols are deliberately placed to 
represent computational systems and codes. This is further combined with specific usage 
scenarios depicted in the magazine, such as several children running a program by 
piecing together paper cards with colorful doodles on the floor in a room without a 
traditional screen, or a group of people around a wooden table resembling a dining room 
table improvising and modifying a multiplayer, interactive game with randomly picked 
up rocks and white paper with lines drawn on it.  
 
Through this visual juxtaposition, these everyday objects create a clear signified that the 
essence of computing is no longer an esoteric numerical algorithm, but a physical 
craftsmanship as tangible, immediate, and playful as making a handmade scrapbook. The 
document also skillfully connects its ideas to the history of human media evolution 
through these visual symbols and scenes. The juxtaposition of this vision of handmade 
computing with the printing press in the fifteenth century is an introduction of historical 
narrative that further deepens the signifier on a semiotic level, suggesting that this new 
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computing medium, which breaks down virtual boundaries, is the historical necessity to 
give physical form to abstract ideas (Gillespie et al., 2014, p. 20-21, 65). 
 
Viewed through the theoretical lens of media technologies, the new environment that 
Dynamicland seeks to present through these scenes is a critique of black boxing, 
isolation, and disembodiment in contemporary digital infrastructures (Gillespie et al., 
2014, p. 53). Whereas traditional personal computers and smartphones have visual 
interfaces that hide their operational logic, forcing users to stare at separate screens to 
interact, the document presents a new collaborative environment in which computation 
permeates the physical world. In this environment, code is no longer invisible, but is 
transformed into a physical entity that can be touched, moved, and modified by both 
hands. It emphasizes a kind of embodied interaction based on physical copresence and 
returns knowledge production to a social practice of community participation. 
 
In the context of media semiotics, Dynamicland achieves a profound demystification by 
translating esoteric codes into the most everyday signifiers: stone, paper, and graffiti. It 
powerfully deconstructs the myth perpetuated by mainstream tech giants that technology 
is necessarily cold, sophisticated, and monopolized by a handful of elite developers. 
Instead, Dynamicland uses these highly relatable visual symbols to construct a new myth. 
In this new decentralized environment, cognitive infrastructures are as transparent and 
inclusive as public kitchens or artisanal workshops. Here, any participant, even a child, is 
no longer a passive consumer but a creator able to reconfigure the system's rules anytime, 
anywhere, using the physical media around them. The decentralized system does not 
require huge servers or complex programming languages. It can exist on everyday 
desktops with scissors, paintbrushes, and paper. Through this symbolic disenchantment, 
Dynamicland attempts to return cognitive sovereignty to the public. 
 
 
 
ANT & Assemblage 
According to ANT, Dynamicland's magazine demonstrates not mere human-computer 
interaction, but a radical reversal of the subject-object dichotomy of traditional computer 
science. Latour proposes the principle of generalized symmetry, which asserts that human 
and non-human entities should be given equal analytical status when analyzing socio-
technical networks. This theory is dramatically illustrated in the documented ping-pong 
game that evolves into a bricks-and-mortar scenario. In this scenario, participants did not 
need to rewrite the underlying virtual code; instead, they placed a realistic physical rock 
on the table as an obstacle. The stone is highly subjective, a non-human actor, and the 
moment it is placed on the table, it joins the ceiling camera, the light from the projector, 
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the paper code cards, and the hands of the human players in a heterogeneous 
sociotechnical network.  
 
It is worth exploring in depth the translation mechanism that occurs here. In conventional 
black-box computing, physical collisions must be simulated by a complex code engine, 
whereas in Dynamicland's network, as described in Document C the material world 
simulates its own processes, with the physical stones directly cutting off the projected 
light and taking over the system's computational trajectory. Here, non-human actors not 
only participate in the production of knowledge and meaning, but also substantially 
reconfigure the system's operational logic. This design, which decentralizes 
computational power to everyday physical materials, achieves a deconstruction of digital 
hegemony at an ontological level. 
 
If ANT reveals the multiplicity of actors in the network, assemblage theory offers an 
excellent lens for understanding the power dynamics of this system. In assemblage 
theory, any socio-technical system undergoes a game of territorialization versus 
deterritorialization, swinging between a preference for closed fixation and a preference 
for open innovation (Buchanan, 2021, pp. 85-86). The document presents a central 
slogan, which constitutes an open toolkit rather than a bounded application. 
 
On mainstream capitalist digital platforms, applications are the product of a high degree 
of territorialization, in which tech giants impose closed boundaries of functionality, 
locking up the code so that the user can only click through a limited number of options, 
relegating them to an algorithmic appendage.  
 
The tabletop of Dynamicland, however, constitutes a highly fluid and dynamic 
assemblage. When the player decides to change the rules of the game by grabbing a rock, 
a physical action with radical political implications in assemblage theory, it creates a line 
of flight. This randomly intervening stone shatters the system's preconceived territories of 
rules, prompting an instantaneous deterritorialization and reconfiguration of the entire 
assemblage. This improvisational reconfiguration is the micro-operational manifestation 
of the decentralization that Dynamicland advocates. It illustrates the idea that true 
decentralization might not just be about the geographic dispersion of servers, but also 
about the potential to return the power to define the system's boundaries and modify its 
rules in the most intuitive physical way to every ordinary person present. 
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7.3.2 Document D: The Communal Science Lab 

 
Material Description 
Document D is a graphic presentation of the Dynamicland (2024c) concept and program. 
In this material, Dynamicland employs a visually striking juxtaposition strategy to 
present two distinct spatial configurations, the standard science lab and Dynamicland's 
shared science lab. From the spatial dimension of multimodal critical discourse analysis, 
the physical layout is never neutral. It directly determines human behavioral patterns and 
micro power relations.  
 
