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Thank you very much for inviting me to talk at this Digital Humanities conference. As an anthropological archaeologist, I am not sure you would count me 
as a Digital Humanist, but we shall see.

2 0 1 4 D A D H



Publication

“to make something public; the act of making 
something generally known” 

Publication Publication
Pu
bl
ica
tio
n

We all publish. For those of us who have a background in academics, publication is the means by which we are evaluated and we advance in our profession. We give 
students an apprenticeship in publication to prepare them for the world. Some people love to publish and some even do it excessively. Others are undervalued because 
they don’t publish enough. We are all aware that - like climate change and weather - the nature of publication is changing rapidly, but it seems that authors, publishers 
and reviewers are at a loss how to adapt to these changes. Many -perhaps most - of the changes are driven by advances in digital technology.  
!
In this talk I am using a broad definition of the term “publication” that is “to make something public; the act of making something generally known”. The term 
“publication” also carries with it the implication of sharing with a broader public than yourself and your immediate familiars to contribute to the accumulation of 
communal knowledge. Within this term, are included works shared in various media both digital and analog. I’ll be focusing on two forms of the “something” in the quote, 
namely data and narrative coming to a conclusion at the end with which you might not agree.
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Printed/Analog Publication

For much of human history, publication has happened through physical or analog media, including the human voice. Since the first printing of the Bible on Gutenberg’s printing press in 
the 15th century, paper has been accepted as the dominant medium for disseminating the message, thanks to increasingly efficient printing technology.
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00-Gatekeepers of Knowledge in the Print World

authorprimary 
sources

editor publisheragent

selection

http://www.walterthomasbrooks.com/
index.html

authorprimary 
sources
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self-
publication

“grey” 
literature source data 

used in 
output

source data 
used in 
output

knowledge 
dissemination 

knowledge 
dissemination 

Like Marshall McLuhan and many others, I am well aware that the message is affected by its medium. Like him, one of my questions in this presentation is - in the print medium, what kind 
of knowledge gets disseminated through publication, and what gets left out and thus forgotten? !!
For publication commercially and the academic mainstream in the form of books and journals, the author must be highly selective to create a narrative from his or her primary sources that 
can be submitted to publisher and/or editor. The latter act as gatekeepers for the distribution of knowledge by “cleaning” the work even further. But once accepted the author can be assured 
that dissemination will be relatively broad. !!
By contrast, self-published printed works and so-called “grey literature”, that we know well in archaeology as field and lab “reports”, can include much more of the primary source data, but 
achieve a much narrower dissemination of their knowledge. An example I know well is “Ammonite” self-published by architect Walter Thomas Brooks in 2005; it’s an amazing vision of world 
history seen through a lens of an ammonite. I have a copy by accident, but I don’t know of any other existing in circulation.!
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00-what happens to the primary source data?

primary 
sources

as long as the original source data are stored with their metadata (such as codes) and 
are made meaningful and accessible, many different publications can be created from 
them and about them. Once the source data is lost, forgotten or made meaningless, an 

essential step in the knowledge-making process is lost

Selevac, Serbia

Nea Nikomedea, Greece

This is where it gets interesting for me. What gets left behind in this process of print publication? It is the mass of documents, images, films, even data cards and tapes from which 
materials for the published narratives and their representative images are selected. After publication, this mass of “data” or “supporting documents” is largely forgotten, and languishes at 
best in a library, but usually on a shelf, closet, or, as in Raiders of the Lost Ark, a storeroom, unused, to be eventually thrown away. Storage of analog data is problematic because of 
physical space issues. You have been looking at storage of original data from my excavations in the 70s and 80s from Serbia, and from someone else's excavation in Greece in the 60s 
that I inherited. I am at a loss (almost) to know what to do with this. I know you all have an experience similar to this if you were born before 1970. 
!
My point in this presentation is that as long as the original or primary source data (whether analog or digital) are stored with their metadata (such as codes) made meaningful and 
accessible, many different publications, including in new forms applicable for new times, can be created from them and about them. BUT once the source data are lost, forgotten or made 
meaningless, an essential step in the knowledge-making process is lost, and this can happen to sources in both analog and digital media.
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Organizing Tools (analog and/or digital) 
• spreadsheets 
• catalogs 
• content management systems 
•  digital databases 
• geographic information systems 

01-Data and Narrative: 
what is data?

primary 
sources

Primary Source Media (analog and/or digital) 
books, articles, letters, forms, spreadsheets, index 

cards, photos, videotapes, audiotapes, notes, diaries, 
maps, drawings,

The next step is to look in more detail at the composition of “primary sources”, or “data”. The concept of data (analog or digital), I would argue, is as old as publication itself, often under 
the term “supporting documents”. 
!
Storage and management of data digitally was an integral part of the development of computers from the beginning after the Second World War, and became an important aspect of 
research at least in the physical, biological and social sciences. But until the 1980s, the power of the computer was applied to computation; content comprised numerical figures, that 
were meaningless unless you had the codes to the numbers, and inaccessible to individuals in many other ways. They were not at all like the user-friendly card catalogs in libraries. 
!
In the 1980s the first user-friendly database and content management systems (both created on the Apple platform) made the organization of digitized (born-analog) or born-digital source 
media and their metadata accessible and feasible (and taking up much less space) for researchers and consumers.
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01-Data and Narrative:  
Digital Publication

