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[Intro Music]
Izzy: Welcome to the Acquisition Disorder podcast, the show where we select a modern board game and use it as a jumping off point to discuss museum practice, past and present, and colonial histories and legacies. I’m your host, Izzy Bartley, and over three episodes I’ll be joined by guests from Leeds Museums and Galleries and members of the public with professional or cultural links to the games played.
What do two archaeologists think of the game Archaeology, The New Expedition? What can we learn from a curator of Industrial History, and an Indian Professor when they sit down to play Ticket to Ride India together? How does the game Papua reflect past museum practices and colonial violences? A natural science and a community curator spill the beans.
 So join me and my guests as we roll dice, shuffle cards and above all, geek out over great conversations.
[Sting]
Timestamp 01:29
Izzy: So today we’re here to talk about Archaeology: The New Expedition. So this is a game designed by Phil Walker-Harding, it was published in 2016 by Z-Man Games and is actually a reimplementation of an earlier game called Archaeology: The Card Game which came out in 2007. With me today I’m very excited because I have two archaeologists, and we all played Archaeology: The New Expedition together. So I have Kat Baxter who is the Curator of Archaeology at Leeds Museums and Galleries in the UK, welcome to the pod, Kat.
Kat: Thank you for having me.
Izzy: And we also have Nura Hassan, archaeologist specialising in pre-colonial archaeology on the east coast of Africa. Hi Nura and welcome to the podcast.
Nura: Thank you very much, I’m glad to be here.
Izzy: So just starting with you Kat, can you just give us a little idea as to what you do as the Curator of Archaeology.
Kat: So my role involves looking after and interpretating the archaeology Collection owned by Leeds City Council. So that includes archaeology from Britain and Europe but has an element of historically collected archaeology from overseas, so that includes Egyptian, Greek and Roman archaeology. 
Izzy: Brilliant, thank you. And Nura, ‘precolonial archaeology in the east coast of Africa’, – wow!
Nura: (Laughing). So I’m a bioarchaeologist. I specialise in isotopic analysis of communities and animals on the east African coast. I look at a site named Shanga on the Swahili coast in Northern Kenya. Basically, as my philosophy, we are what we eat so why not study it? And how dietary patterns can make us understand migration movements, trade and commerce, and also development and the growth of Islam on the coast, can all be studied by what we eat and what animals we eat as well. So, yeah, that’s what I study. 
Izzy: It’s so great to have you both here and you’re, you know, as you said you’re both archaeologists but both working in very different spheres and I’m really excited to hear all your personal opinions about Archaeology: The New Expedition and the wider issues that we discussed while we were playing this game, so let’s get started.
[Sting]
Timestamp 03:56
Izzy: So I’m just going to read a little bit of the elevator pitch that’s used to sell this game. [Reading from the rule book] ‘Your goal is to make the most money by finding treasures and selling them to the museum. You will acquire treasures at the dig site and monument, which you will need to sell to the museum at the most opportune moment. But this expedition is not without perils and surprises. Maps will help you explore monuments, thieves will allow you to steal treasure from another player, and sandstorms will scatter most of your collection all over the desert. The player with the most money at the end of the game is the winner’. So, first thing we’re going to do is just have a look at the box cover. Quite large on the cover is an illustration of a White guy he’s got… I don’t know if that’s a fedora hat but he’s got a kind of….
Kat: It’s a very Indiana Jones style look.
Nura: Yeah.
Kat: Yeah with the hat, definitely.
Izzy: It is, isn’t it. And some sand goggles I guess as he is in the desert – we are in the desert in Egypt. And then in the foreground he is there again and he’s in some kind of structure - a tomb perhaps, he’s got his hand in what looks like a stone coffin, and he’s surrounded by some other objects that we would I think associate with ancient Egypt as this is set in Egypt and we are digging for treasures of ancient Egypt. So there’s some pots, some sculptures of people and animals around him. So…and you mentioned there Indiana Jones, Kat.
Kat: I did, and I mean, you look at him and you think…explorer. White man explorer character 1920s, 1930s moustache. You sort of think colonial overtones, sense of entitlement sort of, grave robbing slash Indiana Jones type character. That’s exactly, I mean you know what you’re getting when you look at that, it could be the front cover of a film couldn’t it, that you’re about to watch?
Izzy: It is very reminiscent of one of the Indiana Jones DVD covers actually. 
Nura: It definitely is, no archaeologist carries a whip though so…
(All laughing)
Izzy: Do you know how many bubbles you’ve just burst?
Nura: Oh no!
Kat: But I don’t actually see him actually practising any archaeology on the cover either.
Nura: No
Kat: Where’s his trowel? 