In the images depicting traditional laboratories, the space is cut into a rigid grid by 
towering partitions. The human researchers in the picture are fixed in their respective 
workstations, and all the body postures are characterized by an inward contraction of 
oppression, with their backs to each other and their heads bowed, their eyes locked onto 
the luminous two-dimensional screen in front of them. This spatial layout conveys a 
gesture of isolation and discipline, in which the test tubes and instruments of the physical 
world are forcibly separated from human beings. 
 
However, when one looks at the shared science laboratory envisioned by Dynamicland, 
the syntax of visual space undergoes a complete structural inversion. The partitions are 
arguably removed and replaced by an open central activity area and a wide ring of 
workbenches. The figures are no longer sitting still, but are in highly active physical 
movement, standing and walking, fingering projections on the tabletop, and fiddling with 
physical models together.  
 
When combined with the critical perspective of media technology research, the isolated 
screen of the traditional laboratory creates a disembodied form of human knowledge 
production, confining human cognition to the virtual interface. In contrast, the spatial 
design of Dynamicland forcibly pulls the researcher's body back to the real world through 
the complete decentralization of the physical layout, creating a new collaborative 
demonstration of physical copresence-based collaboration (Ledin & Machin, 2018, 
chapter 6). 
 
This visual narrative of spatial reorganization is further amplified as the document page 
progresses. The following images show specific details of the work, with the camera 
focusing on the physical papers with colored markings scattered across the tabletop, as 
well as everyday blocks of wood. Invisible projection equipment hanging from the 
ceiling maps dynamic graphs and real-time data directly onto the surface of these rough 
physical materials. Instead of tapping on a keyboard, the researchers scribbled directly 
onto the drawings with hand-held markers or adjusted the underlying experimental 
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parameters in real time by changing the physical position of the wooden blocks. The 
entire visual sequence constitutes a radically materialized reconfiguration of 
computational infrastructure, showing how cognitive processes spill out of the digital 
black box and become deeply anchored in the friction-filled physical site. 
 
 
Semiotics & MCDA 
This set of contrasting drawings and subsequent spatial wanderings not only depicts a 
shift in physical form, but also a profound demystification within discursive space 
(Bignell, 2002, p. 23-25). In the first image, the glowing screen is the central signifier, 
and, in line with the narrator's statement that computation exists only within the screen 
and that code is invisible, it signifies epistemological opacity and the hegemonic 
monopolization of knowledge. It perfectly represents the black box myth of modern 
techno capitalism, that is, complex scientific computations must be accomplished in a 
closed system by an elite few who have mastered a specific code language. In contrast, 
others present, such as the colleague on the screen who does not know what the others are 
doing, are arguably excluded from the boundaries of the cognitive process. 
 
In contrast, in the second and following close-up details, Dynamicland creates an 
arguably new symbolic system. The cold, isolated two-dimensional screen disappears, 
replaced by a stream of visual data that can be referred to as paper, physical modules, and 
projected directly onto the desktop. These everyday, hands-on physical materials refer to 
transparency, spatial accessibility, and the collective sharing of cognitive power. Through 
Barthes' path of mythological deconstruction, Dynamicland attempts to deconstruct the 
traditional myth that science is necessarily cold, closed, and highly personalized by 
visualizing the esoteric logic of computation into physical symbols that can be viewed, 
pointed at, and moved around by multiple people at the same time, thus constructing a 
new myth in terms of ontology. In this new myth, true scientific innovation is redefined 
as a socialized, manual collaboration around a communal table, allowing everyone to 
intervene at any time. 
 
 
ANT & Assemblage 
It is through ANT and assemblage theory that we must understand the power shift behind 
this spatial reconfiguration. In the visual narrative of the standard laboratory, the 
computer screen plays the obligatory passage point that Latour criticizes (1987, p. 132). It 
means all experimental data, underlying computational logic, and even interpersonal 
communication must pass through the translation of the screen, a highly centralized 
nonhuman actor, to take effect.  
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As Buchanan describes in combinatorial theory, this creates a territorialized closed 
system (Buchanan, 2021, p. 85). Within this system, the machines' hardware functions 
are tightly compartmentalized, and the software interfaces rigidly control the boundaries 
of human operation, ultimately leaving the researcher unable to modify the underlying 
instrumentation to meet their own needs. 
 
Dynamicland's shared laboratory, by contrast, presents its audience with a dynamic 
assemblage of active and constantly reorganizing matter, a radically decentralized 
heterogeneous network in which computational power is force liberated from the screen 
and uniformly attached to every non-human actor, including the ceiling projector, a plain 
wooden table and chair, and even a piece of paper with jagged edges of charts and 
graphs. Within the framework of the principle of generalized symmetry, the human 
researcher establishes an ontological symmetry of equality with the paper and test tubes, 
given their computational capabilities. 
 
This radical reorganization of the sociometrical network has radical micropolitical 
collaborative implications. When complex analog data are transformed into physical 
modules on the table that both hands can move around, the system opens countless lines 
of flight to all present. This spatial and material anomaly suggests that interdisciplinary 
cognitive collaboration no longer needs to be achieved by sending obscure code files to 
each other, but rather that biologists and programmers can rely on the most instinctive of 
human muscular actions, namely, looking at the same physical object and using it with 
their hands, which is the same as looking at the same physical object. Dynamicland is 
achieved by embedding computing power in every material carrier in the physical 
environment, arguably dissolving the hegemony of a single screen and thus enabling 
highly decentralized collaborative production of underlying knowledge. 
 
