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ABSTRACT	
Scenes,	or	jing	景,	are	the	basic	building	blocks	in	the	mediation	
of	cultural	landscapes	in	China.	While	scholars	have	discussed	
the	 ideas	of	 jing	 in	writing,	 their	work,	 though	valuable,	 falls	
short	 in	 capturing	 the	 experience	 it	 aims	 to	 describe	 and	
analyse.	 3D	 modelling	 methods	 have	 been	 widely	 used	 to	
research	and	present	historical	objects	 for	decades,	yet	most	
models	focus	on	the	visualisation,	simulation,	and	rendering	of	
static	 objects	 and	 structures,	 often	 separated	 from	 their	
surrounding	environment.	‘X-Sheds’	extends	the	capabilities	of	
digital	3D	models	and	GIS	to	provide	an	alternative	to	textual	
description	 and	 analysis	 in	 remediating	 experiences	 in	
historical	 landscapes	 and	 environments	 for	 scholarly	 and	
popular	audiences.	This	paper	introduces	the	concept	X-Sheds,	
which	was	born	out	of	‘The	Virtual	Mountain	Estate’	(VME),	a	
collaboration	 between	Hedren	 Sum,	 Stephen	Whiteman,	 and	
Biju	 Dhanapalan	 organised	 as	 part	 of	 the	 2018–2019	
workshop,	 ‘Advanced	 Topics	 in	 Digital	 Art	 History:	 3D	 and	
(Geo)Spatial	Networks’.	
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1	 Introduction	
This	paper	introduces	the	project	‘X-Sheds:	An	Interactive	Art	
History	 of	 Experience’	 (X-Sheds),	 which	 explores	 the	 multi-
faceted	 nature	 of	 subjective	 experience	 through	 deep	
modelling	of	historical	spaces.	Building	on	the	principle	of	the	
viewshed,	which	describes	the	visual	Yield	from	a	given	point	of	
view,	X-Sheds,	or	experience	sheds,	seek	to	model	the	multiple	
inputs	that	shape	our	or	a	historical	actor’s	experience	of	the	
landscape	from	or	within	a	particular	environment.	Combining	
geospatially	 aware	 three-dimensional	 models	 grounded	 in	
archival	and	 Yield	 research	with	visual	and	 literary	materials	
and	experimental	approaches	to	user	interface,	X-Sheds	offers	
a	productive	alternative	to	textual	description	and	analysis	in	
understanding	 and	 engaging	 with	 the	 multisensory	 and	
cognitive	dimensions	of	experience	in	historical	environments.	
In	its	current	phase,	X-Sheds	focuses	on	the	so-called	‘Thirty-

Six	Scenes’	of	 the	Mountain	Estate	 to	Escape	the	Heat	(Bishu	
shanzhuang	 避 暑 山 庄),	 a	 large	 imperial	 park-palace	
constructed	by	the	Qing	(1644–1912)	court	over	the	course	of	
the	eighteenth	century.	The	thirty-six	scenes,	which	were	Yirst	
named	by	the	Kangxi	emperor	(r.	1661–1722)	during	the	initial	
construction	of	the	park,	existed	in	both	physical,	if	ephemeral	
and	 changing,	 reality—the	 subjective	 experience	 of	 an	
individual	 at	 a	 given	 moment	 in	 time—and	 in	 printed,	 and	
therefore	more	Yixed,	form,	which	captured	the	emperor’s	own	
appreciative	descriptions	 of	 the	 landscape.	 Individually,	 they	
frame	the	experience	of	speciYic	ideal	spaces	within	the	larger	
landscape;	together,	they	create	a	network	of	meaning	spread	
across	 the	whole	of	 the	park	and	multiple	 itineraries	 for	 the	
emperor	and	his	guests	to	traverse.	
Scenes,	 or	 jing	 景,	 are	 the	 basic	 building	 block	 in	 the	

