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In this article, I explore how digital data collection in the context of the Berkeley-Abiquiú Collaborative
Archaeology (BACA) project works, some of the affordances of this new-ish technology, and how they
articulate with analogue art practices to achieve the goals of engaged research. Thinking with affor-
dances helps me reflect critically on what digital data recording offers our research goals. In this case, the
most important aspect of using digital data recording is how it changes our relationship to time. New
orientations of research time created by such technology is an opportunity to engage creatively with how
archaeology can represent complexity, produce embodied experience, and share senses of place through
both digital and analogue practices. As archaeologists trying to think trans-humanistically, we need to
reflect critically on digital technologies to produce engaged research. This is always a shifting target.
New uses reveal new possibilities, and vice versa. But newness is not what makes an impact, a differ-
ence, or changes the way we do research together; what makes a difference is the result, effects, and
affects of these affordances.
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INTRODUCTION

The first time I met Kyle, he had his head-
phones threaded through his jacket and
his oversized smartphone in his pocket.
We were in the tiny adobe library at the
Pueblo de Abiquiú in northern New Mexico
and Kyle was one of a group of high school
students interested in joining the Berkeley-
Abiquiú Collaborative Archaeology (BACA)
project. The purple-haired librarian let him
pick songs from YouTube to play over the
front-desk speakers while we sat surrounded
by sci-fi novels, genealogical registers, and
histories of the Genízaro Pueblo.
Later in the summer, Angel would

quietly check her text messages at lunch
and start whispering the latest news just
out of my earshot, despite being 2400 m
above sea level and kilometres away from

the plaza on a mesa. Anita’s Sanrio™
Gudetama ‘the Lazy Egg’ iPhone case was
one of many digitally animated characters
that adorned her belongings. It took me
two months to become Instagram friends
with Andrea, where she posts selfies with
enigmatic song-lyric captions. Eric keeps in
touch on Facebook Messenger whenever
his mother has not taken his phone away
for forgetting to close the gate to the goat
pen. Despite avoiding his work-issued flip
phone, Bernie, one of the project’s adult
community partners, sends all important
information through Facebook and gamely
used a tablet to enter data as he worked
with us during archaeological survey. Isabel,
the director of the library, has a smartphone
and wants to use mobile technology to
further the library’s mission of engaging
people in the history of Abiqiuiú.
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CASUAL CYBORGS

This group of people forms the core of
our multi-year collaborative research
project in the high desert of northern New
Mexico. And, we are all cyborgs. By using
that term, I do not mean to suggest that
we are different from any other group of
people in the United States today. I also
do not use the term to set up this article
as a tale berating youth smartphone habits
or a myth about how my adult collabora-
tors and I inventively used the high-school
students’ own tools to trick them into a
learning experience. Rather, I want to
point out that in a world where archaeolo-
gists are working with diverse communi-
ties, meeting people on their home turf,
and responding to issues that matter, tech-
nology is, as Sarah Gitelman (2006)
describes, ‘always already new’. We are
cyborgs in the sense that the boundaries
between us and our digital objects and
digital worlds are permeable and the dif-
ferences between them are becoming less
and less important (following Haraway,
1991).
I, as an archaeologist, and the people I

work with do not consciously cross
between digital and non-digital worlds. My
collaborators in Abiquiú have email, post
office boxes, text messaging, bulletin boards
at the gas station, YouTube, dances in the
plaza, pictures of their grandchildren on
their phones as well as on their mantle-
pieces, stories about the mountains, home-
work submitted by uploading, homework
due on paper, cows to herd, goats to feed,
and 400 followers on Instagram. Maybe
these worlds are post-digital, maybe they
are augmented, hybrid, or in some other
gloriously sci-fi state but, ultimately, they
just are. We move freely between the so-
called ‘real’ and ‘virtual’ in our collaborative
endeavour to use archaeological work to
further heritage projects and to support
land and water rights.