 
 

7.4 Videos 

7.4.1 Video 1: Dynamicland intro Aug 2024 

Material Description 
When looking at the introductory presentation in Video 1 (Dynamicland, 2024b), one can 
identify several scenes that are highly typical of the intertwining of the physical and the 
digital. In the opening scene of the video, the founder is introduced to the camera against 
a huge wooden bookshelf. Amazingly, the structure, display, and visual layout of the 
physical bookshelf are identical to those of the digital bookshelf featured on 
Dynamicland's homepage. In a following demonstration, the founder turns around and 
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removes a thick physical book from that shelf, a collection of all Dynamicland's projects 
since its inception, with the same layout as the digital archive on the official website. 
 
As the camera cuts, the video shows the unique material form of the code that runs at the 
heart of Dynamicland. Unlike the cold server rooms of traditional tech companies, which 
are densely packed with precision wiring and cooling fans, the code here is printed 
directly onto ordinary paper. These code-laden sheets are organized in a centralized 
collection and spread across the entire wall like an exhibition of paintings, allowing 
everyone to stop and look at them or pick them up and use them at any time. Meanwhile, 
other codes are carefully organized into books and placed on wooden shelves within easy 
reach. 
 
In another collaborative section of the video, a group of people stands around a large 
wooden table. The table is cluttered but full of life, covered with code-covered paper, and 
invisible devices on the ceiling project corresponding colorful digital feedback onto the 
paper with precision. The group is engaged in a lively face-to-face negotiation, using 
their muscular instincts to move and piece together the paper on the tabletop with their 
hands. The physical displacement of the paper is accompanied by real-time dynamic 
changes in the projection of light on the table. 
 
 
 
Semiotics & MCDA 
These three scenes build an arguably complete and coherent system of rebellious 
symbols. Firstly, the physical bookshelf and the exhibition of paper code on the wall form 
a striking visual signifier, in a server room traditionally characterized by high-security 
doors, dust-free environments, and complex hardware, and signified by the centralization 
and inaccessibility of computational power. 
 
And Dynamicland's visual presentation of code posted on walls or bound in physical 
books appropriates the semiotic metaphors of galleries and public libraries. Signified here 
is transparency, public attributes, and the demystification of knowledge. It arguably 
deconstructs the black box myth of code as the exclusive language of the elite and 
constructs a new computational myth at the ontological level. This new myth is that code 
should be like a public work of art or a canonical physical book in a library, that code 
should be an ordinary thing visible to the naked eye, and belong to the public cultural 
heritage owned by all human beings. 
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Second, the scene of people gathering around a wooden table for a lively discussion and 
moving paper by hand reshapes the symbolic micro-meaning of knowledge collaboration. 
The traditional physical gesture of programmers sitting side by side in front of industrial 
computers, staring at their individual screens, is a semiotic signifier to the isolation and 
disembodiment of the deeply mediated era. The enclosed round table and scattered papers 
directly appropriates the symbolic features of the oldest human tribal meals or tabletop 
games. 
 
The signified of this physical space layout is a public dialogue with equal power and 
great inclusiveness. It forces the old technological myth that human-computer interaction 
is necessarily accompanied by socio-spatial segregation and succeeds in reducing the 
cold computational process to a socialized craft, full of the smoke and fumes of human 
life, and requiring collective embodiment for joint participation (Ledin & Machin, 2018, 
p. 125). 
 
 
 
ANT & Assemblage 
In terms of ANT and assemblage theory, these three scenarios vividly reveal how 
Dynamicland arguably dismantles traditional digital hegemony on an ontological level. 
The one-to-one correspondence between the official bookshelf and the physical bookshelf 
is no mere aesthetic visual coincidence, but a stunning reverse translation across the 
boundary between the virtual and the real. 
 
In the contemporary process of digitalization, the screen and chassis constitute a closed 
black-box system. The human user's intention to operate must go through a series of 
complex, opaque translations (Latour, 1987, p. 117): striking the plastic keyboard with a 
finger converts the action into electrical signals. The operating system translates the 
commands into the underlying binary code, which the display then converts into human-
readable pixels. In this network of unequal power, non-human actants (CPU, algorithms) 
hold greater control, and humans are relegated to the role of passive consumers who can 
only click within a preset graphical interface. 
 
Dynamicland, on the other hand, creates a reverse escape line. In Dynamicland's demo, 
this black-box chain of translation is arguably dismantled and externalized into physical 
space. The founder's computational intent is first translated into the physical 
displacement of a hand nudging a piece of paper. The sheet of paper serves as a non-
human actor in this displacement, truncating the camera's visual capture grid above. The 
system translates the change in physical coordinates into electrical signals, which are 
eventually output as altered digital rules via a projector directly next to the wooden block. 
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This is a dynamic assemblage that is instantaneous and can be interrupted by physical 
action at any time. 
 
In this assemblage, the wooden table, the paper, the wooden block, and the founder's 
hands reach an ontological equalization of power. Computational power is no longer 
monopolized by the invisible black box of the chassis but is decentralized across every 
surface of physical space, arguably dismantling the traditional myth of the computer 
black box. In the description of the previously mentioned scenario, anchoring the digital 
archive in the cloud in a physical book of great weight and texture, which was removed 
by the founders as a powerful non-human actor, also gives digital memories a real 
physical touch, proving that digital interconnections can be fully rooted in the physical 
gravity of reality. 
 
