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Abstract
In the Indonesian context, we did not find any previous study on internet cafes that discussed
the transformation from warnet to internet cafe. Based on our study in Yogyakarta, we found a
new internet cafe style that we did not find in other cities. This study offers a new understanding
of analyzing internet cafes that users not only consume a computer to access the internet, but
they “consume” space as well. This study aims to explore that transformation and to reveal the
expansion of consumption patterns. This study emphasizes the empirical investigation to gather
the data. We conducted qualitative in-depth interviews and observations from January to June
2018. We also examined several previous studies about internet cafes to expose a gap that can
be extended in this study. Based on findings, we found that the transformation from warnet
was a way to survive amid mobile technology. This transformation gives an implication to the
new means of consumption. However, the expansion of consumption patterns can be explored
from the consumption of space and digital content. Overall, digital content is the new insight
to understand that internet cafes are not only a place to copy contents, but this can be seen as a
symbol of empowerment to local users. Therefore, internet cafes can be seen as media-industry
bottom lines to promote a culture of resistance to digital content without going to the store or
going to the cinema.
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Introduction

Warnet (warung internet) is based on a
small place equipped with several computers
separated by booths with an internet connection
and rented out per hour (Lim, 2003a). The
presence of several warnets could be accessed by
the public to access various information since
1996 in Indonesia (Hill & Sen, 1997). Starting
in the 2000s, internet cafes in the Indonesian
region, the Special District of Yogyakarta,
transformed from warnet. They have used an

internet cafe billboard rather than a warnet
billboard for a marketable name presently.
They show some improvements to functions,
facilities, and infrastructure. Until 2018,
internet cafes business in Yogyakarta was
dominated by two big chains in a town; those
are internet cafe group A with seven branches
and B with four branches. The names of the
group are fictionalized to guarantee anonymity
The transformation from a warnet to an
internet cafe is not just the change of their
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name. Internet cafes accommodate the form of
changes in the shape, function, facilities, and
the way users are involved in consumption
practices. Nowadays, mobile technology leads
to a mundane picture that internet cafe business
is decreasing (LeBlanc & Shrum, 2017). It is
the same with the growth of internet cafes in
Yogyakarta that can be said contradictory to
the development of technology. The ownership
of technological devices has permeated in
everyday consumers’ life, such as WiFi in
domestic and public space. Nevertheless, those
technologies do not prevent them from visiting
the internet cafe.
To illustrate the difference, based on our
observation, we had visited many internet cafes
in big cities in Indonesia, for instance, Denpasar,
Jakarta, Bogor, Malang, Surabaya, and Semarang.
We did not find the same format of internet cafe
business like the condition in Yogyakarta. Those
internet cafes are well known as a place for playing
online games. All computers are equipped with
standard graphics cards, high-speed connections,
facilities, and all peripherals certified by Nvidia
in the Asia Pacific region (Goenawan, 2018). On
the contrary, internet cafes in Yogyakarta are not
provided online games, but they provide another
concept in leading new consumption practices
for users. Even, we did not find the essential
characteristic insight of connectivity in internet
cafes like previous internet cafe’s studies.
Based on observations, internet cafes
in Yogyakarta have local servers that can
be accessed by users. These servers contain
thousands of digital contents, such as MP3s,
music videos, images, gadget applications,
films, software, and e-books, all of which can
be copied by visitors for free. A new need for
copying digital content and watching movies
at internet cafes has never been encountered
before in warnet or at internet cafes in another
city. It indicates the existence of a new need,
including how consumers consciously bring
a hard disk as a mandatory property when
it comes there, and gives a contribution

