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SPONSORS
COLLEGE(OF(SOCIAL(AND(BEHAVIORAL(SCIENCES,(UMASS(AMHERST

The College of  Social and Behavioral Sciences at UMass Amherst is home to departments and 
programs leading to the Bachelor of  Arts. The College focuses on behavior and organization 
from cultural, social, and biological perspectives. Students anchor their knowledge in at least one 
discipline, but are encouraged to expand their understanding through various enriching 
experiences inside and outside the classroom. Graduates of  the College have strong analytic and 
problem-solving abilities, good human relations skills, and confidence in their ability to learn and grow in new work 
situations.

UMASS(AMHERST(OFFICE(OF(RESEARCH(DEVELOPMENT

The experienced team in the Office of  Research Development offers a variety of  services geared 
to help UMass Amherst faculty members initiate and expand sponsored support for research 
and scholarly activities. 

INSTITUTE(FOR(THE(VISUALIZATION(OF(HISTORY

The Institute for the Visualization of  History (www.vizin.org) is a not-for-profit corporation 
based in Williamstown, MA. Using data supplied by archaeologists, anthropologists, historians, and 
others, the Institute applies leading-edge virtual reality and holographic technologies to re-create 
historic places and monuments in interactive three dimensions The Institute is both a developer of 
educational materials and a museum of  interactive computer-generated environments, serving the 
general public, schoolchildren, and professional researchers.

ABOUT(THE(CENTER(FOR(HERITAGE(&(SOCIETY
Welcome to the University of  Massachusetts Amherst (UMass) and to the UMass Amherst 
Center for Heritage and Society (CHS). UMass Amherst is an ideal home for serious, long-term 
multidisciplinary efforts to craft new approaches to heritage conservation and communication, 
both within the United States and abroad. CHS offers research opportunities for scholars working 
in heritage-related fields such as archaeology, history, environmental science, landscape architecture 
and regional planning, European studies, Native American Indian Studies, Afro-American Studies, Classics, legal 
studies, public health, and public policy. Additionally, the Center provides undergraduate and graduate students with 
training and experience in heritage planning and management. Our goals are threefold: research, teaching and 
training, and outreach.

To learn more about the UMass Amherst Center for Heritage and Society, please visit our website at:
http://www.umass.edu/chs.

UMass Amherst Center for Heritage and Society
215 Machmer Hall, University of  Massachusetts Amherst, MA 01003

phone: 413.577.1605 fax: 413.545.9494

http://www.vizin.org/
http://www.vizin.org/
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HIGH-TECH HERITAGE
MAY(2:4,(2012(@(UMass(Amherst

TRANSDISCIPLINARY(
COLLABORATION

Does digital heritage 
facilitate or hinder the 
sharing of  information 
across and within present 
disciplinary boundaries 
such as history, 
archaeology, 
anthropology, art history, 
architecture, folklore 
studies, ethnomusicology, 
linguistics, and regional 
planning?

URBANIZATION,(
INDUSTRIAL(
DEVELOPMENT,(AND(
CLIMATE(CHANGE
How can digital heritage 
technologies monitor and 
help address intensifying 

physical threats to 
heritage of  all types from 
natural deterioration, 
urban and industrial 
development, deliberate 
destruction, and climate 
change, all on an 
unprecedented scale.

MARKETIZATION(OF(
CULTURE

With worldwide 
budget cuts in 
government support for 
cultural heritage, many 
heritage organizations, 
institutions, and sites are 
increasingly dependent 
for their survival on 
economic self-sufficiency. 
What is the impact and 
role of  digital heritage in 
attracting visitors? What 

kind of  digital “pasts” are 
emerging in this era of  
interactive museums and 
visitor centers?

CIVIL(SOCIETY
Can inclusive heritage 

policies, encouraging all 
sectors, stakeholders, and 
communities to 
participate in heritage 
planning and 
commemoration, have a 
positive social effect? 
Does the 
"democratization" of  
heritage participation also 
encourage democratic 
public discourse? How 
can policies and projects 
designed to enhance 
community identity, 
sustainable cultures, and 
local economies serve as 

tools for the wider cause 
of  social development 
and positive social 
change?

HERITAGE(AND(
IDENTITY

In an age of  
increasing ethnic and 
cultural diversity, posing 
challenges to essentialized 
“national patrimony,” can 
digital heritage create 
sustainable structures for 
individuals and groups 
express their own interest 
and pride in traditions, 
monuments, landscapes, 
and memories of  
particular significance to 
them?

THE(CHALLENGE
Major questions about the past have long been studied through sequential chronology, typology of  form, 

geographical and spatial dimensions, and literary narrative. Are the lenses of  the digital technologies now 
focused on the past magnifying, enhancing, expanding, or distorting contemporary understandings of  the 
past? 3D visualizations, complex databases, interactive websites, social media, and Geographical Information 
Systems allow us to model, record, analyze, disseminate, map, and interpret information about cultural 
heritage. Digital technologies have led to a new means of  envisioning past cultures, eras, and landscapes in a 
virtual, non-spatial, non-narrative immediacy. They are also introducing new methods and new perspectives 
that challenge traditional historiographical techniques. What implications does that have for historiographical 
representation in academic publications and in public interpretation? What role do the digital technologies play 
in complicating or simplifying the stewardship of  historic resources? How do they enhance or trivialize the 
public interpretation of  sites and monuments for the purposes of  cultural tourism? The goal of  this 
conference is to bring together a wide range of  academics, museologists, digital specialists, heritage 
professionals, and community leaders to examine the achievements, opportunities, and serious social 
challenges of  digital heritage. The program will highlight ongoing projects, technological breakthroughs, 
educational assessments, economic evaluations, and philosophical reflections on the impact of  new 
technologies on heritage research, on collective memory, and on the very concepts of  “Place” and “Time.”
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HIGH-TECH HERITAGE
Plenary(Speakers

Maria*Roussou
Dr. Maria Roussou is Founding 
Director of  makebelieve design & 
consulting, as well as a researcher 
and Adjunct Lecturer at the 
University of  Athens, Greece, 
teaching courses on Museums and 
Digital Technologies and Human 
Computer Interaction. Previously 
(1998-2002), she established and 
directed the Virtual Reality 
Department at the Foundation of  
the Hellenic World in Athens. She 
holds a PhD in Computer Science 
from the University of  London, 
UK, a MFA degree in Electronic 
Visualization and a MSc in 
Computer Science from the 
University of  Illinois at Chicago.

 

Maurizio*Forte
Dr. Maurizio Forte is full 
professor of  World Heritage at 
the University of  California, 
Merced. He was director of  
Virtual Heritage and Senior 
Researcher at the Italian National 
Research Council. He has 
coordinated research and 
fieldwork projects in Italy, India, 
Turkey Ethiopia, Egypt, Syria, 
Kazakhstan, Peru, China, Oman, 
USA and Mexico. He created the 
first virtual collaborative museums 
in Europe with the Digital 
Scrovegni Chapel Project (Padova) 
and the Virtual Via Flaminia 
Project (Rome). He is editor and 
author of  several books including 
Virtual Archaeology, Virtual 
Reality in Archaeology, and 200 
scientific papers. He achieved 
several international awards: Best 
paper awards VSMM 2002, 2008, 
2010. E-content, E-culture Award 
2005-2008; 2009 Tartessos Prize.

Francis*P.*McManamon
Dr. Francis P. McManamon is the 
Executive Director of  the Center 
for Digital Antiquity, an 
organization devoted to 
broadening and improving the 
ease of  access to archaeological 
information and to the long-term 
preservation of  archaeological 
information. He also is a Research 
Professor in the School of  
Human Evolution and Social 
Change at Arizona State 
University. Prior to joining Digital 
Antiquity, McManamon served as 
the Chief  Archeologist of  the 
National Park Service and the 
Departmental Consulting 
Archeologist of  the U.S. 
Department of  the Interior. He 
has authored many articles on a 
variety of  topics related to 
American archaeology. Most 
recently, he is the general editor of 
a 4-volume encyclopedia, 
Archaeology in America (2009), 
which was named as an 
outstanding reference work by the 
American Library Association in 
2010.
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HIGH-TECH HERITAGE
Travel(Information

Local*Area*Transportation*
(The local public bus transportation line is PVTA: www.pvta.com
 Taxi service is available from these local companies:
 Green Taxi:  www.greentaxiamherst.com
 Tik Tak Taxi: www.amherst-taxicab.com

Child*Care
Individuals in the Amherst area willing to provide baby-sitting can be found via: 
www.sittercity.com/babysitters/ma/amherst.html

Sitter city works in partnership with the American Red Cross and provides information on background 
checks, reviews from past clients, rates charged by sitters, and other important details.  

Traveling*To*Campus
If  you are traveling to Amherst by plane, the closest airport is Bradley International in Windsor Locks, 
Connecticut (near Hartford).  This airport is approximately 45 miles from the UMass campus.  Logan Airport 
in Boston is approximately 90 miles from the UMass Campus.  Both airports feature car rental agencies.  
There are also shuttles available from Valley Transporter (800-872-8752) and Seemo Shuttle (413-586-1120).

To find more details about traveling to campus by plane, bus, rail, and car, please visit: 
www.umass.edu/visitorsctr/Directions_to_Campus

Dining
For on-campus dining options, inquire at the Campus Center information desk or visit any of  these links:

Dining in the Campus Center:
www.umassdining.com/locations/campus-center

The University Club:
www.umassuclub.com

The U-Pub:
www.umasshotel.com/wp-content/uploads/UPUBMenuV3.pdf

Some off-campus options can be found here:
business.amherstarea.com/list/category/restaurants

http://www.pvta.com
http://www.pvta.com
http://www.greentaxiamherst.com
http://www.greentaxiamherst.com
http://www.amherst-taxicab.com
http://www.amherst-taxicab.com
http://www.sittercity.com/babysitters/ma/amherst.html
http://www.sittercity.com/babysitters/ma/amherst.html
http://www.umass.edu/visitorsctr/Directions_to_Campus/
http://www.umass.edu/visitorsctr/Directions_to_Campus/
http://www.umassdining.com/locations/campus-center/
http://www.umassdining.com/locations/campus-center/
http://www.umassuclub.com/
http://www.umassuclub.com/
http://www.umasshotel.com/wp-content/uploads/UPUBMenuV3.pdf
http://www.umasshotel.com/wp-content/uploads/UPUBMenuV3.pdf
http://business.amherstarea.com/list/category/restaurants
http://business.amherstarea.com/list/category/restaurants
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In addition to the Campus Center Hotel, three area hotels are offering rooms at a special conference rate for the 
nights of  May 1st, 2nd, and 3rd.  The Campus Center Hotel is located directly on the campus of  the University of  
Massachusetts in the same building as the conference sessions.  The Holiday Inn Express and Howard Johnson are 
a short distance from campus by car or bus.  Be sure use the appropriate code if  booking with the Campus Center 
Hotel.  At the other hotels, just mention that you are with the High-Tech Heritage Conference.

Campus(Center(Hotel
Hotel Website:  https://hotel.aux.umass.edu
Hotel Phone Number:  877-822-2110 or 413-549-6000 
Conference Code:  HTH12C
Rates:  $109 (plus tax) per night, Tuesday, May 1-Friday, May 4
Block rate is available until April 18, 2012, or until all rooms in the block have been reserved. 

Howard(Johnson
Hotel Website:  www.hojo.com/HowardJohnson/control/Booking/property_info?
propertyId=00678&brandInfo=HJ
Hotel Phone Number:  413-586-0114
Conference Code:  Center for Heritage and Society. Guests should make hotel reservations by phone.
Rates:  $76 (+ tax) per night Tuesday May 1, Wednesday May 2, and Thursday, May 3
Please note that the rate is $145 (plus tax) for the night of  Friday, May 4
Discounted rate is available until April 8, 2012.

University(Lodge
Hotel Website:  www.hojo.com/HowardJohnson/control/Booking/property_info?
propertyId=00678&brandInfo=HJ
Hotel Phone Number:  413-586-0114
Conference Code:  Center for Heritage and Society. Guests should make hotel reservations by phone.
Rates:  $72 (+ tax) per night Tuesday May 1, Wednesday May 2, and Thursday, May 3 
Please not that the rate is $135 (plus tax) for the night of  Friday, May 4
Block rate is available until April 8, 2012, or until all rooms in the block have been reserved.

Holiday(Inn(Express
Hotel Website:  www.hiexpress.com/hotels/us/en/hadley/hdlma/hoteldetail
Hotel Phone Number:  413-582-0002
Conference Code:  Center for Heritage and Society. Guests should make hotel reservations by phone.
Rates:  $116 (+ tax) per night Tuesday May 1, Wednesday May 2, and Thursday, May 3.
Please note that the the hotel is sold out of  rooms for the night of  Friday, May 4.
Block rate is available until April 8, 2012, or until all rooms in the block have been reserved.

For information on additional accommodation options in the UMass area please visit: 
www.umass.edu/visitorsctr/Area_Accomodations  

HIGH-TECH HERITAGE
Conference(Accommodations

https://hotel.aux.umass.edu
https://hotel.aux.umass.edu
http://www.hojo.com/HowardJohnson/control/Booking/property_info?propertyId=00678&brandInfo=HJ
http://www.hojo.com/HowardJohnson/control/Booking/property_info?propertyId=00678&brandInfo=HJ
http://www.hojo.com/HowardJohnson/control/Booking/property_info?propertyId=00678&brandInfo=HJ
http://www.hojo.com/HowardJohnson/control/Booking/property_info?propertyId=00678&brandInfo=HJ
http://www.hojo.com/HowardJohnson/control/Booking/property_info?propertyId=00678&brandInfo=HJ
http://www.hojo.com/HowardJohnson/control/Booking/property_info?propertyId=00678&brandInfo=HJ
http://www.hojo.com/HowardJohnson/control/Booking/property_info?propertyId=00678&brandInfo=HJ
http://www.hojo.com/HowardJohnson/control/Booking/property_info?propertyId=00678&brandInfo=HJ
http://www.hiexpress.com/hotels/us/en/hadley/hdlma/hoteldetail
http://www.hiexpress.com/hotels/us/en/hadley/hdlma/hoteldetail
http://www.umass.edu/visitorsctr/Area_Accomodations
http://www.umass.edu/visitorsctr/Area_Accomodations
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HIGH-TECH HERITAGE
Schedule(of(Sessions(and(Events

Wednesday(May(2,(2012Wednesday(May(2,(2012

8:00-10:00 Registration, UMass Campus Center Foyer*

8:00-10:00 Simultaneous Sessions

10:00-10:30 Coffee Break, Campus Center Foyer

10:30-12:30 Simultaneous Sessions

12:30-1:30 Lunch Break**

1:30-3:30 Simultaneous Sessions

3:30-5:00 Plenary, room 101

5:00-6:30 Reception and Cash Bar, Campus Center room 1001

Thursday(May(3,(2012Thursday(May(3,(2012

8:00-9:00 Registration, Campus Center Foyer 

8:00-10:00 Simultaneous Sessions

10:00-10:30 Coffee Break and Poster Sessions, Campus Center Foyer

10:30-12:30 Simultaneous Sessions and Exhibits

12:30-2:00 Lunch Break 

2:00-3:30 Plenary, room 101

4:00-6:00 Simultaneous Sessions

6:00 Dinner, Amherst Room, Campus Center 10th Floor, by advance registration

Friday(May(4,(2012Friday(May(4,(2012

8:00-9:00 Registration

8:30-10:00 Plenary, room 101

10:00-10:30 Coffee Break and Poster Sessions, Campus Center Foyer

10:30-12:30 Simultaneous Sessions

12:30-2:00 Lunch Break 

2:30-5:00 Simultaneous Sessions

5:00-6:30 Closing Reception and cash bar, Campus Center room 1001
*For registration later in the day, please follow the signs to Conference Services on the 9th floor of  the Campus Center.
**There are a variety of  eateries open in the Campus Center and in the adjoining Student Union.
*For registration later in the day, please follow the signs to Conference Services on the 9th floor of  the Campus Center.
**There are a variety of  eateries open in the Campus Center and in the adjoining Student Union.
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Wednesday,)May)2nd

8:00am - 10:00am            101
Making Connections through Digital 
Heritage
General Session, Chaired by Lisa Wexler, 
University of Massachusetts Amherst, USA

8:00 Strengthening the Heritage and Identity 
of the Panamanian Diaspora through a 
Grassroots Cultural Heritage Website
Marino Elías Jaén Espinosa, 
PanamaTipico.com, Panama

8:20 Digitizing New England's Indigenous 
Writers: A Case Study in Research and 
Engagement
Siobhan Senier, University of New 
Hampshire, USA

8:40 Sandstone Pointcloud Smartphone 
Footfall: Using Laser-Scanned Data to 
Engage Visitors with Hidden Cultural 
Heritage
David J.C. Strange-Walker, York 
Archaeological Trust, UK; Julia E. 
Clarke, York Archaeological Trust, UK

9:00 The Virtual City Toolkit and 
Collaborative Authorship of 3D 
Landscapes 
Andrew Hurley, University of Missouri 
St. Louis, USA; Louis Gerteis, 
University of Missouri St. Louis, USA; 
Davis Van Bakergem, University of 
Virginia, USA

9:20 Online Resources for Qasr Hisham
Anthony J. Lauricella, University of 
Chicago, USA 

9:40 Computational Mathematics, 
Convergence
Culture, and the Creation of 
Archaeological Knowledge and 
Understanding
Glen Muschio, Drexel University, USA; 
Patrice L. Jeppson, Cheney University, 
USA; Jed Levin, National Park Service, 
USA

10:30am - 12:30 pm        101
Regulating Access in the Age of Information
General Session, Chaired by Jane Anderson, 
University of Massachusetts Amherst, USA

10:30 Digital Heritage and Repatriation 
Issues: Is Digital Heritage ‘Ethically 
Clean’?
Andreas Pantazatos, Durham 
University, UK

10:50 The Digitizing of Maori Cultural 
Heritage: The Politics of “Objectness,” 
“Authorship,” and “Authenticity”
Meredith Brinker Ferguson, Tufts 
University, USA

11:10 Matters of Durability, Maintenance and 
Continuity in Digital Intangible 
Heritage
Dagny Stuedahl, InterMedia, Faculty of 
Educational Sciences, University of 
Oslo, Norway; Ole Smørdal, 
InterMedia, Faculty of Educational 
Sciences, University of Oslo, Norway

11:30 New Services through Open Public Data
Waltraut Ritter, Knowledge Dialogues, 
China

HIGH-TECH HERITAGE
Session)Schedule
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11:50 Computational Analysis and Quilt 
Patterns
Dean Rehberger, Michigan State 
University, USA

12:10 Advanced Digital Spectral Imaging 
Technologies: Rewriting, 
Reinterpreting, (Un)restricting the 
Cultural Past
Fenella France, Library of Congress, 
USA; Michael Toth, R.B. Toth 
Associates, USA

1:30 - 3:30pm             101
The Uses of Digital Heritage in 
Archaeological Contexts
General Session, Chaired by Eric E. Poehler, 
University of Massachusetts Amherst, USA

1:30 “How Do You Know That?” A Study of 
Dialogues and Communication Practices 
at an Archaeological Excavation Site
Ingvild Solberg Andreassen, 
InterMedia, University of Oslo, 
Norway; Palmyre Pierroux, 
InterMedia, University of Oslo, Norway

1:50 High Tech Heritage: Digital Archaeology  
via Skyscraper
Jed Levin Independence National 
Historical Park, USA; Patrice L. 
Jeppson, Cheyney University of 
Pennsylvania; Glen Muschio, Drexel 
University, Philadelphia, PA, USA; 
Hannah R. Winograd, Drexel 
University, Philadelphia, PA, USA; 
Mathew Haas, Drexel University, 
Philadelphia, PA, USA; Geoffrey 
Oxholm, Drexel University, 
Philadelphia, PA, USA;  Ko Nishino, 
Drexel University, Philadelphia, PA, 
USA

2:10 Recent Archaeological Methodologies 
and Their Disciplinary Implications
Virginia A. McLaurin, UMass Amherst, 
USA

2:30 Ancient Times, Modern Means: Curating 
Archaeological Collections in the Digital 
Age
Laetitia Raiciulescu, Metropolitan 
Museum of Art, USA

2:50 Teaching High-Tech Heritage: A 
Completely Non-Invasive Archaeological 
Fieldschool
Rory Becker, Eastern Oregon 
University, USA;
Daniel Lynch, UMass Amherst, USA

3:10 Born-Digital Recording and Analysis: 
Geophysics and GIS, Photogrammetry 
and iPads
Eric E. Poehler, UMass Amherst, USA

3:30pm - 5:00 pm            101
Plenary: Archaeological Information:  
Access, Preservation, and Use in the 21st 
Century
Francis P. McManamon, Executive Director, 
Center for Digital Antiquity; Research Professor, 
Arizona State University, USA

5:00pm - 6:30pm         
Reception and Cash Bar
Campus Center 1001

SCHEDULE
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Thursday,)May)3rd)
8:00am - 10:00am           101
The Internet as an Innovative Heritage Tool
General Session, Chaired by Flavia Montenegro-
Menezes, University of Massachusetts Amherst, 
USA

8:00 Publishing to the “Web of Data” in 
Archaeology: Quality, Incentives, and 
Distributed Collaboration
Eric C. Kansa, University of 
California, Berkeley, USA; Sarah W. 
Kansa, Alexandria Archive Institute, 
USA

8:20 A Web Culture Approach for Urban 
Conservation Survey as a Project with 
Students
Yael Alef, Bar-Ilan University; Ramat 
Gan; Israel Antiquities Authority, 
Israel

8:40 Digital Power of Heritage Reputation: 
the Great Wall’s Online Journey to the 
New 7 Wonders
Haiming Yan, University of Virginia, 
USA

9:00 The Dilemmas and Challenges of 
Digitalizing Communication in a Third 
World Country
Sharon A. Caringal, University of the 
Philippines Manila, Philippines

9:20 Finding Mormon Civil War Veterans
Kenneth L. Alford, Brigham Young 
University, Utah, USA

8:00am - 10:00am    165-169
Envisioning Heritage
General Session, Chaired by Steve Pendery, 
UMass Archaeological Services, USA

8:00 3D Scanning in Color: The Use of 
Structured-Light Scanning Technology 
to Document and Model the Hull of the 
Civil War Submarine H.L. Hunley.
Michael P. Scafuri, Clemson 
University, USA

8:20 Sustainable Cultural Resource 
Management System in the Digital Era 
of 21st Century: Recording and 
Documentation of Architectural 
Heritage in the City of Springfield, GA
Jong-hyun Lim, Savannah College of 
Art and Design, USA

8:40 3D Digital Data Integration and 
Visualization for Heritage Preservation 
and Planning
Margaret S. Watters, Joukowsky 
Institute for Archaeology and the 
Ancient World, Brown University, 
USA; Stephen M. Wilkes, Harry R. 
Feldman, Inc., USA; Steven R. 
Pendery, UMass Archaeological 
Services, USA

9:00 “Fuzzy” Boundaries: A New Method of 
Mapping the Complex Social 
Topography of the Past
Elizabeth A. Bollwerk, University of 
Virginia, USA

SCHEDULE
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8:00am - 10:00am    168 C
Digital Conceptualizations of the Past
General Session, Chaired by Jon Berndt Olsen, 
University of Massachusetts Amherst, USA

8:00 Visualizing the Past with Augmented 
Reality
Alexis J. Santos, New College of 
Florida, USA

8:20 Archaeological Visualization, Dark 
Tourism, and Social Justice
Edward Gonzalez-Tennant, 
Monmouth University

8:40 Information Quality in Digital Heritage 
Documentation: Are We Being 
Precisely Inaccurate?
Christopher Koziol, University of 
Colorado Denver, USA

