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American hotelier Jay Sarno created Caesars Palace with 
the belief  that every guest should have the 
opportunity to be treated like royalty.

Sarno removed the apostrophe in the resort’s name to 
signify that Caesars would be a palace for 
everyone, not just Caesar.



Las Vegas has always been an accelerated mirror of American society, but as technology 
increasingly mediates behavior, Vegas shifts from reflecting desire to actively producing it. 

As Vegas’ medium shifts from symbolism to data, it evolves from a landscape of signs into 
a spatial and architectural system of behavioral control where the promise that “everyone 
is Caesar” dissolves into an increasingly scripted urban condition, reducing occupants to 
a  populace of docile, programmed plebeians.

Presenter Notes
Presentation Notes
What Las Vegas did with symbolism in the 20th century, it will do with data, surveillance, and behavioral control in the 21st. The promise of “everyone is Caesar” evolves into total personalization → total control → total exhaustion → collapse into ambiguity




Las Vegas as Accelerated Evolution



“Just as architectural evolution of a typical Gothic cathedral may be traced over decades 
through stylistic and symbolic changes, a similar evolution – rare in contemporary architecture 
– may also be followed in the commercial architecture of Las Vegas. However, in Las Vegas, 
this evolution is compressed into years, not decades… Evolution in Las 
Vegas is consistently toward more and bigger symbolism". 

Learning from Las Vegas, 1972

Presenter Notes
Presentation Notes
Venturi/Scott Brown:
Vegas compresses architectural evolution into years, not decades 
Evolution trends toward “more and bigger symbolism” 
Architecture is communication before space
Vegas = high-speed symbolic feedback loop of American culture

Examples
The Sphere:  the entire building is sign. It’s design represents the rapid evolution from neon signage → LED screens → fully immersive media sphere
Resorts World:  One mega-structure housing multiple global brands. It’s consolidates “more symbolism”, representing competing, everchanging message. Exhibits symbolism becoming layered and dynamic
The Strip has become a Continuous LED Corridor, rather than a series of discreet buildings. The visual saturation of experiencing The Strip is increasingly saturated… The Stri becomes a single, continuous sign at urban scale


Pattern across examples:
Speed increases 
Scale increases 
Symbol detaches from form 
Architecture becomes media 
Media becomes environment




“Just as architectural evolution of a typical Gothic cathedral may be traced 
over decades through stylistic and symbolic changes, a similar evolution – 
rare in contemporary architecture – may also be followed in the commercial 
architecture of Las Vegas. However, in Las Vegas, this evolution is 
compressed into years, not decades… Evolution in Las 
Vegas is consistently toward more and bigger symbolism". 

Learning from Las Vegas, 1972

The Las Vegas Strip, 2026Sphere, 2025Resorts World, 2025
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Steve Wynn, Real Estate Developer and Casino Mogul, 1994

“Las Vegas exists because it is a perfect reflection of America. 
It represents all the things people in every city in America like. 

Here they can get it in one gulp.”

Frictionless consumptionAlgorithmic Surveillance Digital Footprint Mining Aggressively Targeted Marketing

Presenter Notes
Presentation Notes
That “one gulp” is no longer just spatial - it is engineered through algorithmic surveillance, the mining of digital footprints, aggressive targeted marketing, and frictionless systems of consumption that increasingly anticipate and steer desire in real time.




Algorithmic Surveillance

Presenter Notes
Presentation Notes
ALGORITHMIC SURVEILLANCE involves:  Automated systems that  use AI and biometric data to continuously monitor, analyze, and predict human behavior. 
Casinos are highly regulated environments with strict legal requirements; they already have intense surveillance coverage with traditional means. 
Now, the casino surveillance industry is evolving to incorporate AI and machine learning technologies in surveillance practices
AI surveillance is already standard: facial recognition, behavior analysis, and real-time alerting monitor casino floors beyond human capacity
 Casinos like Wynn Las Vegas use entry-point facial recognition to identify banned players in milliseconds 
Systems track movement, dwell time, betting patterns, and interactions, with emerging emotion detection + predictive modeling 
Biometric security has reduced identity theft (~35%) and internal theft (~50% reported by MGM Resorts)
Systems predict behavior (e.g., card counting, collusion) and trigger automated interventions or alerts
These operate as invisible overlays (cameras, back-of-house systems)—not spatially expressed
My project will speculate on more physical manifestations of these systems.