The ability by the late 1980s to create and print digital text documents as well as line-drawings, made it feasible for people like me to take a computer into the field and to create born-
digital data and narratives. 
!
At the other end of the spectrum, at this time vast improvements in printing and scanning hardware and software acted as the catalyst to creating digital simulacra of born-analog printed 
works. Some regard the Project Gutenberg as the originator of digital or electronic publishing in 1971, but with the beginning of the World Wide Web in the early 1990s the publication of 
on-line editions of magazines, as well as other forms of authoring took off and by 2000 it was clear that digital publishing was here to stay. 
!
However, the distributional benefits of digital publishing - that works are available instantly, anywhere in the world, while eliminating the high costs of transportation, storage and retail 
facilities - were not without resistance from the print publishing houses and journals. But my story today is not about publishers and their concerns about distribution. Nor is it about the 
pros and cons of print versus digital media; that debate was started by Nunberg and his contributors in 1996, but is largely a non-issue by now.
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01-Data and Narrative: 
digital simulacra 

source pamphlet  
(1561)

Respectful Remediation

printed book (microhistory) 
“The Return of Martin Guerre” 
by Natalie Davis (1983)

pdf (unofficial)

My story today comprises an examination of the huge (and often unrecognized) effect that digital technology has on the form of publication and the relationship between Data and 
Narrative.  Since the start of the WWW, we have tended to think of digital publication as a replacement of printed and analog publication in the format of long-form textual narrative by the 
production of their simulacra, such as pdf, in what Bolter and Grusin in their 1999 book “Remediation” have referred to as “Respectful Remediation”; in this case the printed word is 
faithful to the form and content of the original.
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American Association of University 
Presses 2014 meeting: panel proposal

“..as humanities publishers, it's becoming more and 
more likely that we will need to expand the capacity for 
what it is we can publish. DH scholars may continue to 
write long-form text, but more and more often it will be 
embedded with DH features such as multimedia files, 
spatial mapping, data sets, archives, and social 
sandboxes. How will we publish these? How will these 
affect the work of editorial, marketing, production, and 
other staff? What types of collaborations will presses 
need in order to "publish" these new multimodal books? 
Will these books be digital-only?”

02-beyond traditional print and its 
digital simulacra 

“..as humanities publishers, it's becoming more and 
more likely that we will need to expand the capacity for 
what it is we can publish. DH scholars may continue to 
write long-form text, but more and more often it will be 
embedded with DH features such as multimedia files, 
spatial mapping, data sets, archives, and social 
sandboxes. How will we publish these? How will these 
affect the work of editorial, marketing, production, and 
other staff? What types of collaborations will presses 
need in order to "publish" these new multimodal books? 
Will these books be digital-only?”

In this quote can be found a number of clues that help us understand  a general reticence of traditional academic authors and publishers to take advantage of the formal benefits of digital 
publication; we see in this quote an underlying reticence to look beyond the long-form textual narrative, whether in print form or its digital simulacra,  as a means of sharing knowledge. 
!
Like the AAUP panel proposal here, I doubt that “the Book” and long-form text will ever disappear from our cultural expressions. It is clear from this text, however,that the full potential of 
digital publication has hardly started to be explored. The possibilities that are mentioned here include : “embedding the pdf with multimedia files, spatial mapping, data sets, archives, and 
social sandboxes,” is just the tip of the iceberg. The AAUP subjects even that to questions: How will we publish these? How will these affect the work of editorial, marketing, production, 
and other staff?
!
In the rest of this presentation, I shall show that quite different forms of knowledge - beyond the tradition of long-form narrative - can be produced when digital technology is harnessed, 
when different media can be brought together in a web of data and narrative by linking, embedding and generally entangling the elements in a way that cannot be reproduced by physical 
and analog forms. I do not need to reiterate what other authors have already written, that we are on a path to a complete revolution in “publication” in which the relationship between data 
and narrative is brought closer and made more transparent.
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02 Digitally Disrupting Linear “Long-
form” Text: Hypertext and Hypermedia

http://web.archive.org/web/20080515053346/http://
www.nyupress.org/sisterstories/index.html

Rosemary Joyce 
Carolyn Guyer 
Michael Joyce

Interactive Narrative 
Software 

Eastgate: Storyspace 
Apple: Hypercard 

Macromedia: Authorware

Sister Stories, 
hypertext 
archaeology 
created in 
Storyspace 

One of the earliest experiments in the digital disruption of the traditional long-form textual narrative was the development of Hypertext  (by George Landow) and Hypermedia (by Tom 
Nielsen) for works of fiction and non-fiction in the late 1980s and early 1990s. Michael Joyce, Jay David Bolter, and others, pioneered the development of software on the Apple 
Macintosh platform,  such as Storyspace and Hypercard. What characterized these works, such as Sister Stories by my colleague Rosemary Joyce, was that they were willing to break 
down the linear long-form narrative into fragments that could then be linked to each other in multiple paths and “read” or rather “navigated” in a non-linear fashion. As discussed by J. 
Yellowlees Douglas, in her (2001) “The End of Books - or Books without End?”, the narratives have tended to remain experimental but the hypertext format  and hypertext markup 
language (html) blossomed into the structure of the World Wide Web.
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02-Hypermedia: Chimera Web (1994-97)