9:00 The Egyptian Oracle:  Live 
Reenactment in Augmented Reality
Jeff Jacobson, Public VR, USA

9:20 The Use And Abuse Of DNA: Blogging 
Ancient Genetic Heritage 
David Rosenthal, Stanford University; 
USA

10:30am - 12:30pm            101
Evaluating Digital Technologies
General Session, Chaired by Jean Forward, 
University of Massachusetts Amherst, USA

10:30 Using Locative Media in Heritage 
Landscapes: A Review of Current 
Practice
Elizabeth Brabec, UMass Amherst, 
USA

10:50 Digital Technologies: Are They 
Defining Cultural Heritage?
Dr. Jean S. Forward, UMass Amherst, 
USA

11:10 Implementing Heritage Protection 
Technology: From America to the 
South Pacific
Emily Donaldson, McGill University, 
Canada

11:30 Bringing the Virtual Model to Life: The 
Power of Interactivity
Elizabeth S. Goins, Rochester Institute 
of Technology, USA

11:50 Aboriginal Cultural Heritage 
Information, GIS and Land 
Management Planning: Issues and 
Digital Solutions
Scott L'Oste-Brown, James Cook 
University, Cultural Heritage Systems 
& Strategies Pty Ltd, Australia; Luke 
Godwin, James Cook University, 
Cultural Heritage Systems & 
Strategies Pty Ltd, Australia; Jason 
Scriffignano, James Cook University, 
Cultural Heritage Systems & 
Strategies Pty Ltd, Australia

12:10 Michigan State University’s Cultural 
Heritage Informatics Initiative: 
Developing a Model for Training and 
Capacity Building in Digital Cultural 
Heritage
Ethan C. Watrall, Michigan State 
University, USA

10:30am - 12:30pm    165-169
(Re)presenting the Past
General Session, Chaired by Whitney Battle-
Baptiste, University of Massachusetts Amherst, 
USA

10:30 Representing a Popular Rome
Jonathan Westin, University of 
Gothenburg, Sweden

SCHEDULE
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10:50 Beyond Lara Croft: An Alternative Way  
to Represent Cultural Diversity in 
Video Games
Andrea Guzzetti, Bryn Mawr College, 
USA

11:10 "Up Where We Belong:" Digital Media 
in the Performance of "Indianess" at 
the Smithsonian.
Jon Hill, UMass, USA

11:30 Frames, Layers, and Subjective 
Ecologies: Cinematic Constructions 
and Geographic Information Systems
Kirk Jalbert, Rensselaer Polytechnic 
Institute, USA

11:50 Digital Technology and Intangible 
Heritage – A Case Study of Whitefield 
Anglo-Indian Settlement
Krupa Rajangam, BMS School of 
Architecture, Vishweshwaraiah 
Technological University, India

12:10 GPS Mobile Devices and Home 
Computers Bringing Archeological 
Sites to You
Glen Muschio, Drexel University, USA; 
Mark Petrovich, Drexel University, 
USA

10:30am - 12:30pm       Foyer 
Engaging Diverse Communities: The 
Development of Digital “Toolkits” for Public 
Outreach and Heritage Education (An 
Interactive Exhibit)
Lynda Carroll, Binghamton University, USA
Maria O'Donovan, Public Archaeology Facility, 
Binghamton University, USA

2:00pm - 3:30pm            101
Plenary: The Past in the Clouds: Dreams 
and Nightmares of Virtual Heritage 
Maurizio Forte, Professor, University of 
California, Merced, USA

4:00pm - 6:00pm             101
Not All Heritage Wants to Be Free
Organized by Kim Christen, Washington State 
University

Mukurtu Management: A ‘Safe Place’ for 
Indigenous Digital Heritage
Kim Christen, Washington State University, USA

Access and Control of Indigenous Materials: TK 
Licenses and Labels
Dr. Jane Anderson, UMass Amherst, USA

Embedded Engagements in Media Management 
through Mukurtu CMS
Michael Ashley, Center for Digital Archaeology, 
USA

Discussant
Michael Brown, Williams College, USA

4:00pm - 6:00pm     165-169
Whose Past, Whose Digital Past? Some Key 
Policy Choices for Cultural
Heritage on the Web

Organized by Eric Kansa, University of California 
Berkeley, Open Context, USA; Ethan Watrall, 
Michigan State University, MATRIX Lab, USA

Panelists:
Joshua Wells, Indiana State University, South 
Bend, USA; Katy Myers, Michigan State 
University, USA; Lynne Goldstein, Michigan State 
University, USA; Sebastian Heath, New York 
University, USA

SCHEDULE
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Friday,)May)4th)
8:30am - 10:00am           101
Plenary: Designing User-Centered Digital 
Heritage Experiences:  Personalized 
Interaction and Storytelling
Maria Roussou, Founding Director, makebelieve 
design & consulting; Researcher and Adjunct 
Lecturer, University of Athens, Greece

10:30am - 12:30pm            101
Hear Our Stories: Digital Storytelling 
Shifting Social Memory
Organized by Aline Gubrium and Lisa Wexler, 
UMass Amherst, USA

10:30 Heritage, Identity and Health: Using 
Youth-Produced Digital Stories to 
Illustrate the Connections
Lisa Wexler, UMass Amherst, USA

10:50 The Medium Becomes the Memory: 
Digital Storytelling with Marginalized 
Young Women about Mothering
Aline C. Gubrium, UMass Amherst, 
USA

11:10 Of the Potential of Digital Storytelling as 
a Tool for Literacy and Community 
Engagement
Lucy Mule, Smith College, USA; Philip 
Peake, Smith College, USA

10:30am - 12:30pm    165-169
Social Media, New Media, and the Past
General Session, Chaired by David Mednicoff, 
University of Massachusetts Amherst, USA

10:30 Building the Crowd: Archives as Social 
Networks
Greg Bak, University of Manitoba, 
Canada

10:50 Old Stones and New Media: Leveraging 
the Roles of Video and Social Media to 
Engage and Involve Students, 
Professionals, and the Public at Large 
in Cultural Heritage and Archaeology
Darius A. Arya, American Institute for 
Roman Culture, Italy; Alberto Prieto, 
American Institute for Roman Culture, 
Italy

11:10 Social Media, Cultural Heritage, and 
University Campuses
Lynne Goldstein, Michigan State 
University, USA

11:30 On 'Liking' the Past: Social Media and 
the Preservation of National Symbols 
and Shared History
Matthew F. Palmer, Lehigh 
University, USA

11:50 Languages of Self-Fashioning: 
Rethinking Kashmir in the Virtual 
Domain
Vasavi Vishen, King's College London, 
UK

12:10 Alternative Authorities: New Media, an 
Ancient City, and the Art of 
Interpretation
Daniel Michon, Claremont McKenna 
College, USA; Ahmed El Antably, 
University of California Berkeley, USA
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2:00pm - 5:00pm             101
Digital Technologies in Historic 
Preservation
General Session, Chaired by Daniel Lynch, 
University of Massachusetts Amherst, USA

2:00 Gaining the Attention of Youth in 
Heritage Research and Preservation: 
Integrating Anthropology, Education, 
and Technology
Margaret M. Allsopp, University of 
South Florida, USA; Antoinette T. 
Jackson, University of South Florida, 
USA

2:20 Privileged Information—How Methods 
of Data Collection and Retrieval Shape 
Perceptions of What is “Worthy of 
Preservation”
Catherine Barrier, Tulane University, 
USA

2:40 University Museums in the Digital Age: 
Digital Preservation of the Cravens 
World Open Storage Teaching 
Collection of the University at Buffalo
Laura Harrison, University at Buffalo, 
USA

3:00 Mobile Information Technology: 
Supporting the Preservationist and 
Reaching the Public 
Barbara I. Kurze, Boston University, 
USA; Elizabeth Sherva, Boston 
University, USA

3:20 The Use and Comparison of Total 
Station and LiDAR Scans as a Method 
of Cemetery Preservation
Sarah Weitman, Georgia Southern 
University, USA

3:40 Dynamic Film Annotation: Ephemeral 
Documents Digitally Preserved
Ingo Zechner, Austrian Film Museum 
(OeFM), Austria; Georg Kö, Ludwig 
Boltzmann Institute for History and 
Society, Austria

4:00 Constructing Narrative Meaning: 
Developing Understanding through 
Connections, Context, and 
Relationships that Shape and Define 
Cultural Landscapes
Ekaterini Vlahos, University of 
Colorado Denver, USA

4:20 When the Walls Come Down: 
Computer Vision Technologies and the 
Future of Historical
Archaeology
Patrice L. Jeppson, Cheney University, 
USA; Kamelia Aryafar; Ali 
Shokoufandeh

4:40 Point Cloud Visualizations as a 
Heritage Education Tool among the 
Local Bedouin Tribes in the Wadi 
Faynan Region of Southern Jordan
Ashley M. Richter, University of 
California San Diego; Paul 
Burtenshaw, University College 
London; Thomas E. Levy, University 
of California San Diego, USA

2:00pm - 5:00pm     165-169
New Applications for Digital Heritage
General Session, Chaired by Ethan Carr, 
University of Massachusetts Amherst, USA

2:00 The Past, Present, and Future of Virtual 
Heritage
Donald Sanders, Learning Sites, Inc., 
USA 

2:20 Digital Heritage in Our World
Dr. Ing. Yazan Safwan Khalef Al-Tell , 
Yarmouk University, Jordan

2:40 Emerging Dynamics of Heritage 
Appreciation and Conservation in the 
Digital Age: Some Observations in 
Context of Upper Mustang, Nepal
Neel Kamal Chapagain, University of 
Wisconsin Stevens Point, USA
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3:00 Location-Based Cultural Heritage 
Experiences
Sarah Lowe, University of Tennessee 
Knoxville, USA

3:20 “Máuchase, Be My Guide”: Using GIS to 
Re-imagine the Historic Narragansett 
Landscape
Alexandra Martin, The College of 
William and Mary, USA

3:40 New Directions in Real Time 3-D 
Recording and Spatial Documentation at 
Tel Akko, Israel
Brandon R. Olson, Boston University, 
USA; Ryan Placchetti, UPenn Museum, 
USA; Jamie Quartermaine, Oxford 
Archaeology, USA; Ann E. Killebrew, 
Pennsylvania State University, USA

4:00 Red Land/Black Land: A Case for 
Cultural Heritage Serious Games
Ethan C. Watrall, Michigan State 
University, USA

4:20 Technology with and without the “Real”?
Braden Paynter, National Park Service, 
USA; Callie Hawkins, National Trust 
for Historic Preservation, USA

4:40 From Krishna to Little Krishna: Changes 
in Representation of Mythology for 
Children with the Advent of Digital 
Technology
Diti Vyas
Indian Institute of Technology-
Gandhinagar

5:00pm - 6:30pm         
Closing Reception and Cash Bar
Campus Center 1001

Posters       First Floor Lobby
Presenters will be available to discuss 
posters on Thursday and Friday from 
10:00 - 10:30am
From Archiving Amazonian Artifacts to Current 
Controversy
Douglas A. Black, Human Relations Area Files, 
Yale University, USA; Jessie Cohen, Human 
Relations Area Files, Yale University, USA

Integrated Architectural Documentation Work 
Regarding the Risks throughout the Conservation 
Process
Deniz Ozkut, Anadolu University, Turkey

Use of Digital Technologies for a Sustainable 
Cultural Resource Management Planning: 
Recording and Documentation of Architectural 
Heritage and Historic Townscape
Jong Hyun Lim, Savannah College of Art and 
Design, USA; Jiwon Jeong, Savannah College of 
Art and Design, USA; Soobin Kim, Savannah 
College of Art and Design, USA; Kathryn 
Stephens, Savannah College of Art and Design, 
USA; Megan Brown, Savannah College of Art and 
Design, USA; Brigitte Garland, Savannah College 
of Art and Design, USA

SCHEDULE
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HIGH-TECH HERITAGE
Abstracts

Alphabetical by surname 

Yael Alef, Bar-Ilan University; Ramat Gan; Israel Antiquities Authority, Israel
A Web Culture Approach for Urban Conservation Survey as a Project with 
Students
Thursday, 8:00 - 10:00am, 101

For the past few years, an urban conservation survey project has been taking place at the Bar 
Ilan University as part of a course in the MA Program for "Preservation and Development of 
Cultural Heritage". The rationale of the course is project based learning by practical urban 
survey, allowing an authentic experience of the conservation process in the area. The course 
consists of site visits and meetings with local residents, as well as collection of historical data in 
order to produce an inventory of the historical sites in the area. It focuses on the understanding 
of the place through the personal experience of the students and the local narratives. The course 
then results in a public presentation of the project to the community and local authority with the 
intention of raising awareness and assisting in the conservation process of the area. Various web 
technologies are applied as an integral part of the course among them Moodle LMS, GIS and 
Google Maps. A database has been designed for cultural heritage inventory and specifically for 
practice of significance assessment. It consists of an interactive form with fields such as: type, 
historical information, site stories, evaluation and authenticity. The inventory builds up as the 
students submit sites and practice the evaluation method. This skill is important for novice to 
acquire in order to assure the appropriate quality of the inventory.The course then, functions as 
a “meeting point” for the different participants involved in the process of an urban survey 
project. This paper suggests that the very concept of such a course, involving students and 
community, academy and local authorities, personal experiences and collective memories, top-
down and bottom-up process, could not have been developed if not for the web culture and 
without web technologies.     

Kenneth L. Alford, Brigham Young University, Utah, USA
Finding Mormon Civil War Veterans
Thursday, 8:00am - 10:00am, 101

During the century-and-a-half that has passed since the beginning of the American Civil War, no 
thorough search for Mormon (Latter-day Saint) Civil War veterans has been undertaken or 
published – until now. It is past time to identify and recognize Mormons who served in either 
Union or Confederate military units during the Civil War – or, as was the case for at least one 
Mormon soldier, as  both a Union and a Confederate soldier. This project has consumed 
thousands of hours (and additional names almost certainly will be added in the future), but it 
should be noted that only within the past few years, with the tremendous proliferation of online 
databases and resources, has it been possible to complete research of this nature with a 
reasonable expenditure of time and effort. This paper is an overview of the detective work (done 
almost exclusively online) that has been required to find and confirm Mormon Civil War 
veterans. To identify someone as both a Civil War veteran and a Mormon required good working 
definitions of both “Civil War veteran” and “Mormon;” defining both terms turned out to be 
more complicated and nuanced than initially envisioned. This Internet-enabled research 
represents a unique blending of three disciplines: history, religion, and genealogy. This paper 



discusses three aspects of this research project: first, the wide variety of relevant electronic 
resources and databases that are currently available (ranging from electronic newspaper and 
obituary repositories to Civil War veteran lists to digitized military and government census 
records to online databases of religious membership records and family histories); second, the 
process used to find and document the eligibility of each veteran included on the final list; and 
third, some of the interesting personal stories and results uncovered during this research. 

Margaret M. Allsopp, University of South Florida, USA; Antoinette T. Jackson, University of 
South Florida, USA
Gaining the Attention of Youth in Heritage Research and Preservation: Integrating 
Anthropology, Education, and Technology
Friday, 2:00pm - 5:00pm, 101

This paper explores the possibilities that new technologies have for engaging youth in heritage 
research and preservation.  Examples from several heritage preservation projects including 
Sulphur Springs and Spring Hill, Florida; Nicodemus, Kansas; and Archery, Georgia serve as a 
context.  A central theme is an interdisciplinary approach that includes community 
stakeholders, anthropologists, educators, technology specialists, and the National Park Service.  
Technologies such as podcasts, iTunes, and other digital tools were used to engage youth, elders 
and other community members to create, share and disseminate historical information about 
their communities.   Future data collection methods that inform the potential benefits and that 
critique this highly participatory process will be discussed including who has the power to 
mediate critical dialogues, issues of editing and how such open access projects might influence 
the prospects for tourism in local communities.

Dr. Ing. Yazan Safwan Khalef Al-Tell , Yarmouk University, Jordan
Digital Heritage in Our World
Friday, 2:00pm - 5:00pm, 165-169

To accessed and maintain Heritage in a digital form, could be described as creating a new legacy,  
the digital heritage, to access to this heritage will offer broadened opportunities for creation, 
communication and sharing of knowledge among all peoples, Understanding that this digital 
heritage is at risk and threatened of being lost and that its preservation for the benefit of present  
and future generations is an urgent issue of worldwide concern, not only for the country of exist 
Proclaims the following principles and adopts the present Charter.  The digital heritage consists 
of exclusive resources of human knowledge. It embraces cultural, educational, scientific and 
administrative resources, as well as technical, legal, medical and other kinds of information 
created digitally, or converted into digital form from existing resources. Where resources are 
“natural digital”, there is no other arrangement but the digital object. Digital materials could 
include texts, databases, still and moving images, audio, graphics, software and web pages, 
among a wide and growing range of formats. They are frequently transient, and require focused 
production, maintenance and management to be retained. Many of these resources have lasting 
value and significance, and therefore it represent a heritage that should be protected and 
preserved for current and future generations. This non-stop growing heritage may exist in any 
language, in any part of the world, and in any area of human knowledge or expression. To access 
to the digital heritage is the purpose of preserving the digital heritage and to ensure that it 
remains accessible to the public. for that reason, access to digital heritage materials, especially 
those in the public area, should be free of unreasonable limits. Meanwhile, personal information 
should be protected from any form of interference. Member States may wish to assist with 
relevant organizations in encouraging a legal and practical environment which will take full 
advantage of accessibility of the digital heritage.
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Dr. Jane Anderson, UMass Amherst, USA
Access and Control of Indigenous Materials: TK Licenses and Labels
Thursday 4:00pm - 6:00pm , 101

The conceptual and practical difficulties that Indigenous peoples and communities have with 
current intellectual property law, across multiple jurisdictions, remain substantial. With the 
possibility of international or national legislative change becoming increasingly elusive, there is 
an urgent need to develop practical tools that address specific instances of difficulty. This paper 
explores the ideas behind and leading to the development of Traditional Knowledge Licensing 
and Labeling Website. This involves the development of an accessible digital platform that will 
contain a specific set of standardized licenses and labels that can be applied to already existing 
and future generated content that contains community-recognized traditional and Indigenous 
knowledge. The website is designed in order to offer Indigenous peoples and communities, as 
well as those working in collaboration with Indigenous communities on the development of 
digital archives, an opportunity to apply legal licenses and educative labels to digital cultural 
content.

Ingvild Solberg Andreassen, InterMedia, University of Oslo, Norway; Palmyre Pierroux, 
InterMedia, University of Oslo, Norway
“How Do You Know That?” A Study of Dialogues and Communication Practices at 
an Archaeological Excavation Site
Wednesday 1:30 - 3:30pm, 101

In this paper we investigate narratives in archeology and how these become dialogical resources 
(Linell, 2009) in interactions between archaeologists and high school students visiting an 
excavation site on a history class field trip. This study is part of a larger research project in 
which high school students use social media and a wiki-based learning environment designed 
for this field trip activity. The methodological approach is based on interaction analysis (Jordan 
and Henderson 1995; Derry, Pea et al. 2010) of video recordings, which comprise the main 
empirical data. This methodological approach allows us to identify what Wertsch (2002) terms 
the referential and dialogical function of narratives, and to analyze meaning making as it 
emerges in discourse (Pierroux, 2006). The theoretical framework is based on a sociocultural 
perspective on narrative and meaning making (Wertsch 2002), and on theoretical stances in the 
history of archaeological thought. The research question posed is: in which ways do 
archaeologists at excavation sites draw on narratives and other semiotic resources to 
communicate historical knowledge and interpretations to a learner public? To better understand 
modes of communication between archaeologists and the public, and the transformation that 
social media potentially represent for archaeological practice and the ‘in-the-making’ 
construction of historical knowledge, we focus our investigation on interactions between 
archaeologists and young adult visitors (17-18 years old) at an archeological excavation site. We 
are particularly interested in the narratives and resources that archaeologists draw upon when 
interpreting findings for this audience. ‘How do you know that?’ is a question commonly posed 
by visitors when archaeologists interpret the historical significance of a seemingly mundane 
object excavated at a site. From a pedagogical perspective, such questions present opportunities 
for reflection on the relationship between archeology and the production of historical 
knowledge. We conclude by reflecting on how this research may be relevant for contemporary 
knowledge and communication practices in archaeology, and the role of social media and digital 
representations in dialogues with the past.

ABSTRACTS

Page 20



Darius A. Arya, American Institute for Roman Culture, Italy; Alberto Prieto, American 
Institute for Roman Culture, Italy
Old Stones and New Media: Leveraging the Roles of Video and Social Media to 
Engage and Involve Students, Professionals, and the Public at Large in Cultural 
Heritage and Archaeology
Friday, 10:30am - 12:30pm, 165-169

Video is the fastest growing medium on the Internet and mobile devices. Social media networks 
are exploding through massive growth in sites like Facebook and Twitter. Despite their 
popularity and ubiquity, however, video and social media represent largely  untapped resources 
for educational and promotional initiatives regarding world heritage and archaeology.   Indeed, 
a cursory glance at the major archaeology and heritage websites reveals a continued focus on 
written reports and still images. We will argue that video, in particular when produced on-site, 
has a natural and logical place in archaeological documentation to engage and involve the public 
to learn about the past, complementing scientific study and academic publication, a natural 
extension of plans, three-dimensional reconstructions, and photos.  In addition, the relatively 
low costs of digital video production can have a large return in terms of funding and awareness 
that is demonstrable and measurable through moneys raised and increased web traffic.  
Websites like YouTube and Vimeo offer (so far) free and unlimited video storage with a high 
probability of survival for years to come. The active coordination of video podcasts with social 
media outlets can effectively attract specialists, students, and the general public, to extend the 
reach and impact of the content. To illustrate these points, AIRC will discuss examples of 
successful video podcasting and social media outreach on the following topics: site presentation,  
site importance and relevance, archaeology and site conservation in progress, new discoveries, 
new technologies, and collaboration acknowledgement. AIRC has collaborated with 
international archaeological associations (International Association for Classical Archaeology), 
US and Italian universities (e.g., U. of Michigan, U. of Rome “La Sapienza”), and the Italian 
Ministry of Culture to create a synergy of participation that serves to enhance, document, and 
explain all aspects of heritage preservation through a network of social media sites and related 
organizations.

Michael Ashley, Center for Digital Archaeology, USA
Embedded Engagements in Media Management through Mukurtu CMS
Thursday, 4:00pm - 6:00pm, 101

Digital imaging and the Internet allow cultural heritage representations to be copied and shared 
globally, instantly. Once these “digital heritage” objects are out there, it's almost impossible to 
manage their rights and use. At a time where corporate privacy policies and terms of use are 
constantly being rewritten in order to benefit organizations such as Facebook and Google, there 
need to be compelling alternatives for users to manage and share their content that are just as 
easy and convenient to use. In this presentation and demo, we'll take a look at workflows and 
new tools that empower communities, cultural member institutions, and individuals to define 
and cultivate the digital heritage in their own terms, maintaining control over rich media and 
their associated metadata. Mukurtu CMS is an attempt to build a suite of open-source tools that 
expressly meet the needs of indigenous communities by providing easy to use, industry-
standard web technologies for mediating and enriching digital media. The idea is that instead of 
building a traditional digital preservation repository where content is maintained in discrete, 
predefined containers (standard metadata protocols), communities can intertwine and entangle 
individual "entities" - media files with digital heritage objects, collections and other media files - 
to create unique and meaningful cultural narratives. Entites are bound by community defined 
cultural and sharing protocols that give fine-grained control over exactly who can see, annotate, 
use and share them. This digital community approach to media management is an analog to 
real-world engagements that produce richer, more meaningful cultural objects, where through 
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use and reuse, telling and retelling, the digital heritage held within Mukurtu CMS become more 
valuable, encouraging curiosity and curation over time. 