to illustrate that there is an expansion of
consumption patterns in the internet cafe.
Moreover, the internet cafe is designed
aesthetically to attract visitors, not only to access
the internet, but also to “consume the space”
provided and the availability of cafes. Thus, a
place is culturally constructed (Urry, 1995, p.2).
Implicitly, the internet cafe room is not neutral.
The form of internet cafe has standardization
from the aspect of infrastructure, technology,
spatial, and services in every branch. It means
that all the branches do not have significant
differences with another branch.
Based on the explanation above, this study
examines the contradiction of why the people
of Yogyakarta are still loyal to visit internet
cafes nowadays. The empirical questions are
addressed: (1) how does the transformation
of a warnet into an internet cafe can be made
to survive in the midst of the development
of mobile technology? and (2) to what extent
have internet cafes played a role in creating
new consumption patterns? To answer these
questions, we examine the previous studies
about internet cafes from around the world
to provide a depiction of the knowledge that
they provide through the presence of computer
technology in internet cafes and an overview
of how internet cafes give implications for
consumption patterns. Second, we review a
brief history of warnet in Indonesia to depict
the transformation from warnet to internet
cafes. Next, we use a technosocial approach
(Laegran & Stewart, 2003; Lægran, 2009) to
examine the spatial practice that users are not
only using a computer as their activity, but
they are “consuming” space as well. Last, we
use Benjamin’s (2001) view about the concept
of aura to see its relation to the reproduction
era of digital contents.
Literature Reviews
Connectivity, space, and cafe’s atmosphere
In 1994, the first internet cafe emerged in
London, namely Cyberia. It brought the concept
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of a public space that provided computer and
internet access, and food and beverages (Liff
& Laegran, 2003; Mutula, 2003). With the
appearance of an internet cafe, the users have a
choice to access the internet in a cafe ambiance
(Liff & Laegran, 2003). In most cases, the term
“café” depicts a public space that offers more
private and protective space than the other
public spaces. It indicates a fluid relationship
between the private and the public area in the
cafe. Spatial practice reflects the expression of
existing social activities. The term “affective
community space” was used to explain the
cafe and food bar in the cafe as a social space
for caring for each other (Warner et al., 2012).
A cafe is valued as a successful business when
it can attract visitors to come again. It was seen
by considering several important factors that
support the cafe, such as decoration, food and
beverages, and the availability of online games.
These facilities are recognized as sites for
creating the atmosphere wanted by the users
(Lægran & Stewart, 2003).
The previous studies have primarily
highlighted the consumption activities to use
connectivity and space in an internet cafe. The
connectivity describes that users can do some
activities that go beyond location. In this case,
a local and global connection to be conducted
in seconds. Geographically, internet access
allows users to minimize or even dismiss that
distance. It can be symbolized as the death
of distance in the borderless world (Ohmae,
1995; Pratt, 2002). The several studies discussed
specifically a cultural space used for doing
meaningful activities during the leisure time
for entertainment, searching information,
improving particular abilities and skills, and
online social networking (Lee, 1999; Räisänen,
2006; Gürol & Sevindik, 2007; Leon, 2007).
Several other activities were also carried out,
such as looking for job application (HydeClarke, 2006), gambling, online education or
online courses, and e-commerce for online
shopping (Mutula, 2003), and a place to operate

illegal activities as well, such as planning an
abduction and drug transaction (Qiu, 2013).
Furthermore, internet cafes also underline
the presence of the cafe’s atmosphere, which
refers to the communities who use it as a
place for meeting or individuals who want to
spend their time without using a computer
only by ordering some foods or drinks. The
key to attracting visitors to come regularly is a
place to “be consumed” (Warner et al., 2012).
Meanwhile, internet cafes are configured by
technology and users; hence the approach is
not only focused on users, but the inter-relation
of two agents: human and non-human (Warner
et al., 2012).
According to Laegran (2009, p. 61),
technosocial practices are built on the
conception of users and technologies that are
co-constructed together. In addition, space is a
part of the process of co-construction between
users and technology, while the internet is
constructed through a place in the process
of ongoing activities in the internet cafe.
Technosocial approach gives benefit to see that
the space in internet cafes is produced through
the roles of technology. This technology
permeates in the consumption pattern of the
users. The use of technosocial space from
Laegran and Stewart (2003; Lægran, 2009)
helps to avoid a deterministic view between
technology or social.
The theoretical framework above helps
us to understand the technosocial practices
in an internet cafe. Nevertheless, several
internet cafes in the context of Yogyakarta
are different if we compare to other cities in
Indonesia. In the different context, internet
cafes in Yogyakarta transformed from a warnet
into an internet cafe form. Starting in the
2000s, they used the merging concept from
internet kiosks (warnet) and the presence of
cafes. Then, the delineation of the differences
is focused on the new concept of internet cafes
in Yogyakarta. While the idea of an internet cafe
is not new, it constitutes the transformation of
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the widely known warnet. The transformation
can be determined as a condensed process
that leads to a substantial reorganization of
patterns of socio-environmental interaction.
The difference in the effects of these differences
can be seen from the shape and structure of
the transformation, so that this can shape the
characteristics of a particular phenomenon
(Müller & Kirleis, 2019). This transformation
can be viewed from the usage of internet cafe’s
space from the owner’s and consumer’s side,
because it is in line with the history of the first
presence of internet cafes in Indonesia.