The development of hypertext/hypermedia fiction was certainly an inspiration for my own early digital work. The Chimera Web was created in 1994 as a 
tangle of fragments around the topic of fire and burned houses in the Neolithic settlements of southeast Europe.  My intention was to bring together the 
source data from my archaeological excavations and other contexts with imagined narratives of Neolithic people and their lives.
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02 Hypermedia Chimera Web (1994-97)

I used the hypertext software Storyspace to plan and keep track of the tangle of links. It’s a little sad that I can no longer either use the the software or 
access the Storyspace structure with my current Mac setup (I am appalled that I never even captured a screenshot of it). The Chimera Web project died 
with the software, although a “static” version exists on the WWW as a series of html pages. Bear this in mind for the final slide of this presentation!
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02-Components of the Hypermedia 
Chimera Web (1994-97)

selected primary 
archaeological data 

from Opovo

interpretations of 
the Opovo data

sources of the 
archaeologist’s 

imagination

archaeologists’ 
field diaries

video and audio 
interviews

video clips

reconstructed 
landscapes and 

buildings

photographs

narratives of 
imagined actors

macroscale 
models

microscale 
models

personal 
experience

material science folkloreethnography

history and 
ethnohistory

the archaeological 
experience at Opovo

Data

Narrative

this concept plan of the relationship between the components of the Chimera Web is relevant for this presentation in that it draws your attention to the fact 
that even in 1995 I dreamed about a close relationship between data and narrative, but I could not figure out how to do it.
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03-Database Narratives

Lev Manovich: Soft Cinema and Cultural Software 
http://www.softcinema.net/form.htm

Lev Manovich (2001) Language of New Media

At the end of the 1990s and at the beginning of the new millennium, Lev Manovich (known for his 2001 book, the Language of New Media) took a rather different 
standpoint on hyperlinking from Landow's hypertext when he formulated his concept of the Database Narrative. He pointed out that the opposition of database and 
narrative is a symbiotic one. Databases have a data structure which contrasts to the algorithmic structure of a narrative. Computer user interfaces with an algorithmic 
narrative structure can be drawn out of a database of numbers, images, texts, and/or video, resulting in the creation of a complex, fluid – even ephemeral - web of 
alternating interfaces or narratives - database narratives- as Manovich himself created in his SoftCinema that you see here (http://www.softcinema.net/form.htm)
!
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http://solublefish.tv/2014/02/09/fingerbend-video-simulation-of-a-web-book/

Will Luers: Plotting the Database 
(2013)

Will Luers: Fingerbend, a multimedia “web 
book” (2013)

http://dnaanthology.com/anvc/dna/plotting-the-
database

03-Database Narratives:03-Database Narratives

Will Luers in his database narratives, is more interested in the challenge of creating fiction in which linking threads draw the entities into a narrative where the traditional requirement of 
plot is subverted. This might appeal more to some of you in the audience. 
!
In his database narrative “Plotting the Database”, (http://dnaanthology.com/anvc/dna/plotting-the-database) Luers suggests that the form of narrative that is highly appropriate to the 
construction of database narratives is the so-called “affective-expressive” narrative form. This follows a tradition of Japanese literature, in which fragments are drawn together without a 
plot into a lyrical or poetic narrative, often as “episodic ‘ensembles’ of event, voice and image”. 
!
He demonstrates this in his 2014 multimedia database narrative Fingerbend (seen here on your left), about a writer who investigates the work and disappearance of a cult web artist, and 
who leaves no source outside his narrative, including lists, blog entries, mobile photos, loops, and draft sketches of stories, (http://solublefish.tv/2014/02/09/fingerbend-video-simulation-
of-a-web-book/)
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“…the database and search engine enable non-
linear accessing and combining of information 
into forms that defy both literary and historical 
conventions. Works of history once understood 
to comprise an expanding field of collective 
historical knowledge are thereby repositioned 
as raw materials in infinitely reconfigurable 
patterns of revision, remixing and 
recontextualization” 

Steve Anderson: Technologies of History 
2009

03-Database Narratives

 Steve Anderson directed the idea of database narratives towards the construction of narratives of history, what he called ‘digital histories’ or ‘recombinant histories’ . In his words these 
are “collections of infinitely retrievable fragments (his “raw materials” seen in this slide), situated within categories and organized to predetermined associations, ….by which the past may 
be conceived as fundamentally mutable and reconfigurable”. Anderson demonstrates with his 2009 Technologies of History how writing history and the role of the historian is changed by 
this practice, pointing out that “…the database and search engine enable non-linear accessing and combining of information into forms that defy both literary and historical conventions. 
Works of history once understood to comprise an expanding field of collective historical knowledge are thereby repositioned as raw materials in infinitely reconfigurable patterns of 
revision, remixing and recontextualization”: (http://vectors.usc.edu/issues/6/techhistory/)
!
The Database Narrative concept of an endless combination of fragmentary narratives drawn from a database has become a guiding principle of my own current construction of the past 
through archaeological research.
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04-Interlude: an archaeological viewpoint on data