Nura: Yeah. Where are his field notes?
Kat: Exactly
Izzy: It’s interesting what you say there about White man…so the board game industry is very White male heavy, both in terms of designers and artists and in board game players as well. And I just find it interesting that they’ve…you know you can be anybody in this game, but they’ve chosen to identify every player as this one White guy. 
Nura: Yeah.
Kat: Mm, it’s interesting that. Maybe they see it as a character that a typical player would want to emulate – someone who is looking for adventure and action and has sort of… I don’t know maybe - is this a desirable person to be in lots of people’s minds? That’s the question.
Nura: I think that’s what I…I mean when it comes down to like Indiana Jones-esque, I think that’s how every archaeologist is kind of portrayed in the media and there’s no other kind of representation. You know, there’s no woman, there’s no People of Colour or anything like that. And he’s just literally going in and being like ‘yup that’s mine’. And I think when you look at that you’re like ‘yeah that’s definitely an archaeologist’, but um, yeah, it’s not! 
Kat: I think from the, just looking at the cover from step 1 of this game it’s like, you’re not there to you know gain knowledge about other communities or cultures or the past. It’s very much, you’re there to get treasure and sell it. 
Nura: Yeah, make a quick buck.
Kat: Mm
[Sting]
Timestamp 07:56
Izzy: I know we were talking about the choice of illustration and the choice of characters and I just wanted to spend a bit of time looking at what is called the ‘thief card’ in this game. I know when we were playing you both had quite strong reactions to this card. The card is almost split in half vertically. On the left-hand side which is kind of darker is a man who is wearing a shemagh and has a big knife in his hand which has a curved blade. And on the other side of the card, which is an orangey colour, much lighter, is the character that we are playing, so the guy in his hat and he’s carrying a box and out of the box is spilling a whole load of gold including a pharaoh mask. So yeah Nura when we started playing this game and this thief card came up, what was your initial reaction?
Nura: Well I was thinking, well who’s, who’s the thief here? I found it quite …I do see that archaeologist in the game as the actual thief and I just see that the colours that are used, like this guy is like given like you know that 5 o’clock sun, he looks like he’s the heroic guy, he’s like you know taking this gold. And the thief is like kind of like dressed in this kind of like Islamic headwear and balaclava I think and I just find it so weird and funny and it just sees the antiquarian as the good guy and just this guy from this country being like well, if that is actually where he’s from, that is part of his culture, but he’s the thief, he’s the bad guy and he’s just seen as the guy who is hiding behind the alleyway. Yeah, I just thought, yup, who’s the real thief here so?
Izzy: Kat, how about you?
Kat: Yeah well, I mean I agree with Nura 100%. You have the character that we play who, let’s not forget, breaks into monuments to find treasure, umm, takes whatever he wants, you know. He’s brazenly walking down through the marketplace with an open box with what looks like Tutankhamun’s mask sticking out of it and loads of gold. But the way that he is dressed and the way that he is presented is like he is the academic, the expert, he is you know, the official professional archaeologist and umm, yeah, and the thief is in the shadows looking very shifty. And this knife is quite sinister, it’s like is he violent you know? And just like Nura said, it’s like well he’s just literally stolen these objects so…
Izzy: The White guy?
Kat: Yeah! So the thief might just be going to jump out and be like ‘can you please return those?’ And he’s actually doing a service to everybody, to his community. 
Nura: Yeah, maybe he’s just going to offer him a cup of tea, who knows?
Kat: Who knows?
Izzy: Yeah, I do find it really interesting that he’s…the thief character is, to my eyes, dressed as a local person might dress and this might be the only illustration we have of a local person in the whole game, and they are the thief. 
Nura: Oh my gosh you’re right!
Kat: Yeah, there’s no-one else, there’s nobody else from the country, from Egypt is depicted anywhere are they?
Izzy: No, I think these are the only two characters in the game. The person who we are playing, who is the White guy on the front, and this thief character.
Nura: Wow. 
[Sting]
Timestamp 11:39
Izzy: When we were playing umm, I think both of you actually, had a problem with the word ‘treasure’. 
Nura: M-Hmm.
Kat: Yes.
Izzy: Can you expand on that as archaeologists. 
Kat: Well I… I mean there is a legal definition of treasure in, in Britain, um, which I have a problem with as well, which I think is because the word ‘treasure’ just denotes monetary value. And the ‘Treasure Act’ in the UK does preserve objects predominantly made of gold and silver so it does preserve those more elite objects automatically as being legally you have to declare them. I mean it’s more complex than that, a lot more complex than that. But um, I think the word ‘treasure’ is problematic because people automatically think we’re looking for gold and silver and we’re going to sell it and we’re going to make money, instead of thinking of the, you know, the historical value and the value to communities of those objects. You know, some of the most engaging objects don’t have to be made of precious materials at all. 