Methods

This study emphasizes the empirical
investigation to obtain the data. This method
covers qualitative in-depth interviews (Pickering,
2008, p. 4) to build a better understanding of
the meaning production from meaning makers
directly based on a micro-scale (Pickering, 2008,
p.70). We had done several procedural steps.
First, we conducted a participative observation
in several internet cafes in Yogyakarta. This
observation was done by visiting and being a
user in the internet cafe. For understanding the
issue, this study uses a case study approach.
We observed all internet cafes of groups A
and B, precisely from January until June 2018.
The observation focused on the components
as followed: technology used, users’ activities,
facilities, infrastructure, and the service system.
Second, we conducted face-to-face
interviews with the managers of each group,
because they, as a key person, have an essential
role in designing and controlling the operation
of all internet cafes. To gain their trust in
interviews, we promise to use anonymity when
mentioning the name of the internet cafe. That is
why we use the initial name in order to preserve
confidentiality. As Crow and Wiles (2008)
said, they state that the use of pseudonyms
for the study’s location is to guarantee that
this location cannot be disseminated again in
reports or other presentations.

After the observations, we decided to limit
the study on two internet cafes of each group.
The reason for choosing the two is to achieve
a better understanding of micro-scale cultural
production for revealing the detailed new means
of consumption in an internet cafe. To do this, we
have confined the case study on two internet cafes
from two groups of A and B, namely internet cafe
X and Y. These internet cafes were chosen because
they are in a head-to-head location of one street:
Kaliurang Street in Yogyakarta. This street is one
of the crowd-centers of student life in Yogyakarta
because it is surrounded by some universities,
such as Universitas Gadjah Mada, Universitas
Negeri Yogyakarta, and Permata Indonesia
Yogyakarta Health Polytechnic. Furthermore, the
data from our interview results are transcribed
and analyzed as well as the observation results
to provide a whole picture of how internet cafes
in Yogyakarta produce aesthetic space to create
new consumption patterns in internet cafes. Also,
we explore how does the internet cafe transform
from warnet to survive in this digital era and
what are the implications for consumers. Last,
to analyze from the consumers’ side, we also
conduct in-depth interviews with ten informants.
All informants are obtained using a random
sampling method. They are the consumers
from two different internet cafe groups with an
average age between 20-30, and most informants
are students from universities near the internet
cafe.

Result and Discussion

The expansion of consumption pattern in the
local context
In the local context of Indonesia, warnet
was adapted from the appearance of traditional
warung (a stall that sells food). Warung is a
space for the society at micro-level in which
it is possible to have a warm conversation.
In addition, the concept of booths comes
from warung using krepyak (bamboo window
curtain) (Hill & Sen, 1997; Lim, 2003b). From
1995 to the end of 1999, warnet grew into a high-
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tech cottage industry. It affected the ownership
of a warnet, which was previously owned by an
individual to an individual who owned some
of them around a city (Hill & Sen, 2005, p. 65).
Warnet with its slogan of “making the internet
widely available for everybody, especially
students” and “everything is provided here,”
was successful in attracting college students
and serving all of their needs (printing machine,
CD, and scanner) (Lim, 2003b).
In Yogyakarta, warnet proliferated in 1996.
It provided easy access for users who could
not afford the internet subscription at home
or did not have a computer (Hill & Sen, 1997).
According to the manager of internet cafe A,
the embryo of internet cafe in Yogyakarta was
started from warnet. A warnet had been operated
since October 1996. In the next year, warnet A
shifted into using the label of internet cafe by
adding other facilities, such as the existence of
cafe, widescreen monitor, two headphones, and
the availability of multimedia content (movies
for rental in a form of CD, copied in a server,
and provided for users freely).