Banjica,Serbia 1978 
clay wall rubble thrown 
away

Opovo, Serbia 1987 
clay rubble collected, mapped, 

studied

UC Berkeley, now: 
clay rubble from Opovo 

forgotten

• documentation of observations and analysis of the measurable, 
touchable and visible 

• always being reduced in quantity and subject to sampling processes  
• source of knowledge about the past for an archaeologist lies in what 

people have thrown away 
• data are always ambiguous and subject to multiple interpretations

For the rest of this presentation I shall explore the relationship between data and narrative through examples of our work on the BACH project at Çatalhöyük, since it is through this 
project that I have adapted the concept of database narratives and recombinant history  to an archaeological context. But first a small diversion here about my personal viewpoint on 
data. I am an archaeologist, which has four implications for this presentation and its standpoint. 

The first is that my view of data is not necessarily one that is familiar to many humanists in the audience, being largely made up of the documentation of observations and analysis of the 
measurable, touchable and visible, rather than the written or spoken word. 

The second implication is that archaeological data are always being reduced in quantity and subject to sampling processes by both human and non-human agents. 

The third implication is that the source of knowledge about the past for an archaeologist lies in what people have thrown away, left behind, and forgotten. Embedded in our professional 
consciousness is the thought that you never know when some piece of data will suddenly become an important source of information for a new narrative. In the 70s and 80s in Serbia, 
archaeologists regularly threw out the rubble of 6000-year old burned house superstructures without studying it, in order to get to the - for them - more fruitful remains on the floors, as 
you see in the left-hand picture. My team and I, by contrast, studied these remains systematically, as you see in the center photo, but we were ridiculed even though this information 
enabled us to determine that the houses had been burned deliberately. Now on the right, you see my post-excavation dilemma - what to do with the rubble itself? Can something else be 
gleaned from it. Should I throw it away?

Finally the fourth implication is that archaeological data are always ambiguous and subject to multiple interpretations. Different archaeologists deal with this in different ways. My strategy 
is to explore multiple scenarios by the use of creative imagination in combination with empirical observations.

2 0 1 4 D A D H



excluded

selection, 
color drained

selection, 
image

04-Interlude: archaeological data and narratives

selection, 
cleaned,edited

We can see many of these implications at work in the process of archaeological publication. Source materials (data) are quickly eliminated from publication as the traditional (and 
expected) print monograph is assembled. Field observation forms, unwieldy representations of stratigraphy, and videos are entirely excluded. Color photographs showing essential 
differences in soil are reduced in number and to black-and white images for printing. Dynamic spreadsheets of field and laboratory observations and measurements are cleaned and fixed 
as static tables. Field drawings are selected and cleaned up. Some projects have details from the data and color images burned to a removable (in more senses than one) DVD-Rom, but 
this option is mostly rejected these days. Basically all the ambiguities of the real situation are “cleaned” with no room for creativity in favor of an unambiguous and edited long-form 
narrative - the scientific monograph, in this example Last House on the Hill (which will occupy much of the rest of this presentation).
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BACH | Last House on 
the Hill |LHotH|Dead 
Women do Tell Tales

During the summers of 
1997-2005  a team from the 

University of California at 
Berkeley (BACH team). 

carried out an archaeological  
project of excavation and 

analysis at the site of  
Çatalhöyük in Central Turkey, 

a 9000-year old Neolithic 
settlement mound, as part of 

the overall Çatalhöyük 
Research Project.

During the summers of 1997-2005, a team from the University of California at Berkeley carried out an archaeological project (BACH project) of excavation and analysis at the site of 
Çatalhöyük in Central Turkey, a 9000-year old Neolithic settlement mound, as part of the overall Çatalhöyük Research Project.
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BACH | Last House on 
the Hill |LHotH| Dead 
Women do Tell Tales

Last House on the Hill, published 
in 2012, selects, describes, 
synthesizes and makes sense of 
the products of the excavation 
for a public who is outside of the 
realm of the project, but who are 
likely to work in the domain of 
archaeology. 624 pages of text 
are organized in 27 chapters 
written by 23 authors. It 
comprises a selection of black-
and-white photographs  
drawings as its 517 figures, and 
73 tables.