Nura: No, no. And you kind of use the environment around you as tools. Like wood or anything like that can mean a lot to a person. Like symbolic value I think is more important and significant in studying within archaeology rather than being like ‘oh yeah it’s a bit of gold’.
Kat: Absolutely, and it’s who you’re representing as well because you know, I think in the past archaeology has always represented more elite people in society but actually searching out the archaeology of the ordinary person I mean to me personally that’s way more interesting than looking at really high-status objects. Like just finding a scrap of something ordinary, and I use the word ‘scrap’ because we’ll get on to that in the game in a little bit. But finding something that might have belonged to someone who was a working person and maybe a woman who wouldn’t normally be represented, or you know someone from a particular time period. It doesn’t have to be a piece of high-status jewellery. 
Nura: Exactly
Izzy: Mm. They have gone for, I mean it’s just, it is stereotype-arama isn’t it. From the box cover to the kind of objects that we are digging for in the desert. It kind of hits all the notes doesn’t it, from the pharaoh masks, which do just make me chuckle every time I see them. 
Nura: Mm-mm
Kat: And they’re playing to just what people will recognise aren’t they because these are the really famous things that everybody will know what they’re looking at. They’re not here to challenge any perceptions are they? (laughing)
Izzy: No, and I get that to a certain extent in terms of, yes, you don’t want people to be grappling with ‘what is this? What am I looking at?’ when you’re playing the game, but umm, on the other hand, I did find it interesting you pointed out, I think Kat it was you who said oh this would be papyrus not parchment.
Timestamp14:31
Kat: I think when they’re talking about some of the artefacts in the game, you can see what they value and what they don’t I mean you can tell that from the points they’ve assigned various objects as well, but what do they call them, parchment scraps. I mean I’d be absolutely delighted to find papyrus with actual like writing on it, that would be such an insight into someone’s life
Nura: That would be amazing.
Kat: But umm, but just calling them parchment scraps just makes it seem like, dismissive, like it’s just a bit of rubbish and not that important. 
Nura: I also find that even like looking at the pot shards, they’re, the monetary value of that. Pottery is actually really interesting to study within the archaeological world and the production processes are fascinating to study. Especially when you are looking at pottery that is made in-house but you can also look at foreign pottery that enters places, you can study trade connections and mercantile relationships with overseas groups and that can really teach you a lot about connections, society and development as well. The fact that it’s just like ‘one’.
Izzy: The value is one.
Kat: Absolutely yeah.
Izzy: The same as the parchment scraps.
Nura: Yeah.
Kat: And with pottery as well, I think people’s relationship to food is so umm, we can all connect with relationships to food and I think talking about people’s diets, what they’re eating, also the artwork on pottery. There are all sorts of levels I think that pottery is so interesting in so many different ways that the fact that, yeah exactly that, the fact that they’ve assigned it the lowest level, as if it’s just a bit of junk…
Nura: Yeah.
Kat: …shows what little understanding of archaeology this game really has. 
Nura: Yeah, literally. People get so excited when they see pots. When they’re digging something, they’re like ‘oh my god, it’s a pot!’
Kat: (laughing)
Nura: Yeah, I just don’t understand, why it’s so low, yeah. 
Izzy: I do, I do think though, so coming from you know museums…we still tend to, and Kat tell me if you disagree with this but umm, I feel like we still tend to put the ‘star of the show’ in the centre of an exhibition say, or light it differently, or put it on its own on a plinth. And that often is something big and shiny. 
Nura: Mmm
Kat: Absolutely, yeah it really is. I think museums are strange places like that because you’re trying to talk about the lives of different people but also if something’s pretty and a work of art, that’s what people come to see - those sort of star, blingy objects. I mean when we find umm, the legal definition of ‘treasure’, like if we come across something blingy that gets so much press attention compared to if somebody excavates like what we’re talking about - some pottery, even though what we might find out from the pottery might be way more interesting, people still want to see that bling. They want to come and see shiny beautiful things. So I think in museums we have to sort of balance what it is that we’re putting on display between things that are pretty and will draw people into the gallery but also other things which may not be so obviously interesting but they are when you look at them closely. 
Izzy: It’s like a Venus flytrap…
Kat: Yes! Exactly that!