Greg Bak, University of Manitoba, Canada
Building the Crowd: Archives as Social Networks
Friday 10:30am - 12:30pm, 165-169

When  archives share photographs on Flickr or post videos to YouTube they are  part of the 
crowd, contributing to the success or failure of these  applications. Some archives, in addition to 
using social media  applications, are incorporating social media principles into their own  
metadata and collections management systems. It is the difference  between using social 
networks and creating social networks. From  a user’s point of view, Web 2.0 is defined by its 
participatory or  social nature. From a systems perspective, Web 2.0 applications are  defined by  
large data sets that are continually modified and enriched  through the addition of user data and 
the aggregation of individual  instances of use. Examples include Amazon.com’s bibliographic 
database,  in which patterns of use are mapped to create paths for the discovery of  items for 
viewing or purchase, and Flickr, in which users provide both  the basic data set (individual 
photographs) and its enrichment through  tags, lists, aggregations and comments. A primary 
challenge for any Web  2.0 application is to attract sufficient users to enrich its data set  and 
sustain its relevancy. My  presentation will examine how developments in archival theory,  
particularly the interrelated concepts of societal provenance,  participatory appraisal, 
community archives and participatory curation,  are congruent with the data management and 
systems principles that  underwrite Web 2.0. I will discuss examples of archives that already are  
using these principles in managing data and content, and consider how  other archives can 
benefit from such experiments. Finally, I will  consider how successful Web 2.0 applications 
have used passive data  collection as well as active strategies (such as funification, gamification 
and appeals to altruism) to build networks of users, and  how archives can adapt similar 
strategies to build crowds of their own.

Catherine Barrier, Tulane University, USA
Privileged Information—How Methods of Data Collection and Retrieval Shape 
Perceptions of What is “Worthy of Preservation”
Friday, 2:00pm - 5:00pm, 101

The National Register of Historic Places is “the official list of the Nation's historic places worthy 
of preservation.” Every year, over 1,200 historic resources are added to the Register, which now 
contains over 86,000 resources representing at least 1.6 million properties.  Extensive data on 
these resources has been collected in the years since the Register’s founding in 1966 as a part of 
the listing process, and a database has been used to manage this information for decades. The 
Office of the Keeper of the National Register is currently working to make this data available to 
the public with a new search interface, online access to data collection forms and photographs, 
and Google Earth mapping. This effort has made information on the properties listed in the 
Register more accessible to the public than ever before.  However, the biases of past data 
collection methods and standards necessarily shape the public users’ perceptions of what types 
of properties have been and will be judged worthy of preservation by the nation, and limit the 
utility of the information the Keeper is working so hard to make available.  This paper will 
examine the causes and effects of changing biases in the Register’s data collection 
methodologies over the life of the program, the challenges of utilizing the current Register data, 
and potential ways to correct for these biases in the data itself.  
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Rory Becker, Eastern Oregon University, USA; Daniel Lynch, UMass Amherst, USA
Teaching High-Tech Heritage: A Completely Non-Invasive Archaeological 
Fieldschool
Wednesday, 1:30 - 3:30pm, 101

Digital technologies are changing the way professionals both approach questions of heritage and 
how they, in turn, disseminate that information.  The steady pace of technological advance in 
heritage studies certainly raises questions related to method and theory, but also begs the 
question; how will these new techniques be taught to upcoming generations of professionals? 
Just as traditional methods of historic preservation and public presentation are being 
challenged by new technologies, so too are traditional teaching methods within heritage studies.  
A logical progression in the pedagogy/andragogy of hi-tech heritage is to incorporate advanced 
digital technologies into an existing, well-established mode.  As such, a completely non-invasive 
archaeological fieldschool will be offered annually at Eastern Oregon University starting in the 
Summer of 2013.  This paper details the challenges and strategies experienced by the authors 
while working to establish a fieldschool completely devoted to teaching hi-tech heritage.

Douglas A. Black, Human Relations Area Files, Yale University, USA; Jessie Cohen, Human 
Relations Area Files, Yale University, USA
From Archiving Amazonian Artifacts to Current Controversy
Thursday 10:00am - 10:30am, Friday 10:00am-10:30am, First Floor Lobby

How does a straight forward digital archiving project with website become a vehicle for 
unexpected insight and potential controversy regarding perception of a culture’s past, present, 
and future?  A family donation has allowed Human Relations Area Files at Yale University to 
photograph and catalog a collection of Amazonian artifacts destined for Yale Peabody Museum.  
The collection was gathered through trading by Dr. Francis L. Black, a now deceased Yale 
Epidemiologist, who made numerous trips for medical service and medical research to the 
Amazon between the 1960s and 1990s. It includes over 250 items from approximately 20 tribes 
with more than half from Kayapo villages. The items include feather headdresses and armbands,  
animal teeth and shell necklaces, baskets, weapons, and tools, photographed and professionally 
cataloged and indexed. In addition there are approximately 1000 color slides, and supporting 
documents including field notes, correspondence, and published research reports. A website is 
planned for the end of winter 2012 with systems for user input so that additional insight can be 
gathered regarding the cultural meaning of the artifacts, body paint, etc., from colleagues, 
scholars, and members of the cultures represented. However, the site will be coming online at a 
time when headlines ring with threat to the homeland of the Kayapo and others with the 
approval of the Belo Monte dam on the Xingu River.  What is the outcome of the decades of 
outside contact with cultures that were still very remote when Dr. Black’s work began?  What are 
the ethics of medical service and research across cultures?  A well known artist wants to use the 
artifacts as props in artistic representations.  How can cultural materials be responsibly 
esthetically appreciated and purposely understood across time and cultures? The poster depicts 
the artifacts, the people, the headlines, the debates, and the technology.

Elizabeth A. Bollwerk, University of Virginia, USA
“Fuzzy” Boundaries: A New Method of Mapping the Complex Social Topography of 
the Past
Thursday, 8:00am - 10:00am, 165-169

In recent decades archaeologists have embraced Geographic Information Systems because they 
improve our ability to map distributions of artifacts and compare them with topographic 
landscapes.  Additionally, the explosion of social media outlets has provided a platform for 
disseminating maps to the scholarly community and the public.  While these technological 
developments are immensely valuable they must also be accompanied with careful 
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consideration of how cartographic designs can unintentionally distort perceptions of past 
societies. This paper considers how depictions of past American Indian social landscapes on 
archaeological maps have influenced the public’s perception of prehistoric Native communities 
and their contemporary descendants.  For example, the predominant use of solid lines to depict 
prehistoric archaeological cultures models Native societies as isolated, static, and rigidly 
bounded.  This hinders the ability of both researchers and the public to conceptualize the 
aspects of interaction, mobility, and innovation that were an integral part of past Native 
communities.  More importantly, these depictions can invite perceptions by members of the 
public that allege contemporary Native communities are no longer authentically “Native” 
because they do not live in the same social landscapes as their ancestors. A method that can help 
a range of academics and communities elucidate the dynamic nature of past societies is the use 
of “fuzzy” boundaries. A “fuzzy” boundary (see Figure 1) is a GIS technique that depicts multiple 
borders fading outward from the center of a polygon feature.  In contrast to solid lines, the use 
of fuzzy boundaries allows one to illustrate borders of social entities as fading and overlapping 
rather than an abrupt termination.  The portrayal of past social landscapes as overlapping and 
dynamic is important because it provides a more complex and rich picture of past social 
topography, which can help academics and the public better understand the complicated 
designs of past and contemporary communities.

Elizabeth Brabec, UMass Amherst, USA 
Using Locative Media in Heritage Landscapes: A Review of Current Practice
Thursday, 10:30am - 12:30pm, 101

Locative media projects are beginning to be recognized in various arts and humanities 
disciplines as a portal through which interpretive information can be connected to location.  
Projects can be accessed from two different perspectives: in front of a computer screen or on the 
ground with the aid of a GPS enabled smart phone. In either format, content in the form of 
narrative, video, images, historic documents, etc., can be connected with a specific GPS point 
location on a map or on a real site.  However, while locative media holds the potential to create a  
visitor experience without negatively impacting the local community and their cultural 
landscapes, its utility, impacts and weaknesses have not yet been fully explored. This paper 
reviews a series of six projects in the United States, Canada and the Czech Republic, to analyse 
the strengths, weaknesses, and hurdles to implementation of this emerging technology.  While it  
holds promise for the interpretation of both tangible and intangible heritage, there are 
significant ethical and privacy issues to its implementation.   The central case, of a project 
implemented in the Gullah community of St. Helena Island, South Carolina, illustrates the 
potential for the technology to become a conduit for the sharing of intangible heritage with 
younger generations.  It also provides an illustration of the impacts of heritage tourism, and 
both the strengths and weaknesses of this approach for the interpretation of tangible and 
intangible heritage. In conclusion the paper evaluates the types of heritage that can be 
effectively conveyed through this medium, as well as heritage that is not well suited to this 
approach (e.g. private home landscape) that causes issues of visual access for the public, and 
perceived intrusion for the community.

Megan Brown, Savannah College of Art and Design, USA; Jong Hyun Lim, Savannah College 
of Art and Design, USA; Jiwon Jeong, Savannah College of Art and Design, USA; Soobin Kim, 
Savannah College of Art and Design, USA; Kathryn Stephens, Savannah College of Art and 
Design, USA; Brigitte Garland, Savannah College of Art and Design, USA
Use of Digital Technologies for a Sustainable Cultural Resource Management 
Planning: Recording and Documentation of Architectural Heritage and Historic 
Townscape
Thursday 10:00am - 10:30am, Friday 10:00am-10:30am, First Floor Lobby
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The aim of the poster is to show how architectural manual survey data can be associated with 
digital technology, and re-produced as a three dimensional architectural data with a case of 
cultural resource survey and documentation project at the City of Springfield, GA. More 
specifically, it shows 1) how Computer Aided Design and Drafting (CADD) applications such as 
Autodesk Revit and Google SketchUp can be utilized to produce a 3D model for historic 
buildings and landscapes, 2) a detailed process to combine the produced 3D models with a 
modern technology of rectified photography to add further level of precision and architectural 
details, and 3) suggest how such 3D architectural models can be potentially utilized to construct 
a new types of cultural resource database system which can be potentially connected with 
existing geo-referencing information such as Google map and/or Microsoft Bing map. With two 
types of heritage- monumental buildings as historic landmarks and vernacular houses as a living  
heritage, the poster will demonstrate how the digital drawing applications can be differently 
applied according to the different scales and availability of visual reference data between the 
past and present.  In addition to this, the poster will illustrate how current 3D digital models can 
be further updated into realistic 3D architectural models after the application of modern 
rectified photographic techniques to produce true textures, which would increase the level of 
architectural accuracy as real-time information for future preservation activities and heritage 
management planning process. In conclusion, the poster will suggest potential uses of the 3D 
architectural model and townscape in cultural resource management and planning when 
associated with existing geo-referencing technologies.

Sharon A. Caringal, University of the Philippines Manila, Philippines 
The Dilemmas and Challenges of Digitalizing Communication in a Third World 
Country
Thursday, 8:00am - 10:00am, 101

The Philippines, a third world country, has been tagged as the text capital of the world with 72 
million mobile-service subscriptions (roughly 80% of the Filipino population), with around 1.39 
billion SMS messages being sent in the Philippines daily. No other technology has been 
overwhelmingly accepted by a lower middle income country like the Philippines which has 
remained underdeveloped and conservative. Cell phones in the  Philippines have  become the 
new pop culture and the new icon of Philippine life. With more than 10 per cent of the 
population working abroad as contract workers, digital communication allows regular and 
steady contact between the contract workers abroad and their loved ones left in the country, 
making these new media  a necessity rather than a luxury for many households.  Cell phones and 
internet are not only transforming the communication landscape but are creating a dent on the 
existing social relationships as they provide new venues for revealing important aspects of self- 
identity. However, relationships which are technologically mediated can produce both negative 
and positive effects on the end users.  The new media are not only revolutionizing  access to 
information but they also serve as a digital repository of a wide array of topics ranging from 
banal personal concerns to more serious social issues thereby promoting urbanity or 
individualism. Unlike the traditional communicative technologies which tend to be more 
disseminative, the more interactive mobile phone and the internet  facilitate the development of 
new discursive fields by  empowering its user to express  thoughts and insights which are not 
accommodated by mainstream institutions. Democratizing information and making it more 
accessible to the people may have serious social, cultural and political implications. It may 
emancipate the people on one hand but it may also further inequality through digital divide.
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Lynda Carroll, Binghamton University, USA
Engaging Diverse Communities: The Development of Digital “Toolkits” for Public 
Outreach and Heritage Education (An Interactive Exhibit)
Thursday, 10:30am - 12:30pm, Foyer 

The Public Archaeology Facility (PAF) and the Department of Anthropology at Binghamton 
University have a commitment to community outreach and heritage preservation.  Our primary 
goal in outreach is to incorporate diverse communities as active participants in archaeological 
and heritage discourses.  Developing new ways to do this, however, is often a challenge.   
Common approaches to community outreach, such as public lectures and site tours meet the 
needs and expectations of some audiences, but often suffer from static, authoritative formats 
that fail to foster reciprocal engagement.  To address this problem, we have undertaken an 
initiative to enhance community engagement and academic instruction through a technology-
based interactive and flexible approach to outreach. The cornerstones of this initiative are the 
use of more interactive technology, tailoring content, and developing feedback mechanisms to 
make audiences active participants in heritage. This exhibit will demonstrate the capabilities of 
a portable digital “tool kit” we have developed to meet changing and community-specific 
heritage needs. The “tool kit” enables customization of interpretive and interactive modules, 
including digital exhibits, smartphone-based walking tours of past landscapes, and digital school  
curriculum.  This platform allows for flexibility and adaptability, as interpretive materials can be 
continuously updated and changed in response to the needs of different audiences and projects.  
We also plan to use the tool kit for student learning in courses on heritage preservation, visual 
representation, and cultural resource management. Interactive exhibition stations will 
demonstrate the potential of the “tool kit”.  Contributors will use different aspects of this 
technology to present topics ranging from heritage preservation in urban areas to school 
curricula.  Participation in the conference will provide us with valuable insights that will help 
advance our goals for critical instruction of future heritage professionals and the creation of 
dynamic educational outreach experiences that facilitate interaction between diverse 
communities and the academy.

Neel Kamal Chapagain, University of Wisconsin Stevens Point, USA
Emerging Dynamics of Heritage Appreciation and Conservation in the Digital Age: 
Some Observations in Context of Upper Mustang, Nepal
Friday, 2:00pm - 5:00pm, 165-169

A remixed YouTube music video has become popular among the people of Mustang living 
abroad as it nostalgically connects them to their native land. In the video a native song is 
visualized using some original and some borrowed footages from a public television 
documentary about their homeland. Another group of enthusiasts has created a virtual network 
called “friends of Mustang” to share information and updates about Mustang. The network has 
also become an open platform to engage in dialogues among both the locals and foreigners, 
about the issues that previously used to be topics of discussion primarily among professionals 
and academicians. Since the late twentieth century, digital imaging, remote sensing, GIS 
technologies and similar programs had enriched the professional works in cultural and natural 
heritage as well as wildlife recording and conservation activities. However, recent surge of social 
Medias like facebook and public mapping features like the Google Earth have opened up new 
prospects for open, inclusive and unprecedented discussions of the issues at different circles. 
While such movement itself is not free of contestations, it certainly has brought in new waves 
towards heritage appreciation, preservation and promotion. Where there was lack of adequate 
communication links, today one can receive instant notifications about local events via facebook 
and twitter from anywhere. Such impromptu media and sharing platforms have offered new 
avenues of inquiry and influence. Drawing from the author’s work experience and observations 
since a decade, this paper explores how such opportunities have significantly influenced how the 
cultural heritage is perceived, preserved and promoted. Such exploration adds to our 
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understanding of contemporary notion of cultural heritage and how it is approached in terms of 
consumption as well as conservation.

Kim Christen, Washington State University, USA
Mukurtu Management: A ‘Safe Place’ for Indigenous Digital Heritage
Thursday, 4:00pm - 6:00pm, 101

In the last twenty years collecting institutions have heeded the calls by indigenous communities 
and activists to integrate indigenous curatorial models, management needs and knowledge 
bases into mainstream museum and archive practices‚ from cataloging to display modes. 
Simultaneously, the growth of Web 2.0 technologies grounded in user-generated content and 
bottom-up exhibition and display modes has produced dynamic platforms for sharing and 
managing collections. The popularity of these tools exposes both their usefulness as well as their  
grounding in dominant assumptions about the circulation and reproduction of digital images 
that plays easily off the “information wants to be free” meme that erases indigenous concerns 
over circulation and access. There is no doubt that both heritage practices and digital asset 
management have been altered by digital technologies that allow low-cost surrogates of cultural 
materials to be returned to source communities. This newly animated digital terrain, however, 
creates both possibilities and problems for indigenous peoples as they seek to manage, revive, 
circulate and create cultural heritage materials and knowledge. While digital technologies allow 
objects to be returned quickly, circulated widely and annotated endlessly, these same 
technologies pose challenges to indigenous communities who wish to maintain traditional 
cultural protocols for the viewing, circulation and reproduction of their materials. Indigenous 
communities have been at the forefront, yet marginalized, in the debates over and the creation 
of digital heritage management tools for both the preservation and production of cultural 
materials and knowledge. This presentation will explore the terrain of indigenous digital cultural  
heritage management through the lens of the Mukurtu tool: a free and open source content 
management system designed around the needs of indigenous communities 
(www.mukurtu.org). The presentation will highlight the history of Mukurtu’s development, the 
ways that Mukurtu can be adapted to the range of needs associated with indigenous 
communities globally and the critical issues that arise from developing software tools for the 
management of indigenous cultural heritage by the communities themselves.

Jessie Cohen, Human Relations Area Files, Yale University, USA; Douglas A. Black, Human 
Relations Area Files
From Archiving Amazonian Artifacts to Current Controversy
Thursday 10:00am - 10:30am, Friday 10:00am-10:30am, First Floor Lobby

How does a straight forward digital archiving project with website become a vehicle for 
unexpected insight and potential controversy regarding perception of a culture’s past, present, 
and future?  A family donation has allowed Human Relations Area Files at Yale University to 
photograph and catalog a collection of Amazonian artifacts destined for Yale Peabody Museum.  
The collection was gathered through trading by Dr. Francis L. Black, a now deceased Yale 
Epidemiologist, who made numerous trips for medical service and medical research to the 
Amazon between the 1960s and 1990s. It includes over 250 items from approximately 20 tribes 
with more than half from Kayapo villages. The items include feather headdresses and armbands,  
animal teeth and shell necklaces, baskets, weapons, and tools, photographed and professionally 
cataloged and indexed. In addition there are approximately 1000 color slides, and supporting 
documents including field notes, correspondence, and published research reports. A website is 
planned for the end of winter 2012 with systems for user input so that additional insight can be 
gathered regarding the cultural meaning of the artifacts, body paint, etc., from colleagues, 
scholars, and members of the cultures represented. However, the site will be coming online at a 
time when headlines ring with threat to the homeland of the Kayapo and others with the 
approval of the Belo Monte dam on the Xingu River.  What is the outcome of the decades of 
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outside contact with cultures that were still very remote when Dr. Black’s work began?  What are 
the ethics of medical service and research across cultures?  A well known artist wants to use the 
artifacts as props in artistic representations.  How can cultural materials be responsibly 
esthetically appreciated and purposely understood across time and cultures? The poster depicts 
the artifacts, the people, the headlines, the debates, and the technology.

Emily Donaldson, McGill University, Canada
Implementing Heritage Protection Technology: From America to the South Pacific
Thursday, 10:30am - 12:30pm, 101

The National Historic Preservation Act (NHPA) of 1966 provides a valuable framework for the 
documentation and evaluation of historic resources including cultural landscapes. For the 
National Park Service, the main vehicle for sharing and organizing cultural landscapes 
information is the Cultural Landscapes Inventory, or CLI. Research, documentation, and 
communication converge in this growing online database. Park managers across the country use 
the CLI to facilitate the protection of historic landscapes through proper maintenance and 
listing on the National Register of Historic Places. Though largely effective in this context, how 
can the constraints and advantages of this technology inform heritage protection throughout the 
world? Could a more detailed, management-oriented system like the CLI be beneficial on an 
international scale, in contrast to the evaluative focus of UNESCO's World Heritage framework? 
A look at heritage issues in the emerging nation of French Polynesia provides insight on this 
question. The Marquesas are a small French Polynesian island chain rich in resources but 
geographically and politically marginalized from the capital. In the Marquesas, communities 
maintain a spiritual connection to the land; but the French Polynesian government has yet to 
create any legislation pertaining to patrimony. The internet has the power to collapse this 
distance between metropole and outlier. Could a legislative and technological framework similar  
to the American system protect locally-valued resources in this context? What might be its 
primary limitations? As demonstrated by the CLI, internet and database technology have the 
power to strengthen heritage protection by integrating localized research with legislation and 
resource management. Yet, their ability to frame the physical environment in patterns that 
reflect pre-existing power hierarchies is equally potent. Exploring and comparing the use of 
heritage protection technology in America and the Marquesas thus illustrates both the positive 
and negative potential of this influential tool.

Ahmed El Antably, University of California Berkeley, USA; Daniel Michon, Claremont 
McKenna College, USA
Alternative Authorities: New Media, an Ancient City, and the Art of Interpretation
Friday, 10:30am - 12:30pm, 165-169

The use of computer-generated three-dimensional virtual environments as a new medium for 
representing heritage sites unfolds new potentials for understanding history. It introduces often 
neglected sensory modalities and exposes some aspects of history that may otherwise go 
unnoticed. This paper discusses the use of such a medium for the reconstruction, and more 
importantly the re-interpretation, of the ancient settlement of Sirkap (fl. c. 200 bce – 250 ce), 
now located in modern-day Pakistan. We first outline the interpretations of Sirkap’s urban 
fabric that have become canonical – interpretations that rely on traditional means of 
representation such as site maps, archival photographs, and textual narratives as well as the 
important heritage site activity of walking the ruins themselves. The interpretations derived 
from these modes of exploration most often highlight the socio-religious nature of the site. 
Further, it is assumed that these ardently “religious” inhabitants practice a religiosity which is 
highly “spiritual.” However, exploring the city using an interactive three-dimensional model 
deployed on a game engine offers some alternative insights. While we do not deny the impact 
the religious structures would have made on the city, we find that the most striking feature of 
the city is the ubiquity of its military apparatus. We thus re-present the experience of visiting 
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two much discussed religious sites within the city – the Block A stupa court and the Apsidal 
Temple in Block D. The former is open and directly susceptible to surveillance from guard 
towers, creating a disturbing experience. While the latter seems to suggest a fortified reliquary 
and prompts us to ask further questions about the relationship between religious and military 
authority.

Meredith Brinker Ferguson, Tufts University, USA 
The Digitizing of Maori Cultural Heritage: The Politics of “Objectness,” 
“Authorship,” and “Authenticity”
Wednesday, 10:30am - 12:30 pm, 101

The National Museum of New Zealand, Te Papa Tongarewa, has recently started an initiative to 
locate all Maori Taonga (treasured objects) outside New Zealand and create a national database 
of this information. As these objects of cultural heritage have intertwined with the itineraries 
and interests of traders and collectors for over three hundred years, they have eventually found 
their way into museum collections all over the world. Te Papa’s project, which will make images 
and archive information of the Taonga objects available online, will work to connect each of 
these individual works to New Zealand’s many different indigenous groups. This will begin to 
raise several important questions for museum practice in the twenty-first century. For example, 
can art objects associated with cultural patrimony virtually mediate their social context (the 
person or community for example, that created, used, and assigned meaning) with their physical 
context (a museum collection in Boston Massachusetts)? And secondly, could the digitizing of 
Taonga into a “global mediascape” allow for the separation of local context and promote 
reconnection with (and recirculation within) their source culture?In my research paper, I plan to 
focus on how Maori Taonga has been re-contextualized in terms of American value systems, and 
in turn, how Maori artists, students, scholars, and community members are taking an active role 
in how their Taonga is represented abroad. This paper will also give insight into broader themes 
surrounding the effects of digital repatriation on nationalism, and what it means to connect 
artworks of cultural heritage digitally (vs. physically) to specific indigenous groups.