Furthermore, warnet A used an internet
cafe as its label because the negative stigma was
embedded in warnet. At the beginning of the
presence of warnet in Indonesia, it was popularly
known as a place to access pornographic
content, a place for ditching for students to play
an online game (Hindarto, 2008), and a place
for prostitution by some groups of students
(Tarigan, 2018). As the manager said:
“On the outside, many warnets have
negative connotations, whatever they
are used for any activities because the
height of booths is high. And that is what
we do not want. In (internet cafe) here,
we have a booth, but the height is about
120 cm, so when people stand, (we) can
see the activity of the users inside the
booth, so we can control (the activity)”
(Manager internet cafe A, December
11, 2018).
Starting in the 2000s, internet cafe A has
six branches (built-in 2000, 2007, two branches
in 2009, 2010, and 2013). In 2012, they changed
the small business into a corporation. On the

Figure 1. The Warnet’s Atmosphere

(Source: Lim, 2003a)
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Figure 2. The Internet Cafe’s Atmosphere

(Source: Author, 2018)
Table 1.
The Comparisons Between Warnet and Internet cafe
Comparison
Room
Booths
Smoking room
Waiting room
Computer desk

Warnet Design
Simple space design
Limited space on each booth without door,
electric fan on top
Only single room or not allowed

Free Space

Not available
A small monitor (around 15-19 inches),
one headphone, regular chair
Printing and scanning machine
in operator room
Squat toilet/closeted toilet (it depends)
Not available
Not available, only beverage fridge or some
snacks in operator room
Not available

An hour access fee

2000-3000 IDR

Facilities
Toilet
Praying room
Cafe

Internet cafe design
Modern space design
Designed for two users with a door in each
booth, Air-Conditioner coverage
Separated room with good circulation for
smoking in AC room
VIP waiting room with 32-inch TV
An LED monitor (24-inch), two headphones,
webcam, comfortable sofa
Printing and scanning machine in operator
room
Closeted toilet
Small musholla
Users can order food and beverages from
computer screen
Free space/learning space with selling WiFi
(hotspot)
6000-7500 IDR

(Source: Author, 2018)
other side, in Yogyakarta, there is another
corporation of internet cafe. Internet cafe B
has four branches (built-in 2006, 2009, 2010,
and 2016). As producers, they try to compete
in creating new needs regarding the needs of
multimedia content as one of the facilities that
they offer, starting from the antivirus, e-book,
and movies. The differences between warnet
and internet cafe can be seen in figures 1 and 2.

Table 1 is a detailed explanation for
comparing the situation of warnet and internet
cafe from Figures 1 and 2. As we can see, warnet
prioritizes the prominent service, internet
access that is highlighted, and the existence
of supporting facilities such as printing and
scanning machines. In contrast, an internet
cafe emphasizes the design, environment
and comfort of the space itself. The provided
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facilities affect the price. Internet cafe charges
around 6000 to 7500 IDR per-hour to access
the computer with an internet connection,
while warnet charges typically around 2000 to
3000 IDR per-hour. It depends on the location;
for example, the internet cafe that is located
near a campus, a school, or boarding houses is
possible to charge a higher cost per hour.
However, the choice to determine a theme
is to increase sales, add value to the product,
and sell at high prices. This themed strategy
is purposed to attract visitors by creating an
atmosphere that can enable consumers to have
a unique experience than similar products in
other places. In other words, what is being sold
now is not services that are sold, but experience
itself (Åstrøm, 2019, pp. 14–15). Therefore,
the production of space and facilities can be
positioned as the way of the business owner
to make consumers always actively consume
products through unique experiences. In an
internet cafe, users can use facilities provided to
watch movies, such as a modern room and air
conditioner (AC), closeted booths, a computer
with a pair of headphones, and a comfortable
sofa. Those indicate that users also “consume
the space” in an internet cafe.
The dimension of new means of consumption
in the internet cafe
Internet cafe X and Y have a similar
format. Both have free space and booth space.
These two spaces are in a separate place. In
the following sections, we will expose the
qualitative description of these two spaces.
Free space
Free space, like a cafe in general, is
modernly designed by emphasizing the
architectural design and lights aspect. This
space provides some tables and soft chairs
for customers who come bringing their
laptops, meeting with the community, or just
enjoying the cafe by ordering food and drinks.
Consumers can buy WiFi vouchers, which