Izzy: Look at the shiny thing…now look at all the pot shards! (laughing)
Kat: Now I’ve trapped you in my gallery you will look at these scraps! (laughing)
[Sting]
Timestamp 17:58
Izzy: So one thing I wanted to touch on in the game is this idea of finding treasure in the monuments. So we used the ‘great pyramid’ in the game, but it also comes with a ‘tomb’, ‘buried ruins’, ‘sphinx’, the ‘temple’ and the ‘mine’. And in the game you can swap map cards for going into these monuments and discovering different kinds of treasure. And I find that really interesting in terms of, ok pyramids would have what we call ‘treasure’ in them, but I don’t know sphinx…. Did they have ‘treasure’, did they have objects in them? And then the tomb card, it’s very much like well in the tomb is going to be human remains, is that the treasure?   
Kat: I’m assuming it’s things buried with the dead…
Nura: Yeah, the grave goods...umm pottery or things that are sentimental value. Its different to every culture so it maybe that. Maybe also the bones as well, who knows.
Kat: But I think this idea of hidden treasure inside of things is perpetuated by films like Indiana Jones isn’t it. Because isn’t he, sort of, in breaking in to get to the goods…again you’re, you’re destroying and damaging cultural monuments to get to the goodies inside. I mean, it’s such an interesting phenomenon it makes me think about Kirkstall Abbey actually which is a medieval monastic site in Leeds where we have an area where there’s coffins built into the walls. And after the abbey was shut down, people have smashed into the coffins to see if there was any treasure in there, if there was a body in there and if there was any treasure in those coffins. And I think this idea of people being buried with secret riches is, is an idea that has been perpetuated through popular culture for a long time.
Nura: It’s like we’re turning into pirates in the game (laughing). Pirates of the Caribbean like we have this map, like no-one, who would have a map?
Kat: Yeah what map do you get?
Izzy: To raid the tombs. It’s a really age-old trope that just keeps being repeated and if you think about Lara Croft, I mean it’s called ‘Tomb Raider’.
(All laughing)
Kat: I mean, yeah.
Izzy: I mean how much more on the nose can you get?
Nura: Yeah, and who dresses that scantily clad?
Kat: It’s not very practical to wear those shorts, I’ll tell you that!
(All laughing)
Izzy: Get sand in places you don’t want to get it.
(All laughing)
Izzy: But yeah, so this idea that it’s, it’s just there for the taking right and like you were saying, this is not archaeology.
Nura: You don’t learn anything. You don’t learn anything about like, what archaeology is actually in this game?
(Laughing)
Izzy: But it’s called ‘archaeology’ Nura!
Nura: I know…I just, I just don’t, I don’t see it as that.
Izzy: In fact I think when we were playing you renamed it ‘Theft: The New Expedition’
Nura: Yes I did!
[Sting]
Timestamp 21:02
Kat: I think the naming of human remains is really challenging because I think some people feel really comfortable with certain terms and other people don’t. I usually say ‘human remains’ and I used to say ‘mummified remains’ but now I tend to say ‘mummified people’ more. I just think ‘remains’ is a difficult word, I don’t know how you feel about it? I understand why people say ‘remains’ but it just, I don’t know, I don’t feel like it conveys personhood maybe at all? Do you know what I mean?
Nura: Yeah.
Kat: It’s a difficult one. It’s way better saying ‘mummified remains’ than saying ‘mummy’. 
Nura: Yes.
Kat: However, I still think there’s probably, there are still better ways we could say it, I’m just, trying to get my head round it.
Nura: I like the term ‘ancestral’. 
Kat: ‘Ancestral’ is kind of like…
Nura: …I like the kind idea of that
Kat: I like the idea of it, having a connection – is that idea of connection isn’t it, when you talk about ‘ancestral’?
Izzy: Yes.
Kat: There’s something really nice about that. 
Izzy: I think to your point about ‘mummified remains’, and ‘mummified person’, you’ve got the word ‘person’ in there and it does kind of make you go ‘oh hang on a minute, this is a person, this was a person’. 
Kat: Mm
Nura: Mm
Izzy: And yeah when you say about the word ‘mummy’ so I know we’ve stopped using the term ‘mummy’ in museums. 
Kat: Well we haven’t…
Izzy: It’s quite recently…
Kat: Well we haven’t completely but we’re trying to phase it out I think because ‘mummy’… I think it’s one of those things you have to get your visitors on board with because when you start going on about ‘mummified remains’ people don’t always understand what you mean. Like if you say ‘mummy’ you know I’ll sometimes say ‘sometimes in the past we’ve said ‘mummy’ so their like “oh right, that’s what we’re talking about”. But we’re definitely trying to move away from it, because it’s so objectifying, you know. 