In addition, the practice of spreading code across the walls and allowing it to be taken at 
will is a deterritorialization of the underlying infrastructure of knowledge production. In 
traditional network architectures, code is blocked off in remote server territories, to which 
the average person lacks access, and Dynamicland grants this code a high degree of 
physical affordance by transforming the paper into a physical unit that hosts the system's 
operations. By turning paper into the physical unit on which the system runs, 
Dynamicland gives the code a high degree of physical affordance, allowing anyone to 
walk up and remove a piece of code by hand or make changes to it with a pen. This 
material design directly eliminates the power barrier between the abstract system and the 
concrete human being. 
 
Finally, the collaborative table, covered with paper and projections, forms an excellent 
sociometrical network, in which the sound of human discussion, the muscular strength of 
the arms, the paper with the code, and the projector on the ceiling together form a 
cognitive network with no central node. When a person reaches out and pushes a piece of 
paper to the other end of the table after listening to others' opinions, he is not only 
moving a physical object, but also directly reconstructing the underlying logic of the 
whole system. This design, which transforms complex computational logic into visible, 
touchable, and movable physical modules on the table, turns every technical debugging 
session into a face-to-face social negotiation. This is precisely the most perfect and 
microscopic practice of the concept of radical decentralization. 
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7.4.2 Video 2: Computational Public Space 

Material Description 
When analyzing the forty-minute-long lecture presented in Video 2, the first thing that 
stands out is the very traditional layout of space and power (Dynamicland, 2024a). The 
scene is dominated by the classic unidirectional space of the lecture, with the founder 
standing in front of the podium, facing the camera and the audience, while the audience 
sits in a matrix of chairs, their backs to the camera, and their eyes united in a unified 
focus on the speaker in front of them. 
 
In this highly structured physical space, different forms of media intersect, and the power 
distribution behind them also changes. In the first half of the lecture, the dominant spatial 
visualization is a huge electronic screen emitting cold light, on which a slide presentation 
is played. With the click of a button, the speaker presented abstract ideas and textual 
points about decentralization and computational public space on the stage. 
 
However, as the talk progresses, the visual center of gravity of the screen shifts 
dramatically. The founders leave their fixed preaching position and begin a real, physical 
demonstration of the Dynamicland project on the podium. Ideas that had remained on a 
two-dimensional screen were instantly transformed into direct manipulation of live 
physical materials. More notably, all of this took place in a time and space that was 
recorded by a digital video camera, which acted as a third medium, capturing the backs of 
the audience, the glowing PowerPoint screen, and the physical movements of the 
founders, encapsulating them into a digital archive that can be played back indefinitely 
around the globe. 
 
 
 
Semiotics & MCDA 
The juxtaposition of the three media in Video 2 constitutes a vivid game of discourse. 
The electronic screen in the first half of the lecture and the slides it carries are an 
oppressive visual signifier, specifically a collage of highly aligned text boxes, 
stereotypical sans-serif fonts, linear page-turning animations, and high-contrast digital 
backlighting. In modern academic and capitalist corporate discourse, this standardized 
visual signified is a one-way infusion of knowledge, unquestioned technological 
authority, and pre-determined, closed-loop logic. It empowers the speaker to preach the 
truth and reduces the audience to a passive receptacle of information. This visual 
presentation inadvertently naturalizes and reinforces the elite myth of traditional 
technological culture that deep computational truths can only be held in the hands of a 
handful of geeky preachers, and that the masses can only look up from the stage and 
accept them fully (Bignell, 2002, p. 24-25). 



 

 43 

 
However, when the lecture transitions to a live demonstration, the cards manipulated and 
projected in real time constitute a new kind of signifier. Physical cards moved directly by 
the founder's hands, paper with rough edges, and real-time colored light projected onto 
these surfaces constitute new and subversive signifiers. 
 
In contrast to the boring and precise textual slides, these signifiers of tangible substances 
full of real-world friction are the transparency of the underlying logic, the immediacy of 
cognitive processes, and the accessibility of computational power. The signified of these 
frictionally tangible substances is the transparency of underlying logic, the immediacy of 
cognitive processes, and the accessibility of computational power. By forcing this 
material, multimodal interaction into a traditional lecture scenario, Dynamicland visually 
deconstructs the myth of unidirectionality just established by the slides. It strongly 
suggests to the off-screen audience that the real computing public space should not be 
like the first half of the lecture, where people sit in rows and passively listen to lectures, 
but like what he is demonstrating, where everyone can directly come up and touch, 
modify, and even override the underlying computing logic with their hands. 
 
 
 
ANT & Assemblage 
Introducing ANT and assemblage theory gives us a deep insight into how these three 
nested media wrestle with each other in the power network of knowledge translation. In 
this vast sociotechnical assemblage, slides play the role of Latour's classic immutable 
mobiles, which brutally downsize and encapsulate Dynamicland's complex decentralized 
philosophy into a few brief bullet points and flat graphs to ensure the stability of the 
information over long distances (Latour, 1987, p.223). Yet the slide, as a non-human 
actant, constructs a cognitive network that is highly territorial. As Buchanan criticizes, 
this closed medium can only transmit concepts in one direction but deadlocks the 
system's boundaries, never granting the viewer the operative authority to change concepts 
(Buchanan, 2021, p. 152). 
 