The printed monograph report  - the traditional “culmination” of the BACH project research - is entitled ‘Last House on the Hill’, and was published in November 2012. It is a work that 
selects, describes, synthesizes and makes sense of the products of the excavation for a public who is outside of the realm of the project, but who are likely to work in the domain of 
archaeology. Its 624 pages of text are organized in 27 chapters written by 23 authors. And it sells for $76. I tell you this not as advertisement to buy it, but as a contrast with the digital 
edition which is free!
!!
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CoDA and Codifi

CoDA 
Center for Digital Archaeology http://codifi.org/

Now here IS a teensy weeny bit of advertising. The Center for Digital Archaeology (CoDA) is a non-profit company that is dedicated to making it as easy as 
possible for anyone to create, archive and share his or her digital content. We do this through development of software products and workflows that are 
simple but incredibly effective at generating content that is safe, archival, and accessible forever (http://codifi.org/)
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CoDA and Codifi

CoDA 
Center for Digital Archaeology http://codifi.org/

The Codifi application that CoDA is developing is designed to enable an archaeologist, or anyone who has a collection of media in multiple formats and 
other data to integrate and synchronize these entities into a flexible database with effective data management tools and workflows. Most importantly, from 
my point of view, with Codifi you can build a database that can easily be harvested, using reliable source data, for publishing narratives, whether as long-
form texts (reports, articles and books), or non-linear database narratives (websites, web exhibitions, and even computer games).
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Last House on the Hill database 
edition (2007-) (LHotH)

CoDiFi solution: digital enhancement of the printed 
version, 20,000 images, 2750 video clips, data of 

150 features, data of 1200 units, full text of printed 
edition

CoDA
Center for Digital Archaeology
http://codifi.org/

So we have built the Last House on the Hill (LHotH) database with the Codifi engine to enhance, enrichen, and mirror the printed book with protocols and 
metadata standards to ensure its usability for many centuries to come. In LHotH we have collected together all the visual media and primary source data 
that was of necessity left out of the printed monograph report: moreover, the full contents of the printed edition itself are included (lasthouseonthehill.org)
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Last House on the Hill database 
edition (2007-) (LHotH)

CoDA
Center for Digital Archaeology
http://codifi.org/

people

event

media things

places

Each item in the database is recorded as a separate entity of place, person, or thing, that meets in space and time as an event; each entity is represented 
by media and/or alphanumeric data in the database with its own URL, and related in a number of different ways to other entities.
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Last House on the Hill database 
edition (2007-) (LHotH)

http://codifi.org/
more information at: 

http://lasthouseonthehill.org
CoDA
Center for Digital Archaeology

For the purposes of this presentation, I think it is important to note that the long-form text of the printed monograph “Last House on the Hill” was 
fragmented into its individual sub-sections, each of which was transformed into an entity of LHotH database, related to associated entities of images, 
videos, texts and alphanumeric data.In this case the database is responding to the search for “dagger”. In this way, in effect, we have prepared the printed 
manuscript itself for harvesting and the creation of subsequent database narratives.
!!
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Last House on the Hill database 
edition (2007-) (LHotH)

http://codifi.org/
more information at: 

http://lasthouseonthehill.org
CoDA
Center for Digital Archaeology

Thus, for example, a place - feature 640, a basket in a burial - is related to different parts of the printed volume. If you scrolled down, you could see its 
relations to other places, media, events (such as days of work on the project, or phases in the life-history of the Neolithic house).
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Codifi API in 
the Cloud acts 
as a platform 

for user 
access, 

powered by 
Mukurtu CMS

LHotH to the Cloud

LHotH DB 
powered by 
Codifi

curatorprimary 
sources

the Codifi solution: enhancing primary 
data, relating, adding meaning (metadata)

enhancements to 
the database 
content from 
interfaces of Cloud 
users

Once the primary sources enter the codifi-engineered LHotH database as entities, they are enhanced by adding relationships to other entities, along with keywords, 
description, and other metadata. The cloud edition of the database acts as a platform from which user interfaces or database narratives can be launched. Content from 
user interfaces trickle back into the LHotH database, thus completing the constant loop of content enhancement. 
!
You will notice that the cloud publication of LHotH is powered by Mukurtu content management system (CMS) which is CoDA’s other product; Mukurtu provides filtering 
for access and sharing (ie publication) according to the curator’s protocols. I don’t have time in this presentation to discuss the pros and cons of open access, partial 
access, and private access, but am happy to do so elsewhere.
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Okapi Island in Second Life

LHotH Web Exhibit

LHotH DB 
powered by 

Codifi

LHotH 
API in the 

Cloud

Remixing Çatalhöyük

q
DWdTT: Dead Women 

do Tell Tales

User Interfaces/Database Narratives

Remediated Places

RAVE Performance

In this part of the presentation I will demonstrate a few of the user interfaces that have been drawn out of the LHotH data. They are mostly for viewing  and interactivity through a Web 
browser by a broader public than the archaeological community. Some of them are database narratives. They prolong the utilization of the project data by remediating, recontextualzing, 
and even adding to the materials of the project. e

RAVE is a collection of short videos and performance in live presentations in 2001, 2002.

Remediated Places: is a series of on-site videowalks that harvested content from  the LHotH database and BACH project media collection. The walks were designed in 2005-2007 for a 
mobile device technology with GPS that was not yet available, certainly not at Çatalhöyük.

In 2007 we launched Remixing Çatalhöyük, a Web exhibition of themed collections of downloadable and re-usable media from the BACH project media collection with rich captions and 
metadata.