are sold to access the internet using their own
devices. Consumers are also able to order some
foods and drinks like they are in a cafe. The
menu offered is similar to the menu in a typical
cafe but at an affordable price. Moreover, the
experience of consuming an internet cafe is
different from a cafe, where the technology
is in the middle of an interaction with the
community. That situation implicates the
frequent access to their laptop and smartphone
with WiFi connection, and sometimes it is
interspersed by conversations with friends.
Internet cafes provide a free space that is
consumed as a hangout place in the intersection
with technology.
The booth spaces
Each internet cafe has a booth space to
access the computer in a private booth. Both
internet cafes divide the room into two areas:
smoking and non-smoking areas; each area
equipped with AC. They have similar physical
specifications with modern design. However,
internet cafe Y has a door in each booth. It
gives the users a private space to provide
them privacy for their activities in front of the
computer.
All booths have a computer equipped
with components such as a 24-inch LED
monitor, headphones, sofa, and AC. The
manager of Internet Cafe Y stated:
“What is visible from an internet cafe
physically is the appearance of the room,
if the ordinary warnet has a computer
desk, booth, and chair…However, the
internet cafe has the concept of room and
lighting arrangement that is more likely
a cafe lounge,” (Manager internet cafe
B, December 28, 2018).
In other words, the atmosphere symbolizes
an aesthetic space. It will attract the users to
‘consume the space’ that can be captured by
the smartphone’s camera. This experience can
be viewed from users who upload their activity
when in the booth or free space on social media
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(especially Instagram) by tagging the location
where they are at, at that time. In other words,
the space in the booth of the internet cafe is
produced as an instagrammable space. Users
can consume this space locally or trans-locally
through the photo they upload.
In a consumption culture, what is
consumed by consumers shows prestige and
used to classify one’s status. At the same time,
consumers use images, signs, and symbols
of goods to present their desires to fulfill
emotional pleasures (Featherstone, 2007, p.
27). They gain joy from the visual consumption
for every photo that they share. It is to show
that they become part of a community that
is familiar with technology (Lee, 1999). In
other words, ICT has immersed in the users’
lives, affected relationships, privacy, budget,
and values (Portus, 2015). Urry (1995) argues
that other people can consume someone’s
identity in a place; hence other people can also
“consume” that place. Moreover, smartphones
as the medium embedded in daily life gives
the freedom for users to be more active in
ritualizing their social relations (Hjorth, 2007).
This moment reflects users’ experience that
becomes a site for the public gaze to be seen as
a technology-savvy community.
Implicitly, three crucial components
play a role at that moment. First, internet
cafes provided the booth as an aesthetic space
for publication and consumed trans-locally
through social media. Second, internet cafes
provided technology in the booth as an up-todate technology; hence, this technology can be
viewed as an integral part of material objects
consumed visually, aside from the aesthetic
space design. Third, the role of the smartphone
as mobile technology becomes an embedded
part that is always brought by users in their
daily life. Smartphones play a role in place
consumption.
Those three highlights at least can answer
the earlier question in regard to why people
still visit an internet cafe nowadays. First,