The physical space demonstration that immediately followed was an attempt at live 
deterritorialization. The live demonstration arguably breaks the visual black-box state 
created by the slides, forcing the translation of abstract missionary slogans into physical 
interactions visible to the human eye. Here, real physical materials join the network as 
highly active nonhuman actors, proving that the speaker's words are true with their 
irrefutable material gravity. This cross-media translation from virtual digital slides to 
physical materials is the most crucial step in giving Dynamicland's radical ideas the 
legitimacy and ontological weight of reality. 
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Most intriguing is the digital video footage itself as a third medium. Based on ANT's 
principle of generalized symmetry, the forty-minute video is also a powerful non-human 
actant, coldly capturing the radical lecture that preached freedom from screen 
dependency and called for a return to physical coexistence and re-translating it into a 
digital video that a remote audience in solitude must view on an illuminated screen. This 
highly ironic media paradox exposes the deep structural dilemma of the contemporary 
decentralization movement. To spread the fire of liberation from the discipline of 
centralized digital platforms globally, Dynamicland has had to compromise its most 
objectionable computer architecture and rely on one of the world's largest centralized 
video distribution networks to recruit allies. This vast heterogeneous network of linear 
slides, physical presentations, and centralized video distribution platforms is a perfect and 
brutal demonstration of the power compromises and complex dynamic assemblage that 
an innovative technology must undergo in the micro-political game of early diffusion. 
 
 
 

7.4.3 Video 3: Bootstrapping Research & Dynamicland 

Material Description 
In an in-depth examination of Video 3, the first thing that stands out is its specific visual 
narrative strategy (Dynamicland, 2019). The narrator's face never appears in the frame 
during the presentation's tens of minutes. The first half of the screen is arguably 
dominated by traditional graphical user interface (GUI) visuals, where the viewer can 
only see the mouse cursor moving on the screen, the application is strictly confined to a 
rectangular window, and fixed drop-down menus. This visual presentation is closed and 
virtual, demonstrating how digital platforms deprive human beings of an embodied 
experience. 
 
However, when the video's narrative shifts from critiquing commercial products to 
showcasing Dynamicland's research, the two-dimensional electronic screen instantly 
switches to a three-dimensional, real, physical desktop. In this scene, real human hands 
enter the frame and become the protagonists. Instead of being invisible operators 
clutching a mouse, these hands are grasping, moving, and combining pieces of paper and 
physical markers with code directly on the log tabletop. This strong visual break from the 
highly polished virtual interface to the friction-filled physical manipulation forms the 
thick descriptive foundation at the heart of the video. 
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Semiotics & MCDA 
The dramatic visual contrast between the first and second halves of video 3 is a semiotic 
deconstruction of technological ideology. The graphical user interface from the early 
stage, the mouse cursor, and preset closed software interface displayed in the first half of 
the video constitute an industrial-grade signifier representing commercialized product 
development. What is signified here is that it gives the audience a sense of not being in 
control. 
 
In the modern context of digital capitalism, the signified of these screen-face elements is 
the disciplining of creativity by digital powers over the mass user (Ledin & Machin, 
2018, pp. 35, 42). They visually reinforce an entrenched consumerist myth that ordinary 
humans are merely passive consumers of the underlying black box software, and that 
once an individual's creative needs overflow the boundaries of the application's 
established functionality, the only solution is to buy new software or hardware from the 
tech giants, continually spending money. 
 
In contrast, the unadorned human hands, rough paper, and open physical desktop in the 
second half of the video constitute a rebellious new signifier, a material signified of 
creative freedom and cognitive liberation. The narrator's visual strategy of deliberately 
concealing the face further dismantles, through semiotic means, the myth of the genius 
leader promoted by Silicon Valley. The focus of the image is on the interaction between 
the human body and the physical medium, which proclaims to the viewer that the true 
technological revolution lies not in the personal charisma of a single founder, but in the 
return of the infrastructure of computing to the masses, like clay, so that people are free 
to fudge and reshape it. 
 
 
 
ANT & Assemblage 
Video 3 provides an accurate dissection of two very different socio-technical network 
structures and responds to the essential power difference between decentralized research 
and capitalized product development at a high ontological level.  
 
Traditional commercial software is created to make a profit, which is why it presents 
itself as a highly territorialized, closed network. In this network, the core code is tightly 
encapsulated in a black box, and the software developer sets obligatory passage points 
through a predefined graphical interface (Latour, 1987, p. 139). Users who want to 
accomplish a specific task must follow the translation logic set by the system and are 
bound to the predefined path. This rigid network structure arguably deprives users of the 
opportunity to find lines of flight within the system. 
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The physical interface shown in Dynamicland, on the other hand, is a thoroughly free and 
open-source dynamic network, in which the underlying logic of computation is no longer 
a commercially locked-down application, but rather a new kind of physical material that 
can be deconstructed and reorganized at any time, like building blocks. When the hand in 
the video puts together two pieces of paper with different functions on the desktop, the 
creative intent of human beings directly transcends the layers of obstacles of commercial 
software. It completes an instant code compilation in the physical world. 
 
This design empowers the average user to take a high degree of initiative. Instead of 
relying on commercial companies to purchase their products, the user can direct and 
derive new system functionality from non-human actors around them, such as paper 
markers and projected light. This is the true spirit of the research emphasized in the 
video: that computer technology must break out of the cage of commercial logic and 
reclaim human control over knowledge production at the intersection of the physical and 
the digital. 
 
 
 

8 Thematic Analysis  
This chapter summarizes the analysis of various types of empirical materials from the 
previous chapter and discusses them in depth. This study not only traces the semiotic 
operations within individual media forms but also documents the instantaneous power 
translations of human beings, paper, blocks of wood, and projected light in specific 
spatio-temporal fragments.  
 
However, to thoroughly answer the research question of this study, that is, how a 
decentralized and highly collaborative vision of alternative media infrastructures is 
presented and constructed in the contemporary media environment that is highly 
monopolized by the dominant commercial computing platforms, we have to move our 
sights from micro-object manipulation to macro-network assembly and spatial 
governance. 
 