In the ongoing development of both
engaged archaeology1 and the use of
digital technology across the discipline, the
meaningful work of new technologies is
often outshone by the ‘newness’ of the
method or device. I understand how this
can happen: the attention and effort it
takes to understand how something works
and what it can do can be huge.
The concept of affordance describes the

dialectical relationship between humans
and technologies and is a useful concept in
thinking about the way digital archaeology
is intertwined with the ‘in-real-life’ (IRL
hereafter) practice of engaged research. In
other words, affordance describes how
humans (and/or nonhuman animals) and
technologies (and/or objects) shape and
are shaped by each other. It is any one of
many interactions made possible by the
materiality of both technology and human,
in both material and creative capacities.
The notion of affordances was elabo-

rated by James Gibson in The Ecological
Approach to Visual Perception (1979) and
has enjoyed vibrant debate and revision in
psychology, computer science, design, new
media, science and technology studies, and
anthropology and archaeology (Norman,
1988; Gillings, 2012; Ingold, 2018).
Gibson’s theory of direct perception, from
within which the concept of ‘affordances’
as environmental elements to which
animals respond, is very much up for
debate within ecological psychology (and
psychology in general) (Ingold, 1992: 46;
Hutchby, 2001). In this article, I build on
the general principle that media anthropol-
ogists and science and technology scholars
have expanded from Gibson’s theory, that
technological and digital objects carry with

1 I use this term to encompass a spectrum of practices
sometimes also called public, community-engaged, com-
munity-initiated, activist, and socially-engaged archaeology
whose goals are to collaborate with non-archaeological
communities to produce better and more socially mean-
ingful research (Colwell-Chanthaphonh & Ferguson,
2008; Liebmann & Rizvi, 2008; Atalay, 2012) .
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them a set of imminent materialities (affor-
dances) that exceed their original and
designed use, which often require creative
human response (DeLanda, 2010: 84).
For example, media and disability

scholar Mara Mills outlines how her
encounter with the digitized archive of
vinyl records was directed by the fact that
digitized audio files do not carry with
them the labels on the original LPs. This
affordance (in a negative sense in this
case) of digital audio required her to listen
to hours of mystery sounds, and eventually
led her to encounter the transfer of ‘visual
projective’ psychological tests to audible
tests for the blind (Mills, 2016; Cheek &
Hagood, 2018). The immanent material-
ities (De Landa 1997) of both vinyl and
digital audio records are made knowable
through a critical reflection on the affor-
dances of these tests and how they reflect
the assumptions of the researchers more
than the psychologies of the patients.
In this article, I suggest that as archae-

ologists trying to think trans-humanistic-
ally, we reflect critically on digital
technologies to produce engaged research.
This is always a shifting target. New uses
reveal new affordances, and vice versa.
Newness is not what makes an impact, a
difference, or changes the way we do
research together—what makes a differ-
ence is the result, effects, and affects of
these affordances. Here, I explore how
digital data collection in the context of the
BACA project works, some of the affor-
dances of this new-ish technology, and
how they articulate with analogue art prac-
tices to achieve the goals of engaged
research. Thinking with affordances helps
me to reflect critically on what digital data
recording offers to our research goals. The
most important affordance of using digital
data recording is how it changes our rela-
tionship to time. New orientations of
research time created by such technology
gifts us an opportunity to engage creatively

with how archaeology can represent com-
plexity, produce embodied experience, and
share senses of place through both digital
and analogue practices.
For all seasons of the BACA project to

date (2014–2017), we have used an open-
source digital field recording system. The
benefits and drawbacks of ‘paperless’
recording are discussed elsewhere, but here
I outline how our use of the system
allowed a new form of local, intergenera-
tional knowledge production between
myself, Abiquiú youth interns, and their
families. Equally as important, our use of
this system offered the time and flexibility
to work with the interns to produce
another kind of knowledge: a wholly ana-
logue representation of their experiences
doing fieldwork in the form of a ‘zine’
(hand-made magazine). Through an
account of the affordances of both prac-
tices I demonstrate the effectiveness of an
approach to engagement that overcomes
the newness of digital technologies and
gets on with the complex work of engaged
research.

