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Finnish troops on the 
eastern front, during the 
Winter War between the 
Soviet Union and Finland, 
January 1940

Photo: Hulton Archive
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A cultural ecological of artefact representation

deities
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• site-specific artefact 
clusters

• associated objects
• spatial distributions
• usage histories
• recurring patterns & 

connections
• the wider context

A plea to archaeologists



p.j.dillon@exeter.ac.uk
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