This chapter employs an inductive approach to synthesize the scattered micro-findings 
from the underlying analytical layers into a cross-material thematic synthesis. By 
combining higher-order theoretical frameworks such as Latour's ANT and Buchanan's 
assemblage theory, this study identified three socio-technical themes with deep 
deconstructive meaning and constructive tension. Together, these three themes outline 



 

 47 

how Dynamicland launches a profound epistemological subversion of platform 
capitalism through a radical reshaping of media forms. 
 
To visualize the inductive derivation path of this study, this chapter begins by creating a 
set of multimodal material assemblage matrices, then unfolds into an in-depth analysis. 
As shown in the table below, this analytical framework serves as a thematic summary for 
the entire chapter, clearly outlining how the scattered micro-textual, graphic, and video 
empirical findings discussed in the previous section are progressively incorporated into 
the dynamic flow of ANT. It happened through the deconstruction of the signifier and 
signified at the micro-semiotic level and was finally epistemologically assembled. This 
map not only breaks the reductionist limitations of traditional media research that 
mechanically divides materials, but also arguably maps how Dynamicland offers an 
alternative vision of platform capitalism for modern society through cross-media 
anchoring and the formal reimagining of deterritorialization. 
 
Primary Empirical 
Data 

Micro-level 
Decoupling 
(semiotics & 
MCDA) 

Macro-level 
Assembly (ANT & 
assemblage theory) 

Final Thematic 
Outcomes 

Video materials 
(people gathering 
around a wooden 
table moving paper 
pieces, real-time 
feedback from 
ceiling projections) 
 

signifier: 
unadorned hands, 
rough paper, 
physical 
displacement. 
signified: breaking 
the black box, 
transparency, and 
accessibility of 
computational 
logic. 

intervention of non-
human actants: 
paper and projectors 
participating in the 
network as actors. 
 
deterritorialization: 
stripping the screen 
of its obligatory 
passage point 
privilege. 

Theme 2: 
Embodied 
reconstruction of 
centers of 
calculation 

Official website 
text and design 
 
(handwritten letter 
subpage, sans serif 
typography) 
 

signifier: handmade 
aesthetics, 
imperfections, 
minimalist layout. 
 
signified: inviting 
public participation, 
resisting capitalist 
industrial polish. 
 

alliance 
recruitment: 
recruiting marginal 
objects (marker 
pens, children) into 
the counter 
laboratory to resist 
digital hegemony. 

Theme 3: Counter 
laboratory and 
epistemic equality 
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Textual and 
graphic 
documents 
 
(code no longer 
hidden in servers 
but pasted all over 
the walls) 
 

signifier: exposed 
physical code. 
 
 
signified: 
demystifying 
advanced 
knowledge. 
 

translation: force 
pulling technology 
in the making from 
the virtual cloud 
back into the 
physical 
gravitational field. 

Theme 1: Material 
extraction of the 
technological black 
box 

8.1.1.1 Figure.2 
 
 
 

8.2 Unblack boxing and Materializing Technology in the Making 
Integrating the inductive analysis of Dynamicland's material, the primary and most 
fundamental macro-feature lies in its radical physical translation of the computational 
medium, a translation whose core intention is to provide new solutions and possibilities 
in the context of the black-boxed domination by contemporary platform giants. 
 
Latour has pointed out that the primary mechanism by which modern science and 
technology establish their authority in society is none other than black boxing. When a 
complex technological assemblage ceases to be controversial due to its own success, the 
countless human labor, code games, hardware compromises, and ideological preferences 
within it are packaged, hidden, and transformed into nothing more than an input-output 
interface that requires no explanation.  
 
In modern times, this black-boxed machine is known as ready-made science. The 
audience is confronted with smooth, seamless, dematerialized electronic screens and 
touch glass, a visual presentation that deliberately severs the material connection between 
the user and the underlying logic, relegating the masses to passive consumers. 
 
However, the empirical material examined in this study suggests that Dynamicland 
performs an enforced de-blackboxing operation across all its mediated rhetoric and 
material presentations, attempting to force a reversal of the computational medium back 
to the original state of science-in-the-making, as defined by Latour (1987, p. 4).  
 
In this state, technology is no longer immutable, but rather a dynamic assemblage that is 
unstable, open to controversy, and ready for human intervention. At the level of 
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multimodal visuality, both the clear two-column layout of Document A, with its sans-
serif font and wide spacing, and the handmade aesthetic of Document B, with its 
intentionally preserved marker imperfections and hand-drawn arrowheads, as well as 3 
videos, all visually convey to the public a tone of unfinishedness that invites public 
participation. 
 
Furthermore, this presentation of work-in-progress technology is also a material 
extraction of invisible code. In the microcosmic scenarios presented in the video material, 
the core running code of Dynamicland is no longer a virtual instruction buried deep in a 
sophisticated server but is printed on ordinary paper. These papers are either organized 
into bookshelves, neatly laid out on an entire wall like a painting exhibition, or even laid 
out directly on a real wooden floor with natural light and shadow in the empirical 
material. This translation of profound digital algorithms into signifiers of everyday 
handmade objects, such as scissors, tape, and paper, represents a symbolic challenge to 
traditional digital privilege. 
 