Dr. Jean S. Forward, UMass Amherst, USA
Digital Technologies: Are They Defining Cultural Heritage?
Thursday, 10:30am - 12:30pm, 101

Digital technologies in many and varied forms clearly impact the continuance of cultural 
heritage around the globe. This paper describes a number of examples of the use of digital 
technologies in the cultures within the Celtic Diaspora and several North American Indigenous 
cultures. Are the specific technologies used in culturally appropriate ways? Can we evaluate the 
real impact of these technologies of cultural continuance? 

Fenella France, Library of Congress, USA; Michael Toth, R.B. Toth Associates, USA
Advanced Digital Spectral Imaging Technologies: Rewriting, Reinterpreting, 
(Un)restricting the Cultural Past
Wednesday, 10:30am - 12:30 pm, 101

Advanced digital spectral imaging enables the ability to create accurate digital renderings of 
cultural heritage materials, generating a new “digital cultural object” with enhanced access to 
new previously unavailable information. The ability to rapidly disseminate and access the range 
of digital data in this  object engenders interaction with multidisciplinary collaborations 
between and across previously disparate fields. These new technologies will have a significant 
impact on heritage research with the creation of a wealth of data ripe for interpretation.  These 
data can often confound previously accepted knowledge and understanding of cultures, heritage 
construction techniques, and history. Spectral imaging captures layers of information that add 
new dimensions to the heritage object, and with scripto-spatial mapping, offers the potential to 
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link scholarly and scientific data. This allows for a type of digital archaeology to reconstruct the 
past without disturbing the landscape of the object – a non-invasive non-contact tool for 
characterization of cultural heritage objects.  This facilitates  the collection of chemical 
identification of colorants, inks, substrates, and condition assessment of materials without 
sampling. In addition digital spectral imaging provides access to and enhancement of non-
visible and visible information in registered high resolution images. The digital data offer a 
balance between preservation and access, and in turn requires sustainability of the data, with 
efficient digital storage and preservation. The recovery of lost, hidden and unknown non-
invasive spectral information allows a depth of digital reconstruction – from 3D renderings of 
wood blocks, to fingerprints from founding fathers, and expunged text. These techniques allow 
us to digitally recreate objects, and access to previously undiscovered information about cultural 
norms and changes, while protecting the original material. Allowing unrestricted digital access 
to our past enhances the transfer of information to current generations, engages them in the 
past, and integrates multidisciplinary fields through non-destructive methods that allow access 
but ensure preservation.

Brigitte Garland, Savannah College of Art and Design, USA; Jong Hyun Lim, Savannah 
College of Art and Design, USA; Jiwon Jeong, Savannah College of Art and Design, USA; 
Soobin Kim, Savannah College of Art and Design, USA; Kathryn Stephens, Savannah College 
of Art and Design, USA; Megan Brown, Savannah College of Art and Design, USA
Use of Digital Technologies for a Sustainable Cultural Resource Management 
Planning: Recording and Documentation of Architectural Heritage and Historic 
Townscape
Thursday 10:00am - 10:30am, Friday 10:00am-10:30am, First Floor Lobby

The aim of the poster is to show how architectural manual survey data can be associated with 
digital technology, and re-produced as a three dimensional architectural data with a case of 
cultural resource survey and documentation project at the City of Springfield, GA. More 
specifically, it shows 1) how Computer Aided Design and Drafting (CADD) applications such as 
Autodesk Revit and Google SketchUp can be utilized to produce a 3D model for historic 
buildings and landscapes, 2) a detailed process to combine the produced 3D models with a 
modern technology of rectified photography to add further level of precision and architectural 
details, and 3) suggest how such 3D architectural models can be potentially utilized to construct 
a new types of cultural resource database system which can be potentially connected with 
existing geo-referencing information such as Google map and/or Microsoft Bing map. With two 
types of heritage- monumental buildings as historic landmarks and vernacular houses as a living  
heritage, the poster will demonstrate how the digital drawing applications can be differently 
applied according to the different scales and availability of visual reference data between the 
past and present.  In addition to this, the poster will illustrate how current 3D digital models can 
be further updated into realistic 3D architectural models after the application of modern 
rectified photographic techniques to produce true textures, which would increase the level of 
architectural accuracy as real-time information for future preservation activities and heritage 
management planning process. In conclusion, the poster will suggest potential uses of the 3D 
architectural model and townscape in cultural resource management and planning when 
associated with existing geo-referencing technologies.

Elizabeth S. Goins, Rochester Institute of Technology, USA
Bringing the Virtual Model to Life: The Power of Interactivity
Thursday, 10:30am - 12:30pm, 101

Digital technology today is adept at capturing and recreating the material aspects of cultural 
objects. As heritage preservation embraces digital technology, the question of how to translate 
an object or place from the real world in to the virtual becomes increasingly important. Historic 
objects are more than just materials; they are connections to another time and as such represent 

ABSTRACTS

Page 30



any number of intangible aspects of that culture. Digital technology coupled with interactivity 
has the potential to meld a record of the material object (the reconstruction) with related 
intangible information, such as history and cultural contexts, into a single user centered 
experience. By incorporating models of real historic objects and places, interactive media puts 
the viewer in a fully contextualized space that, theoretically, allows the past to come alive. 
However, merging the tangible with the intangible into a single cohesive and engaging whole is 
not easy. When writing the narrative, the struggle is to find creative ways of expression that still 
deliver the message of the underlying scholarship. Two projects currently underway at RIT 
describe design approaches used to recreate historic objects for public outreach and education. 
The projects attempt to frame the digitized object by referencing the intangible aspects 
associated with original use and production (of the object) within game narratives. This paper 
will discuss some of the underlying issues associated with the incorporation of game mechanics 
and narrative with the preservation of cultural materials through interactive media. The first 
project, the design of an Oblivion mod to teach conservation and preservation, incorporates 
virtual recreations of real cultural objects such as the Archimedes Palimpsest and Nefertari’s 
Tomb within a fantasy environment. The second project involves the interpretation of historic 
American board games from The Strong collection into digital versions that will engage 
contemporary audiences.

Lynne Goldstein, Michigan State University, USA
Whose Past, Whose Digital Past? Some Key Policy Choices for Cultural
Heritage on the Web
Thursday, 4:00pm - 6:00pm, 165-169

The World Wide Web is deeply woven into fabric of our intellectual, social, commercial and 
political lives. It increasingly mediates how we see and communicate cultural heritage. While 
digital technologies can open new opportunities for radical transparency and much wider 
participation in knowledge creation, they can also lead to monolithic systems that homogenize 
meaning and reduce autonomy. This panel discussion will explore key policy issues in how 
technology choices reflect and shape particular perspectives about the past. The panel will 
explore how policy and technology intersect in scholarly communications, data preservation, 
and sense-making, both within the context of informal social media and public outreach 
applications, and in more formal research-oriented “data management” and “data integration” 
programs.  How do our academic, funding, and policy making institutions need to adapt to 
enable the public and research community to best use the Web?  How should policy makers 
navigate Big Data’s conflicting priorities in access, standardization, centralization, 
decentralization, intellectual property, and participation?  Within these topics, we will ask 
questions about sustainability, efficiency, innovation, and participation. Where do institutional 
and professional dysfunctions exist that threaten to derail empowering uses of digital heritage 
by wider communities? What is the best role for centralized systems in cultural heritage data? 
What role should decentralized actors play in the information ecosystem of cultural heritage?

Edward Gonzalez-Tennant, Monmouth University
Archaeological Visualization, Dark Tourism, and Social Justice
Thursday, 8:00am - 10:00am, 165-169

This paper moves beyond the traditional uses of archaeological visualization of prehistoric or 
monumental sites for publication and explores the combination of virtual world environments 
(VWE) and other new media methods for a public archaeology supporting social justice 
education. The first step in achieving this goal necessitates the development of an emotional 
connection between visitors (virtual or non-virtual) and a location’s tragic history. The 
representation of sites in virtual worlds commemorating death and suffering is increasingly 
viewed as an important educational strategy by a range of social activists. This paper presents 
the findings of a multiyear project exploring the use of VWE, digital storytelling, and 
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netnography for social justice education with a discussion of the Virtual Rosewood Research 
Project (VRRP), concluding that a mixed media approach is required to realize the full potential 
of these emergent technologies to the expanding field of engaged archaeology. 

Aline C. Gubrium, UMass Amherst, USA
The Medium Becomes the Memory: Digital Storytelling with Marginalized Young 
Women about Mothering
Friday, 10:30am - 12:30pm, 101

Digital storytelling is a participatory visual and ethnographic tool available to public and applied 
anthropologists for documenting “marginalized” memories, while increasing community 
members’ participation in studies focused on issues of concern. Digital stories are three to five 
minute digital narratives in which participants synthesize images, video, audio recordings of 
voice and music, and text to create compelling stories. Described as promoting the active 
construction of history through the “memory device” (Hoskins, 2001) of a workshop and story, 
the digital storytelling is based on a Freirian model, in which participants (re)construct history 
through story production to stimulate social change. Digital storytelling can influence and help 
to sustain resilience—through knowledge production, dissemination and audiencing, and 
ownership. By working with young women to construct digital stories, I sought to use a digital 
narrative approach as a way to illuminate the subjective complexities of memory construction. 
In this paper I examine the use of digital storytelling as a way to foreground two young women’s 
mothering experiences. Notably, what is presented in both digital stories is as much influenced 
by the institutional setting, as well as intersecting dimensions of race, class, and gender, as it is 
driven by the young women’s “authentic” memories of family and mothering. Here I focus on 
three sites of narrative inquiry for analyzing the stories: 1) production: the story of the 
production of the digital story and how the young women chose to represent their experiences; 
2) representation: the digital story itself, representations and generative themes; and 3) 
performance: the performative qualities of story and how it may be read and understood by a 
variety of audiences.

Andrea Guzzetti, Bryn Mawr College, USA
Beyond Lara Croft: An Alternative Way to Represent Cultural Diversity in Video 
Games
Thursday, 10:30am - 12:30pm, 165-169

Although set in a fantasy world, the Elder Scrolls series of computer role-playing games includes 
elements that recall contemporary debates about cultural diversity and heritage. In particular, 
Morrowind, the third game in the series, takes place against the background of the uneasy 
relationship between the Tamrielic Empire, the ruling power of the setting, clearly inspired by 
Rome (complete with pseudo-Latin names for its full-blooded citizens), and one of its subject 
nations, the Dark Elves, proud bearers of an ancient and sophisticated culture. Several devices 
are employed to convey the richness and depth of the game world. While traveling, the main 
character – whose race and profession are decided by the player – visits settlements 
characterized by diverse architectural styles. By talking to people, he or she is exposed to 
conflicting views about history, politics, society, and religion. Reading the dozens of books 
scattered throughout the game world gives him or her access to a vast amount of lore, ranging 
from diverging accounts of historical events to allegorical interpretations of Imperial and Dark 
Elven myths. Moreover, although the character engages in exploration and combat to enhance 
his or her abilities, most interactions with the environment do not involve vandalism. All these 
elements show that video games are able to portray encounters with foreign cultures that go 
beyond racial or moral stereotyping and careless treasure hunting. Like many modern games, 
Morrowind comes packaged with an editor, which allows users to modify the existing content of 
the game and to add new components to it. A brief look at the software is provided as a possible 
source of inspiration for museums and cultural institutions to employ tools that are already 
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available, and are familiar to a large section of the public, rather than having to build their own 
from scratch every time.

Laura Harrison, University at Buffalo, USA
University Museums in the Digital Age: Digital Preservation of the Cravens World 
Open Storage Teaching Collection of the University at Buffalo
Friday, 2:00pm - 5:00pm, 101

The Cravens Collection is an acquisition from a private donor of close to 1,100 archaeological 
and ethnographic objects from across the world housed in a uniquely designed open storage at 
the University at Buffalo’s Anderson Gallery (http://www.wix.com/cravens/home#!). After 
introducing the Cravens World Open Storage Teaching Collection, we will argue that universities 
can acquisition private collections as am irreplaceable part of our cultural heritage for 
innovative interdisciplinary hand-on teaching and cutting-edge exhibitions if they follow 
rigorous guidelines regarding assessment, research and preservation, and if necessary 
repatriation. We will discuss 3D digital recording and preservation as well as digital exhibition 
and dissemination as a means of overcoming the ‘no more collecting’ trend in academic 
museums. We will use concepts of the ‘new museology’ that the academic museum is neither a 
center of research nor primarily a collecting institution, but rather an educational instrument. 
The goal of this paper is to demonstrate that the transformation of social practices through the 
transformation of the museum from the display of singular expert accounts to a site of diverse 
educational engagements via digital technologies. This shift toward education is clearly 
represented in the dichotomy between the diversity of educational performances in museums 
(talks, guides, school tours, exhibitions, and games) and the methodical digital recording of 
information about the museum’s objects through careful study. One of the principal motivations 
that people have when deciding to interact with museum objects, or any objects, is the goal of 
engaging with the objects themselves. This paper will explore ways to more deeply engage 
students and visitors with real objects with the help of a playful ‘handling’ of digital museum 
objects or so-called ‘digifacts’.

Callie Hawkins, National Trust for Historic Preservation, USA; Braden Paynter, National 
Park Service, USA
Technology with and without the “Real”?
Friday, 2:00pm - 5:00pm, 165-169

President Lincoln’s Cottage (National Trust for Historic Preservation) and the Frederick 
Douglass National Historic Site (National Park Service) sit on hills across from each other in 
Washington, D.C.  The two sites have much in common: they are both historic houses set on 
historic landscapes, their content overlaps 19th century struggles over Civil and Human Rights), 
and both rely on technology to teach about that content. Their major difference is that Frederick 
Douglass’s house was preserved with all of his stuff inside, Lincoln’s Cottage with none of it. 
This presence or absence of the “real” interior effects how the sites interpret and market 
themselves. At Douglass the attraction is seeing “his stuff” and being in “his house.” Tours are 
traditional velvet rope tours. The uniqueness of the site is the artifacts and programs tend to 
emphasize this.  The website has objects, a list of books in his library, and videos highlighting 
hard to see items. Even the distance learning programs rely on pictures of the rooms and objects 
to set the scene. President Lincoln’s Cottage (where Lincoln spent a quarter of his presidency) in  
contrast has no ropes, just rooms void of objects. It is a “museum of ideas,” that is wired for 
sound and video. On tours interpreters trigger quotes and videos projected on the bare walls. 
The Cottage website also focuses on ideas offering interactive programs on “Debating 
Emancipation” and “Lincoln’s Commute.” Both sites engage visitors with ideas of citizenship, 
democracy, activism, and Civil Rights, within a historic house.  Both use technology to do this, 
but the “how” is determined by the “real.” The proposed workshop would include a comparison 
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of the interpretive approach of each site and, modeling a typical program at either site, a 
discussion with the audience about how different “reals” influence the digital.   

Sebastian Heath, New York University, USA
Whose Past, Whose Digital Past? Some Key Policy Choices for Cultural
Heritage on the Web
Thursday, 4:00pm - 6:00pm, 165-169

The World Wide Web is deeply woven into the fabric of our intellectual, social, commercial and 
political lives. It increasingly mediates how we see and communicate cultural heritage. While 
digital technologies can open new opportunities for radical transparency and much wider 
participation in knowledge creation, they can also lead to monolithic systems that homogenize 
meaning and reduce autonomy. This panel discussion will explore key policy issues in how 
technology choices reflect and shape particular perspectives about the past. The panel will 
explore how policy and technology intersect in scholarly communications, data preservation, 
and sense-making, both within the context of informal social media and public outreach 
applications, and in more formal research-oriented “data management” and “data integration” 
programs.  How do our academic, funding, and policy making institutions need to adapt to 
enable the public and research community to best use the Web?  How should policy makers 
navigate Big Data’s conflicting priorities in access, standardization, centralization, 
decentralization, intellectual property, and participation?  Within these topics, we will ask 
questions about sustainability, efficiency, innovation, and participation. Where do institutional 
and professional dysfunctions exist that threaten to derail empowering uses of digital heritage 
by wider communities? What is the best role for centralized systems in cultural heritage data? 
What role should decentralized actors play in the information ecosystem of cultural heritage?

Jon Hill, UMass Amherst, USA
"Up Where We Belong:" Digital Media in the Performance of "Indianess" at the 
Smithsonian.
Thursday, 10:30am - 12:30pm, 165-169

Music and other expressive practices are central to the production and (re)construction of 
Native American Indian identity.  With the advent of “portable” recording technology in the 
early 20th century, the collection, analysis, and archiving of songs, drums, prayers and other 
performances became a focus for folkloric and anthropological endeavors to “save” “authentic” 
components of Native identity before they “disappeared” or “died.” The Smithsonian Bureau of 
Ethnology employed folklorists to record “traditional” indigenous expressive practices.  These 
“folk” recordings have been embedded in a process of patrimonial historicization, mediation and 
consequent reproduction of folkloric Indian identities since their initial capture and 
posthumous releases on vinyl, CD’s, and MP3‘s. It was not until the winter of 2010 that this 
process was challenged with the arrival of the exhibit, “Up Where We Belong: Native Musicians 
in Popular Culture,” at Smithsonian Museum of the American Indian. The exhibit featured 
sounds and images that complicated folkloric representations of indigeneity, as it featured 
Native musicians whose identities and performances did not fit within folkloric modes of 
expression.  The exhibit incorporated MP3 players that facilitated a (re)voicing of indigeneity 
and included a broader range of identities, performances, and histories.  This use of digital 
media also linked Native people to larger expressive circuits (i.e. musical genres) that they are 
not often associated with. In this paper, I discuss the impact of audio recordings in the 
formation, circulation, and reproduction of images, narratives, and identities in popular historic 
consciousness. I examine the reshaping of identity that took place in the “Up Where We Belong,”  
and the introduction subaltern histories through the use digital media.  I also discuss how 
identities mediated in pop-culture are critiqued through their incorporation in the exhibit and 
broadening notions of identity and performance in pop-music markets.
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Andrew Hurley, University of Missouri St. Louis, USA; Louis Gerteis, University of Missouri 
St. Louis, USA; Davis Van Bakergem, University of Virginia, USA
The Virtual City Toolkit and Collaborative Authorship of 3D Landscapes
Wednesday, 8:00am - 10:00am, 101

3-D electronic visualizations are increasingly utilized by the international heritage community to 
broaden public exposure to the world’s architectural marvels, advance scholarly inquiry, and 
enhance educational strategies.  Their popularity can be attributed, in part, to the development 
of sophisticated computer graphic technologies which have improved the fidelity of architectural 
reconstructions.  The heritage community, however, has been slower to embrace Web 2.0 
features that allow for collaborative authorship of 3D computer models.  This presentation will 
showcase the Virtual City Project and its easy-to-use toolkit for producing 3D landscapes for 
display in a Google Earth environment.  Project team members will suggest that what is 
sacrificed in terms of high-definition rendering and complex modeling is counterbalanced by 
expanded authorship capabilities that may be particularly useful for organizations and museums 
involved in the preservation and exhibition of vernacular landscapes at the neighborhood scale.  
The demonstration will highlight the collaborative partnerships with local museums and 
neighborhood organizations that have resulted in 3D reconstructions of St. Louis’s historic 
urban landscape.

Jeff Jacobson, Public VR, USA
The Egyptian Oracle:  Live Reenactment in Augmented Reality
Thursday, 8:00am - 10:00am, 165-169

The Egyptian Oracle performance is a live reenactment of an Egyptian public ceremony from 
their later period, approximately 500 B.C.E. to the fall of Cleopatra. We project our Virtual 
Egyptian Temple at life-size scale, extending the physical theater into virtual space. Our sound 
system and audio spatialization techniques complete the effect. The temple is three-dimensional 
space, which the audience navigates during scene changes. The main actor is the high priest, an 
avatar controlled by a live human puppeteer, hidden offstage. The main supporting actress, in 
costume, stands to one side but forward enough to view the screen. Audience members 
represent the Egyptian populace and take turns acting out brief roles in the drama. A sacred 
boat, bearing a shrine containing the spirit of the temple god, is another digital puppet also 
controlled by the puppeteer. We modeled our performance on the ceremony described by the 
Saite Oracle Papyrus (Černy, 1962) and other sources. The priest poses queries to the spirit of 
the god, and the priest also interprets the movements of the boat as revealing the will of the god.  
The processional Oracle was an essential feature of Egyptian public life during this period, and 
its judgments had the force of law. Our immediate goal is to show audiences how ceremony and 
drama were essential to ancient Egyptian culture, something not well represented in most 
museum exhibitions or textbooks. We also wish to encourage empathy for other cultures, and 
help audiences connect ancient civic life with today. The National Endowment for the 
Humanities funded this project (HD-5120910), and we have staged the performance around 
Boston and Pittsburgh, including a museum and middle school. The target audience is middle-
school children, but adults enjoy it too. We recommend clip from the performance:

Marino Elías Jaén Espinosa, PanamaTipico.com, Panama
Strengthening the Heritage and Identity of the Panamanian Diaspora through a 
Grassroots Cultural Heritage Website
Wednesday, 8:00am - 10:00am, 101

The objective of this paper is to reflect on the contributions made by PanamaTipico.com to the 
strengthening of the heritage and identity of Panamanians living outside the territory of the 
Republic of Panama. PanamaTipico.com is a grassroots, web-based, effort that pursues 
objectives such as researching, preserving, publishing and teaching about Panama's rich 
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heritage. It was born in 2001, out of a personal interest in Panamanian culture. The website is 
staffed by volunteers who do not have significant formal training in heritage-related fields. 
However, it has attracted contributions from social scientists who were seeking online spaces to 
publish their work. Despite the many challenges confronted by the project, including a lack of 
support by relevant government agencies and private businesses, PanamaTipico.com has 
attracted a sizable audience. A significant percentage of it is made up of Panamanians who 
access the website from abroad. In this paper, we will examine some of the characteristics of the 
Panamanian diaspora, contrasting them with the profile of PanamaTipico.com's visitors who are 
members of the diaspora.

Kirk Jalbert, Rensselaer Polytechnic Institute, USA
Frames, Layers, and Subjective Ecologies: Cinematic Constructions and 
Geographic Information Systems
Thursday, 10:30am - 12:30pm, 165-169

Representational pluralities are critical to understanding how the computational turn has 
affected sociotechnical representations of nature. This confluence manifests itself in scientific 
practices employed by ecologists, most notable the increasing reliance on synthetically 
constructed environments as tools of analysis in geographic information systems (GIS). 
Compounding languages of code and data, GIS introduces new referents of the visual and 
geometric. Vectors, layers, and polygons are enlisted to redraft hybrid cartographic ontologies 
previously expressed in discrete analog forms. As a map of many maps, GIS is inherently 
multidimensional, but also a tenuous space with new rules of engagement. GIS has its roots in a 
long trajectory of visual objectification/reinterpretation technologies tracing back to at least the 
15th century with Alberti’s De pictura, 17th century optical/mechanical devices, and a turn away 
from subjective individual observations at the end of the 19th century in favor of multiplicity 
(Daston & Galison, 2007). If we consider GIS science as an analysis of the temporal and spatial 
fluidity of multiplicitous ecological functions and processes – many aspects of its design and use 
share the techniques and discourses developed in cinema. This paper demonstrates that cinema 
theory as forward by Doane (1992) and Friedberg (2006), as well as Rheinberger’s experimental 
systems (1997), provide insights into the subtle agencies of GIS technologies, where meaning 
and paradoxical truth claims become co-constructed by scientists and their mediums. This runs 
counter to public perceptions that sociotechnical visual constructs create objective ecological 
clarity.