mediation	 of	 cultural	 landscapes	 of	 China.	 Through	 textual	
inscription,	poetic	and	historical	reference,	and	experience	of	
the	 sensory	 environment,	 scenes	 create	 a	 multidimensional	
experience	 of	 the	 landscape	 for	 the	 cultured	 visitor.	 Many	
scholars	have	discussed	jing	in	writing	[1];	such	work,	though	
valuable,	 is	 nevertheless	 far	 removed	 from	 the	 experience	 it	
aims	 to	 describe	 and	 analyse.	 X-Sheds	 offers	 an	 alternative	
approach	 to	 scholarly	 presentation	 and	 viewer	 engagement	
with	historical	experience.	Traditional	scholarly	descriptions	of	
experience	 are	 constrained	 by	 the	 limitations	 of	 linear	
narrative	 and	 print	 publication,	 thereby	 missing	 the	 multi-
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faceted,	simultaneous	nature	of	our	engagement	with	culturally	
mediated	 environments.	 By	 presenting	 the	 landscape	 in	
interactive,	immersive	form,	X-Sheds	enables	the	interrogation	
not	 only	 of	 the	 scholarly	 interpretation	 of	 historic	
environments	 but	 also	 of	 the	 process	 of	 historical	 research	
itself—how	we	know	what	we	know	and,	vitally,	our	position	
relative	 to	 the	 past	 and	 our	 reconstruction	 of	 it	 through	
humanistic	scholarship.	
Beyond	 the	 speciYic	 imperial	 landscapes	 of	 our	 current	

work,	 X-Sheds	 aims	 to	 explore	 how	 art	 historical—or,	 more	
broadly,	visual	or	multimodal—approaches	to	history	lead	to	a	
greater	appreciation	of	the	rhetorical	power	of	the	visual	as	a	
mode	 of	 expression	 and	 interpretation.	 We	 are	 particularly	
interested	in	how	developments	in	the	technologies	of	seeing	
(or,	perhaps	more	accurately,	experiencing)	shift	and	expand	
the	possibilities	of	visual	methodologies	and	the	contribution	
X-Sheds	 might	 make	 to	 developing	 a	 complex	 form	 of	
intertextual	and	intermodal	literacy	in	our	digital	present.	
X-Sheds	 was	 born	 out	 of	 a	 collaboration	 between	Hedren	

Sum,	 Stephen	 Whiteman,	 and	 Biju	 Dhanapalan,	 ‘The	 Virtual	
Mountain	Estate’	 (VME),	organised	as	part	of	 the	2018–2019	
workshop,	 ‘Advanced	 Topics	 in	 Digital	 Art	 History:	 3D	 and	
(Geo)Spatial	 Networks’	 [2].	 Building	 on	 Stephen	Whiteman’s	
extensive	 geographical	 database	 of	 the	 Mountain	 Estate	 to	
Escape	the	Heat,	the	Bishu	shanzhuang	Historical	GIS	[3],	the	
VME	project	explored	the	possibilities	and	pitfalls	of	realistic	3-
D	 modelling	 of	 historic	 structures	 from	 diverse	 historical	
sources,	 including	 paintings,	 prints,	 textual	 descriptions,	 and	
extant	architecture.	This	phase	of	our	work	 resulted	 in	well-
developed	 (though	 not	 Yinal)	 three-dimensional	 models	 of	
approximately	25	structures	on	Ruyi	Island,	the	central	island	
within	 the	 park’s	main	 lakes,	 developed	 by	 Biju	 Dhanapalan	
and	his	students	at	Nanyang	Technological	University.	We	have	
also	begun	experimenting	with	data	structures	and	interfaces,	
primarily	in	2D,	through	Hedren	Sum’s	expertise	in	interactive	
interfaces	for	historical	research.	

2	 Development	of	X-Sheds	Concept 
X-Sheds	 represents	 the	 third	 phase	 in	 a	 long-term	

engagement	 with	 the	 potential	 for	 topographical	 and	
architectural	analysis	addressing	issues	of	periodisation	in,	and	
development	and	experience	of,	Bishu	shanzhuang,	an	imperial	
park-palace	 located	 in	 modern	 Chengde,	 Hebei	 province.	
Foundational	to	this	effort	was	building	the	Bishu	shanzhuang	
Historical	GIS	(BSSZ	HGIS)	by	one	of	the	X-Sheds	CIs,	Stephen	
Whiteman,	 and	 a	 Sydney-based	 GIScientist,	 Kirrily	 White.	
Drawing	on	primary	and	secondary	sources	and	Yieldwork,	the	
BSSZ	HGIS	incorporates	data	on	dating,	architectural	typology,	
function,	and	architectural	association.	The	BSSZ	HGIS	captures	
the	 more	 than	 1,000	 architectural	 features	 built	 over	 the	
eighteenth	century	within	the	over	ten	square	kilometres	of	the	
total	site	area	(which	includes	the	park-palace	itself	and	a	total	
of	twelve	associated	temples).	