From the ANT perspective, non-human actants such as paper and wooden blocks are 
accorded an ontological status equal to that of humans (Latour, 1987, p. 72). 
Dynamicland intentionally keeps cutting-edge computer technology in its most primitive 
and tactile friction material form precisely to break down the barriers of power between 
the abstract system and the concrete human being, and to empower every ordinary human 
being in the room to peek inside the black box and modify the system at any time with a 
marker pen (Latour, 1987, p. 29). This is not only a unique visual and tactile experience 
but also a distinctive line of flight in which the entire socio-technical system seeks to 
break the platform's monopoly and move towards a radical decentralized cognitive 
revolution. 
 
 
 

8.3 Embodied Reconstruction of Centres of Calculation 
The second theme in this study focuses on how Dynamicland radically deconstructs the 
alienating discipline of contemporary digital platforms on collaborative human social 
relations through the territorialized reorganization of physical space. Latour proposes a 
key model called centre of calculation for interpreting the expansion of scientific and 
technological power (Latour, 1987, p. 223, 232-233).  
 
The ability of modern technological hegemony to exert control over global users across 
geographical boundaries relies on its ability to translate phenomena and human behaviors 
spread across the world into standardized, immutable, and freely movable digital data, 
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which are endlessly aggregated into a very small number of geographic and technological 
nodes called centers of computation, such as Silicon Valley's mega-servers and cloud-
computing platforms. When such a computing center monopolizes the underlying 
translation of all information, it can exercise invisible operational control over hundreds 
of millions of remote users. 
 
This centralized network architecture creates serious bodily alienation at the microscopic 
level, forcing human beings to cross the distance of real space, locking all attention and 
social collaboration within their own independent two-dimensional luminous screens, 
resulting in profound physical isolation and disembodiment (Gillespie et al., 2014, p.68-
69). 
 
In contrast to the empirical material covered in this study, Dynamicland demonstrates a 
concerted effort to dissolve and reshape the centers of calculation across its spatial 
arrangements and interactive demonstrations. In the illustration in Document D, 
Dynamicland achieves a deterritorialization of highly regimented space by arguably 
removing the grid-like, isolated compartments of a traditional scientific laboratory and 
replacing them with an open central ring of workbenches. This kind of spatial 
arrangement fundamentally removes the idea of a single focal point and brings greater 
permeability, enabling people to see and hear the surroundings more easily (Ledin & 
Machin, p. 21, 132, 134). The layout of physical space is never neutral but directly 
predetermines human collaborative performance and the distribution of micro-power. 
 
The tall walls of the traditional laboratory act as a signifier of isolation, signified by the 
fragmentation of knowledge production and the myth of elite individualism. In the 
dynamic collaborative scenes recorded in the video material, this spatial 
deterritorialization is brought to life with real action. A group of people stands around an 
ordinary wooden table, on which there is no keyboard, mouse, or monitor, but only 
scattered sheets of code and solid blocks of wood, and complex analog data is directly 
projected onto the solid surface of this public space by an invisible device on the ceiling. 
 
This reconfiguration of the network is also innovative and collaborative in assemblage 
theory. In this reassembled cognitive field, the dictatorial privilege of the illuminated 
electronic screen as the obligatory passage point of the traditional computing network is 
arguably stripped away. Powerful computational capabilities spill out of the closed black 
box and are distributed democratically and evenly on every subject in the physical 
environment. The physical human researcher and the rough paper and physical modules 
that carry the underlying code are assembled into a dynamic assemblage that is highly 
fluid and full of friction. 
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This radical materialized design force cuts the chain of translation of action at a distance 
from the tech giants, as it pulls computational action away from the unseen, unattainable 
remote cloud and anchors it back to the material gravity shared by all in the room. When 
people listen to their peers and use their most instinctive hand muscles to move paper and 
stones on the table, cognitive collaboration is no longer achieved by sending obscure 
code files to each other in virtual business software, but rather, it is arguably withdrawn 
and sublimated into a highly embodied, socially negotiated, localized artisanal practice 
based on the physical presence of the other. Through this spatial and material 
reorganization, Dynamicland demonstrates ontologically that truly decentralized 
collaboration need not rely on larger, more insidious digital intermediaries but can 
instead be deeply rooted in everyday physical environments within reach. 
 
 
 

8.4 Counter-Laboratory and Epistemic Equality 
The third theme summarized in this study aims at the final theoretical escalation at the 
ideological level of the core political claim from Dynamicland's overall sociotechnical 
assemblage, which is to achieve cognitive empowerment for all of society through the 
construction of the counter laboratory. 
 
Latour puts forward the micropolitical concept of trials of strength (Latour, 1987, p. 77-
78, 93). In the history of science and technology, established technological paradigms 
and myths have maintained their unshakeable legitimacy for a long time because they 
have attracted many heterogeneous allies. By defining computing as products and 
services, contemporary Silicon Valley platform capitalism has surrounded itself with vast 
amounts of commercial capital, tightly coded monopolies, blocked technological 
infrastructures, and countless numbers of the global public subconsciously conditioned to 
be passive consumers, thus creating a nearly unbreakable technological leviathan myth 
during countless trials of strength. 
 
When facing this digital class division caused by power disparities, Dynamicland's 
decentralization practice is not just an isolated technological improvement project for 
geeks' self-indulgence. It exists as a counter laboratory, hoping to win this trial with its 
ideas and technology and thus bring the possibility of a new form of knowledge 
production to society. 
 