Jiwon Jeong, Savannah College of Art and Design, USA; Jong Hyun Lim, Savannah College of 
Art and Design, USA; Soobin Kim, Savannah College of Art and Design, USA; Kathryn 
Stephens, Savannah College of Art and Design, USA; Megan Brown, Savannah College of Art 
and Design, USA; Brigitte Garland, Savannah College of Art and Design, USA
Use of Digital Technologies for a Sustainable Cultural Resource Management 
Planning: Recording and Documentation of Architectural Heritage and Historic 
Townscape
Thursday 10:00am - 10:30am, Friday 10:00am-10:30am, First Floor Lobby

The aim of the poster is to show how architectural manual survey data can be associated with 
digital technology, and re-produced as a three dimensional architectural data with a case of 
cultural resource survey and documentation project at the City of Springfield, GA. More 
specifically, it shows 1) how Computer Aided Design and Drafting (CADD) applications such as 
Autodesk Revit and Google SketchUp can be utilized to produce a 3D model for historic 
buildings and landscapes, 2) a detailed process to combine the produced 3D models with a 
modern technology of rectified photography to add further level of precision and architectural 
details, and 3) suggest how such 3D architectural models can be potentially utilized to construct 
a new types of cultural resource database system which can be potentially connected with 
existing geo-referencing information such as Google map and/or Microsoft Bing map.

ABSTRACTS

Page 36



With two types of heritage- monumental buildings as historic landmarks and vernacular houses 
as a living heritage, the poster will demonstrate how the digital drawing applications can be 
differently applied according to the different scales and availability of visual reference data 
between the past and present.  In addition to this, the poster will illustrate how current 3D 
digital models can be further updated into realistic 3D architectural models after the application  
of modern rectified photographic techniques to produce true textures, which would increase the 
level of architectural accuracy as real-time information for future preservation activities and 
heritage management planning process. In conclusion, the poster will suggest potential uses of 
the 3D architectural model and townscape in cultural resource management and planning when 
associated with existing geo-referencing technologies.

Patrice L. Jeppson, Cheney University; Glen Muschio, Drexel University, USA; Jed Levin, 
National Park Service, USA
Computational Mathematics, Convergence Culture, and the Creation of 
Archaeological Knowledge and Understanding
Wednesday, 8:00am - 10:00am, 101

This paper reflects anthropologically on the experiences of a team of computer scientists, new 
media specialists, and archaeologists collaborating to develop 3D ceramic artifact reconstruction  
technologies (NSF grant #0803670). Late-18th/early to mid-19th century ceramic remains from 
Independence National Historical Park (Philadelphia, Pennsylvania USA) form the research 
medium at the base of this study. For the archaeologists and media specialists, the new 
technology—one achieved-- promises to be a potential boon for collections management and 
interpretation. Meanwhile, in the here and now, the computational science collaborators 
appreciate the ceramic artifacts for their shapes and designs as these meet the needs for writing 
the mathematical algorithms central to computer vision and pattern recognition development. 
Drawing on Pierre Lévy's ideas of "Collective Intelligence" and Henry Jenkins' notion of 
"Convergence Culture", this presentation outlines the relationships, communications, learning, 
and opportunities evolving in this transdisciplinary collaboration that applies computer vision 
technology to cultural heritage.

Patrice L. Jeppson, Cheney University; Jed Levin Independence National Historical Park, 
USA; Glen Muschio, Digital Media Program, College of Media Arts and Design, Drexel 
University, Philadelphia, PA, USA; Hannah R. Winograd, STAR Fellowship Program, Pennoni 
Honors College, Drexel University, Philadelphia, PA, USA; Mathew Haas, STAR Fellowship 
Program, Pennoni Honors College, Drexel University, Philadelphia, PA, USA; Geoffrey 
Oxholm, Drexel University Computer Science Department, Philadelphia, PA, USA;  Ko Nishino, 
Drexel University Computer Science Department, Philadelphia, PA, USA
High Tech Heritage: Digital Archaeology via Skyscraper
Wednesday, 1:30 - 3:30pm, 101

A recent archaeology awareness campaign projected Public Service Announcements from a 
marquee atop a downtown city skyscraper in Philadelphia, Pennsylvania, USA. These 30-second 
videos featured animated 3D artifact reconstructions alongside an archaeology-themed 
message. The creation and projection of these videos served many masters, not just 
archaeology’s needs, demonstrating the wide role digital technologies have inmagnifying, 
enhancing, and expanding contemporary engagement with the evidence of the past. This 
presentation will reflect on the manner in which various outside communities and concerns 
employed digitized archaeological assets for their needs in the present. What this form of 
engagement means for public archaeology will be addressed.

ABSTRACTS

Page 37



Patrice L. Jeppson, Cheney University; Kamelia Aryafar; Ali Shokoufandeh
When the Walls Come Down: Computer Vision Technologies and the Future of 
Historical Archaeology
Friday, 2:00pm - 5:00pm, 101

What does it mean for the field of historical archaeology when the walls come down between 
disciplines and computer science becomes archaeology? This transdisciplinary space is broached 
in a recent project that employs ceramic evidence in developing 3D computer vision 
technologies for automated ceramic vessel reconstructions (part of NSF grant #0803670). The 
ceramics in question are late-18th/early-19th century, mass-produced, Industrial Age wares 
excavated from Independence National Historical Park (Philadelphia, Pennsylvania, USA). The 
computational research forming the focus of this presentation  automates the classification  of 
these Industrial Age ceramic fragments . This important step in computer-enabled 
reconstructions parallels the archaeologist's typological ordering used in vessel mending and in 
the  analysis of ceramic evidence for historical interpretation. The new technology promises to 
transform the field of historical archaeology both theoretically and methodologically as it moves 
forward. On a pragmatic level, the automated matching of surface (decorative) markings will 
drastically reduce the time and costs of mending and identifying ceramics in the lab, freeing up 
archaeologists for deeper analysis and interpretation. The algorithms can also process and 
analyze ceramic decorative styles in ways that are different from the typological categories of the 
archaeologist. Notably, the creating of a semantic analysis, or computer-employed learning 
schema, permits reflection of “the little categories of [typological] thought” that archaeologists 
employ. Thus, not only new data but new ways of thinking about data should be possible which 
of course promises deeper cultural insights. This case study presents a new realm of 
archaeological research that could not be undertaken by the field of archaeology acting on its 
own. 

Eric C. Kansa, University of California; Sarah W. Kansa, Alexandria Archive Institute, USA
Publishing to the “Web of Data” in Archaeology: Quality, Incentives, and 
Distributed Collaboration
Thursday, 8:00am - 10:00am, 101

Archaeology, a discipline that often relies upon destructive methodologies, urgently needs to 
make data sharing and preservation an accepted norm. However, the realities of professional 
incentives and the lack of clear research outcomes based on shared data inhibit many from 
participating. To meet these needs, this paper will explore a model of “data sharing as 
publication” with Open Context (http://opencontext.org) as a case study. Open Context’s 
editorial board, review and annotation processes, and integration of data archiving and 
persistent identification services provided by the California Digital Library work to join 
researcher incentives with community needs for high-quality, citable data aligned to standards. 
A publishing model, particularly if oriented toward Linked Open Data (a favored approach for 
managing data on the Web), can also see wide replication and adaptation to serve the 
specialized needs of different research communities without sacrificing interoperability. Rather 
than working toward monolithic centralization, this model can enable researchers to participate 
in a growing and widely distributed humanities information ecosystem. 

Soobin Kim, Savannah College of Art and Design, USA; Jong Hyun Lim, Savannah College of 
Art and Design, USA; Jiwon Jeong, Savannah College of Art and Design, USA; Kathryn 
Stephens, Savannah College of Art and Design, USA; Megan Brown, Savannah College of Art 
and Design, USA; Brigitte Garland, Savannah College of Art and Design, USA
Use of Digital Technologies for a Sustainable Cultural Resource Management 
Planning: Recording and Documentation of Architectural Heritage and Historic 
Townscape
Thursday 10:00am - 10:30am, Friday 10:00am-10:30am, First Floor Lobby
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The aim of the poster is to show how architectural manual survey data can be associated with 
digital technology, and re-produced as a three dimensional architectural data with a case of 
cultural resource survey and documentation project at the City of Springfield, GA. More 
specifically, it shows 1) how Computer Aided Design and Drafting (CADD) applications such as 
Autodesk Revit and Google SketchUp can be utilized to produce a 3D model for historic 
buildings and landscapes, 2) a detailed process to combine the produced 3D models with a 
modern technology of rectified photography to add further level of precision and architectural 
details, and 3) suggest how such 3D architectural models can be potentially utilized to construct 
a new types of cultural resource database system which can be potentially connected with 
existing geo-referencing information such as Google map and/or Microsoft Bing map. With two 
types of heritage- monumental buildings as historic landmarks and vernacular houses as a living  
heritage, the poster will demonstrate how the digital drawing applications can be differently 
applied according to the different scales and availability of visual reference data between the 
past and present.  In addition to this, the poster will illustrate how current 3D digital models can 
be further updated into realistic 3D architectural models after the application of modern 
rectified photographic techniques to produce true textures, which would increase the level of 
architectural accuracy as real-time information for future preservation activities and heritage 
management planning process. In conclusion, the poster will suggest potential uses of the 3D 
architectural model and townscape in cultural resource management and planning when 
associated with existing geo-referencing technologies.

Georg Kö, Ludwig Boltzmann Institute for History and Society, Austria; Ingo Zechner, 
Austrian Film Museum (OeFM), Austria
Dynamic Film Annotation: Ephemeral Documents Digitally Preserved
Friday 2:00pm - 5:00pm, 101

This presentation is going to demonstrate the opportunities of a new digital technology for 
exploring, analyzing and presenting movies on the Internet and in other digital media. 
Possessing unique collections of so called “Ephemeral Films” on National Socialism in Austria 
the Austrian Film Museum (OeFM) and the United States Holocaust Memorial Museum 
(USHMM) joined forces with the Ludwig Boltzmann Institute for History and Society (LBIGuG) 
in preserving and researching dozens of films that due to conservation reasons were either not 
accessible to the public, or only to a limited extent. Amateur films, cultural films and raw film 
footage all documenting the rise of the NSDAP starting in 1932, Austria's “annexation”   in 
March 1938 and the war years 1939-1945, as well as everyday Jewish life before the Holocaust, 
do not simply speak by themselves when presented on the screen or in digital media. A newly 
developed film analytics extension for the open source HTML5 video framework popcorn 
promises to overcome the flaw of combining a dynamic medium like film with a static medium 
like text. Enabling time code-based annotation of digitized films this web application aims on 
introducing a new standard for metadata-based film annotation. The interconnectivity and 
searchability of metadata (of information on the content, geo-data, other relevant visual and 
audio sources and historical records) to the precise frame offers a new experience of film as a 
document and new perspectives on the past. Carried out according to international metadata 
standards (PBCore) in an object-oriented database this systematic cataloguing and annotation 
of films is able to ensure digital long-term archiving of research results and therefore to 
guarantee sustainable access to the so created resources in the future.

Christopher Koziol, University of Colorado Denver, USA
Information Quality in Digital Heritage Documentation: Are We Being Precisely 
Inaccurate?
Thursday, 8:00am - 10:00am, 168 C

Why should it matter that high resolution 3D laser scanning of heritage sites can rapidly gather 
sub-millimeter locational information on millions of points, and then that those points can be 
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digitally manipulated to create precise, and previously unimagined, “mesh” representations of 
the referent surfaces? For most applications of the amassed data it should not; yet in practice – 
and specifically in the allocation of human and financial resources – the precision of this 
technology has a powerful allure for many heritage decision makers.  Hand measurement, 
traditional survey, photography have provided degrees of  accuracy sufficient for most 
imaginable future uses of data.  Yet, why does it seem that the precision of the tools, capable of 
generating points approximating a surface with little error, is so irresistible when accuracy can 
be achieved more efficiently? This paper links three distinct bodies of evidence and reference. 
The first draws on recent empirical research and demonstrations in laser scanning technology as 
employed in the heritage field (including work performed by the author and colleagues). Several 
examples are introduced. Second, the questions raised by these cases are contextualized in the 
literature on data quality and specifically in the usefulness of such information (e.g., “Beyond 
accuracy: What data quality means to data consumers,” Wang, Richard Y. and Diane M. Strong, 
Journal of Management Information Systems; Spring 1996,12:4). Finally, this empirical and 
technical assessment is filtered through questions in the history of heritage conservation theory. 
Here, the inquiry surrounding the concept of  authenticity is related to contemporary debates on  
the efficacy and efficiency of digital documentation.  It seems that authenticity also creates an 
aura much like the attraction of precise and accurate digital models, but also like these, proves 
slippery in the definition of its boundaries.

Barbara I. Kurze, Boston University, USA; Elizabeth Sherva, Boston University, USA
Mobile Information Technology: Supporting the Preservationist and Reaching the 
Public 
Friday, 2:00pm - 5:00pm, 101

Historic preservationists in the United States must embrace mobile information systems 
technology and take the lead in developing new tools that address and further two fundamental 
areas of historic built environment preservation:  1) the professional preservation activities of 
identifying, evaluating, recognizing, and preserving historic resources; and 2) engaging and 
educating the public to raise awareness and appreciation of historic places. The fields of 
architecture, engineering, and planning are creating innovative tools to serve their needs; 
historic preservation must do the same. In the past, “thought leaders” in the U.S. historic 
preservation community have fallen short in promoting, adopting, and molding new 
information systems technology to serve historic preservation professionals. While recent 
technology efforts in the areas of data management, documentation, website, and social media 
are encouraging, there are significant gaps. And the larger concern remains:  that historic 
preservation will lose the opportunity to lead in new technology areas that could greatly advance 
the goals of protecting historic sites. This paper will examine the potential uses for new mobile 
information technology in two areas:  1) professional historic preservation information 
gathering and documentation, and 2) heritage tourism outreach and education. In order to 
understand the challenges that might be faced in driving the adoption of these new technologies, 
the paper provides an overview of how the key national historic preservation organizations in 
the United States have regarded and adopted computer and information system technologies in 
these areas, and identifies existing critical gaps. The research focused on articles and 
information published by the national organizations that are the recognized national historic 
preservation “thought leaders” for best practices and technology information. The resources 
reviewed included articles and information published from the 1980s to the present by the 
National Trust for Historic Preservation, the National Park Service, the Association for 
Preservation Technology, and the National Center for Preservation Technology & Training. Also 
included are examples of how national and regional organizations are currently using computer, 
information system, and internet technology. To envision the possibilities offered by mobile 
information technology, diverse technology information sources such as Wired  magazine, 
virtual reality websites, and various technology news outlets were reviewed. The review 
identified some critical gaps in current historic preservation professional tools and processes for  

ABSTRACTS

Page 40



gathering and recording data and information – they are time-consuming and inefficient, and 
the information is not readily accessible or usable. In a time of ever-decreasing funding, historic 
preservation cannot afford to continue the inefficiencies of duplicative and potentially 
inaccurate efforts to validate and record information, and synergy lost because the collected data  
cannot be easily accessed and used. Tools to streamline the identification, evaluation, and 
documentation of historic resources could allow amateurs and less-seasoned professionals to 
take on more survey and inventory work, thereby freeing up limited resources to focus on 
interpretation, strategies, and actions to recognize and protect historic resources. Information 
on the internet and social media reaches a primarily self-selecting audience – people who 
already have an interest in history, historic preservation, and heritage tourism. In order to reach  
a relatively disengaged public, historic preservation must turn to the mobile technologies that 
more and more people, and especially the younger generation, are integrating in their everyday 
search for information. We challenge historic preservationists to embrace and drive technology 
to advance professional tools that will nurture understanding of historic resources and 
collaborative relationships; and to engage a larger and younger audience to learn about, 
experience, value, and ultimately support preservation of the historic built environment.

Anthony J. Lauricella, University of Chicago, USA
Online Resources for Qasr Hisham
Wednesday, 8:00am - 10:00am, 101

The site of Khirbat al-Mafjar (also known as Hisham's Palace) is an important Umayyad site 
located in Jericho, Palestine.  Excavations by R.W. Hamilton and Dimitri Baramki unearthed 
the spectacular architecture and mosaics which made the site famous.  Subsequent research by 
Donald Whitcomb and the Jericho Mafjar Project, a joint Palestinian and American excavation, 
have shed new light on the site.  A major, ongoing goal of the Jericho Mafjar Project is the 
promotion of both tourism and community involvement at the site, and for this reason it is 
essential to maintain websites which act as primary destinations for researchers and potential 
tourists. Providing current reports and excavation data ensures that publicly available 
information is current, accurate, and adequately depicts the status of work at the site. Jointly 
authored entries by Palestinian and American team members ensure that this effort remains a 
collaboration by the whole team. In addition to the project's website, both Wikipedia and 
Wikitravel also have the potential to provide potential visitors with accurate, up-to-date 
information.  Students of Islamic archaeology, history, and art history would also benefit from a 
well-written introductory entry for Hisham's Palace, since the essential bibliography for the site 
is made up of highly specialized, difficult to access sources.  An accurate, current, and 
comprehensive wikipedia entry is a necessary compliment to any archaeological project's 
website, however the information for Qasr Hisham found on both Wiki sites is limited and 
outdated.  This paper discusses the role of online archaeological information in ongoing 
projects, and documents the process of creating usable online resources.   

Jed Levin, National Park Service, USA; Glen Muschio, Drexel University, USA; Patrice L. 
Jeppson, Cheney University, USA
Computational Mathematics, Convergence Culture, and the Creation of 
Archaeological Knowledge and Understanding
Wednesday, 8:00am - 10:00am, 101

This paper reflects anthropologically on the experiences of a team of computer scientists, new 
media specialists, and archaeologists collaborating to develop 3D ceramic artifact reconstruction  
technologies (NSF grant #0803670). Late-18th/early to mid-19th century ceramic remains from 
Independence National Historical Park (Philadelphia, Pennsylvania USA) form the research 
medium at the base of this study. For the archaeologists and media specialists, the new 
technology—one achieved-- promises to be a potential boon for collections management and 
interpretation. Meanwhile, in the here and now, the computational science collaborators 
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appreciate the ceramic artifacts for their shapes and designs as these meet the needs for writing 
the mathematical algorithms central to computer vision and pattern recognition development. 
Drawing on Pierre Lévy's ideas of "Collective Intelligence" and Henry Jenkins' notion of 
"Convergence Culture", this presentation outlines the relationships, communications, learning, 
and opportunities evolving in this transdisciplinary collaboration that applies computer vision 
technology to cultural heritage.

Jed Levin Independence National Historical Park, USA; Patrice L. Jeppson, Cheyney 
University of Pennsylvania; Glen Muschio, Digital Media Program, College of Media Arts and 
Design, Drexel University, Philadelphia, PA, USA; Hannah R. Winograd, STAR Fellowship 
Program, Pennoni Honors College, Drexel University, Philadelphia, PA, USA; Mathew Haas, 
STAR Fellowship Program, Pennoni Honors College, Drexel University, Philadelphia, PA, 
USA; Geoffrey Oxholm, Drexel University Computer Science Department, Philadelphia, PA, 
USA;  Ko Nishino, Drexel University Computer Science Department, Philadelphia, PA, USA
High Tech Heritage: Digital Archaeology via Skyscraper
Wednesday, 1:30 - 3:30pm, 101

A recent archaeology awareness campaign projected Public Service Announcements from a 
marquee atop a downtown city skyscraper in Philadelphia, Pennsylvania, USA. These 30-second 
videos featured animated 3D artifact reconstructions alongside an archaeology-themed 
message. The creation and projection of these videos served many masters, not just 
archaeology’s needs, demonstrating the wide role digital technologies have inmagnifying, 
enhancing, and expanding contemporary engagement with the evidence of the past. This 
presentation will reflect on the manner in which various outside communities and concerns 
employed digitized archaeological assets for their needs in the present. What this form of 
engagement means for public archaeology will be addressed.

Jong-hyun Lim, Savannah College of Art and Design, USA; Jiwon Jeong, Savannah College of 
Art and Design, USA; Soobin Kim, Savannah College of Art and Design, USA; Kathryn 
Stephens, Savannah College of Art and Design, USA; Megan Brown, Savannah College of Art 
and Design, USA; Brigitte Garland, Savannah College of Art and Design, USA
Use of Digital Technologies for a Sustainable Cultural Resource Management 
Planning: Recording and Documentation of Architectural Heritage and Historic 
Townscape
Thursday 10:00am - 10:30am, Friday 10:00am - 10:30am, First Floor Lobby

The aim of the poster is to show how architectural manual survey data can be associated with 
digital technology, and re-produced as a three dimensional architectural data with a case of 
cultural resource survey and documentation project at the City of Springfield, GA. More 
specifically, it shows 1) how Computer Aided Design and Drafting (CADD) applications such as 
Autodesk Revit and Google SketchUp can be utilized to produce a 3D model for historic 
buildings and landscapes, 2) a detailed process to combine the produced 3D models with a 
modern technology of rectified photography to add further level of precision and architectural 
details, and 3) suggest how such 3D architectural models can be potentially utilized to construct 
a new types of cultural resource database system which can be potentially connected with 
existing geo-referencing information such as Google map and/or Microsoft Bing map. With two 
types of heritage- monumental buildings as historic landmarks and vernacular houses as a living  
heritage, the poster will demonstrate how the digital drawing applications can be differently 
applied according to the different scales and availability of visual reference data between the 
past and present.  In addition to this, the poster will illustrate how current 3D digital models can 
be further updated into realistic 3D architectural models after the application of modern 
rectified photographic techniques to produce true textures, which would increase the level of 
architectural accuracy as real-time information for future preservation activities and heritage 
management planning process. In conclusion, the poster will suggest potential uses of the 3D 

ABSTRACTS

Page 42



architectural model and townscape in cultural resource management and planning when 
associated with existing geo-referencing technologies.

Jong-hyun Lim, Savannah College of Art and Design, USA
Sustainable Cultural Resource Management System in the Digital Era of 21st 
Century: Recording and Documentation of Architectural Heritage in the City of 
Springfield, GA
Thursday 8:00am - 10:00am, 165-169

The aim of this paper is to explore how 21st century digital technology can change the paradigm 
on the traditional process of heritage recording and documentation, and shows how a new 
information system can be generated by utilizing more affordable and interactive modern digital 
technologies.  In addition to this, the paper will discuss how the new digital technology would 
potentially contribute the increase of public understanding of heritage management system as 
well as their active involvement in the future management planning process. More specifically, 
the main topics of the paper are 1) to show how the existing historic buildings manually 
surveyed are effectively converted into the 3D models digitally by introducing the use of 
Autodesk Revit and Google Sketch-up as affordable Computer Aided Design and Drafting 
(CADD) applications with ease of use, 2) to illustrate how the 3D models can be linked with 
public geo-referencing data such as Google map in combination with historic resource data such 
as historic documents and images, and 3) how the set of digital data can generate a new type of 
heritage information system in a sustainable way to promote the public’s active involvement in 
cultural resource management process. As a case study, Springfield (Effingham County, GA) is a 
small historic town representative of a Southern planned community consisting of various 
historic monuments and historic houses reflecting their historic changes since 1799. Considering  
that changes over time should be appreciated and understood as important aspects of 
conservation planning of historic town, how to document and animate the historical evolution of 
a town from individual properties to entire communities would be a key. Based on graphic / 
visual outcomes, this paper will exemplify how the new digital database system can contribute to 
the city’s visionary planning on the management of cultural resources in collaboration with the 
local community.