THE BERKELEY-ABIQUIÚ COLLABORATIVE

ARCHAEOLOGY (BACA) PROJECT

The Pueblo de Abiquiú was established as
a Spanish land grant in 1754 to a group of
people labelled Genízaro in the Spanish
sistema de casta (caste system). The term
Genízaro identified citizens of indigenous
descent who were acceptably ‘hispanized’
by being sold into indentured servitude in
Spanish households (spoke Spanish, prac-
ticed Catholicism, etc.). The population at
Abiquiú has practised a wide range of
Indigenous and Spanish ways of being
over the past 260 years and the racial and
ethnic category of Genízaro has been a
contested form of identification over the
history of the land grant (Brooks, 2002;
Ebright, 2006). In the last 70 years,
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Abiquiú has been best known for being
home to modernist painter Georgia
O’Keeffe, whose house is now a tourist
venue and museum as well as a major
employer in the Pueblo.
The Merced del Pueblo de Abiquiú

initiated an archaeological research collab-
oration with Dr Jun Sunseri of the
University of California at Berkeley
(UCB), and the Pueblo de Abiquiú
Library and Cultural Center in 2014. The
project grew from an interest on the part
of a number of community members in
adding archaeological information to the
existing body of knowledge about
Genízaro heritage. Archaeological infor-
mation has multiple purposes for the
Pueblo, including the potential for federal
recognition as a tribe, supporting claims to
land and water rights, youth education
and engagement, and re-orienting visitors
to the Pueblo towards Genízaro history
away from a narrow touristic focus on
O’Keeffe.
Recently, the community identified

water—specifically the tradition of acequia
irrigation—as a key socio-political issue
and an urgent focus for youth reinvest-
ment. At the same time, information
about water management in the past
became essential for contemporary water-
rights adjudication. This set the stage for
developing the research question we
explored with archaeological fieldwork in
the summer of 2017: what is the history of
water use in Abiquiú and how does it
enable understanding of Genízaro history
and identity over time?
The establishment and maintenance of

land grants in Spanish-Colonial Nuevo
Mexico relied on a uniform set of features
that signalled adherence to authorized
Spanish ways of living, including the irri-
gation of land via acequia canal systems
(Rivera, 1998; Arellano, 2014). As Sunseri
(2014, 2018) has shown, Genízaro people
in New Mexico had at their disposal both

indigenous and Spanish water manage-
ment strategies. The design and construc-
tion of such infrastructure are key
materials through which we can investigate
the complexities of Indo-Hispano histories
in the region.
A crew of nine high school interns from

Abiquiú, six UCB volunteers, dozens of
adult community partners, and I have
documented the development of these fea-
tures and associated domestic sites
through fieldwalking, test trenching, soil
sampling, and oral history. I am currently
analysing this documentation using the
concept of hydrosociality, orienting our
material investigations of water infrastruc-
ture towards its enmeshment in communal
social practices, values, and group identity
(Rodríguez, 2006; Linton, 2010).

ALWAYS ALREADY NEW: OPEN DATA KIT

AND ENGAGED ARCHAEOLOGY

To record these and other features, the
BACA partnership used the paperless
recording system Open Data Kit (ODK
hereafter) (Figure 1), a ‘free and open-
source software for collecting, managing,
and using data in resource-constrained
environments’ (Open Data Kit, 2018).
Digital data creation is a central element
in our attempt to create immediately
accessible data and maintain transparency
throughout all phases of the project. This
is crucial to challenging historic power
dynamics in which people in Abiquiú are
seen as the subjects of research rather than
equal partners in its creation and use.
Transparency is distinct from open-source
in a context where years of extractive
research, journalism, and tourism develop-
ment have made people understandably
wary of sharing uncritically. Our data col-
lection methods are clearly articulated and
accessible to the members of the commu-
nity, rather than simply being available to
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anyone, anywhere. Using digital field
recording allowed us to create a dataset
over which the Abiqiúceños have ultimate
control, which is transparent, and agreed
on in advance. This overarching idea
guides the following discussion of some
affordances of paperless recording: its
flexibility, affordability, spatiality, and
accessibility. Each of these has an import-
ant impact on the goals and execution of
engaged research.
After initial conversations with commu-

nity partners, I built a digital form for

archaeological survey of historic acequia
irrigation ditches using the ODK system.
I used language we shared, both archaeo-
logical and Abiquiúceño, to describe fea-
tures and sites, and arranged fields based
on what we collectively thought could be
useful and interesting. I could add or
change fields as collaboration continued
and learnt more from people who were
intimately familiar with the landscape and
its history and forms. Every member of
the community who participated in the
project could be included in the ‘data