2006-2011we developed Okapi Island in the virtual world of Second Life as a mirror of the East Mound at Çatalhöyük, as it exists today, and as it may have looked in the past. Okapi 
Island is no longer alive; it’s become archaeological itself.

At the end of 2013 we launched LHotH Web edition- a selection of media and items drawn from the main LHotH database, complete with rich metadata and relations intact.

Many of these user interfaces, especially those more than 5 years old, are no longer viable. The original source data in the LHotH database, however, in this process remain sacrosanct, 
archived for the long-term.
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Dead Women Do Tell Tales 
(DWdTT)

 The project of a recombinant history that adapts the database narrative concept that currently occupies my creative energies is a network of fragmentary 
stories and biographies called “Dead Women do Tell Tales” (DWdTT). It is an extraordinarily complex mesh of fragments about the archaeologists’ 
construction of Neolithic households in Turkey. The fragments comprise primary sources of archaeological excavations at Çatalhöyük, that are drawn from 
the Codifi engineered Last House on the Hill (LHoTH) database in combination with my creative imagination. These fragments are collected together into 
database narratives or microhistories. In this user interface for the first time I am embarking on a radically new strategy by using the medium of computer 
gaming.
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Dead Women do 
Tell Tales 

(DWdTT) draws its 
narratives  from 

the Last House on 
the Hill LHotH 

database for the 
Basket in a Burial 

microhistory

Dead Women Do Tell Tales (DWdTT) mirrors the LHotH database in that the fabric of both is made up of fragments or entities of people, places, things, 
events, and their appropriate media. Here you can see how this mirroring occurs with reference to one of the microhistories about a basket in a burial. 
Videos of discovering and excavating the basket, images of the basket and its description, are mirrored in DWdtT, along with their relations and metadata. 
However, whereas the entities of the LHotH database are structured around observable phenomena and their interpretations that do not stray far from the 
latter, the same entities in the context of the DWdTT game are structured as and related to narrative fragments that are likely to be “thickened” by their 
association with creative imagination.
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DWdTT: Narrative

microhistories

fragments about 
people, places, 

things, events in 
project time 

(NOW)

fragments about 
people, places, 

things, events in 
Neolithic time 

(THEN)

The entities are assembled as fragments from the world of THEN (Neolithic time) and/or the world of NOW (archaeological project time) into microhistories 
(database narratives).
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DWdTT: the audience: age 9-90

Erik Champion (2011:55) recommends a Hermeneutic or 
Cultural Game World, in which the aim is to engage the 

visitor in another culture “where a participant begins to 
use and develop the codes of other cultures in order to 
orient and solve tasks, and to communicate the value 
and significance of those tasks and goals to others.”

The anticipated audience of Dead Women Do Tell Tales are lifelong learners (i.e. any age from 9 to 90), people who have curiosity and imagination, who love small intimate stories of 
everyday life, who fantasize in dreams or daydreams, who love “aha” moments of solving mysteries, who love to work things out for themselves when presented with information (clues), 
and people who love to participate in other cultures, learning the language, tasting the food, and listening to stories. 
!
Erik Champion in his (2011) ‘Playing with the Past’ suggests that games that draw people into another culture or world, “where a participant begins to use and develop the codes of other 
cultures in order to orient and solve tasks, and to communicate the value and significance of those tasks and goals to others”, have the greatest potential for engaging broader audiences 
in what we do as archaeologists,historians and humanists, but they are also the most difficult to create.
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construction

home glossarysearchhelp
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started

dig 
deeper

ideas

scaffold

closure roof ghosts Lori singing doughDido house plasterchildrenbasketMicrohistories

DWdTT

This is the “home” interface of DWdTT. The aim for the explorer is to experience as participant observer two very different cultural contexts, as Champion recommends: the world of 
residents of a place – a settlement mound - that is 9000 years old for us and at least 500 years old for them; and the also unfamiliar world of the archaeologists who are revealing the 
Neolithic residents and constructing the Neolithic world from its material remains. 

The upper timeline -“NOW” - proceeds in a traditional Western linear fashion from BACH project start on the left in 1997 to its end in 2004. During this time the archaeologists are 
revealing the life-history of a building and a neighborhood from the uppermost deposits down towards the earliest deposits. They do not know the past, but that is the aim of their 
investigation. 

The lower timeline - “THEN” - the even less familiar world of Neolithic Building 3, is read with its start as building construction at the right and ending with its closure and abandonment on 
the left. The Neolithic residents, are living their history from the first construction of the house forward into the future and the end of its and their own lives. Each “microhistory” is localized 
on both timelines and will give access to entities from both timelines.
!
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Floor-level

Roof

Below

The Portals and 
the Guides

The heart of the game - the “home interface” with access to the microhistories or database narratives that are focused on  Building 3 - can only be entered 
through one of three portals in a 3D virtual environment. 

The first portal is from the roof of the building; the player is set the task of finding the correct ladder through which to climb down into Building 3.

The second portal is at “ground level” along the narrow alleyways between the closely-packed buildings, avoiding dung and garbage; the player must find 
the correct side-entrance into Building 3. 