Scott L'Oste-Brown, James Cook University, Cultural Heritage Systems & Strategies Pty Ltd, 
Australia; Luke Godwin, James Cook University, Cultural Heritage Systems & Strategies Pty 
Ltd, Australia; Jason Scriffignano, James Cook University, Cultural Heritage Systems & 
Strategies Pty Ltd, Australia
Aboriginal Cultural Heritage Information, GIS and Land Management Planning: 
Issues and Digital Solutions
Thursday, 10:30am - 12:30pm, 101

Over the last three decades Rio Tinto has commissioned numerous archaeological surveys and 
excavation in the Pilbara region of Western Australia. As a result Rio Tinto is the joint custodian 
of an enormous heritage database that includes thousands of heritage reports and a GIS 
relational database for many thousands of archaeological and ethnographic sites. Rio Tinto is 
presently collaborating with a mulit-disciplinary team of archaeologists, botanists and GIS 
specialists to build a cultural heritage sensitivity model for the effective ongoing heritage 
management in the Pilbara. This paper presents the preliminary results of this project and 
outlines some exciting future research directions and applications of this research in Australia 
and more broadly.
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Sarah Lowe, University of Tennessee Knoxville, USA
Location-Based Cultural Heritage Experiences
Friday 2:00pm - 5:00pm, 165-169

The impact of mobile computing on learning has grown tremendously, a direct result of 
advancements in smartphone and tablet technologies. Such technologies foster new literacies 
leading to evolved presentation and communication channels. Research and engagement within 
these new literacies will be profoundly relevant to the education of rising generations who will 
be more familiar with learning via digital communications than traditional publication 
materials. Specifically, the multimodal capabilities within location-based or situated digital 
media experiences provide for a unique axis of technology, storytelling and place, thus providing  
new platforms from which to engage in topics of cultural heritage. In this presentation I will cite 
examples from three different projects employing mobile computing technologies to illustrate 
available opportunities for cultural heritage education. Exploring how such technologies can be 
acted upon within a physical context to establish a more meaningful story for the end user. In 
the Beck Tour, users physically visit sites significant to African American History in Knoxville, 
Tennessee while engaging with content of historical relevance while within each location. In the 
Cherokee Trails app, the presentation of Cherokee history via mobile technology honors their 
tenet to not intrude upon sites of ancestral burial or sacred activity, thus providing for 
interpretation of these sites that respects the sacred nature of place. And in the Blount Mansion 
app a digital docent provides visitors contextual tours of the site from the diverse perspectives of 
those who both lived and worked there.

Daniel Lynch, UMass Amherst, USA; Rory Becker, Eastern Oregon University
Teaching High-Tech Heritage: A Completely Non-Invasive Archaeological 
Fieldschool
Wednesday 1:30 - 3:30pm, 101

Digital technologies are changing the way professionals both approach questions of heritage and 
how they, in turn, disseminate that information.  The steady pace of technological advance in 
heritage studies certainly raises questions related to method and theory, but also begs the 
question; how will these new techniques be taught to upcoming generations of professionals?  
Just as traditional methods of historic preservation and public presentation are being 
challenged by new technologies, so too are traditional teaching methods within heritage studies.  
A logical progression in the pedagogy/andragogy of hi-tech heritage is to incorporate advanced 
digital technologies into an existing, well-established mode.  As such, a completely non-invasive 
archaeological fieldschool will be offered annually at Eastern Oregon University starting in the 
Summer of 2013.  This paper details the challenges and strategies experienced by the authors 
while working to establish a fieldschool completely devoted to teaching hi-tech heritage.

Alexandra Martin, The College of William and Mary, USA
“Máuchase, Be My Guide”: Using GIS to Re-imagine the Historic Narragansett 
Landscape
Friday, 2:00pm - 5:00pm, 165-169

The Narragansett people have lived on and moved throughout the landscape of southeastern 
New England for thousands of years.  Today, representatives of the Narragansett from the Tribal 
Historic Preservation Office (NITHPO) are especially interested in identifying and protecting 
ceremonial stone groupings that are significant markers of the sacred landscape.  As part of my 
ongoing dissertation research, I plan to map the Narragansett landscape, locating stone 
groupings and considering significant habitation sites that are important loci of Narragansett 
history and collective memory.  Drawing on historical sources, oral traditions and folktales, and 
ethnographic accounts, I plan to integrate these materials of memory with the landscape using 
Geographic Information Systems (GIS).  In this presentation, I will review and critique different 
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approaches to mapping historic landscapes in terms of the ability of GIS to get at the ways past 
people experienced place.  Technological applications that humanize people’s movements across 
and interactions with the land will be shown to be useful.  In collaboration with the NITHPO 
and in an attempt to act on the ideals of indigenous archaeology as methodology, I hope to 
develop a GIS that successfully reconnects important Narragansett landmarks to the landscape.

Virginia A. McLaurin, UMass Amherst, USA
Recent Archaeological Methodologies and Their Disciplinary Implications
Wednesday, 1:30 - 3:30pm, 101

From an amateur pastime that required only a few digging tools to a more specialized and 
technical discipline, archaeological studies have increasingly incorporated technology into their 
investigations of the material world of the past.  This paper will discuss how changing 
methodologies have far-reaching implications for the discipline and the methods and logics 
under which archaeologists carry out their research; and how the tools we work with, as material  
culture themselves, also constitute the culture of the discipline.  Technological advancements 
both within and outside of the field of archaeology will be discussed for their capacity to affect  
disciplinary change in regard to relations with descent communities, communication with the 
general public, and newly emerging questions about what spaces can or should be the province 
of archaeological study.

Daniel Michon, Claremont McKenna College, USA; Ahmed El Antably, University of California 
Berkeley, USA
Alternative Authorities: New Media, an Ancient City, and the Art of Interpretation
Friday, 8:30am - 10:00am, 101

The use of computer-generated three-dimensional virtual environments as a new medium for 
representing heritage sites unfolds new potentials for understanding history. It introduces often 
neglected sensory modalities and exposes some aspects of history that may otherwise go 
unnoticed. This paper discusses the use of such a medium for the reconstruction, and more 
importantly the re-interpretation, of the ancient settlement of Sirkap (fl. c. 200 bce – 250 ce), 
now located in modern-day Pakistan. We first outline the interpretations of Sirkap’s urban 
fabric that have become canonical – interpretations that rely on traditional means of 
representation such as site maps, archival photographs, and textual narratives as well as the 
important heritage site activity of walking the ruins themselves. The interpretations derived 
from these modes of exploration most often highlight the socio-religious nature of the site. 
Further, it is assumed that these ardently “religious” inhabitants practice a religiosity which is 
highly “spiritual.” However, exploring the city using an interactive three-dimensional model 
deployed on a game engine offers some alternative insights. While we do not deny the impact 
the religious structures would have made on the city, we find that the most striking feature of 
the city is the ubiquity of its military apparatus. We thus re-present the experience of visiting 
two much discussed religious sites within the city – the Block A stupa court and the Apsidal 
Temple in Block D. The former is open and directly susceptible to surveillance from guard 
towers, creating a disturbing experience. While the latter seems to suggest a fortified reliquary 
and prompts us to ask further questions about the relationship between religious and military 
authority.

Lucy Mule, Smith College, USA; Philip Peake, Smith College, USA
Of the Potential of Digital Storytelling as a Tool for Literacy and Community 
Engagement
Friday, 10:30am - 12:30pm, 101

In The Abundant Community, John McKnight and Peter Block note that, “a culture is built 
through the stories we tell and what we choose to talk about—our narrative” (p. 95). Stories can 

ABSTRACTS

Page 45



provide a glimpse into a community’s perspective on identity, social issues, and social change. A 
partnership between Smith College, the Public Broadcasting affiliate for Springfield, MA 
(WGBY), and the Telling Our Legacies Digitally (TOLD) project explores ways in which digital 
stories promote computer literacy and community engagement among residents of Springfield’s 
North End. Now in its second year, this partnership is constructing a library of digital stories 
documenting the stories that residents tell about themselves and their community. To construct 
a digital story, residents participate in an intensive (24 hours of programming) workshop 
designed to enhance computer literacy.  In the workshop, participants are instructed on the 
technical skills necessary to construct a short movie that documents an important aspect of their  
life in the community.  Although not content directed, digital stories often involve participants 
histories with daily struggles and triumphs, as well as community centered problems. In the 
current research, we examine the immediate impacts of participation in TOLD workshops.  
Specifically, we document significant gains in computer literacy, as well as increases in aspects 
of self-determination and perceived social standing, both proxy variables for community 
engagement.  We discuss implications of these findings and subsequent plans for using digital 
narratives as a stimulus for community building and for generating a community narrative.

Glen Muschio, Drexel University, USA; Patrice L. Jeppson, Cheney University, USA; Jed Levin,  
National Park Service, USA
Computational Mathematics, Convergence Culture, and the Creation of 
Archaeological Knowledge and Understanding
Wednesday, 8:00am - 10:00am, 101

This paper reflects anthropologically on the experiences of a team of computer scientists, new 
media specialists, and archaeologists collaborating to develop 3D ceramic artifact reconstruction  
technologies (NSF grant #0803670). Late-18th/early to mid-19th century ceramic remains from 
Independence National Historical Park (Philadelphia, Pennsylvania USA) form the research 
medium at the base of this study. For the archaeologists and media specialists, the new 
technology—one achieved-- promises to be a potential boon for collections management and 
interpretation. Meanwhile, in the here and now, the computational science collaborators 
appreciate the ceramic artifacts for their shapes and designs as these meet the needs for writing 
the mathematical algorithms central to computer vision and pattern recognition development. 
Drawing on Pierre Lévy's ideas of "Collective Intelligence" and Henry Jenkins' notion of 
"Convergence Culture", this presentation outlines the relationships, communications, learning, 
and opportunities evolving in this transdisciplinary collaboration that applies computer vision 
technology to cultural heritage.

Glen Muschio, Drexel University, USA; Jed Levin Independence National Historical Park, 
USA; Patrice L. Jeppson, Cheyney University of Pennsylvania; Hannah R. Winograd, STAR 
Fellowship Program, Pennoni Honors College, Drexel University, Philadelphia, PA, USA; 
Mathew Haas, STAR Fellowship Program, Pennoni Honors College, Drexel University, 
Philadelphia, PA, USA; Geoffrey Oxholm, Drexel University Computer Science Department, 
Philadelphia, PA, USA;  Ko Nishino, Drexel University Computer Science Department, 
Philadelphia, PA, USA
High Tech Heritage: Digital Archaeology via Skyscraper
Wednesday, 1:30 - 3:30pm, 101

A recent archaeology awareness campaign projected Public Service Announcements from a 
marquee atop a downtown city skyscraper in Philadelphia, Pennsylvania, USA. These 30-second 
videos featured animated 3D artifact reconstructions alongside an archaeology-themed 
message. The creation and projection of these videos served many masters, not just 
archaeology’s needs, demonstrating the wide role digital technologies have inmagnifying, 
enhancing, and expanding contemporary engagement with the evidence of the past. This 
presentation will reflect on the manner in which various outside communities and concerns 
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employed digitized archaeological assets for their needs in the present. What this form of 
engagement means for public archaeology will be addressed.

Glen Muschio, Drexel University, USA; Mark Petrovich, Drexel University, USA
GPS Mobile Devices and Home Computers Bringing Archeological Sites to You
Thursday, 10:30am - 12:30pm, 165-169

Augmented reality, 3D scans of archaeological artifacts digitized video and text the integration 
of mobile devices and home entertainment systems make it possible to deliver historical 
archaeology resources and interpretations on a timely, as-needed basis. This is the idea behind a  
community collaborative GPS-self-guided tour being developed in Philadelphia to enhance 
public engagement with the archaeology being conducted along the Delaware River front and in 
surrounding areas.  The application will combine aspects of the traditional guidebook while 
providing access to digital resources  that include digitized excavation records, artifacts  and 
historic documents. This project demonstrates how digital technology can extend the 
archaeological site visit and personalize the experience to an extent previously not possible. The 
presentation is being developed by Digital Media undergraduates and graduate       students at 
Westphal College of Media Arts and Design at Drexel University and helps to illustrate how 
technology is not only influencing the way we think about the past it is also influencing the way 
we educate and prepare students for the future

Maria O'Donovan, Public Archaeology Facility, Binghamton University, USA 
Engaging Diverse Communities: The Development of Digital “Toolkits” for Public 
Outreach and Heritage Education (An Interactive Exhibit)
Thursday, 10:30am - 12:30pm, Foyer 

The Public Archaeology Facility (PAF) and the Department of Anthropology at Binghamton 
University have a commitment to community outreach and heritage preservation.  Our primary 
goal in outreach is to incorporate diverse communities as active participants in archaeological 
and heritage discourses.  Developing new ways to do this, however, is often a challenge.   
Common approaches to community outreach, such as public lectures and site tours meet the 
needs and expectations of some audiences, but often suffer from static, authoritative formats 
that fail to foster reciprocal engagement.  To address this problem, we have undertaken an 
initiative to enhance community engagement and academic instruction through a technology-
based interactive and flexible approach to outreach. The cornerstones of this initiative are the 
use of more interactive technology, tailoring content, and developing feedback mechanisms to 
make audiences active participants in heritage. This exhibit will demonstrate the capabilities of 
a portable digital “tool kit” we have developed to meet changing and community-specific 
heritage needs. The “tool kit” enables customization of interpretive and interactive modules, 
including digital exhibits, smartphone-based walking tours of past landscapes, and digital school  
curriculum.  This platform allows for flexibility and adaptability, as interpretive materials can be 
continuously updated and changed in response to the needs of different audiences and projects.  
We also plan to use the tool kit for student learning in courses on heritage preservation, visual 
representation, and cultural resource management. Interactive exhibition stations will 
demonstrate the potential of the “tool kit”.  Contributors will use different aspects of this 
technology to present topics ranging from heritage preservation in urban areas to school 
curricula.  Participation in the conference will provide us with valuable insights that will help 
advance our goals for critical instruction of future heritage professionals and the creation of 
dynamic educational outreach experiences that facilitate interaction between diverse 
communities and the academy. van
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Brandon R. Olson, Boston University, USA; Ryan Placchetti, UPenn Museum, USA; Jamie 
Quartermaine, Oxford Archaeology, USA; Ann E. Killebrew, Pennsylvania State University, 
USA
New Directions in Real Time 3-D Recording and Spatial Documentation at Tel 
Akko, Israel
Friday, 2:00pm - 5:00pm, 165-169

 The site of Tel Akko is situated southeast of the modern city of Akko and north of the Na’aman 
River. The mound was first inhabited beginning in the Early Bronze Age and continuously 
occupied until the early third century B.C., when the urban core shifted westward from the tel 
and closer to the present coastline. Major excavations were first undertaken by Moshe Dothan 
from 1973-1989. Beginning in 2010, the Tel Akko Total Archaeology Project commenced under 
the direction of Ann E. Killebrew (Penn State University) and Michal Artzy (University of Haifa). 
Its goals include the implementation of archaeological survey, systematic excavation, a robust 
conservation plan and public outreach program, and the incorporation of the largely 
unpublished results from earlier expeditions to address a practical research agenda, all of which 
have necessitated the development of a cutting edge multi-dimensional recording system. The 
three primary tenants of the project’s recording system include: (1) a tabular Filemaker database 
(HALED), designed by Yossi Salmon and Ragna Stidsing, to deal with day-to-day narrative 
recording, (2) a project GIS that serves as a two-dimensional digital record of all spatial data, (3)  
a three-dimensional modeling plan reflecting both the daily progress of excavation as well as 
three-dimensional representations of the tel itself. Recent breakthroughs in GIS technology and 
three-dimensional modeling (e.g. Agisoft PhotoScan) forms the basis of the project’s recording 
system, which serves the follow needs: (1) presents a medium for accurate and efficient 
recording of the archaeological process, (2) serves as a platform for digital heritage preservation 
during  the practice of archaeology, (3) acts as a digital and easily accessible storehouse for all 
archaeological data, whether narrative or spatial, which facilitates concurrent offsite analysis by 
multiple team members, and (4) forms an integral component of the project’s professional 
training and educational curriculum.

Deniz Ozkut, Anadolu University, Turkey
Integrated Architectural Documentation Work Regarding the Risks throughout 
the Conservation Process
Thursday 10:00am - 10:30am, Friday 10:00am - 10:30am, First Floor Lobby

The phenomenon of conservation may be described as a physical process that depends on 
conceptual facts within an effective system. This effective system is aimed at attaining the total 
quality as a result of a synthesis of the technology, technique, and material originally deployed 
with those of the present. As a significant paradox, the most important parameter that shapes 
the conservation of an archaeological cultural heritage appears to be the risks that consist of 
indefinite input preventing the project from a proper definition of its context. The more the risks 
related to the building to be preserved are identified, the more the attitude to be adopted for that  
cultural property in question will become definite. In order to achieve a sound decision for 
conservation, it is essential to obtain comprehensive, correct, utilizable, and applicable 
information about the context in the pre-assessment phase. Architectural documentation is not 
only the essential initial work of the pre-assessment phase but also one of the medium of 
representation with respect to “digital integrated with analogue” approach. Prior to this pre-
assessment phase, it is concerned with the investigation, analysis, definition, understanding, 
and solution of the problems of the existing construction. Subsequently, there resides the 
requisite to the implementation and design phases of the conservation project. This data, then, 
will be transformed into detailed and accurate information through the proper process. In 
regard to this point of view, there reside two parallel works that are juxtaposed in the particular 
conservation project: restitution proposal along with implementation project. As a key concept, 
documentation work constitutes an architectural basis for a sound restitution by means of the 
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data and information that are derived in the course of documentation phase. However, this 
documentation process, itself, may especially emerge as bearing risk that consists of indefinite 
input preventing the project from a proper context definition, depending upon the selected 
technology and the method. On behalf of the conservation process, digital medium provides 
flexibility and relative speed in every phase of conservation. Digital medium reduces the extent 
of documentation process while increasing the precision of the documentation. Recently, 
reconstruction of a cultural property via digital technology emerges as being proper to 
experience the spatial characteristics of that cultural property. Therefore, some archaeological 
cases are determined to demonstrate the relation of “cultural property and digital medium” 
since it includes a long-term decisive and comprehensive solution: an ancient lighthouse 
construction, which is the unique standing construction attaining from the ancient period in 
Patara, ancient theatre in Aspendos city as well as the Tyche Temple in relation with the Side 
Theatre. 

Andreas Pantazatos, Durham University, UK 
Digital Heritage and Repatriation Issues: Is Digital Heritage ‘Ethically Clean’?
Wednesday, 10:30am - 12:30 pm, 101

The technological impact on the reconstruction of the past and the appeal of cultural heritage is 
substantiated by the application of new media in the presentation and the preservation of 
artefacts and monuments in museums and heritage sites alike. Given the different nature of 
experiences and associations which have grown between the public and heritage via new media, 
one should expect the rise of newly formed ethical and political issues related to digital heritage. 
In this paper I will argue that the development of digital heritage can provide a useful platform 
for the possible reconciliation of issues with regard to the repatriation of cultural heritage. In the 
first part of the paper I show how the new digital project for the virtual reconstruction of the 
Parthenon temple between the New Acropolis Museum and the British Museum, as it has been 
reported on the Greek press, introduces a different perspective in the longstanding debate of the 
return of the Marbles to Greece. In the second part of the paper I argue that the digital project 
between the two museums sets a unique example of collaborative stewardship which endeavours 
to change the normative framework of stewardship with regard to issues of repatriation.

Braden Paynter, National Park Service, USA; Callie Hawkins, National Trust for Historic 
Preservation, USA
Technology with and without the “Real”?
Friday, 2:00pm - 5:00pm, 165-169

President Lincoln’s Cottage (National Trust for Historic Preservation) and the Frederick 
Douglass National Historic Site (National Park Service) sit on hills across from each other in 
Washington, D.C.  The two sites have much in common: they are both historic houses set on 
historic landscapes, their content overlaps (19th century struggles over Civil and Human 
Rights), and both rely on technology to teach about that content. Their major difference is that 
Frederick Douglass’s house was preserved with all of his stuff inside, Lincoln’s Cottage with 
none of it. This presence or absence of the “real” interior effects how the sites interpret and 
market themselves. At Douglass the attraction is seeing “his stuff” and being in “his house.” 
Tours are traditional velvet rope tours. The uniqueness of the site is the artifacts and programs 
tend to emphasize this.  The website has objects, a list of books in his library, and videos 
highlighting hard to see items. Even the distance learning programs rely on pictures of the 
rooms and objects to set the scene. President Lincoln’s Cottage (where Lincoln spent a quarter 
of his presidency) in contrast has no ropes, just rooms void of objects. It is a “museum of ideas,” 
that is wired for sound and video. On tours interpreters trigger quotes and videos projected on 
the bare walls. The Cottage website also focuses on ideas offering interactive programs on 
“Debating Emancipation” and “Lincoln’s Commute.” Both sites engage visitors with ideas of 
citizenship, democracy, activism, and Civil Rights, within a historic house.  Both use technology 
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to do this, but the “how” is determined by the “real.” The proposed workshop would include a 
comparison of the interpretive approach of each site and, modeling a typical program at either 
site, a discussion with the audience about how different “reals” influence the digital.   

Philip Peake, Smith College, USA; Lucy Mule, Smith College
Of the Potential of Digital Storytelling as a Tool for Literacy and Community 
Engagement
Friday, 10:30am - 12:30pm, 101

In The Abundant Community, John McKnight and Peter Block note that, “a culture is built 
through the stories we tell and what we choose to talk about—our narrative” (p. 95). Stories can 
provide a glimpse into a community’s perspective on identity, social issues, and social change. A 
partnership between Smith College, the Public Broadcasting affiliate for Springfield, MA 
(WGBY), and the Telling Our Legacies Digitally (TOLD) project explores ways in which digital 
stories promote computer literacy and community engagement among residents of Springfield’s 
North End. Now in its second year, this partnership is constructing a library of digital stories 
documenting the stories that residents tell about themselves and their community. To construct 
a digital story, residents participate in an intensive (24 hours of programming) workshop 
designed to enhance computer literacy.  In the workshop, participants are instructed on the 
technical skills necessary to construct a short movie that documents an important aspect of their  
life in the community.  Although not content directed, digital stories often involve participants 
histories with daily struggles and triumphs, as well as community centered problems. In the 
current research, we examine the immediate impacts of participation in TOLD workshops.  
Specifically, we document significant gains in computer literacy, as well as increases in aspects 
of self-determination and perceived social standing, both proxy variables for community 
engagement.  We discuss implications of these findings and subsequent plans for using digital 
narratives as a stimulus for community building and for generating a community narrative.