Figure 1. ODK digital recording interface on tablet.
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collector’ field for each data point. This
asserts the collaborative nature of the
project in the data collection itself.
Because the whole system is open-

source (i.e. free) we could build this
system, make it work, and put all the tools
in the hands of the community with very
limited funding. Any person with an
Android device can now download the
app and, with the right permissions con-
trolled by the Merced and community col-
laborators, download the forms, record
data, and upload to the server. We used
affordable, refurbished Samsung Galaxy
Note tablets fitted with rugged, field-ready
cases. This makes the system self-suffi-
cient, as well as not reliant on the
resources of the university once it is
operational.
Another affordance of the ODK system

for survey specifically is that each form is
easily linked with GIS data. New features
allow us to collect GPS points, lines, and
polygons using the internal or external
GPS units with each form. We can export
these records in Keyhole Markup
Language (or .kml) the most universal
geographic file type. This made it possible
to export files, import them into Google
Earth (also a free program), and show col-
laborators and community members
exactly where we were working and what
we were finding, all while still in the field.
This became especially useful as survey
took us far away from the main plaza, thus
making our work invisible to many
(including one intern’s grandmother who
claimed we must just be up in the moun-
tains picnicking all day!).
ODK records can be uploaded to a

server or exported and shared in common
file formats at the end of every work day.
This was important for the BACA project
because it suggested a real response to the
issue of data transparency, accessibility,
and control. Every single keystroke ends
up in the control of the Abiquiú

community to whom I, as an archaeologist,
and the project, as a community-based col-
laboration, are accountable. However, the
apparent affordance of instant access can
only be realized when met with on-the-
ground knowledge transfer IRL.
After using the ODK digital recording

system for about three weeks, I asked a
few of the interns if they were interested
in learning about where the data goes at
the end of each day, and how to access it
from the library’s computers. They
humoured me. They learnt that at the
end of every survey day we took our
tablets back to base, checked over all the
forms, and uploaded them to a password
protected server. This server is always
accessible to them via any internet connec-
tion and appears as an in-browser spread-
sheet showing all the fields and their data
by the version of the form it was recorded
in. We then exported the days’ files from
the cloud as a Comma Separated Value
file (.csv) and integrated the new data into
a Google Sheet on our shared Google
Drive, also accessible to Abiquiúceños on
any browser. Ta dah! All the data. Every
day.
The interns thought this was cool, but

they were not jumping out of their seats
with a new understanding of the relation-
ship between digital heritage and their
personal history. They looked at me like I
was slightly dense when I asked them
repeatedly if they felt they could help an
elder access the data. I wanted this system
to work into their already habituated
understanding of how information exists
on the cloud—at their disposal and
waiting only for their clicks and pass-
words. What matters here is not that the
project is making data freely available, but
that the system we set-up together makes
these young people a resource for their
community. When an elder who is less
tech savvy wants to access some data, it
will be these young people to whom they
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will turn. In the moments it took to show
them the ropes, they became accountable
to their elders in a similar, if not more
important, way than I am. The new tech-
nology of our digital recording workflow
was not just a gimmick, it had a meaning-
ful result in the way the interns related to
the project.

AUGMENTED, HYPER-MEDIATED, IRL

For the nine interns of 2017, who have
used BACA’s ODK system the most,
newness is hardly a factor (Figure 2). They
have not been doing paper archaeology for
decades and are not thrilled (as I was) by
the streamlined possibilities of immediate
data access. Nonetheless, there is an aspect
of novelty. They like screens and are quick
with a tablet. The system makes the
project seem cooler, but also builds
technological literacy that they can take
with them after the season is over (an

outcome mandated by the Merced govern-
ing board).
When we talk about the potential for

new technologies to give us ‘more insight’,
make our archaeologies better, faster, and
stronger, what are we really hoping for?
By and large, following discussions with
colleagues (Tringham, pers. comm.), the
affordances of new technologies that
engaged archaeologists can use are:

. The ability to represent and interrogate
greater and greater complexity.

. The ability to produce, translate, or
encourage embodied experience.

. The ability to document, share, and
investigate senses of place.

. The potential for immersive engage-
ment (through the above).