Nura: It really is, it really is. These people used to have lives, and they had feelings and you know there’s a sense of personhood there that needs to be brought into archaeology. I think it’s definitely helping now, changing now but yeah, I still say ‘human remains’ like it’s so, I don’t know what else to like say. 
Kat: Exactly. I definitely do. It’s a funny one, there’s not like a catch-all term that everybody would be comfortable with.
Nura: Yeah.
Kat: But I think it’s that idea about trying to convey a level of respect for the dead.
Izzy: Mm
Kat: And talking about them as people. 
Nura: Yeah.
Kat: But it can be quite difficult to find the right terms. 
Izzy: It’s interesting that this game, it doesn’t use mummified people at all, but ‘mummies’ are really widely used in board games still. So there’s a very popular cooperative board game called ‘Horrified’ where you as the players are trying to avoid all the monsters, and one of the monsters is a ‘mummy’. 
Kat: Oh right, ok. 
Izzy: They’re used a lot in board games. And actually it was the one time that I have jumped on a live chat when I was listening to ‘The Dice Tower’ – so a really popular board game YouTube channel. And the guy who runs it had obviously just read that museums are starting to move away from using the term ‘mummy’ and they were talking about, I think it might have been ‘Horrified’ or a game that had a ‘mummy’ in it anyway. And I never do this but I jumped in the chat and I said oh this is why, you  know, we’re trying to be respectful to these people who were you know, buried thousands of years ago, didn’t expect to be ever dug up and put in a room and gawped at by predominantly White people miles and miles away from where they lived and died. And I got shut down really quickly by other people in the chat saying oh can we ‘stop being pseudo-political’ oh that’s right because the reaction was ‘oh what will they get their knickers in a twist about next?’. 
Nura: Oh my God.
Izzy: And that’s what made me jump in the chat because I was like ‘no, no, there is a point here.’
Nura: Yeah, oh my God. 
Kat: It’s not that radical to expect people to change their language, language evolves all the time. I mean why would you not want to convey respect? Why is it so hard to say ‘person’? Like why is it so offensive, I don’t really understand. 
Nura: Yeah I just don’t understand why people are saying ‘oh we’re becoming too woke’ with like everything about, we need to think about everybody’s feelings. Well you need to do that, especially when you’re looking, you’re essentially going to these other countries, for instance in this game, this guy’s taking stuff that actually mattered to people a thousand years ago and it just, it just, yeah, there’s just so much wrong with it, I really don’t like people just saying ‘oh you’re just getting too emotional about it. You need to actually like… if you’re going to do a dig properly, study past communities, you need to understand that these people were people in the past and they had…they were just like us, you know so, yeah.
Izzy: Yeah, I think that point about them being ‘just like us’ is quite a powerful one but I think that we tend to forget more the further away that the people that we’re talking about are in history.
Kat: Yeah, and geographically as well, and culturally, definitely. And I’ve seen this in the museum myself where I’ve displayed British skeletons from different time periods that have been excavated. And I see the way people interact or talk or engage with the skeletons in a different way to going to see Nesyamun the mummified Egyptian priest in one of our galleries, where it feels like he’s more of a…he can be seen as, like a curiosity in a way and not a person in the same way. And I’ve just overheard sort of conversations in the galleries and I think because there’s that huge not just expanse of time but the fact that he is from another country people are very much, see him as an object. Which is why it’s so important to not keep talking about him a ‘mummy’ you know to bring his personhood to the front, to talk about him and what we know about his life and the fact that he was just a man, he was just a man and you know those connections, that similarity between all of us rather than portraying him as an artefact which has been done in the past. 
Izzy: And the fact that we have a mummified priest from ancient Egypt in a gallery. in Leeds…
Kat: Yes.
Izzy: In England…I mean it speaks back to this game where this White guy is just going and digging up the treasure in the desert to sell to the museum. Now it doesn’t say which museum he’s selling it to, but it’s interesting how closely it does actually mimic what happened. One of the reasons why Leeds Museums and Galleries has a Collection of ancient Egyptian artefacts and indeed museums all over Britain is that, well one thing is that museums used to sponsor digs.
Kat: Yeah, and that happened at Leeds we…what was the Leeds Philosophical Literary Society would give money to like the Egyptian Exploration Fund for example and many museums did this. And then they would go out and excavate and then they would in return get a share of the finds that were found in the excavations. 
Nura: Oh ok.
Kat: It’s not just in Egypt, I’ve got records of Leeds sponsoring excavations in Jericho as well, that’s how we’ve got material from Jericho in the Collection. 
Izzy: Wow.
Kat: Yeah.