Rather	than	relying	solely	on	published	base	maps,	the	BSSZ	
HGIS	 incorporated	 newly	 derived	 topographical	 and	
hydrological	 information,	as	well	as	geo-rectiYied	polygons	of	
structures	 based	 on	 a	 surveyed	 plan	 of	 the	 site,	which	were	
corrected	 by	 satellite	 photography	 and	 topographic	 analysis.	
This	combination	of	data	enables	the	BSSZ	HGIS	to	directly	re-
map	the	site	 in	GIS	software,	 rather	 than	simply	highlighting	
elements	in	a	scanned	base	map	with	icons	or	other	symbolic	
references.	 This	 feature,	 part	 of	 the	 original	 conception	 and	
design	 of	 the	HGIS,	 underlines	 the	 importance	 of	 processual	
mapping	and	visualisation	of	the	landscape	through	GIS	to	the	
larger	 art	historical	 research	process	 for	which	 the	database	
was	built.	This	research	has	now	been	published	in	the	form	of	
a	monograph	and	associated	articles	[4].		
In	the	second	phase	of	the	project,	Stephen	Whiteman	was	

joined	 by	 information	 scientist	 Hedren	 Sum	 and	 Biju	
Dhanapalan,	 a	 scenic	developer	 for	 cinema,	 both	 at	Nanyang	
Technological	University.	As	part	of	 the	workshop	 ‘Advanced	
Topics	 in	Digital	Art	History:	3D	and	(Geo)Spatial	Networks’,	
organised	 by	 Duke	 University’s	 Wired!	 Lab	 for	 Digital	 Art	
History	 and	 Visual	 Culture	 and	 the	 Getty	 Foundation,	 their	
Virtual	Mountain	 Estate	 (VME)	 project	 proposed	 a	 dynamic,	
interactive	 platform	 for	 on-going	 and	 new	 research	 and	 its	
dissemination	that	centred	on	a	multi-faceted	3-D	model	of	the	
park’s	physical	environs,	including	architecture	and	landscape,	
and	its	experience.	The	project	originally	envisaged	a	custom-
built	 interface	 through	 which	 researchers	 and	 other	 users	
could	explore	existing	research	by	the	project	team	and	query	
the	database	to	create	maps	and	models	of	their	own.	Digital	
Karnak,	 which	 presents	 the	 successive	 development	 of	 the	
Egyptian	 royal	 temple	 complex	 through	 a	 combination	 of	
narrative-led	 and	 free	 movement,	 was	 an	 important	
comparator	at	this	stage	[5].		
VME	was	 interested	 in	how	the	materiality	of	space,	 from	

texts	attached	to	architecture	to	the	assemblage	of	hundreds	of	
individual	 structures	 into	 a	 broader	 landscape	 environment,	
shape	 the	 human	 experience	 of	 built	 environments.	 In	 the	
context	of	designed	landscapes	such	as	Bishu	shanzhuang,	this	
means	accounting	not	only	for	the	materiality	of	architecture,	
but	 also	 for	 the	 environment,	 including	 topography	 and	
hydrology,	plantings,	and,	when	appropriate,	animals,	as	well	
as	for	the	material	and	natural	effects	of	the	passage	of	time.	
The	speciYic	foci	of	the	team’s	work	at	the	Duke	workshop	was	
to	develop	a	workYlow	for	modelling	spaces	that	accounted	for	
the	 technical	 scale	 of	 the	 project	 and	 the	 modularity	 of	 the	
architecture;	 and	 to	 use	 that	 development	 process	 as	 an	
opportunity	 to	 understand	 the	 historiographic	 and	 ethical	
concerns	 that	 might	 arise	 from	 positioning	 a	 contemporary	
viewer/user	 within	 realistically	 or	 naturalistically	 modelled	
historic	environments.	
Over	 the	 course	 of	 the	 Wired!	 Workshop	 (2018–2019),	