The affordances of ODK recording
help us actualize our accountability to the
community of Abiquiú and give us one
magical thing: more time. That is a major
impact of paperless archaeology for BACA

Figure 2. BACA 2017 intern Anita Manzanares uses the ODK digital recording system to document
an historic acequia irrigation canal.
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(and for many who have been excited
about it since the possibility emerged over
two decades ago). So, what do we do with
all the time gained if our goals still involve
an interest in complexity, embodied
experiences, senses of place, and immersive
engagement? We make digital recording
only part of the equation. ODK itself pro-
duces a different relationship to data,
which makes understanding complexity
easier for a wider range of people. But in
this instance, it leaves room for other prac-
tices to translate embodied experience and
document a sense of place.

MAKING STUFF

A larger argument I make elsewhere (Danis,
in prep, see also Tringham & Danis, in
press) is that engaged archaeology needs an
expanded toolkit that is rigorously and crit-
ically employed. Some of these tools might
include digital technologies that connect,
expedite, and complicate. But some of these
tools might also come from ‘analogue’ disci-
plines, equally concerned with senses of
place and embodied experiences. For me,
this means art or creative practice.
The time-scale of doing things IRL

matters for archaeological attention. ODK
structured our workflow such that on-
paper drawing and mapping provided the
slow, attentive process to materials and
features that the speed of digital descrip-
tion belied. ODK integrated photography
so that more could be done with the visual
representation of things and gave us more
time in the field not just to cover larger
areas but also include other interpretive
practices like video and sound recording,
speculative sketches, and cyanotypes.
Interns were intimately involved in all
these aspects of data creation, and the
affordances of digital recording encouraged
the creation of an important kind of local,
accountable knowledge.

But what paperless recording does best
is cut out a whole post-field step: data
entry. Instead of spending hundreds of
hours turning paper forms into a spread-
sheet, we began a project of reflection and
making. Following a community forum in
which the interns led the reporting of the
summer’s archaeological activities to their
friends, family, and Abiquiú’s Genízaro
community, we felt the need for a way for
the interns to continue their engagement
with the archaeological material and its
dissemination. I returned to the Abiquiú
library where I first met Kyle two months
after completing fieldwork and asked
‘what do you remember about our field-
work?’ ‘Nothing,’ was one reply, quickly
followed by, ‘the project ended, school
started, and I did not have time to think
about anything else.’ I was not shocked
(though I suspected that was not entirely
true). I knew their hard drives could not
have been wiped clean. So, we wrote: ‘I
remember … I remember … I remem-
ber….’ And then we dove into a stack of
images from the project, printed out, IRL,
not backlit, not scrollable.
Alongside team member, painter, and

BACA co-conspirator Brea Weinreb, we
used these reflections and images as the
jumping off point for a collage project
(Figure 3). In her words:

‘Outsiders’ conception of Abiquiú is
largely informed by Georgia O’Keeffe’s
famous abstract landscape paintings of
the town. While O’Keeffe’s work is
beautiful and regarded as some of the
best early Modernist art, it presents a
limited and problematic view of the
Abiquiú landscape, mainly because the
land portrayed is void of people. For
this project, we created counter-maps
representing alternative visions of
Abiquiú’s landscape that capture the
richness of Abiquiú’s community … by
collaging photographs from field work
on the Land Grant over prints of
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Georgia O’Keeffe’s paintings.’ (Weinreb,
n.d.)

Through this creative work we reflected
on our personal experiences, on how we
build knowledge in a landscape, and repre-
sented these experiences from a different
perspective than traditional archaeological
representation.
From these collages, we made a ‘zine’ or

hand-made magazine. Key to the feminist
and punk inspirations of zine making is a
‘do-it-yourself’ approach to making and a
democratic production process (De Boer,
2005; Zobl, 2009). The students them-
selves designed the entire publication, from
start to finish, including choosing who the
main audience of the publication would be
and how they would share it. After an
initial brainstorming session, the interns
agreed they wanted the zine to be for their
peers—friends and other students their
own age in the community. The analogue

form of the zine (literally cut and paste,
then photocopy) allowed us to make the
zine in only three meetings, with a limited
budget, and students with a range of skills
and interests. We did not use photoshop,
we did not design it on the computer. We
copied and pasted IRL. This practice
helped us, the archaeologist and the stake-
holders of heritage work, re-inscribe our
embodied experience of fieldwork and
history and make these accessible to others.
The end result is a collective, visual docu-

ment, of the students’ experience doing col-
laborative archaeological fieldwork on their
Pueblo’s communal land. The interns com-
bined their own knowledge about their
family histories and the high desert landscape
with archaeological skills surveying the
Pueblo de Abiquiú’s historic acequia irrigation
ditches. The zine illustrates this integration
of knowledge through the collaged images,
written reflections, and descriptions of arch-
aeological keywords. By emphasizing images