[Sting]
Timestamp 28: 26
Kat: I think we talked a little last time about how the museum is divided up even, the fact that the archaeology that was seen as worthy of academic study, as in Rome, Greece, you know ancient Egypt, in terms of overseas archaeology, is in the Archaeology Collection. But archaeology found in the rest of Africa, in South America, in East Asia, that’s all in the World Cultures Collection, which used to be known as ‘Ethnology’ which is described in some of the early registers as sort of being more ‘exotic curiosities’. So it’s almost like it’s divided, it’s still divided like this today. Where it’s the Victorian view of what’s worthy of academic study and what isn’t. 
Nura: Mm
Kat: And that’s still how we look after the Collections, because we just inherited this system. 
Izzy: I find that absolutely nuts. 
Nura: Yeah, I know.
Kat: And you said the ‘Collection’, so the designation in museums is ‘Egypt and Sudan’, but we hear so little about Sudan. 
Nura: Oh yeah, yeah. 
Kat: I think a lot of museums are sort of correcting that, I think a lot of departments have been renamed now to be ‘Egypt and Sudan’ rather than just ‘Egypt’ which is fantastic. I know in Leeds we don’t … there aren’t many objects that we can positively identify as being from Sudan but then actually the provenance of a lot of objects is questionable anyway so we couldn’t say they weren’t. 
Izzy: But why are those two together? Why is it Egypt and Sudan?
Kat: You can’t really separate them when you look at the archaeology of Egypt. 
Nura: Is it related to Nubia?
Kat: Yeah, exactly that, exactly that. The sort of power and the cultural influence between the two over a long, long time period, you can’t separate the two out at all. You have Nubians being pharaohs, you have the influence of the religion sort of penetrating both places. It’s silly to try and say this is Egyptology and completely ignore what’s happening to the south. 
Izzy: I guess, does it come down to, is it modern national boundaries which didn’t exist back then?
Nura: Yeah, they didn’t, the really didn’t. That’s why I think like when you’re looking at archaeology you really need to see it’s a very connected world and there’s no such thing as nation states as there are now back then. If you look at modern day Somalia, and that’s been carved up because of Europeans but there’s multiple city states and links with Ethiopia, they’re so much more interlinked than we think. So when you’re looking at the archaeology you really need to separate your mind now, how we look at the world now from how it was back then. 
[Sting]
Timestamp 31:02
Nura: I didn’t find the game very respectful to people, people of Egypt in my personal opinion. But, yeah, so I didn’t enjoy it that much. 
Izzy: It’s interesting that you say that because the board game industry and the board game community is very heavily White, very heavily White male, and often when you do hear people push back against, for example, colonial themes, um what often comes back is ‘well it’s just a game’, ‘we’re just playing’, you know ‘don’t get your knickers in a twist’ as in the comment I got. 
Nura: Wow (laughing).
Izzy: I think there is a lack of awareness, but also, a wilful ignorance in a way, of like you know ‘don’t take my games away’. There’s a very interesting YouTuber called Jason Perez who covers this a lot. He’s saying oh people are scared they’re going to take their games away. But this whole idea of ‘but it’s a game, it doesn’t matter’ you’re saying you know, that doesn’t hold true for you?
Nura: No, it does matter to me completely. I just, I don’t know I’m seen as, for instance I feel like in different communities I’m more of the villain than this guy who’s just taking random stuff from my country you know. And I just feel like there’s … I have this kind of idea that people just don’t like change, and they just don’t want these conversations to come up because they’re difficult conversations to have. But it’s not making the game less fun, you can still have your game I’m just saying I’m not, I don’t like it very much, or we can make the game even better, you know. 
Izzy: Mm. Kat, I think it was round 2 when you were like ‘how do I win? Tell me again how I win?’
(All laughing)
Kat: I’m not competitive at all!  The thing is that I really enjoy the game, I just don’t like the theme of it. So, I think what’s really problematic about it is that the main character that you have no choice but to play is the hero and he’s not a hero, he’s a tomb robber. And I think we underestimate – by saying ‘oh don’t get your knickers in a twist’ – we underestimate how much we absorb through play and through other media. You know these are how our ideas form in our heads is through things like play. It’s not through necessarily like reading an academic text. This is how people shape their views of the world, and I think it might seem really like a small thing, but it’s a really great game. I enjoyed being the thief. I enjoyed like messing everybody’s cards up, I wanted to win. But you could do that with some other theme. You could do it… you don’t have to be a colonial tomb robber to do that. And I know, I’m sure a lot of people who play these games will think we’re just you know, being fun sponges but…
(All laughing)
Kat: … I think that there’s a real issue here about the messaging. Because it doesn’t have to be any less fun if we do it slightly differently does it?