the image of the computer has changed from
something associated with social activity into a
tool for communication purpose, entertainment
during the spare time, and playground in a
public space (Laegran & Stewart, 2003). The
production of aesthetic space in internet cafes
changes the image of the computer from a
place that is only used to access the internet or
purposes as been said by Laegran and Stewart
(2003), into an aesthetic space that is bound
to the up-to-date technology. This condition
implies the more extensive lifestyle as a
symbolic center of consumption: the modern
hangout place.
Internet cafe creates a gigabyte need
Besides the aesthetic space, internet
cafe X dan Y expand the facilities that can be
accessed by users, which is the digital content.
This fact gives a gap with previous studies
about internet cafes in the global stream.
This gap lies in the digital content that can be
accessed even without any internet connection.
In both internet cafes, they provide lots of
digital contents, such as mp3 songs or video
clips, movies, television shows, and series,
software, games, e-books, and comics. A thesis
from Anshari ( 2014b), he explores that the
consumers’ behaviors are not only accessing
the internet, but they copy movies provided
by the internet cafe.
Moreover, this practice gives a contrast
to previous studies about internet cafes in the
global stream that internet connectivity in the
internet cafe is essential. However, through this
finding, something new can be explored. The
time spent will shift to the activity of copying
digital content from the internet cafe’s server
to the user’s external hard disk as well as the
activity of the user in choosing which content
to be copied.
The digital content is a part of the local
computer that can be accessed without internet
connectivity. This study expands the previous
study concerning access to watching movies
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from Wibowo’s (2019) study. The movie files
in movie streaming websites are only saved in
cloud storage, and users have to use the internet
connection for streaming or downloading
movie files they want to watch. From this study,
users in the internet cafe are able to collect
movie files for themselves or distribute them
to other people (Anshari, 2017). Then, it leads
to a new insight that digital contents in the
internet cafe can be positioned as disposable
content. The users do need to think twice to
delete a movie file when their hard disk is in
full capacity because they can copy again for
free in some seconds or copy from friends. The
internet cafe creates a new need as well, that
is a gigabyte need. This need makes the role of
the external hard disk becomes an important
electronic device to be brought by the users
as the storage media to save digital content. It
leads to a new dimension of consumption site.
Furthermore, the time has implications for
the shifting of user’s intensification, from the
utilization of internet access to the process of
choosing content and waiting for the copying
process to be done. As they wait, they do other
activities, such as talking face to face with
friends, using a smartphone, or if the user comes
alone, he or she is busy watching movies or
choosing other content. That practices implicate
a perspective that the internet connection
becomes a part that is not too important.
Those activities can be seen from the
clarification of all informants. They recognize
that they are going to an internet cafe to access
the collections of digital content provided by
the internet cafe. All internet cafes have a big
capacity of servers to store all digital files. As
one of the represented informants, she said:
“For me, I need their media collections (then
internet access), such as movies, Korean series,
and western. Even the music, they have a complete
collection of music. In the past, it might have only
been in the form of cassettes, old artists, but they
already had iTunes format, mp3s, so I only copied
all of them” (Informant A, November 22, 2018).

As represented by informant A, the
users only use internet connection for
complementary needs, such as searching for
the list of recommended movies. It is because
the function of a computer for certain activities
such as accessing email, playing online games,
and chatting has been replaced by the laptop,
tablet, or smartphone. The users are usually
using their smartphone for chatting while
waiting for the copying process to be done.
Then, the hard disk also plays a role in this
consumption practice. Hard disk’s capacity and
speed affect how many content users can keep,
how long it takes to copy, and the implications
after digital content are reproduced, such as
watching it on a laptop at home or connecting it
with television that supports the digital format.
The existence of technology plays a role in
the technosocial practices in the internet cafe.
Hence, technology in an internet cafe affects the
production of space in an internet cafe. Locally,
this production becomes more complex,
because the intersection is not only located
on the internet, technology, and technosocial
space, but also the digital contents.
The refusal of the original distribution of
digital content
In the context of an internet cafe in
Yogyakarta, it is a place that accommodates a
variety of digital content from online forums
or resources on the internet. It provides digital
content on its local server. The internet cafe
also offers a multimedia request feature to
update its database based on the users’ needs.
The internet cafe provides digital contents free
to charge. However, something that is free is
not entirely free. According to logic, there is a
cross-subsidy transaction, which is the service
that must be paid for the subsidy provided. In
other words, the users have to pay the price
of computer access according to the running
billing.
Furthermore, there is an implicit
commodification of digital content. This
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commodification is not directly sold for every
content that is copied, but rather the length of
time to copy digital content that is a giga-sized
file. The higher or better the quality of movie or
software provided and the more digital content,
the longer the time it takes for the users to
copy the content. This leads to the opinion of
the users who came to an internet cafe as their
central alternative place to access films rather
than coming to the cinema, renting DVDs
on a rental basis, or downloading movies on
the internet. Ease of access for digital content
becomes the attraction of consumers always
to visit the internet cafe to update the content.
They have a rational reason to become a regular
user. An informant said that:
“I just came here to copy digital content.
Because at (my) boarding house, there
is also wifi to make easy access for
browsing information. For me, we need
a very long time to download a game file.
This case makes me go to the internet
cafe. If you download it for yourself,
it is better to go to the internet cafe
and just copy. It is cheaper, not up to
10 thousand we can get 4-5 games”
(Informant B, February 8, 2018).
A good quality game installer can
approximately have a capacity of more than
10 gigabytes. Based on time and convenience
for pursuing an interest in game installers, he
visits an internet cafe to save so much time.
Accordingly, as well as most informants,
they feel an internet cafe is like a heaven for
moviegoers. As one of the informants said:
“For example, I also agree with my
friends, who are waiting for digital
content. Because there is a movie that
I’m too lazy to go to the cinema or I
don’t have any money, so I wait for the
availability in an internet cafe. I have a
story. My sister watched a movie in the
cinema; she felt disappointed. She had
spent money but felt disappointed. So,
it’s better to just wait for availability”
(Informant C, October 13, 2018).