Figure 3. Collage from Making our Way Down the Acequia ‘zine’ by the crew of the 2017 BACA
project in collaboration with Brea Weinreb.
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of their own bodies doing fieldwork, and by
making the zine by hand, the publication is
itself a trace of these students’ engagement
with landscape and history, joining the arte-
fact database and GIS maps we produced as
an important set of data for the project. The
zine represents a significant part of archaeo-
logical research by framing the methods for
data collection within the interns’ personal
experiences and providing an opportunity for
young Abiquiúseños to tell the story in their
own words. Each student received their own
copy and the rest is available for sale at the
Pueblo de Abiquiú Library, as well as a few
Bay Area bookstores with all proceeds bene-
fiting the library.
Using the time gained by the efficiency

of digital field recording, we produced a
hyper-mediated and augmented media
object, informed by our process of digital
data collection and reinterpreted through
our embodied experience of place.
Hypermediacy ‘expresses itself as multiplicity’
and, ‘acknowledges and makes visible acts of
representation’ (Bolter & Grusin, 1999: 33–
34). Hypermediation brings the form to the
fore and makes the hands of the maker not
only visible but, unavoidably, necessary. This
is essential in an engaged archaeology. The
many hands of collaborative work are so
often erased from archaeological documenta-
tion and interpretation, even despite our
attempts to make ODK digital records hold
the names of their makers. The BACA zine
was an attempt to counter these dynamics
using the time we would have expended on
data entry. The affordances of paperless
recording with ODK means there is plenty
of time yet to spare for meaningful archaeo-
logical interpretation in the service of
Abiquiú’s heritage and resource needs.

ACKNOWLEDGEMENTS

Thank you to Kyle, Eric, Angel, Anita,
Zach, Rio, Isabel and Virgil Trujillo, Bernie

Archuleta, and Jun Sunseri for making this
project what it is and allowing me to share
it. The Berkeley-Abiquiú Collaborative
Archaeology project operates with a
Memorandum of Understanding from the
Merced del Pueblo de Abiquiú and the
Pueblo de Abiquiú Library and Cultural
Center. This article was vetted by these
organizations. Field research was approved
by the Institutional Review Board of the
University of California, Berkeley. This
work was supported by the University of
California Institute for Mexico and the
United States under the UC MEXUS dis-
sertation research grant and the University
of California at Berkeley Archaeological
Research Facility Stahl Endowment Fund.

REFERENCES

Arellano, J.E. 2014. Enduring Acequias:
Wisdom of the Land, Knowledge of the
Water (Querencia Series). Albuquerque
(NM): University of New Mexico Press.

Atalay, S. 2012. Community-based Archaeology:
Research With, By, and For Indigenous and
Local Communities. Berkeley (CA):
University of California Press.

Bolter, J.D. & Grusin, R.A. 1999.
Remediation: Understanding New Media.
Cambridge (MA): MIT Press.

Brooks, J. 2002. Captives & Cousins: Slavery,
Kinship, and Community in the Southwest
Borderlands. Chapel Hill (NC): University
of North Carolina Press.

Cheek, C. & Hagood, M. 2018. Test Subjects
(Mara Mills). Phantom Power: Sounds
about Sound [online] [Accessed 18 March
2019]. Podcast available at: <http://phan
tompod.org/2019/02/01/ep-8-test-subjects-
mara-mills />

Colwell-Chanthaphonh, C. & Ferguson, T.J.
eds. 2008. Collaboration in Archaeological
Practice: Engaging Descendant
Communities. Lanham (MD): AltaMira
Press.

Danis, A. in prep. Landscapes of Inequality:
Creative Approaches to Engaged Research
in Archaeology (unpublished PhD disser-
tation, University of California, Berkeley).

Danis – Augmented, Hyper-mediated, IRL 395

https://doi.org/10.1017/eaa.2019.21 Published online by Cambridge University Press

http://phantompod.org/2019/02/01/ep-8-test-subjects-mara-mills
http://phantompod.org/2019/02/01/ep-8-test-subjects-mara-mills
http://phantompod.org/2019/02/01/ep-8-test-subjects-mara-mills
http://phantompod.org/2019/02/01/ep-8-test-subjects-mara-mills
https://doi.org/10.1017/eaa.2019.21


De Boer, T. 2005. The Archaeological Zine
Shovel Bum. SAA Archaeological Record, 5:
19–21.