The third portal is found by tunneling through the mound, past the many layers of history and ancestry beneath Building 3; the player is set the task of 
finding the specific burial pit that will give access into Building 3.
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Floor-level

Roof

Below

The Portals and 
the Guides

The guides first make themselves known in the 3D world of the portals. Each has their expertise for help and cultural challenges. On the roof, the theme is 
landscape, land utilisation, and Çatalhöyük’s broader context. At floor-level, the theme is neighborhood, household, and its everyday social practices. In the 
mound itself the focus is on the history of the village and Building 3 and its ancestors, as well as archaeological practices,including the ethics of digging 
human remains and who owns the past. 
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Then

1997 1998 1999 2000 2001 2002 2003 2004 
closure

B3.5B B3.5A 
closure

B3.4B B3.4A B3.3 B3.2 B3.1B-D B3.1A  
construction

home glossarysearchhelp

get 
started

dig 
deeper

ideas

scaffold

closure roof ghosts Lori singing doughDido house plasterchildrenbasketMicrohistories

DWdTT

In the home interface the guides, each with their expertise and style,  provide a scaffold of helpful hints, clues, and challenges to the user to motivate his or 
her exploration. At any point the player can dig deeper into the LHotH primary database of sources for more information. There is also space for a 
“breadcrumb trail “ for registered players, and feedback of their ideas and narratives. The player may choose to get more information about the game and 
the archaeological and prehistoric worlds through the Getting Started videos; otherwise they may plunge into any one of the microhistories. We start with 
the basket.
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B3.5B B3.5A 
closure

B3.4B B3.4A B3.3 B3.2 B3.1B-D B3.1A 

1997 1998 1999 2000 2001 2003 2004 
closure2002Now

Then

Dido

house

plaster

singing

dough

children

Lori

basket

ghosts

closure

roof
home glossarysearchhelp

get 
started

dig 
deeper

ideas

scaffold

The Basket in a Burial The basket (Feature 640) 
of this microhistory was 

associated with the 
burial in Feature 634, 

but was it as a container 
of the dead, or as an 

accompinament for the 
dead person?

F.640 F.634 next

The basket in a burial is shown here in the introduction to this microhistory. Immediately links are given to its data in the LHotH database. At the same time, 
its place on both time lines is shown. Note that the basket microhistory is ringed in red, and two closely related microhistories are ringed in yellow.To 
continue click on the image or the next button
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The Basket in a Burial

discover
ing the 
basket

the 
place of 

the 
basket

excavating 
the basket

The 
basket: 
Feature 

640

Lori 
Hagerburial 

Feature 
634

analysis of the 
basket

biography of the 
basket

baskets in 
Building 3

Willeke Wendrich

accomp
any the 

dead

home glossarysearchhelp
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started
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deeper

ideas

scaffold
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singing

dough

children
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basket

ghosts

closure

roof

F.640 F.634

DWdTT

who 
made 

the 
basket

making 
the 

basket

who is 
buried in 

F.634?

The next button brings the player to a view of all the fragments that make up this microhistory. Fictional narratives of the world of “Then” have yellow text, 
and the empirical documentation, observations and interpretations of the archaeological project (“Now”) on which the former are based have red text. Many 
of the fragments or entities are linked and shared between two or more microhistories. In the case of  “Basket in a Burial”, the micro histories ringed in 
yellow - “Dido” and “Lori” - have a larger number of shared entities. We’ll click on one such shared fragment - “Accompanying the Dead”.
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Accompanying the Dead
I am a ghost. I am a shadow 

of my former self. I have 
almost no substance.  

Amazingly, I am still with 
Dido. She is also a ghost, 

but more corporeal than I, 
being made of bones. I have 
been resurrected as ghostly 

fragments, some by her 
ankles, some above her 

knees. How did that 
happen? Why am I here? 

Did she climb inside me? Or 
was I placed next to her in 

this cave? I can’t 
remember yet. Maybe later. 

But I do know how I was 
born in the grassy fields.

home glossarysearchhelp

get 
started

dig 
deeper

ideas

scaffold

Dido

house

plaster

singing

dough

children

Lori

basket

ghosts

closure

roof

F.640 F.634

DWdTT

F.760

 In the context of the “Basket in a Burial” microhistory, “Accompanying the Dead” is a story about the life-history of the basket told by the basket itself. 
When read in the context of another microhistory, such as “Ghosts” (ringed in yellow), however,  it has a very different affect
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F.162

life-history of Building 3 people

Now in the “ghosts” microhistory, that focuses on the people who are buried in Building 3, the narrative “accompanying the Dead” takes on a different significance as we 
are brought directly to the burials under the large north-central platform and specifically the burial of “Dido”, that is closely associated with the basket. A closer look at 
the platform
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B3.4B

male, 
14-16 yrs

female 
18-22 yrs
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Now
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F.162