Nura: Yeah. Yeah like, it can be fun and they could have done anything. Why can’t you just do Sutton Hoo or something you know? 
Kat: Yeah. Why not be an adventurous metal detectorist, right. Going around the English countryside, trying to find objects of treasure, which I still have an issue with but it’s legal and it’s transparent and you can find some really cool stuff and you could be, I don’t know, getting it valued through the Portable Antiquities Scheme, there you go, that’s exciting. 
Izzy: Yeah! I’d do that. You could have exactly the same game. 
Kat: Yeah, and you could feature actual real artefacts as well that have been found and people could learn things. 
Nura: Yeah
Kat: You know?
Izzy: I do want a T-shirt that says ‘I’m a fun sponge’ on it though!
Kat: I will get you one for your birthday!
Izzy: Thanks!
(All laughing).
[Sting]
Timestamp 35:02 
Izzy: So, we’ve been talking a lot in this game about that we’re playing as an archaeologist, we are a White person, going to Egypt, we’re digging up ancient Egyptian artefacts and we’re selling them to a museum which, well Kat and I I know because we both work in a museum in Leeds, so we have in our heads thought about that as a Western museum. Nura I’m not sure what your, your idea was when  you were playing – which museum this was being sold to?
Nura: Well I have an idea…(laughing) I don’t want to say it.
Izzy: Was it a local museum?
Nura: No, it seems to be in London
(Laughing)
Izzy: Alright, ok. So I just wanted to take a moment to talk about repatriation. This is a really hot topic in museums at the moment, there’s a particular museum in London that has some objects that some people would like back. So Kat, what is your personal opinion on repatriation and museum objects. 
Kat: So this is my personal opinion obviously, let’s emphasize that. You know what, I think, having and looking after objects from overseas is such a privilege, but it’s also, not to sound too cheesy, it’s also a massive opportunity. Like why don’t we open up a dialogue with the country of origin. But ultimately it should be up to the country of origin to make the decision about where those objects should be long term. I think that we could build up really good relationships and having those discussions doesn’t necessarily mean ‘oh my goodness everything will go back to the countries of origin and UK museums will be empty’. It could mean many different things, it could mean that objects do go back, it could mean that actually we do some sharing and objects stay here for a while. It could be that we built up partnerships, but at the end of the day I don’t think we are the people who should be making the decision. That’s what I feel about it. I think museums in this country, some museums in this country I should say, have been very pro-repatriation, but I think that we all are responsive, we’re not proactive and I think that’s the difference. So I think we wait for a request, and I know that Leeds for example, we repatriated several artefacts just before I started which I believe was to Australia and New Zealand after getting a request and requests are considered on a case by case basis and I think you know everyone is well intentioned and really sort of on board, but I personally think that instead of waiting for someone to ask, I think it would be really great to approach countries of origin and, you know in a really good-willed way and you know like this is what we have, this is how it got into the Collection, or maybe we don’t  know how it got into the Collection, like how do you feel about that? Can we have a discussion, a really transparent, open discussion about moving forward and what you might think about that? And I don’t think that’s…well it is, it is a hard thing, but I also think it is the right thing, personally.
Izzy: And how about you, Nura, what’s your personal opinion?
Nura: I completely agree with what Kat is saying like, I think that a lot of museums in the UK, not naming any in particular of course…
Izzy: Go on, you can name it it’s fine!
Nura: Well, the British Museum then!
(All lauging)
Nura: I do think that they should return a lot of the stuff, you know I’m not just talking about Africa, you know I’m talking about the Marbles from Greece for instance, they’ve been asking for it!
Izzy: Yes they have, they’ve got a whole museum to put them in!
Nura: Yeah, or like the Rosetta Stone from Egypt. They’ve got a fake one in Egypt and I’m just like what the… what is going on? Like it’s not even from here! I think that the museums should approach and just be like, look we have this kind of stuff that was taken during a period of time where no one wants to really discuss in the public and it should be taken back, you know. And I also do like the idea of loaning, why can’t you  just loan? A lot of museums do that you know. Take it back to the country of origin and if you want to have an exhibition relating to it, for instance the Benin Bronzes then just ask for it. 
Izzy: Yeah that is something that I really don’t understand as well. It’s like you know this idea that oh if we give it back we’ll never see it again. Well maybe we won’t and maybe we shouldn’t because we’ve had it, we’ve had these things sometimes for hundreds of years stuck in boxes in storage.
Nura: Collecting dust.