De Landa, M. 1997. A Thousand Years of
Nonlinear History. New York (NY): Zone
Books.

De Landa, M. 2010. Deleuze: History and
Science. New York (NY): Atropos.

Ebright, M. 2006. The Witches of Abiquiu: The
Governor, the Priest, the Genízaro Indians,
and the Devil. Albuquerque (NM):
University of New Mexico Press.

Gibson, J.J. 1979. The Ecological Approach to
Visual Perception. Boston (MA):
Houghton Mifflin.

Gillings, M. 2012. Landscape
Phenomenology, GIS, and the Role of
Affordance. Journal of Archaeological
Method and Theory, 19: 601–11.

Gitelman, L. 2006. Always Already New:
Media, History and the Data of Culture.
Cambridge (MA): MIT Press.

Haraway, D.J. 1991. A Cyborg Manifesto:
Science, Technology, and Socialist-Feminism
in the Late Twentieth Century. In: D.
Haraway, Simians, Cyborgs, and Women:
The Reinvention of Nature. New York &
London: Routledge, pp. 149–81.

Hutchby, I. 2001. Technologies, Texts and
Affordances. Sociology, 35: 441–56.

Ingold, T. 1992. Culture and the Perception
of the Environment. In: E. Croll & D.
Parkin, eds. Bush Base, Forest Farm.
London: Routledge, pp. 39–56.

Ingold, T. 2018. Back to the Future with the
Theory of Affordances. HAU: Journal of
Ethnographic Theory, 8: 39–44

Liebmann, M. & Rizvi, U.Z. eds. 2008.
Archaeology and the Postcolonial Critique.
Lanham (MD): AltaMira Press.

Linton, J. 2010. What Is Water? The History of
a Modern Abstraction. Vancouver:
University of British Columbia Press.

Mills, M. 2016. Evocative Object: Auditory
Inkblot. Continent, 5: 15–23.

Norman, D. 1988, The Design of Everyday
Things. New York: Basic Books.

Open Data Kit. 2018. Open Data Kit. March
1, 2018 [online] [accessed 18 March
2019]. Available at: <https://opendatakit.
org/>.

Rivera, J.A. 1998. Acequia Culture: Water,
Land, and Community in the Southwest.

Albuquerque (NM): University of New
Mexico Press.

Rodríguez, S. 2006. Acequia: Water-Sharing,
Sanctity, and Place. Santa Fe (NM):
School for Advanced Research Press.

Sunseri, J.U. 2014. Hiding in Plain Sight:
Engineered Colonial Landscapes and
Indigenous Reinvention on the New
Mexican Frontier. In: N. Ferris, R.
Harrison, & M.V. Wilcox, eds. Rethinking
Colonial Pasts through Archaeology (3rd ed)
Oxford: Oxford University Press, 173–90.

Sunseri, J.U. 2018. Situational Identities Along
the Raiding Frontier of Colonial New
Mexico. Lincoln (NB): University of
Nebraska Press.

Tringham, R. & Danis, A. in press. Doing the
Senses. In: R. Skeates & J. Day, eds. The
Oxford Handbook of Sensory Archaeology.
New York: Routledge.

Weinreb, B. n.d. Cannibalizing O’Keefe. Brea
Weinreb [online] [accessed 18 March
2019]. Available at: <http://www.brea-
weinreb.com/>.

Zobl, E. 2009. Cultural Production,
Transnational Networking, and Critical
Reflection in Feminist Zines. Signs:
Journal of Women in Culture and Society,
35: 1–12.

BIOGRAPHICAL NOTES

Annie Danis is a PhD candidate in the
Department of Anthropology at the
University of California, Berkeley. Her
research explores the integration of cre-
ative practice and community-engaged
research in archaeology and anthropology
with a focus on landscapes of inequality in
North America. Her current research and
art practice can be seen at https://www.
anniedanis.work/.

Address: Annie Danis, Department of
Anthropology, Kroeber Hall, University of
California, Berkeley, CA, USA. [email:
anniedanis@berkeley.edu].