Steven R. Pendery, UMass Archaeological Services, USA; Margaret S. Watters, Joukowsky 
Institute for Archaeology and the Ancient World, Brown University, USA; Stephen M. Wilkes, 
Harry R. Feldman, Inc., USA
3D digital data integration and Visualization for Heritage Preservation and 
planning
Thursday, 8:00am - 10:00am, 165-169

Leading academic programs, preservation organizations, and agencies including the NPS, must 
explore and embrace preservation technology that is responsive, accurate, and cost effective.  
The value of imaging archaeological properties through laser scanning is recognized by the 
Historic American Buildings Survey (HABS) and Historic American Engineering Record 
(HAER).  Geophysical surveys of archaeological sites and landscapes are increasing across the 
United States; however, the value of combining subsurface and above-ground imaging has rarely  
been realized. This summer the Archaeological Survey Technologies, Data Integration, and 
Applications  Workshop and Seminar (ASTDA)  explored the integration of these imaging 
methods.  This project is the first to address the application of these combined methods for the 
management of historic properties, especially those threatened by erosion, development, and 
other destructive processes. Hosted at the Longfellow House – Washington’s Headquarters NHS 
in Cambridge, MA - the ASTDA  Workshop trained participants in the practical application of 
data capture, processing, and 3D visualization for laser scanning and geophysical surveys. 
Subsurface and above-ground imaging methods were combined to develop archaeological and 
landscape contexts for the Longfellow House, a National Historic Landmark.  Panelists 
including historic property managers and preservationists reviewed potential applications of the 
methods to their respective fields. The host for the ASTDA  Workshop and Seminar contains a 
cultural landscape, architecture, and collections reflecting the use of its core area from pre-
contact occupation through its use as Commander-in-Chief George Washington's Headquarters 
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and later as the residence of poet Henry W. Longfellow.  Until recently, there has been no 
unified way to examine or to visualize the three-dimensional qualities of known sub-surface 
features distributed across the site. Data integration and visualization conducted by workshop 
participants also led to the discovery of previously unknown and potentially significant 
landscape and archaeological features including garden beds and colonial-period structures. 

Mark Petrovich; Glen Muschio, Drexel University, USA
GPS Mobile Devices and Home Computers Bringing Archeological Sites to You
Thursday, 10:30am - 12:30pm, 165-169

Augmented reality, 3D scans of archaeological artifacts digitized video and text the integration 
of mobile devices and home entertainment systems make it       possible to deliver historical 
archaeology resources and interpretations on a timely, as-needed basis.  This is the idea behind 
a community collaborative GPS-self-guided tour being       developed in Philadelphia to enhance 
public engagement with the archaeology being conducted along the Delaware River front and in  
surrounding areas.  The application will combine aspects of the traditional guidebook while 
providing access to digital resources  that include digitized excavation records, artifacts  and 
historic documents. This project demonstrates how digital technology can extend the 
archaeological site visit and personalize the experience to an extent previously not possible.  The 
presentation is being developed by Digital Media undergraduates and graduate       students at 
Westphal College of Media Arts and Design at Drexel University and helps to illustrate how 
technology is not only influencing the way we think about the past it is also influencing the way 
we educate and prepare students for the future.

Palmyre Pierroux, InterMedia, University of Oslo, Norway; Ingvild Solberg Andreassen, 
InterMedia, University of Oslo, Norway
“How Do You Know That?” A Study of Dialogues and Communication Practices at 
an Archaeological Excavation Site
Wednesday, 1:30 - 3:30pm, 101

In this paper we investigate narratives in archeology and how these become dialogical resources 
(Linell, 2009) in interactions between archaeologists and high school students visiting an 
excavation site on a history class field trip. This study is part of a larger research project in 
which high school students use social media and a wiki-based learning environment designed 
for this field trip activity. The methodological approach is based on interaction analysis (Jordan 
and Henderson 1995; Derry, Pea et al. 2010) of video recordings, which comprise the main 
empirical data. This methodological approach allows us to identify what Wertsch (2002) terms 
the referential and dialogical function of narratives, and to analyze meaning making as it 
emerges in discourse (Pierroux, 2006). The theoretical framework is based on a sociocultural 
perspective on narrative and meaning making (Wertsch 2002), and on theoretical stances in the 
history of archaeological thought. The research question posed is: in which ways do 
archaeologists at excavation sites draw on narratives and other semiotic resources to 
communicate historical knowledge and interpretations to a learner public? To better understand 
modes of communication between archaeologists and the public, and the transformation that 
social media potentially represent for archaeological practice and the ‘in-the-making’ 
construction of historical knowledge, we focus our investigation on interactions between 
archaeologists and young adult visitors (17-18 years old) at an archeological excavation site. We 
are particularly interested in the narratives and resources that archaeologists draw upon when 
interpreting findings for this audience. ‘How do you know that?’ is a question commonly posed 
by visitors when archaeologists interpret the historical significance of a seemingly mundane 
object excavated at a site. From a pedagogical perspective, such questions present opportunities 
for reflection on the relationship between archeology and the production of historical 
knowledge. We conclude by reflecting on how this research may be relevant for contemporary 
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knowledge and communication practices in archaeology, and the role of social media and digital 
representations in dialogues with the past.

Ryan Placchetti, UPenn Museum, USA; Brandon R. Olson, Boston University, USA; Jamie 
Quartermaine, Oxford Archaeology, USA; Ann E. Killebrew, Pennsylvania State University, 
USA
New Directions in Real Time 3-D Recording and Spatial Documentation at Tel 
Akko, Israel
Friday, 2:00pm - 5:00pm, 165-169

 The site of Tel Akko is situated southeast of the modern city of Akko and north of the Na’aman 
River. The mound was first inhabited beginning in the Early Bronze Age and continuously 
occupied until the early third century B.C., when the urban core shifted westward from the tel 
and closer to the present coastline. Major excavations were first undertaken by Moshe Dothan 
from 1973-1989. Beginning in 2010, the Tel Akko Total Archaeology Project commenced under 
the direction of Ann E. Killebrew (Penn State University) and Michal Artzy (University of Haifa). 
Its goals include the implementation of archaeological survey, systematic excavation, a robust 
conservation plan and public outreach program, and the incorporation of the largely 
unpublished results from earlier expeditions to address a practical research agenda, all of which 
have necessitated the development of a cutting edge multi-dimensional recording system. The 
three primary tenants of the project’s recording system include: (1) a tabular Filemaker database 
(HALED), designed by Yossi Salmon and Ragna Stidsing, to deal with day-to-day narrative 
recording, (2) a project GIS that serves as a two-dimensional digital record of all spatial data, (3)  
a three-dimensional modeling plan reflecting both the daily progress of excavation as well as 
three-dimensional representations of the tel itself. Recent breakthroughs in GIS technology and 
three-dimensional modeling (e.g. Agisoft PhotoScan) forms the basis of the project’s recording 
system, which serves the follow needs: (1) presents a medium for accurate and efficient 
recording of the archaeological process, (2) serves as a platform for digital heritage prese

Eric E. Poehler, UMass Amherst, USA
Born-Digital Recording and Analysis: Geophysics and GIS, Photogrammetry and 
iPads
Wednesday, 1:30 - 3:30pm, 101

While the practice of archaeological recording has rapidly joined the digital age and the media 
we use have changed from objects (paper and mylar) to software (databases and CAD), these 
dynamic new environments methods have changed recording methods in relatively minor ways. 
What archaeologists do in the field tends towards the expediency of fieldwork, with less 
emphasis on the essential synthesizing interpretive acts that build from it. Specifically, the 
process of advancing from observation to interpretation – from a single trench or wall to an 
entire site or building – remains one of slowly toggling between the data contained in different 
programs, which is a change only in kind from shuffling context sheets and trench or wall 
drawings. The flexibility and the brute force of digital environments offers the promise of a 
solution. The Pompeii Quadriporticus Project is developing its campaign of complete digital 
recording of a monumental structure at Pompeii into a process for conceiving and constructing 
the essential arguments and narratives that are the point of archaeological practice. Our 
comprehensive digital recording strategy involves on-site observation documentation (database 
entry, drawing and graphical matrices) and overlapping and integrated 3D imaging procedures 
(laser scanning, photogrammetry and subsurface prospection). These individual components 
are merged so that the spatial data can be used to scaffold the observational data within a single 
GIS environment. In this manner, all the necessary data are instantly available in a format that 
preserves and visualizes the essential physical relationships among those data, something 
databases alone cannot do. Finally, beyond storing, accessing and visualizing the data, our GIS 
platform is designed to provide the most intuitive landscape within which to conduct the 
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hierarchical, analytical procedures of moving from the observation to the phase. Underlying this 
new interpretive schema, however, is the complete digital recording of both observational and 
spatial data. 

Laetitia Raiciulescu, Metropolitan Museum of Art, USA
Ancient Times, Modern Means: Curating Archaeological Collections in the Digital 
Age
Wednesday, 1:30 - 3:30pm, 101

In the last decade, museums across the globe have become more active participants on the 
World Wide Web through their website counterparts. One of the main components of this effort 
is the digitization of material collections, an endeavor with many benefits as well as several 
handicaps. This paper will examine one aspect of this process from the perspective of a 
collection of antiquities, that of the Department of Ancient Near Eastern Art at the Metropolitan  
Museum of Art in New York. It will focus specifically on the relationship between the internal 
database and its public façade, the website. As part of the initiative to make available to the 
public the entire on and off-view collection of each department, a more user-friendly and 
searchable website was instituted in 2011 by the Digital Media department, headed by Erin 
Coburn. Although its predecessor was likewise search-enabled, the upgrade enhanced the prior 
keyword-only query to be more specific, implementing five facets which allow inquiries based on  
an object’s geographical origin, time frame, maker, material, and classification. What preceded 
the launch of this new interface was many a meeting amongst the curatorial staff, the debates of 
which centered primarily around one dilemma: whether to keep records suitable for scholarly 
research, potentially confusing the casual visitor, or whether to mold the data to accommodate 
the lay public while at the same time minimizing information critical for academic purposes. 
How does the ancient world upgrade itself to keep up with the innovations of the digital age 
without losing its own identity? How are approaches to the way we study and view antiquities 
being altered by the objects’ duplicate online existence? Notions such as these will be explored 
in this case study of one collection and the evolving needs that continue to affect how it is 
curated.

Krupa Rajangam, BMS School of Architecture, Vishweshwaraiah Technological University, 
India
Digital Technology and Intangible Heritage – A Case Study of Whitefield Anglo-
Indian Settlement
Thursday, 10:30am - 12:30pm, 65-169

The age old Anglo Indian settlement in Whitefield comprising the Inner and Outer Circles is 
about 16 km east of Bangalore Cantonment. It was a sleepy city suburb whose origin had faded 
from public memory. The paper presents the observations of the project to document the 
settlement’s oral history using digital technology. It was aimed to create awareness of a 
forgotten chapter of colonial history to the community at large and provide an opportunity for 
Whitefield residents to express memories of significance to them. Documentation was presented 
as rich multimedia short films narrated by long term residents and interspersed with historical 
facts. The films were made publicly accessible on a dedicated website. As a result, long term 
residents renewed ties with their local history and heritage.  Newer residents also became aware 
of their neighbourhood’s identity. All expressed interest in its conservation. Built heritage 
documentation was completed as an earlier study. Digital technology in a visually appealing 
form helped educate a wider audience. Residents came together to successfully prevent the 
demolition threat to their local church. They propose to celebrate an annual Whitefield Day in 
July. The success of the project has opened up an exciting way of documenting other historic 
neighbourhoods of Bangalore and making them accessible in the public domain. Participatory, 
community led conservation management plans are being initiated. Thus by not restricting oral 
history documentation to just interviews and audio recordings, but presenting them as rich 
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media, an avenue was created for individuals who felt their history had been neglected to 
express pride in their surroundings.

Dean Rehberger, Michigan State University, USA
Computational Analysis and Quilt Patterns
Wednesday, 10:30am - 12:30 pm, 101

Authorship is a complicated notion in the medium of quilts, due to the design and construction 
techniques inherent in quiltmaking. An individual quiltmaker's authorship may be discerned 
through the pattern selection, the fabric and color choices, execution of the design in 
measurement, layout, construction techniques, needlework and craftsmanship, and, most 
interestingly, in novel deviations from a given pattern. Yet community participation is common 
across all eras and quiltmaking styles, from traditional to contemporary art quilts, which results 
in multiple hands across ages, backgrounds, cultures and communities, working on the same 
quilt. The quilt top (which creates the overall visual layout of the quilt) is likely to be conceived 
by one person, yet traditions of round robins and block-sharing also exist where, in a group of 
quiltmakers, each person makes a block and the round robin "owner" pieces them together into 
a single top. Contemporary art quiltmakers may take old unfinished blocks they have found and 
work them into a completely new design that calls to and actually contains the previous (and 
perhaps unknown) maker's block work. On the other hand, the quilting, or stitches holding the 
quilt top together with the other two layers (batting and backing), has often been done in 
traditional quilting bees – community gatherings of women stitching together around a quilting 
frame. MATRIX hosts the multi-disciplinary Quilt Index, in partnership with Michigan State 
University Museum and the Alliance for American Quilts (AAQ). This online Index contains 
images and detailed information on more than 50,000 quilts, dating from the 1700s to the 
present day.   This project looks at the promise of computational analysis  and pattern 
recognition to help researchers process large data stores of images and answer the question Can 
a resurgence or interest in a particular historic cultural community's quiltmaking styles be found 
in quiltmaking a century later – are there cycles that are visually manifested in a large database?

Ashley M. Richter, University of California San Diego; Paul Burtenshaw, University College 
London; Thomas E. Levy, University of California San Diego, USA
Point Cloud Visualizations as a Heritage Education Tool among the Local Bedouin 
Tribes in the Wadi Faynan Region of Southern Jordan
Friday, 2:00pm - 5:00pm, 101

Although large scale international archaeological projects have been carried out in the Wadi 
Faynan region since the 1980s, hitherto very little public archaeology has successfully engaged 
the local people of the region. A recent study demonstrated that although there is much interest, 
there are significant gaps in the knowledge of the sites and of the process of archaeology 
amongst local communities.  Recent digital visualizations of archaeological sites created using 
LiDAR (Light Detection and Ranging) laser scanning offer a tool to fill these gaps and engage 
local stakeholders.  Over the past two field seasons, the University of California, San Diego’s 
Edom Lowlands Regional Archaeological Project (ELRAP) has laser scanned ten local sites 
ranging in date from the Neolithic to Islamic periods, that are being used to create digital 
models of the architecture and its surrounding landscape. Though initially created as a scaffold 
to geo-reference a wide range of archaeological data, ELRAP has begun using these visual tools 
to implement an archaeological awareness program aimed at the local Bedouin communities.   
The goal is to explain both the cultural significance of the sites in the area and the role of the 
archaeologist within the expanding local cultural heritage tourism.  Over the next several 
seasons, by using digital visualization tools to explain scientific archaeological work to local 
audiences on a personal and museum quality level, it is hoped this program will contribute to 
both promoting civic pride and enhancing collective memory of the area and encourage local 
support for, and involvement in, heritage preservation and help to protect sites against looting 
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and incipient mining projects.  This process began during the 2011 field season through 
individual and group 3D presentations to the local tribal Sheiks (chiefs), Muktars (government 
appointed officials), school principals, and other dignitaries.  This paper presents initial data 
and feedback from these sessions and reflects on how they can enhance future program design. 

Waltraut Ritter, Knowledge Dialogues, China
New Services through Open Public Data
Wednesday, 10:30am - 12:30 pm, 101

Recent developments in open government data policies in many countries are have created new 
opportunities to create economic value from digital cultural content from libraries and archives. 
Most national policies only allow non-commercial re-use of cultural digital data, however, in the 
past years, new policies and licensing agreement are supporting income-generation 
opportunities  and increase usability and knowledge generation through Linked Open Data 
applications.  In many countries, creative economy policies are driving this change in digital 
data value creation, shall enable the development of innovation services and product, and create 
new jobs in this field.This paper outlines the development of new digital policy strategies and 
practices in museums in Hong Kong, a city with a short history of less than 50 years of museums 
culture. Museums and archives in Hong Kong still largely represent “old”, pre-digital media, 
object-oriented and non-communicative; the museums are local in space and time, ignoring the 
opportunities of expanding into the digital information space, where visitors/users can access 
content on their PC and smart phones. With the ongoing development of the West Kowloon 
Cultural District, new forms of cultural presentations, called M+ (Museum +) are emerging, 
which will focus on four elements – design, popular culture, moving images and visual art.  This 
new concept will also leads to new digital applications, such as interaction with conceptual and 
structured knowledge as well as communicative interfaces. Hong Kong enjoys a very high broad 
band and smart phone penetration, putting the city consistently in the top of global e-readiness 
rankings. Interestingly, the diversity and scope of services in the digital cultural sector are still at  
an early stage. How can the digital community collaborate with memory institutions, co-create 
new services and applications based on cultural knowledge repositories including textual, audio 
and visual content of libraries and archives and speed up the digital convergence of previously 
independent and non-connected memory institutions?

David Rosenthal, Stanford University 
The Use And Abuse Of DNA: Blogging Ancient Genetic Heritage 
Thursday, 8:00am - 10:00am, 165-169

In his book Ethnic Identity in Greek Antiquity, Jonathan Hall denounces the “sterile debate 
between ethnic fact and ethnic fiction” in favor of an investigation into how ethnicity is “socially 
constructed and subjectively perceived.” In fact, in the postmodern world such a preference has 
become an ethical imperative.  Nevertheless, today genetic and digital technologies have 
converged to produce an enterprise of ethnic fact that pervades both the popular and academic 
realms, and this technology has made this ethnic fact more accessible than ever before. This 
phenomenon is nowhere more apparent than in the discipline of archaeogenetics—the use of 
genetic markers in living individuals to uncover their ancient ancestors’ origins. In my own work 
I am using Y-chromosomal markers to genetically assess the tradition of the Dorian Invasion of 
Greece. The ancient literary record asserts that such an invasion was responsible for the 
downfall of the Heroic Age, and 19th century historians reframed this tradition within the 
context of Mycenaean civilization’s demise. While the current historical research has widely 
refuted the concept of a Dorian Invasion in favor of more instrumentalist approaches, my 
research seeks to challenge conventional thought, using genetic data as the basis of a positivist 
project. I do not proclaim to produce “ethnic fact,” per se; however, the use of genetics to study 
an ethnic group necessitates a fundamental questioning of how ethnicity should be defined and 
spoken of. Work such as mine raises the question: can genetic fact ever be ethnic fact? Especially  
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as the advent of new digital technology has revolutionized both the analysis and dissemination 
of ethnically diacritical genetic data, from the world of social networking and blogs (e.g. 23 and 
Me, Dienekes) to the realm of the scientific journal, archaeogenetics has taken on an ethical 
urgency. Ultimately, I will demonstrate how this genetically informed data is imperfect, how it is 
can be dangerous, but yet how, above all, it is meaningful.

Donald Sanders, Learning Sites, Inc., USA
The Past, Present, and Future of Virtual Heritage
Friday, 2:00pm - 5:00pm, 165-169

Understanding the distant past isn't easy; we weren't there. The discipline of Virtual Heritage 
emerged in the 1990s to remedy that situation by demonstrating the many benefits of building 
interactive, 3D, computer-generated visualizations of historical settings, events, and cultures. 
Virtual Heritage professionals pursue their re-creation goals, because of the new insight that 
invariably results when visualizing the past from the point of view of the ancient inhabitants. 
Afterall, the past happened in 3D; so that's the way it should be studied. I will discuss some of 
the archaeological sites and problems we have worked on using virtual reality for hypothesis 
testing, digital publication, and museum display and demonstrate some of the new 
understanding that has resulted that could not have emerged using 2D and paper-based media 
alone.  I will also hint at a paradigm shift about to hit archaeological fieldwork, data analysis, 
and dissemination.

Alexis J. Santos, New College of Florida, USA
Visualizing the Past with Augmented Reality
Thursday, 8:00am - 10:00am, 168 C

Countless archaeological sites no longer have standing structures, leaving the public to visualize 
the past with their imagination. This is particularly true of many small archaeological sites 
which dot the U.S. that are without funds to have reconstructions, visitor centers or even the 
most basic of signage or historical markers. Augmented reality (AR) applications offer an 
unparalleled context for the public to visualize the past, particularly those–often from the recent 
past–that have had little to no support for reconstruction or representations. With the use of 
AR, visitors can see 3D models of structures, monuments and the like layered onto the 
environment through their smartphone’s screen and camera. In this paper, I analyze the 
benefits and issues of AR in addition to what can be done to make the technology practical for 
archaeologists and heritage professionals through a case study of a small village in South Florida 
called Rye.In the late 1800's, those who lived in the small community of Rye anticipated their 
settlement’s growth into a large town. With a population of over 200 individuals, two general 
stores, a subdivision and its role as the county’s polling place at its peak, Rye was growing at a 
steady pace. As a result of being bypassed by new railroads and devastated by the Great 
Depression, only two small cemeteries with less than ten grave makers are left where Rye once 
was. No standing structures remain. Rye illustrates how quickly places can be forgotten and 
become part of the archaeological record and is an ideal candidate for how AR can be used to 
digitally reconstruct similar sites.

Michael P. Scafuri, Clemson University, USA
3D Scanning in Color: The Use of Structured-Light Scanning Technology to 
Document and Model the Hull of the Civil War Submarine H.L. Hunley
Thursday, 8:00am - 10:00am, 165-169

Since 2008, Clemson University’s Warren Lasch Conservation Center has employed the 
Breuckmann OptoTOP-HE structured-light scanning system to document and record 
archeological material related to the American Civil War submarine H.L. Hunley.  This 
particular technology was selected because of its ability to quickly and easily collect high-
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resolution 3D surface topography. In addition, as a photographic system, the scanner allowed us 
to simultaneously record color texture information that was integrated with the 3D scan data. 
This paper will discuss the most recent implementation of structured-light scanning technology 
to capture color 3D topography from the hull of H.L. Hunley and how this data allowed the 
archaeological team to construct a complete color model of the exterior hull of the submarine. 
We will discuss the various technical challenges of data collection presented by the surface 
conditions of the submarine’s hull and the steps taken to overcome them. We will also outline 
the steps necessary to turn the thousands of individual scans into a complete 3D polygonal 
model of the submarine. The particular focus of this paper will be on the difficulties of using 
small areas scans to construct a model of a rather large object that is both topographically 
accurate and seamless in terms of exterior color and texture.  The resulting complete 3D model 
will provide the archaeological team with a valuable tool to study the entire hull of the 
submarine and address some of the projects long-term research goals.

Siobhan Senier, University of New Hampshire, USA
Digitizing New England's Indigenous Writers: A Case Study in Research and 
Engagement
Wednesday, 8:00am - 10:00am, 101

“Indians can never be modern.” So concludes historian Jean O’Brien (Ojibwe), who read 
hundreds of eighteenth- and nineteenth-century local histories for her book, Firsting and 
Lasting: Writing Indians out of Existence in New England, and found only one narrative: every 
Indian in New England is “the last of the race,” while every colonial settler is “the first” of a new 
one.  Thus, O’Brien shows, New England historiography has obsessively relegated indigenous 
people to the remote past, and New Englanders—and indeed most Americans—understand the 
region as a place effectively purged of Native inhabitants and culture. Indigenous people across 
the globe have been establishing a dynamic presence in cyberspace, but the archiving, curation 
and networking of Native histories, culture and people in New England remains woefully 
behind.  At the University of New Hampshire, we are beginning to build a digital archive of the 
region’s Native literature—a collaborative effort among literary scholars, librarians, tribal 
archivists, college students, Native American writers, and local historians.  My paper will 
describe this archive, less to claim any special technical innovation (we are beginning with the 
Omeka platform) than to reflect on how digital archives can expand or enhance indigenous 
literacies and literary histories.  I’ll explain how UNH students engage with external partners to 
collect and curate the material; how tribal historians and writers negotiate questions of access 
and intellectual property; and what kinds of future research such an archive might enable, with 
an eye to how that research might help reconceptualize Native people’s continuous presence in 
the region, as well as the very category of “literature” itself (one based more on place and 
community, for instance, than on notions of individual talent).  Along the way, I consider 
Katherine Hayles’s call for the future of the humanities to be “collaborative, crowdsourced, and 
geospatial.”