Dhanapalan	 and	 two	 advanced	 students	 produced	
approximately	 twenty-Yive	 highly	 detailed	 three-dimensional	
models	 of	 structures	 on	 the	 largest	 artiYicial	 islands	 at	 the	
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centre	of	the	park-palace,	Ruyi	(“As	You	Wish”)	Island.	In	the	
process,	 the	 team	 confronted	 several	 issues,	 including	 the	
weight	of	 the	models	and	 the	difYiculty	of	 conYirming	precise	
architectural	details	due	to	the	absence	of	appropriate	archival	
records.	 We	 also	 continued	 to	 grapple	 with	 the	 problems	
associated	 with	 free	 movement	 within	 a	 landscape	 that	
consists	 not	 simply	 of	 a	 series	 of	 static	 architectural	
conYigurations,	 but	 in	 which	 highly	 contextualised	 cultural	
meaning	plays	a	particularly	important	role.	
The	 idea	 of	 an	 ‘experience-shed,’	 or	 ‘x-shed’,	 emerged	

directly	 from	 this	 challenge.	 Sum	 and	 Whiteman	 became	
concerned	with	two	interconnected	questions:	How	could	the	
model	best	reYlect	available	primary	source	data	and	minimise	
conjectural	modelling?	And	how	should	the	viewer	be	enabled	
to	interact	with	the	model	so	as	to	prioritise	the	critical	analysis	
of	premodern	spatial	experience	and	minimise	the	problems	of	
free	navigation	by	a	contemporary,	subjective	actor?	
What	emerged	was	a	decision	to	focus	on	modelling	Bishu	

shanzhuang’s	 thirty-six	 jing—thirty-six	 sites	 of	 multisensory	
and	 mnemonic	 experience	 designated	 by	 the	 park-palace’s	
original	 imperial	 patron,	 the	 Kangxi	 emperor.	 Within	 the	
garden	itself,	the	jing	consisted	of	single	or	multiple-structure	
architectural	 settings	 located	 within	 scenic	 areas	 marked	
primarily	 by	 aural	 (e.g.,	 water,	 birdsong)	 or	 visual	 stimuli.	
These	 sites	 were	 then	 further	 shaped	 by	 architectural	
inscription—short	 texts	 ranging	 from	several	 characters	 to	a	
poetic	 couplet	 physically	 mounted	 on	 the	 buildings	 that	
provided	lenses	of	speciYic	cultural	references	through	which	
the	visitor	was	intended	to	interpret	the	various	environments.	
The	physical	jing	were	echoed,	reinforced,	and	expanded	by	an	
imperial	 book,	 produced	 for	 the	 emperor’s	 sixtieth	 birthday,	
that	captured	the	jing	in	combinations	of	images	and	imperial	
poetry—the	 former	 preserving	 the	 early	 eighteenth-century	
scene	roughly	as	it	appeared,	the	latter	greatly	expanding	the	
textual	referents	through	which	the	landscape	was	understood	
[6].	
In	both	their	physical	and	textual/pictorial	 forms,	 jing	are	

thus	interpretations	of	speciYic	scenes	or	moments	within	the	
landscape,	which	itself	may	be	best	understood	as	the	product	
of	cultural	mediation	of	the	land.	By	focusing	our	modelling	on	
jing,	 rather	 than	 on	 the	 park-palace	 “as	 it	 really	 was,”	 so	 to	
speak,	 we	 acknowledge	 that	 it	 is	 not	 possible	 to	 offer	 a	
transparent	 window	 on	 to	 the	 past;	 mediation,	 through	 our	
own	social	and	cultural	positions,	through	the	tools	that	we	use,	
and	 through	 our	 historicised	perspectives,	 is	 inherent	 to	 the	
process	 of	 modelling	 historic	 space	 and	 experience.	 An	 x-
shed—what	can	be	experienced	from	a	given	position	or	in	a	
given	environment	at	a	given	moment	 in	 time—thus	mirrors	
the	jing	itself,	and	the	experience	offered	to	the	viewer	through	
the	 historical	 x-shed	 is	 one	 that	 echoes	 the	 multi-valent	
experience	that	the	emperor	intended	his	guests	to	receive.	