To win this trial against digital hegemony, Dynamicland demonstrates a non-traditional 
recruitment of allies through its multimodal media material. First, it engages in a strong 
rhetorical pull-stepping of discursive construction, openly challenging the discourse of 
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commercial productization in textual manifestos such as Document A. It defines today's 
complex systems maintained by tech giants as exploitative myths that deliberately 
deprive the masses of their digital sovereignty. Then it proposes the highly rebellious 
alternative narrative of redistributing ideas and capabilities. Secondly, to break the 
technological elite's monopoly over the cognitive infrastructure, it builds a heterogeneous 
network of the most everyday and peripheral physical objects at both the material and 
symbolic levels. In the scenes recreated in the videos and handmade magazines, it refuses 
to recruit the more advanced and expensive supercomputers, instead, it adds children, 
artists, markers, scissors, even the physical reflectivity of the wooden table surface and 
the natural light and shadow in the real space into its counter laboratory as non-human 
actants with mobility. 
 
This kind of juxtaposition and cross-media anchoring of sophisticated coding technology 
with everyday objects within the public's reach greatly lowers the technical threshold for 
cognitive production. These rough, everyday materials and unpolished human hands 
together form a brand-new signifier with great destructive power, whose signified 
meaning is the transparency of the underlying computational logic and the 
comprehensive liberation of the public's cognitive sovereignty. It allows ordinary people 
and children who lack professional programming training to participate directly in the 
definition, modification, and daily reconstruction of system rules through the most 
physically affordance behavior of moving pieces of paper on the desktop. 
 
Through this macro assemblage, which brings computing power down to the grassroots 
level of society, Dynamicland seeks to reveal a new technological myth to its audience. 
From the deterritorialization perspective of assemblage theory, computing should never 
be a black-box commodity that maintains class divides and forces humans to pay for 
newer hardware constantly. Rather, like rough clay and free air, it should be a public 
cognitive infrastructure owned by the community, arguably transparent and open to all. 
 
These trials of strength unfolding within the counter laboratory grant individual humans 
significant agency at the level of micro-operations. At the macro and socio-technical 
levels of ANT, they also offer a highly compelling alternative vision for how humans can 
reclaim sovereignty over knowledge production and radical, decentralized collaboration 
amid algorithmic hegemony. 
 
 
 



 

 53 

9 Conclusion 
Summary of Main Conclusions 
Taking Dynamicland as a case study, this research examines how it uses multimodal 
media forms to construct a new vision of collaborative knowledge production. An 
analysis of materials such as the website, handwriting, visual layouts, spatial design, and 
project showcase videos reveals that Dynamicland presents not merely a set of 
technologies or a new experimental geek project, but rather a macro-level critique of the 
platformized internet in modern society and the underlying logic of knowledge 
production. Dynamicland attempts to reimagine the relationships between people, 
technology, knowledge, collaboration, and the distribution of power by reconfiguring the 
media forms themselves. Therefore, Dynamicland is conducting not merely technological 
innovation, but an experiment in epistemic infrastructure with distinct ideological 
implications. 
 
This research found that Dynamicland does not simply view decentralization as a 
technical issue, but engages in deeper reflection, associating it with the redistribution of 
rights in knowledge production. Within Dynamicland, paper, projectors, and marker pens 
all possess agency in knowledge production. This design not only lowers the threshold 
for using technology but also shifts the question of who is qualified to participate in 
technological development. Therefore, the decentralization emphasized by Dynamicland 
is, in essence, a redistribution of the power held by epistemic infrastructure. Meanwhile, 
Dynamicland's emphasis on collaboration tends to highlight its materiality as a form of 
embodied collaboration. 
 
This study also found that Dynamicland’s multimodal representations are highly political. 
The handwritten fonts in its visual style, the collage-like tools, the paper texture on the 
Dynamicland homepage, the extensive use of wooden tables and chairs, and the 
unretouched photography are not merely aesthetic choices, but rather an active resistance 
to the visual culture of mainstream tech capitalism. Dynamicland’s representations are 
not merely a superficial packaging of existing ideas, but an integral part of its political 
practice. Visual forms, spatial layout, and material media collectively contribute to the 
ideological construction of decentralization and collaboration. 
 
 
 
Further Critiques on Platform Capitalism 
The study showed that platform capitalism is not merely an economic structure, but also 
an epistemological and representational structure. It determines not only who can access 
resources but also who can understand the system, define the rules, and participate in 
knowledge production. 
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The alternative epistemic infrastructure vision constructed by Dynamicland seeks to 
reorganize these power relations. Within this system, the knowledge production process 
is reimagined as a transparent, embodied, and collective social practice, rather than a 
commercial process monopolized by platforms. Therefore, the alternative vision 
proposed by Dynamicland is not merely a modification of the GUI, but a broader political 
critique of contemporary digital society. 
 
 
 
Theoretical Contribution & Reflections 
This research offers a new perspective on alternative media infrastructure. It emphasizes 
the importance of representation and meaning-making. Multimodal forms not only 
convey aesthetic meaning, but also actively shape social imagination, organize 
participation, and establish the political legitimacy of decentralization and collaboration. 
 
Furthermore, this study attempts to combine micro-level analyses of MCDA and 
semiotics with macro-level infrastructure perspectives from ANT and assemblage theory, 
thereby demonstrating how agency is distributed among human and non-human actors. 
The results indicate that decentralization is not merely a technical issue, but also a 
material and representational one. 
 
However, as mentioned in the chapter on ethical considerations, this research has certain 
limitations. This study primarily relied on publicly available materials from 
Dynamicland; therefore, it focuses more on how Dynamicland represents itself and its 
philosophy. During this process, it was not possible to thoroughly verify the specific 
operational details of this collaborative knowledge production process. For the same 
reason, this research does not include more direct materials, such as interviews with 
Dynamicland staff or ethnographic fieldwork results. Therefore, future research could 
further examine the operation of these collaborative infrastructures in real-world practice 
through ethnography, participant observation, or interviews. 
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