Elizabeth Sherva, Boston University, USA; Barbara I. Kurze, Boston University, USA
Mobile Information Technology: Supporting the Preservationist and Reaching the 
Public
Friday, 2:00pm - 5:00pm, 101

Historic preservationists in the United States must embrace mobile information systems 
technology and take the lead in developing new tools that address and further two fundamental 
areas of historic built environment preservation:  1) the professional preservation activities of 
identifying, evaluating, recognizing, and preserving historic resources; and 2) engaging and 
educating the public to raise awareness and appreciation of historic places. The fields of 
architecture, engineering, and planning are creating innovative tools to serve their needs; 
historic preservation must do the same. In the past, “thought leaders” in the U.S. historic 
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preservation community have fallen short in promoting, adopting, and molding new 
information systems technology to serve historic preservation professionals. While recent 
technology efforts in the areas of data management, documentation, website, and social media 
are encouraging, there are significant gaps. And the larger concern remains:  that historic 
preservation will lose the opportunity to lead in new technology areas that could greatly advance 
the goals of protecting historic sites. This paper will examine the potential uses for new mobile 
information technology in two areas:  1) professional historic preservation information 
gathering and documentation, and 2) heritage tourism outreach and education. In order to 
understand the challenges that might be faced in driving the adoption of these new technologies, 
the paper provides an overview of how the key national historic preservation organizations in 
the United States have regarded and adopted computer and information system technologies in 
these areas, and identifies existing critical gaps. The research focused on articles and 
information published by the national organizations that are the recognized national historic 
preservation “thought leaders” for best practices and technology information. The resources 
reviewed included articles and information published from the 1980s to the present by the 
National Trust for Historic Preservation, the National Park Service, the Association for 
Preservation Technology, and the National Center for Preservation Technology & Training. Also 
included are examples of how national and regional organizations are currently using computer, 
information system, and internet technology. To envision the possibilities offered by mobile 
information technology, diverse technology information sources such as Wired  magazine, 
virtual reality websites, and various technology news outlets were reviewed. The review 
identified some critical gaps in current historic preservation professional tools and processes for  
gathering and recording data and information – they are time-consuming and inefficient, and 
the information is not readily accessible or usable. In a time of ever-decreasing funding, historic 
preservation cannot afford to continue the inefficiencies of duplicative and potentially 
inaccurate efforts to validate and record information, and synergy lost because the collected data  
cannot be easily accessed and used. Tools to streamline the identification, evaluation, and 
documentation of historic resources could allow amateurs and less-seasoned professionals to 
take on more survey and inventory work, thereby freeing up limited resources to focus on 
interpretation, strategies, and actions to recognize and protect historic resources. Information 
on the internet and social media reaches a primarily self-selecting audience – people who 
already have an interest in history, historic preservation, and heritage tourism. In order to reach  
a relatively disengaged public, historic preservation must turn to the mobile technologies that 
more and more people, and especially the younger generation, are integrating in their everyday 
search for information. We challenge historic preservationists to embrace and drive technology 
to advance professional tools that will nurture understanding of historic resources and 
collaborative relationships; and to engage a larger and younger audience to learn about, 
experience, value, and ultimately support preservation of the historic built environment.

Kathryn Stephens Savannah College of Art and Design, USA; Jong Hyun Lim, Savannah 
College of Art and Design, USA; Jiwon Jeong, Savannah College of Art and Design, USA; 
Soobin Kim, Savannah College of Art and Design, USA; Megan Brown, Savannah College of 
Art and Design, USA; Brigitte Garland, Savannah College of Art and Design, USA
Use of Digital Technologies for a Sustainable Cultural Resource Management 
Planning: Recording and Documentation of Architectural Heritage and Historic 
Townscape
Thursday 10:00am - 10:30am, Friday 10:00am - 10:30am, First Floor Lobby

The aim of the poster is to show how architectural manual survey data can be associated with 
digital technology, and re-produced as a three dimensional architectural data with a case of 
cultural resource survey and documentation project at the City of Springfield, GA. More 
specifically, it shows 1) how Computer Aided Design and Drafting (CADD) applications such as 
Autodesk Revit and Google SketchUp can be utilized to produce a 3D model for historic 
buildings and landscapes, 2) a detailed process to combine the produced 3D models with a 
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modern technology of rectified photography to add further level of precision and architectural 
details, and 3) suggest how such 3D architectural models can be potentially utilized to construct 
a new types of cultural resource database system which can be potentially connected with 
existing geo-referencing information such as Google map and/or Microsoft Bing map. With two 
types of heritage- monumental buildings as historic landmarks and vernacular houses as a living  
heritage, the poster will demonstrate how the digital drawing applications can be differently 
applied according to the different scales and availability of visual reference data between the 
past and present.  In addition to this, the poster will illustrate how current 3D digital models can 
be further updated into realistic 3D architectural models after the application of modern 
rectified photographic techniques to produce true textures, which would increase the level of 
architectural accuracy as real-time information for future preservation activities and heritage 
management planning process. In conclusion, the poster will suggest potential uses of the 3D 
architectural model and townscape in cultural resource management and planning when 
associated with existing geo-referencing technologies.

David J.C. Strange-Walker; Julia E. Clarke, York Archaeological Trust, UK
Sandstone Pointcloud Smartphone Footfall: Using Laser-Scanned Data to Engage 
Visitors with Hidden Cultural Heritage
Wednesday, 8:00am - 10:00am, 101

The English Heritage-funded Nottingham Caves Survey  has over the last two years recorded 
nearly a hundred of the 539 known man-made sandstone caves beneath the city of Nottingham, 
UK. The caves, some of which date back to Anglo-Saxon times, have been used for a huge range 
of purposes from 20th-century air-raid shelters, through 19th-century stables, breweries and 
houses, to medieval factories and chapels. The project was designed to produce a number of 
outcomes, combining traditional text-based archaeological recording and photography with 
modern metric survey. Using a phase-based terrestrial laser scanner coupled with HDR 
photography, the team creates 3D pointcloud models which can be animated, rendered to video 
and stills, and uploaded to www.NottinghamCavesSurvey.org.uk and our YouTube site. At the 
same time this data and related documentary material is recorded in the project’s GIS layer, 
which is designed to complement the city’s Urban Archaeological Database. The benefits of 
high-accuracy laser scanning for cultural heritage recording are by now almost taken as read, 
but it has been the visualisation elements of the project that have proved most effective and 
informative. While Nottingham’s underground heritage has traditionally been difficult to 
present coherently, the project’s photorealistic point cloud models have been avidly consumed 
and broadly shared by a variety of audiences across the globe. A major goal of the project has 
always been to re-engage visitors to and citizens of Nottingham with the heritage on the ground 
– to use the point cloud data to help people understand and experience the hidden heritage 
around them. This paper will discuss how the Nottingham Caves Survey has explored various 
smartphone technologies including pointcloud rendering and full AR, but has currently settled 
on Cuttlefish’s Empedia  platform as a low-cost, user-friendly method of providing rich, 
informative tours of the city’s caves.

Dagny Stuedahl, InterMedia, Faculty of Educational Sciences, University of Oslo, Norway; Ole 
Smørdal, InterMedia, Faculty of Educational Sciences, University of Oslo, Norway
Matters of Durability, Maintenance and Continuity in Digital Intangible Heritage
Wednesday, 10:30am - 12:30 pm, 101

Craft has attracted a growing attention from researchers of history, anthropology and design, 
and has been the centre of recent discussion on experimental knowledge in creative disciplines. 
A powerful re-emergence of craft especially in the young generation can be observed, whose “net  
-political” tendencies provide craft to be distributed, molecular, appropriational and 
interconnected. An example is the “technophilic” movement in the crafts, where crafters 
combine century-old techniques with digital technology. Another example is the cultivation and 
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intensification of skills and engagement of communities that emerges into forms such as 
“craftism”, where craft combines with activism by means of wikis and YouTube for sharing. This 
re-emergence of craft does happen in parallel with a shift in the cultural heritage field. An 
increasing emphasis is put on intangible traditions and on understanding heritage as a totality 
of social activities and interpretation. We report from two case studies of craft practices 
involving digital technologies and social media related to reconstruction of traditional wooden 
boats in Norway. Here digital and social technologies have been used in forms that cradle with 
durability, maintenance and continuity in documenting craftsman knowledge, techniques, and 
use of tools while documenting craftsman knowledge in reconstructing boats. One case reveals 
the cradle of using and archiving video recording and photos to capture and store craftsman 
processes related to reconstruction of a Viking boat. The second case describes the use of 
blogging, as documentation platform and to invite communities into the reconstruction of a 
cargo boat from the renaissance. Both cases demonstrate how traditional craft tools and 
intangible heritage knowledge get entangled with, and configured by digital and social 
technologies in documentation and sharing. Issues of durability, maintenance and continuity 
will be discussed in relation to the limitations and possibilities that digital technologies bring 
into heritage practices.

Vasavi Vishen, King's College London, UK
Languages of Self-Fashioning: Rethinking Kashmir in the Virtual Domain
Friday, 10:30am - 12:30pm, 165-169

While modern technologies of dissemination visibilize inconspicuous economies of pleasure, 
power, knowledge, expressivity, censorship, discipline and epistemological control by blurring 
the shadow line between representation and discourse, virtuality affords a redeeming space that 
permits affects of intellectual decolonization and multilingualism within a proliferating bazaar 
of colliding ideologies, technologies and exclusivist cultural denominations. Within the field of 
cultural-production, the virtual-text behaves as a freely circulating vocabulary and encourages 
subjectivities which complicate the architectonics of censorship (desubjectifying-absence) and 
the accompanying technological paradox of hyper-subjectification (hyper-visibility) afforded by 
media-coverage, with registers of virtuality permitted by virtual-archives and virtual-domains of 
self-expression. It affords new resources for identity formation, creates alternatives to the 
nation-state in an era of political status-quo, and operates as an unincorporated vocabulary for 
the articulation of urban, exiled and forms of aspirational Kashmiri-modernity. This paper shall 
explore the scope and limitations of the virtual-text in relation to Kashmiri-modernity, 
anthropology of media and issues of trans-nationality. While proliferating new media archives, 
search engines and virtual social networks behaving as vectors of modernity toss Kashmiri 
subjectivity onto the centre-stage of hypervisibilty, converting it into a playfield for evolving 
modernities and totalizing subjectivities, moments of celebratory self-fashioning permitted by 
new resources of electronic mediation, are compromised by an inescapable politics of 
representation that reveals and conceals within the same syntax of visibility. The meta-aesthetic 
moment registers the power of the medium in serving as a crucible for Kashmir as cultural 
memory. Calibrating the link between the teleology of  visual culture and  the narrative of 
Kashmiri modernity, I shall try to excavate moments of self-expression by the Kashmiri subject, 
while unravelling interlocked trajectories of cultural memory, representation and discourse in 
the production of Kashmir as an evolving text shaped, across historical time frames and 
mediums by evolving languages of self-fashioning. 
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Ekaterini Vlahos, University of Colorado Denver, USA
Constructing Narrative Meaning: Developing Understanding through Connections, 
Context, and Relationships that Shape and Define Cultural Landscapes
Friday, 2:00pm - 5:00pm, 101

Constructing Narrative Meaning: Developing understanding through connections, context, and 
relationships that shape and define cultural landscapes. Fort Laramie embodies the sweeping 
saga of America’s western expansion. The cultural landscape offers a rich location for 
documenting, interpreting, and revealing stories about the relationships of people and place. 
Native Americans, trappers, traders, soldiers, cowboys and homesteaders, amongst others, have 
left their mark on a landscape that ultimately defines the American West. This session presents 
Fort Laramie as a case study that highlights the processes and challenges of site documentation, 
interpretation, reconstruction and representation by offering new ideas, techniques and 
technologies for presenting narratives of cultural landscapes as places of collective memory and 
identity. Fort Laramie as a site holds many “layers” to be recorded, including structures, site 
features, trees and plantings, circulation systems, archaeological information, and unique 
histories. Using high-tech digital scanning and modeled reconstructions, this project 
demonstrates how these practices support a dissemination of findings, forming narratives of the 
past, capturing the present, revealing unknown information while informing decision making 
for the future. The data also registers the site within a larger context of spatial meaning and 
cultural activities. The high quality of the documentation and research reveals traces in the land, 
allows for in-depth interpretations, and provides the base data necessary for constructing the 
story over time and space, and visually through digital imaging and modeling. This approach 
highlights not only practices in the field for documentation, but the deep integration of historical 
research, oral histories and site analyses as they inform the interpretation. The question that 
directed the project is: How can one tell a narrative – a story of place- and use all the resources 
and materials available combined with new digital technologies and interpretive resources, to 
reveal the traces of the past and make the place resonate in the present?

Ethan C. Watrall, Michigan State University, USA
Red Land/Black Land: A Case for Cultural Heritage Serious Games
Friday, 2:00pm - 5:00pm, 165-169

For years, scholars have discussed the educational potential of digital games. It is only recently 
that these discussions have born fruit in the form of robust serious game development and 
published research. While serious games have been used in a wide variety of contexts such as 
healthcare, the military, and language training, there are comparatively fewer examples being 
used to communicate and explore cultural heritage. Those cultural heritage games that do exist 
are typically targeted exclusively at a K-12 audience and do not explore more complex 
intellectual questions. This is a missed opportunity as games have the potential to communicate 
cultural heritage to a far broader and diverse audience. It is within this context that this paper 
will explore the Red Land/Black Land serious game project. Funded by the National 
Endowment for the Humanities and developed at MATRIX: The Center for the Humane Arts, 
Letters, and Social Sciences Online (Michigan State University), Red Land/Black Land is a 
robust Civilization V mod that allows players to explore the socio-cultural and historic character 
of Ancient Egypt from the Predynastic through the Third Intermediate Period. While the game 
provides an opportunity to explore ancient Egyptian history and archaeology, its primary goal is 
to provide a platform to playfully explore the construction of archaeological and egyptological 
knowledge. In short, it address the question of how archaeologists and Egyptologists know what 
they do about ancient Egypt (and how that knowledge developed and has evolved over time). It 
is important to note that the paper will not only explore the Red Land/Black Land project, but 
act as an opportunity to discuss a more generalized set of principles, guidelines, and best 
practices for building cultural heritage serious games for learning, outreach, and engagement.
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Ethan C. Watrall, Michigan State University, USA
Michigan State University’s Cultural Heritage Informatics Initiative: Developing a 
Model for Training and Capacity Building in Digital Cultural Heritage
Thursday, 10:30am - 12:30pm, 101

Along with many other domains, cultural heritage is entering a new age in which information, 
computing, and communication technologies are having an indelible and unavoidable impact on  
research, teaching, outreaching, publication, and scholarly communication. Increasingly, 
cultural heritage scholars who have not traditionally characterized themselves as being 
particularly digitally inclined are required to engage professionally with issues, methods, 
models, and practices that are uniquely digital in nature. Unfortunately, while the need for 
innovative digital praxis exists, there is not yet an established model or approach for educating 
both graduate or undergraduate students in these vital digital skills and methods. It is within 
this context that this paper will introduce and explore Michigan State University’s Cultural 
Heritage Informatics Initiative. Hosted by the Department of Anthropology in partnership 
MATRIX: The Center for the Humane Arts, Letters, and Social Sciences Online, the Cultural 
Heritage Informatics Initiative is a platform for interdisciplinary scholarly collaboration in the 
domain of Cultural Heritage Informatics. Most importantly, the initiative strives to equip 
students (both graduate and undergraduate) in the many cultural heritage focused disciplines at 
MSU with the practical and analytical skills necessary to creatively apply information, 
communication, and computing technologies to cultural heritage materials and questions. The 
ultimate goal of the paper is to suggest an applicable model as well as a series of best practices 
for building capacity in the domain of digital cultural heritage at the level of graduate and 
undergraduate students.  Special emphasis will be placed on the deeply collaborative and 
applied nature of the Cultural Heritage Informatics Initiative. 

Sarah Weitman, Georgia Southern University, USA
The Use and Comparison of Total Station and LiDAR Scans as a Method of 
Cemetery Preservation
Friday, 2:00pm - 5:00pm, 101

Terrestrial Light Detection and Ranging (LiDAR) technology is emerging into the field of 
archaeology, but its full potential has yet to be tapped. This technology is used to create a three 
dimensional model of the scanned space. One area that has had little application is the use of 
this technology to perform surveys of cemeteries as a method of preservation. Preservation, in 
this context, refers to having a comprehensive record of the gravestone data and maps of the 
gravestone locations to aid those who seek to garner information from the cemetery as well as 
preventing the loss of this crucial information to a disaster, all without damage to the cemetery 
or the gravestones.  In order to determine the effectiveness of using LiDAR, surveys were done 
of Ebenezer Lutheran Cemetery in Ebenezer, Georgia and a cemetery located on Mont Repose 
plantation in Coosawhatchie, South Carolina. These scans were compared to another method of 
survey, an updated total station survey of Ebenezer Lutheran Cemetery. In addition to the 3D 
model results of the scans, the overall time and effectiveness of the scans were taken into 
consideration. As a result, for the purposes of this study, the LiDAR scan was not the most 
effective as far as cost and time. It is a good additional resource to use in a cemetery survey, and 
a comparative analysis of information obtained by both survey methods supports this result. In 
conclusion, while LiDAR is a new and effective tool in the archaeologist’s toolbox. Like any 
technology it has constraints. While it may prove to be useful, it should be used in conjunction 
with other methods to produce the best results.
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Jonathan Westin, University of Gothenburg, Sweden
Representing a Popular Rome
Thursday, 10:30am - 12:30pm, 165-169

The communicative aspect of any scientific work, where thought and theory are shrouded in 
visual form, operates according to rules whose influence by popular representations mostly 
remains unquestioned. Not least so when cultural values  are to be solidified through elaborate 
acts of re-presentations , re-constructions  or de-scriptions , as so often is the case when trying 
to grip a past or document the present. An understanding of the processes that make up those 
symbols we communicate cultural heritage through is important since representations are often 
situated in the junction between research and society, and therefore also make up a large part of 
the public’s understanding of the past, all while limiting the researchers’ ability to communicate 
new results in an unmediated way. The consequence of the ongoing digitisation and modelling 
of our cultural heritage is an increasing consultation of secondary  sources  – representations – 
as if they were primary sources , a development which puts pressure on what aspects of the 
cultural heritage we preserve through both new and old media. As a growing number of virtual 
models of monuments and whole cities are constructed and introduced to a large audience 
through gaming platforms, educational media and online databases, popular representations of 
the past are ensuring their longevity through numbers. To explore the transformation of cultural  
memory and tourist gaze into archaeological reconstructions and re-creations of the past, I draw  
from an imagination of the city of Rome in the 16th century, made available to tenths of millions 
of visitors through the game Assassin´s Creed: Brotherhood.  This is, in all probability, 
currently the most widespread popular visual representation of the eternal city, and therefore an 
important actant in the formation of the public’s understanding of the past.

Lisa Wexler, UMass Amherst, USA
Heritage, Identity and Health: Using Youth-Produced Digital Stories to Illustrate 
the Connections
Friday, 10:30am - 12:30pm, 101

Perspectives about one’s heritage can frame the ways people think and feel about themselves 
and can thus influence their wellbeing. For marginalized people who may be misrepresented in 
or absent from dominant discourses and popular media, developing a positive and clear 
understanding of their culture and its legacies can be a vital component of their identity. This 
perspective is particularly salient for adolescents and young adults who are developing their 
identities, a process made more difficult in communities that have undergone rapid and recent 
social transitions. This kind of social change means that parents and grandparents have very 
different growing up experiences than their children. Without obvious pathways into adulthood, 
youth must learn as they go, negotiating various (sometimes competing) value systems, and 
refashioning their ideas of heritage and traditions to fit the circumstances of their lives. Digital 
stories are one platform for marginalized young people to explore issues of identity, culture and 
community, and make public the results. These undertakings are important for young members 
of indigenous and immigrant communities in particular. Acculturation stress, identity struggles 
and discontinuity between generations have been linked to elevated rates of youth suicide, 
substance abuse and risk-taking in these communities. Conversely, youth wellness in these 
populations has been linked to positive and clear identity formulations, cultural continuity and 
engagement. These studies underscore the health implications of one’s interpretation of 
heritage, but have not yet described how young people are deploying these interpretations in 
constructive ways. Using youth-produced digital stories from rural Alaska, the presentation will 
show how ideas of culture and heritage resonate with two Alaska Native young women who 
utilize them as sources of strength to overcome difficulty and as moral compass to chart future 
action. These digital stories will provide a context for discussions about heritage, identity and 
health.

ABSTRACTS

Page 63



Haiming Yan, University of Virginia, USA
The Dilemmas and Challenges of Digitalizing Communication in a Third World 
Country
Thursday, 8:00am - 10:00am, 101

By reviewing and analyzing the online voting process of the New7Wonders of the World, this 
paper examines the dynamical linkage between the Internet, heritage and national identity. In 
2001, a Swiss-based foundation launched an online program to select seven historic sites as New  
7 Wonders of the World, analogous with the seminal list created by Greek historian Herodotus 
2,500 years ago. Unlike the previous seven wonders, the new inventory was characteristic in that 
it was “voted” by every layman all around the world, which in turn provoked not only worldwide 
heritage passions but also nationalistic sentiments, especially in the developing countries. The 
paper illustrates one particular case – the Great Wall - about how this online voting program 
reflected and evoked nationalism in China. As the voting was approaching its deadline 
(7/7/2007), millions of Chinese Internet users received a message claiming that “the Great Wall 
might be omitted from the New 7 Wonder of the World.” The message appealed everybody to 
vote the Great Wall. Thanks to the large population base and the nationalistic passions, the 
Great Wall eventually ranked top among all the finalists. Based on the analysis of the diffusion 
and debate of the message, as well as the Internet users’ responses to the concept of the New 7 
Wonders, I argue that digital techniques and heritage identity are discursively and substantively 
interdependent. While the former helps develop and maintain certain forms of the latter, the 
latter serves to promote the acceptance and popularity of the former. In the case of the Great 
Wall, the Chinese Internet users’ awareness of the influence of the new technology has been 
fostered by the voting movement. In a broader perspective, the voting movement represents a 
more dialectic relationship between the West and the non-West. That is, although the dominant 
western discourse of heritage is challenged by the increasing online power of the non-West 
countries, the very Western principles of democracy, equity and human rights are strongly 
manifested and disseminated in the online votes.

Ingo Zechner, Austrian Film Museum (OeFM), Austria; Georg Kö, Ludwig Boltzmann Institute 
for History and Society, Austria
Dynamic Film Annotation: Ephemeral Documents Digitally Preserved
Friday, 2:00pm - 5:00pm, 101

This presentation is going to demonstrate the opportunities of a new digital technology for 
exploring, analyzing and presenting movies on the Internet and in other digital media. 
Possessing unique collections of so called “Ephemeral Films” on National Socialism in Austria 
the Austrian Film Museum (OeFM) and the United States Holocaust Memorial Museum 
(USHMM) joined forces with the Ludwig Boltzmann Institute for History and Society (LBIGuG) 
in preserving and researching dozens of films that due to conservation reasons were either not 
accessible to the public, or only to a limited extent. Amateur films, cultural films and raw film 
footage all documenting the rise of the NSDAP starting in 1932, Austria's “annexation” in March 
1938 and the war years 1939-1945, as well as everyday Jewish life before the Holocaust, do not 
simply speak by themselves when presented on the screen or in digital media. A newly 
developed film analytics extension for the open source HTML5 video framework popcorn 
promises to overcome the flaw of combining a dynamic medium like film with a static medium 
like text. Enabling time code-based annotation of digitized films this web application aims on 
introducing a new standard for metadata-based film annotation. The interconnectivity and 
searchability of metadata (of information on the content, geo-data, other relevant visual and 
audio sources and historical records) to the precise frame offers a new experience of film as a 
document and new perspectives on the past. Carried out according to international metadata 
standards (PBCore) in an object-oriented database this systematic cataloguing and annotation 
of films is able to ensure digital long-term archiving of research results and therefore to 
guarantee sustainable access to the so created resources in the future.
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