F.644

F.647

life-history of Building 3 people

reveals the sequence of skeletal data
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life-history of Building 3 people

and interpretation by an illustrative technique of re-fleshing of three burial events under this platform Feature 162. The earliest event is a teenage boy, 
followed - perhaps a few years later - by a young adult female.
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The latest burial under this platform in phase 4A, is represented by  the skeleton
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that is refleshed as ‘Dido’. More details are made available from the database in the direct feature links, including F.640, the basket. You could jump to 
Dido’s microhistory (unfortunately I have no time to explain why this mature woman is named after the ancient queen of Carthage). But instead we will look 
at the summary of the burial sequence of the ten burials in Building 3.
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This is the sequence of burials in Building 3 based on the archaeologists’ analysis, from the earliest in phase 3 in the middle of the building’s life-history, to the final one at 
its end, ending with the two skulls left on the floor of the house at its closure. 
!
From here the player can explore in Dig Deeper more evidence from the database to aid the interpretation of this sequence; they will get help and clues from the Guides, 
who ask questions such as: are all the young people the offspring of the two older adults? In that case who buried the last child? and whose child is he? I could take you 
further along this fascinating path, but time prevents me.
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narratives
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04-LHotH 
database 

narratives

04-DWdTT

NarrativeData

This closes the winding journey on which I have guided you, to explore the nature of publication in the humanities in a Digital Information Age. In case you have lost your way, I will visit its main points: The theme of 
the path is about the relationship of data to narrative.	

00- An issue that underlies the publication of print narrative and analog data is how much data and what kind can be included in a printed publication. Analog data takes up physical  space on paper and in storage; there 
has to be a selection. That is the role of the gatekeepers. Publication of a printed long-form narrative is the ultimate aim, whereas the primary source data is often forgotten and even thrown away.	

01-With digital publication, primary source data is now mostly born digital and in best practices is born archival. Storage of digital data takes up much less physical space, it is becoming cheaper, and its dissemination is 
much easier for consumers through Cloud storage. However, digital data need to be prepared with metadata according to accepted standards and managed according to best practices. Otherwise, they also will be 
forgotten and lost in the digital netherworld.	

I then discussed what form the publication of digital narratives should take. The simplest is to digitize and publish simulacra of the long-form text that dominates print publishing, and organize these in a simulacrum of 
the print library or catalog.	

02- The rest of the presentation, however, discussed the alternatives to (or disruption of) simulacra for digital publication. First I mentioned early forms of born digital publication of narratives that take advantage of the 
navigational and linking capabilities of hypertext, in which the long-form text is fragmented into webs of small linked narratives, such as Sister Stories and the Chimera Web.	

03- Quite soon, however, I brought into focus a narrative form in which the fragmentation of the long-form narrative is retained, but the narrative web is enhanced and made more rigorous by being drawn out of a 
database, hence the term database narrative, with examples from Manovich and others..	

04 -  After a short interlude confessing to you an archaeological view of data, I demonstrated the database narrative concept adapted to archaeology  by the example of our digital publication of the BACH project in 
Turkey. I presented  a number of user interfaces and database narratives that have been launched from a carefully auditioned, prepared, managed and stored database (LHotH). All of the interfaces I have shown you 
build on the advantage of digital publication of linking, keywording, searching and  networking of fragmented narratives.
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Intimate User Interfaces/Database Narratives

 

The Fragility of User Interfaces and Digital Narratives

However, these user interfaces and database narratives can be quite fragile for a number of reasons: changing fashions of genre and format can lead to 
lack of use, and lack of use can mean lack of updating; meanwhile technology moves on leaving the interface stranded in the Internet Archive. They may 
not survive; in fact several of mine are already defunct. My response to this may not be the same as yours. I don’t really mind. Sure, a lot of work went into 
the Chimera Web and into Okapi Island; I may revisit the Chimera Web, but Okapi Island is just one of a number of narratives that can be drawn out of the 
LHotH database. We cannot keep everything on the web.
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source data narrative source data narrative

So I end with the following perhaps surprising, perhaps controversial conclusion to my talk:

For print publication, the end-product of the publication process  is the printed narrative (usually long-form text), while the data are moved to the background, perhaps to disappear 
entirely. New publication emerges from existing narratives, only rarely using original source data (if it has survived).
!
For digital publication, the source data, safely archived in digital form with metadata organized in meaningful and useful content management systems, are the end-product of publication 
and need to be carefully curated. The user interfaces or database narratives that disseminate the data in different genres and allow the broader public to interact with the primary sources 
are worth curating, but are less of a priority; they are more ephemeral, and can be replaced by new interfaces as long as the source data are intact.
!
Thus for me, the database narrative is not the ultimate publication medium of the BACH project. Other narratives can be produced by other authors. …as long as the database is intact, 
meaningful, and accessible. The database, especially when constantly enhanced by its cloud loop, is for me the ultimate publication of the BACH project.
!
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the BACH team friends and colleagues  
★ the CoDA team friends and colleagues 
★ Michael Ashley and Meg Conkey - co-founders 

with me of CoDA, who have supported and 
inspired me as I explore the digital possibilities 
of data and narrative 

★The organizers of the DADHS conference in 
Taipei, Taiwan for inviting me to my first visit of 
East Asia 

★Scarlett Chiu and Chihhua Chiang for drawing 
me here and looking after me so well

Thank You to

!
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