Izzy: Yeah. And I know obviously there’s massive value but I also think it is our ideas and I’m talking about ‘our’ as a White Western point of view of the value. We seem to have this idea that it’s our right to know everything about everybody no matter where they lived and what their culture was. You know, we have the right to have these human remains and we have the right to extract DNA from them or whatever we do I don’t really know what we can do with them but I know there’s lots that can be done in order to find out information. I don’t feel like we spend enough time questioning whether we should be doing that. You know, do we have the right to find out this information and these aren’t our objects, they’re not, this person didn’t give permission for their remains to be dug up and sent you know to different places. 
Nura: I think that everybody who, anyone who has an interest in whatever particular kind of archaeology or items or artefacts they have a right to study it, but they also need to respect the culture and you know, and actually learn about the culture too. You know if you’re for instance looking at some pottery from Timbuktu for instance or I don’t know like, Shanga in East Africa, you have a right to study this kind of stuff but you need to understand it from the perspective of that person living at the time, or try your best because I know it’s really difficult to do that. Like I’m a bioarchaeologist I cut bones up and I analyse them for isotypic analysis to understand diet and dietary patterns because I want to understand that culture because I’m interested in that culture. You know, we’re people of the world, we’re not…I know there’s a power imbalance, definitely when it comes to Westernised countries in the past and now still to this day in places like Africa or South Asia, but there needs to be respect there I think. I don’t know if anyone agrees with me but I don’t find a particular issue with someone from West or the UK for instance or the Netherlands let’s just say came to Somalia or came to Kenya to get some bones to understand them but you have to respect people and the systems there as well. You know there are systems in, I’m not so sure about Somalia but there are systems in Kenya where you have to go through a bureaucratic process and respect the nation. And also bring anything back, you have to bring them back, you don’t keep them in the UK, you should bring them back. 
Izzy: Right
Kat: Yeah, I completely agree with that. And I think you know if we all talk to each other a little bit more and if we’re a bit less scared then what beautiful relationships and partnerships could come out of that in the future you know, if we all just talk to each other a little bit more about the collections that we have. 
Izzy: There does seem to be a bit of a fear doesn’t there.
Kat: I think there is a fear, I do think there’s a fear, and I think there’s a fear that once one museum starts being really proactive, then I don’t know if there’s a feeling that others will feel under a lot of pressure, but I just think talking to each other can never be a bad thing basically. 
Izzy: Mm
Nura: Yeah
Izzy: And I know there are issues around like we were saying provenance you know with boundaries having moved or countries now existing that didn’t exist in the future sometimes there’s this question of well where do you give it back? But things that are really quite easy and obvious like you were saying about the Parthenon Marbles or the Benin Bronzes you know I feel like it’s really shameful … it’s so a colonial mindset to still have these objects and then be like ‘oh no but you can’t have them’. 
Nura: We saw them first!
Izzy: Whether it’s for… I know in the past you were saying about levels of care – oh well we can look after them better but it’s so arrogant!
Kat: Well it is arrogant, particularly when you look at what’s happened to some of our collections, like we’ve talked about Nesyamun being in the Leeds Collection, but there were other mummified people in the Leeds Collection before the Second World War when Leeds Museum was hit by a bomb and the rest of the Egyptology Collection was destroyed. So the reason that we only have one mummified person in Leeds is because the others were blown up.
Nura: Oh my God
Kat: So our level of care – we cannot guarantee a level of care because look what happened. Those people were safely in Egypt for thousands of years and then they came to Leeds and got destroyed by a bomb. So we can’t claim to look after things. I’m not saying that’s the museums fault, but things happen, you know, we can’t claim to look after things better than anybody else, it’s just not true. 
Nura: Yeah
[Sting]
Timestamp 44:57
Izzy: Ok, so I just wanted to take a moment just to thank you both so much for coming here today. It’s been an education. I have learnt so much about African archaeology from you Nura, and loads of history that I feel like I really should know and I don’t know so thank you so much for coming and sharing your expertise and your personal opinions with us today. And Kat you know thinking about how museums today still reflect those Victorian values and then both coming together and talking about how this game reflects the values of different objects and the reality of that in terms of from an archaeological perspective. And then the big issues around repatriation. It’s just been a really fascinating journey so think you both so much for your time and bringing your expertise and your enthusiasm to the table and to the episode.
Kat: Well thanks very much it’s been a real pleasure to be here I’ve really enjoyed our chat and also getting to know a new game!
Nura: Yeah, it’s been super exciting and slightly therapeutic so thank you!
(All laughing).
[Sting].
Izzy: I would like to thank the University of Leeds and Leeds Museums and Galleries for their support and the Acquisition Disorder podcast was made possible by the Arts and Humanities Research Council grant number AH/R012733/1 through the White Rose College of the Arts and Humanities, thank you.
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