Some visitors consider that the main
business of internet cafes is as a center for
copying videos or other digital content (Anshari,
2014a). Thus, the internet cafe reflects the social
and cultural transformation of accessing digital
content. Internet cafes reformulate how the
culture of copying digital content is mundane.
Dematerialization from physical to digital
products also contributes to this culture. It
contributes to the cultural continuity of copying
digital content into “natural” activities, without
looking further into copyrighted files. The
debate about piracy in the digital age cannot
be quickly resolved, because the internet is
still temporary. It means that the internet will
continue to grow, and the law will procrastinate
if it still considers media file sharing activities
on the internet as piracy (Lessig, 2004).
Thence, internet cafes are not only viewed
as socializing places where the people could
socialize both online and offline (Binark et al.,
2009)and thus this using practice empowers
already existed social networks among the
young people. The Internet cafés are the places
where game culture is promoted among the
young people as well. Places can be considered
to be in a part of media-industry bottom lines
(Strangelove, 2015, p. 34). Thus, it can be said
if the presence of internet cafes can also be
positioned as part of the bottom-line media for
the refusal of official digital content distribution
from the media industry. It should be noted that
although all those digital contents infringe on
copyright. It is not the realm or capacity of this
study that addresses this issue. Nevertheless, it
can be worth doing in further study.
The availability of digital content on
internet cafe servers could be a space for
mass-consumed digital content. It leads to
the democratization of media distribution
(Tyron, 2013; Wibowo, 2019). This kind of
condition implies a hierarchy of the tastes
consumed and also marks the homogenization
of cultural products, as well as choices that
enrich the appetite (Piliang, 2010, p. 432–
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434), so consumers have more power to
personalize content (Strangelove, 2015, p.
144). Conceptually, the presence of a computer
expands the possibilities of distribution,
convenience, and multimedia functions.
Second, the users have the freedom to access
computers to personalize digital content that
they want to copy.
Ozdemirci (2014, p. 158) reflects the digital
files from the concept of Walter Benjamin
(2001), “The Era of Mechanical Reproduction.”
There is a parallel relationship between the loss
of the “aura/special atmosphere” of a work of
art and the “massification” of digital files that
signifies the result of mechanical reproduction.
From this view, users are empowered and
facilitated by the internet cafe to have an
alternative option for copying digital content
without purchasing in-store or going to the
cinema, even using movie streaming websites
like the study of Wibowo (2019).
Furthermore, we argue that users can
also be said to be a form of their resistance in
accessing digital content. The entertainment
files that they copy from the local server to the
hard disk indicate the process of moving or
distributing content, that is, from the bottomline media to personal distribution. There is
a high possibility that the copied content will
also be redistributed again by the users offline
and online. If we put aside the copyright rules
for a moment, we could see another context.

Conclusion

We begin with an argument about the
widespread usage of mobile technology,
but the users in Yogyakarta still had been
visiting an internet cafe. In some previous
studies, they put forward connectivity, space
and cafe atmosphere. Then, we expand
the analysis of internet cafes through the
existence of digital content. One reason there
is a transformation into an internet cafe is to
survive amid the onslaught of increasingly
affordable internet access and modern and

inexpensive technological devices. Therefore,
we suggest that a transformation of the internet
cafe creates a change in consumption patterns
and brings a different consumption dimension
that emphasizes space as a design space and
digital content as a center of consumption.
Moreover, the existence of digital content has
implications for the high price spent to pay
when going to the internet cafe. On another
side, it gives a new insight into understanding
a new theme of the study about internet cafes
in Indonesia. However, the digital era provides
more freedom in reproducing digital content.
The digital contents give a new nuance of
consumption patterns in an internet cafe.
The users have an alternative opportunity for
accessing copyrighted digital contents and
internet cafes have played a role in creating
this atmosphere in the local context. Thus, we
argue that the new consumption practices in
the internet cafes could be symbolized as the
refusal of the original distribution of digital
content. The internet cafe has a role as the
bottom-line media to provide free copying
digital contents.
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