We seem to have an ambivalent relation to the computer. We know we can’t maintain
either social infrastructure or everyday life without the computer and sometimes
we even credit the computer for being the instrument of democracy. Simultaneously
we produce dreadful scenarios of a future society, where technology has man in its
strings, and we loose our freedom in favour of a self-generating and organic technical
progression. This ambivalence is probably the product of us ascribing to technology
s0 many myths and conventions in combination with us having problems seeing our
own position as humans in a society constantly aiming at structures of technology
and objects. We can no longer presuppose the former obvious separation of the
concept of human and the concept of machine. The existence of the human body in
the computer society puts the whole idea of the "unnatural” into question. In the
same fashion the machine is no longer purely instrumental, not inhuman. The gap
between organism and apparatus is decreasing.

The exhibition Lords of Legacy is basically a number of scenarios based on thought
experiments where man's relationship to the computer is being explored. The exhibi-
tion plays with the conventions and myths that surrounds human/machine and which
generally are based on the idea that man and technology are in bipolar oppositions
to each other.

When the project was being shaped, it was meant to reflect an object-oriented
society, a society that in a pathological manner is being occupied with producing
problems simultaneously as it develops solutions to old ones. The project came to
focus upon the individuals that this society consists of. What constitutes the human
being? How does the way we reflect upon our selves as humans change in relation to
technical progress and how does our self-opinion relate to the changes in our instru-
mental world of objects? What happens when Descarte’'s dichotomy of mind/body is
being replaced by the trichotomy body/mind/machine?

The working process of the project has been distinguished by issues of how we
use the computer to simulate our ideas of the human, how we use technologies as
metaphors for our selves as humans and individuals. One central question has been:
What happens to our conceptual references when the computer becomes the "natu-
ral” and static point for our references and the human on counterpoint becomes an
abstraction?

Technology becomes a metaphor, lingual tools and ideoclogical constructions that we
apply on ourselves as humans. Obviously this has consequences; positive or negative
cannot be determined here. It is tempting to speculate about the consequences on
our self-opinion when we refer to our brain and mind in terms of hardware and soft-
ware. Or when we explain our personality as something depending on solid entities,
that is our DNA. It is also interesting to try to reveal the mechanisms that some-
times prevent us from saying negative things about our computers when we are in
their immediate precense, afraid that they will retaliate.
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Vi tycks ha en ambivalent syn pa datorn. Vi vet att vi varken kan uppratthalla sam-
hallsstruktur eller vardagsliv utan datorn, och teknologin far i vissa sammanhang
rollen av demokratins redskap. Samtidigt konstruerar vi skrammande framtidsscena-
rion dar teknologin tagit makten éver manniskan, dar vi forlorar var frihet till férman
for en i det narmaste sjalvgenererande och organisk teknikutveckling. Denna ambi-
valens har férmodligen sin grund i att teknologin omges av en mangd myter och
konventioner i kombination med att vi har svart att se var egen position som man-
niskor i var teknikorienetrade objektsvarld. Vi kan inte langre forutsatta den tidigare
sjalvklara gransen mellan méanniska och maskin. Vart samhélles utveckling innefattar
ocksa ingrepp i den manskliga kroppen. Manniskokroppens existens i datorsamhallet
ifrdgasatter underminerar vara forestallningar om det naturliga . P& samma satt
ar maskinen inte langre instrumentell, inte omansklig. Klyftan mellan organism och
apparat minskar.

Utstallningen Lords of Legacy ar ett antal olika scenarior som bygger pa tankexperi-
ment dar manniskans forhallande till datorn problematiseras. Utstéallningen leker med
vara konventioner och myter kring manniska/maskin, vilka till stor del baseras pa idén
om att manniskan och teknologin star i bipolar motsats till varandra.

D& projektet formades var det tankt att aterspegla ett objektorienterat samhalle,
ett samhalle som pa ett patologiskt satt sysselsatter sig med att producera pro-
blem i samma takt som det utvecklar lésningar pd gamla problem. Snart kom dock
projektgruppens intresse att fokuseras pa de individer vilka utgor detta samhalle.
Vad &r det som konstituerar manniskan? Hur har vart satt att se pa oss sjalva som
manniskor forandrats i och med teknikutvecklingen och hur relateras var sjalvupp-
fattning till forandringarna i var instrumentella objektsvarld. Vad hander d& Descar-
tes dikotomi (kropp/medvetande) ersatts av trikotomin (kropp/medvetande/maskin).

Projektets arbetsprocess har praglats av fragor kring hur vi simulerar manniskan
med hjalp av datorn, hur vi hela tiden anvander datorn eller maskinen, dvs delar av var
objektsvarld, som metaforer for oss sjdlva som manniskor och individer. En central
fréga har varit: Vad hander med var begreppsvarld nar datorn blir var grundlaggande,
"naturliga” referens och manniskan en abstraktion istallet for tvart om?

Tekniken blir till metaforer, sprakliga verktyg och idéméassiga konstruktioner som vi
applicerar pa oss sjalva som manniskor. Detta far naturligtvis konsekvenser, positiva
eller negativa far vara osagt. Det &r svart att |ata bli att fundera pa vilka konsekven-
ser det far for var sjalvbild nar vi refererar till hjarnan och medvetandet i termer av
harvara och mjukvara. Nar vi férklarar var personlighet som bestdende av sma solida
entiteter i form av var genetiska uppsattning. Det &r ocksd intressant att fundera
pa vilka mekanismer som styr oss nar vi inte tors tala illa om vara datorer nar vi ar i
narheten av dem av radsla for att teknologin ska utsatta oss for vedergallning.
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