	

Figure	1:	Conceptual	view	of	X-Sheds.	©Hedren	Sum	and	
Stephen	Whiteman	

3	 Concept	Model	of	X-Sheds	
X-Sheds	 provides	 a	 framework	 that	 aims	 to	 extend	 existing	
geospatial	 technologies	 to	 ‘virtualise’	 visual	 spaces	or	 scenes	
into	 augmented,	 experiential,	 and	 realistic	 environments,	 as	
shown	in	Figure	1.	Experience	can	be	deYined	as	‘(the	process	
of	 getting)	 knowledge	 or	 skill	 from	 doing,	 seeing,	 or	 feeling	
things’	 [7],	 while	 visual	 space	 denotes	 the	 ‘spatial	 order	 of	
visible	things	that	are	apprehended	optically	by	a	[viewer]	at	a	
given	 standpoint’	 [8].	The	X-Sheds	 framework	 is	divided	 into	
four	 key	 components:	 (1)	 understanding	 the	 materiality	 of	
space,	 (2)	 digitised	 modeling	 of	 architectural	 objects,	 (3)	
environment	 integration	 and	 modeling,	 and	 (4)	 modeling	
human	experiences	into	virtual.	

3.1	 Understanding	the	materiality	of	space	
The	Yirst	stage	will	involve	understanding	the	materiality	of	the	
different	 architectural	 elements	 in	 relationship	 to	 the	
environment.	 Activities	 include	 gathering,	 analysing,	
organising,	digitising	and	modelling	information	to	deYine	the	
scenes	of	a	cultural	landscape:	
• Textual: Historical manuscripts, inscriptions, and literary texts 

• Visual/imaginary: a wide array of arts and symbol systems, 
including pictures, paintings, statues, maps, diagrams, 
spectacles, poems, prose, eye-witness accounts, metaphors, 
dramatic scripts, music, patterns, sense data, memories, ideas, 
and models [9, 10] 

• Geospatial: HGIS data that includes geographic information 
that changes over a period, such as derived elevation models 
(DEMs) and hydrological flow models, and the longitude and 
latitude coordinates of structures in the landscape 

Databases	for	different	components,	including	geographical,	
object	 and	 environmental,	 are	 created	 based	 on	 research	 in	
primary	 sources,	 secondary	 scholarship,	 the	 extant	 physical	
landscape,	 and	 other	 sources.	 Metadata	 framework	 and	
ontologies	are	developed	to	(i)	speciYically	describe	the	domain	
knowledge	of	the	objects	and	scenes;	(ii)	support	visualisation	
and	modelling	of	3D	objects	and	X-Sheds;	and	(iii)	describe	the	
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relationship	 among	 the	 digital	 objects	 (or	 electronic	
facsimiles).		

	

Figure	 2:	 Showing	 how	 information	 sources,	 such	 as	
photographs	 and	 architectural	 plans	 (left),	 are	 used	 to	
create	individual	3D	models	of	objects	and	textures	with	
Autodesk	Maya	and	Substance	Painter	(left).	©Hedren	Sum	
and	Stephen	Whiteman 

3.2	 Digitised	modelling	of	architectural	
objects	

Information,	 databases,	 and	 models	 from	 the	 earlier,	 VME	
phase	 of	 the	 project	 are	 used	 to	 identify	 the	 contour	 of	
individual	objects	in	the	landscape.	Contour	here	is	not	limited	
to	 separating	 objects	 from	 their	 backgrounds,	 but	 also	 the	
differences	within	an	object,	such	as	textures	and	surfaces,	or	
elements	 that	 lie	 beyond	 the	 physical	 representation	 of	 the	
scene	 or	 landscape,	 such	 that	 the	 model	 strikes	 a	 balance	
between	 the	 display	 realistic	 detail	 and	 room	 for	 individual	
imagination.	Various	environmental	variables	were	also	taken	
into	considerations	while	modelling.	3D	models	of	 individual	
objects	 are	 created	 in	 various	 modelling	 software	 suites,	
including	Autodesk	Maya,	3DS	Max,	 SketchUp	and	Substance	
Painter,	and	then	 imported	 into	GIS	or	gaming	environments	
for	 assembly	 into	 larger	 architectural	 and/or	 landscape	
environments.	These	processes	of	the	research-based	building	
are	illustrated	in	Figure	2.	