396 European Journal of Archaeology 22 (3) 2019

https://doi.org/10.1017/eaa.2019.21 Published online by Cambridge University Press

https://opendatakit.org/
https://opendatakit.org/
https://opendatakit.org/
http://www.breaweinreb.com
http://www.breaweinreb.com
http://www.breaweinreb.com
http:///
https://www.anniedanis.work/
https://www.anniedanis.work/
https://www.anniedanis.work/
mailto:anniedanis@berkeley.edu
https://doi.org/10.1017/eaa.2019.21


Réalité augmentée, hypermédia et pratique « dans la vraie vie » (in real life, IRL)

Dans cet article, l’auteur examine comment les données numériques sont acquises dans le cadre du projet
Berkeley-Abiquiú Collaborative Archaeology (BACA), les potentialités (affordances) de cette technologie
relativement nouvelle et son articulation avec la pratique de l’art pour atteindre les objectifs d’une
recherche engagée. Une démarche incluant ces affordances permet à l’auteur de jeter un regard critique
sur ce que l’enregistrement de données numériques peut contribuer à nos recherches. Dans le cas étudié,
l’aspect le plus important de l’enregistrement des données numériques est qu’il change notre rapport avec
le temps. La technologie nous permet de poursuivre de nouvelles orientations et offre les moyens de
réfléchir de manière créative sur la complexité en archéologie, de produire des expériences incarnées et de
partager un sens de l’espace à travers des pratiques tant numériques qu’analogues. En tant
qu’archéologues travaillant dans un esprit transhumaniste, nous devons procéder à une réflexion critique
sur les possibilités de poursuivre des recherches engagées que le numérique offre. Mais cet objectif est en
mouvement constant. De nouvelles applications créent de nouvelles possibilités et vice versa. Ce n’est pas
la nouveauté qui fait impression, change la donne ou modifie nos manières de collaborer ; ce qui
importe, ce sont les résultats, les répercussions et les réactions que provoquent ces affordances.
Translation by Madeleine Hummler

Mots-clés: recherche engagée dans les communautés, enregistrement numérique, collaboration art,
prospection archéologique, sud-ouest des Etats-Unis

Erweiterte Realität, Hypermedien und Praxis „im wirklichen Leben” (in real life,
IRL)

In diesem Artikel untersuche ich die Anwendung der digitalen Datenfassung im Rahmen eines
archäologischen Projektes, das Berkeley-Abiquiú Collaborative Archaeology (BACA) Projekt, und
überlege über die fördernden und hemmenden Eigenschaften (Affordanz) dieser recht neuen Technologie
und über ihren Zusammenhang mit der Praxis der Kunst, um die Ziele einer engagierten Forschung zu
erreichen. Ein Bezug auf den Begriff der Affordanz hilft dabei, kritisch darüber nachzudenken, was die
digitale Datenfassung zu unseren Forschungszielen beiträgt. Im vorliegenden Fall war die
Veränderung unser Verhältnis zur Zeit der wichtigste Aspekt der Anwendung der digitalen
Datenfassung. Die Technologie ermöglichte es, durch die Anwendung von digitalen und analogen
Mitteln, neue Forschungsrichtungen zu folgen, über die Darstellung der Komplexität in der Archäologie
kreativ zu denken, verkörperte Erlebnisse zu fördern und ein Gefühl für die Bedeutung eines Ortes zu
teilen. Als Archäologen, die versuchen, transhumanistisch zu denken, müssen wir kritisch über die digi-
talen Technologien nachdenken und dessen Fähigkeit, engagierte Forschungsrichtungen zu entwickeln.
Aber die Ziele verschieben sich immer wieder; neue Anwendungen bringen neue Möglichkeiten und
umgekehrt. Es ist nicht die Neuigkeit, die etwas prägt oder eine Rolle spielt, oder die Art und Weise
unserer wissenschaftlichen Zusammenarbeit verändert; der Unterschied liegt in den Ergebnissen, den
Auswirkungen und den Einflüssen dieser neuen Affordanz. Translation by Madeleine Hummler

Stichworte: in der Gemeinschaft engagierte Forschung, digitale Datenfassung, Zusammenarbeit,
Kunst, archäologische Prospektion, amerikanischer Südwesten
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