3.3	 Environment	Integration	and	modelling	
Activities	at	this	stage	shift	from	creating	digital	surrogates	of	
individual	architectural	objects	to	modelling	the	relationships	
among	them.	In	the	initial	modelling	phase	of	this	project,	the	
game	engine,	Unreal,	was	used	to	integrate	databases	and	3D	
models	 into	an	 interactive	 simulated	environment.	Historical	
maps,	archaeological	data,	and	current	geographic	information	
are	compared	to	determine	changes	to	the	landscape	over	time.	
Figure	3	shows	an	overlay	of	an	architectural	plan	depicting	the	
Ruyi	 Island	 in	 the	 mid-eighteenth	 century	 overlaid	 on	 the	
VME’s	 contemporary	 model	 of	 the	 island	 in	 Unreal,	 while	
Figure	 4	 shows	 the	 material	 library	 of	 building	 structures	
generated.	 Environmental	 variables	 derived	 from	 historical	
and	poetic	 references,	 such	as	 time	of	day,	 the	 season	of	 the	
year,	 weather	 conditions,	 sound	 and	 noise,	 and	 movement,	
allow	modelling	of	 different	 experiential	 cues	 that	 frame	 the	

environment	in	documented,	historical	terms,	rather	than	from	
a	 contemporary	 perspective.	 Considering	 various	 delivery	
mechanisms,	 different	 interactions	 are	 programmed	 using	
interactive	scripts	 in	Unreal.	The	current	models	will	also	be	
integrated	with	“live”	GIS	data	by	exploring	suitable	API,	such	
as	the	ArcGIS	Maps	SDK	for	Unreal	Engine.		

	

Figure	3:	Overlaying	of	architectural	plan	over	map	from	
open	 data	 in	 Unreal	 Engine.	©Hedren	 Sum	 and	 Stephen	
Whiteman 

	

Figure	4:	Material	library	of	building	structures	compiled	
from	 individual	 models	 of	 objects	 (including	 doors,	
windows	and	pillars)	on	Unreal	Engine.	©Hedren	Sum	and	
Stephen	Whiteman 

3.4	 Modelling	human	experiences	into	virtual	
Interpretations	 and	 delivery	mechanisms	 represent	 the	 Yinal	
element	of	the	framework,	where	the	multiplicity	of	(physical	
and	digital)	human	experiences	are	fused	with	the	architectural	
structures	 and	 environment.	 The	 various	ways	 of	 visualising	
concepts	 and	 ideas	 to	 make	 them	 accessible	 across	 time,	
culture,	and	media	for	the	viewer	is	based	on	(i)	the	collection	
and	analyses	of	the	data	from	the	information	ecosystem,	(ii)	
organisation	of	said	data,	(iii)	visualisation	of	selected	data	into	
scenes	through	(iv)	suitable	delivery	mechanisms	by	exploring	
different	virtual	technologies	relevant	to	creating	digital	twins,	
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virtual	worlds,	and	augmented	world.	They	include,	but	are	not	
limited	to,	projection	mapping	[11],	Leap	Motion	[12],	Kinect	
Sensor	[13],	and	Mixed	Reality	(Augmented	and	Visual,	AR	and	
VR)	[14].	The	main	goal	of	delivery	mechanisms	is	to	encourage	
deeper	engagement	with,	and	appreciation	of,	the	activities	and	
(subjected	or	intended)	experience	of	historical	Yigures	around	
the	objects,	architecture,	and	environment	of	the	landscape.	In	
offering	 new	 opportunities	 for	 constructing	 and	 presenting	
scholarly	argument	and	narrative,	 such	delivery	mechanisms	
not	only	 create	an	environment	 in	which	 the	 simultaneity	of	
human	 experience	 can	 be	 experimentally	 modelled	 in	 ways	
that	 are	 impossible	 with	 a	 textual	 presentation,	 but	 also	
present	the	research	to	a	wider	range	of	audiences	and	viewer	
perspectives.	

4	 Conclusion	
X-Sheds	 is	 now	 entering	 a	 full	 pilot	 phase,	 during	which	 the	
researchers	 will	 develop	 a	 robust	 theoretical	 framework	
framing	 the	 issue	 of	 subjective,	 multi-faceted	 human	
experience	 of	 mediated	 space;	 develop	 a	 data	 ontology	 to	
support	 the	 variety	 of	 visual,	 textual,	 experiential,	 and	
mnemonic	data	that	make	up	the	X-Shed	of	a	scene;	expand	the	
existing	BSSZ	HGIS	 to	reYlect	 this	new	ontology;	and	develop	
several	full	scenes	in	beta	version.	These	next	steps	will	expand	
the	 theory	 and	 practice	 of	 X-Sheds,	 resulting,	 we	 hope,	 in	 a	
method	 applicable	 in	 a	 range	 of	 contexts,	 from	 historical	
analysis	to	contemporary	design	and	planning.	
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