Digital Footprints and Data Mining 

Presenter Notes
Presentation Notes
With DIGITAL FOOTPRINT MINING:  data generated through everyday interactions is collected and analyzed to infer identity, traits, and behavioral patterns. 
Casinos already aggregate data from loyalty programs, mobile apps, geolocation, and transaction histories 
Research shows demographics (age, gender, location, political views) can be inferred from behavioral data (327-study meta-analysis) 
Data extends beyond casinos: platforms like Fitbit and YouTube collect attention data (likes, comments, posts, clicks, etc), and even health data 
In the U.S., no comprehensive federal privacy law → large-scale cross-platform profiling remains largely unregulated 
Today: data is analyzed after the fact. My project speculates on architecture becomes a real-time data interface that constructs identity through space






MAKE DIAGRAM

Aggressively Targeted Marketing 

Presenter Notes
Presentation Notes
AGGRESSIVELY TARGETED MARKETING:  Personal data is leveraged to deliver highly tailored content, incentives, and experiences that influence user decisions. 
Casinos already use tracking systems + loyalty programs to deliver personalized comps, offers, and incentives upon recognition 
Third-party data and cookies build cross-platform behavioral profiles, now governed by “consent” models that are often mandatory for access
On-site systems can trigger real-time promotions based on play behavior, spending, and player value
Environments respond to user value: high-value players receive real-time perks, upgrades, and targeted stimuli 
However, personalization is still delivered through apps, screens, and staff—not architecture itself
My project will speculate spaces that could embed targeting into lighting, layout, and spatial cues that guide behavior



MAKE DIAGRAM

Frictionless Systems of Consumption 

Presenter Notes
Presentation Notes
The previous three items culminate in Frictionless Systems of Consumption
This involves Technologies and systems designed to remove barriers between users and transactions, enabling seamless, continuous engagement and spending. 
So, for Las Vegas… this means movement between hotel, casino, entertainment, and retail zones is increasingly continuous
Biometric and cashless systems are rapidly expanding: ~60% of casinos projected to adopt biometrics by 2026 
Technologies include facial recognition login, fingerprint payment, and mobile wallet integration
Biometric systems reduce payment fraud (~40%) and eliminate traditional transaction steps 
Current systems still require intentional actions (scan, tap, Face ID)
This project envisions architecture where presence alone enables continuous transactions

Overall, my project explores the existing conditions of surveillance, data-driven personalization, frictionless consumption, and architecture as a controlled environment, while extending these logics into near-future speculation of increasingly integrated, predictive, and behavior-steering spatial systems. 




From Symbol to System
If Vegas once accelerated symbolism, what happens when the raw material is 
no longer signs, but data? 

Presenter Notes
Presentation Notes
Lingering questions:  //Have signs disappeared or evolved?




From Symbol to System

Presenter Notes
Presentation Notes
Rather than solely representing desire, the spectacle of Las Vegas begins to predict, guide, and manufacture it.
Vegas moves toward operational optimization. 
Parallel to the evolution from symbol to platform, ownership of land and hospitality enterprises on The Strip has become increasingly consolidated. 
This consolidation results in unified control of:
data collection 
spatial experience 
behavioral scripting
scalable “control architecture”





Beyond the System  
Speculating the Next Iteration of Las Vegas
How does technology’s constant evolution impact Las  Vegas?

Presenter Notes
Presentation Notes
The previous section reframed Las Vegas as a system that predicts, guides, and produces desire. 
If the Strip now operates as a feedback system between technology, behavior, and spectacle, the next question is: what does that system become as technology continues to evolve? 




Presenter Notes
Presentation Notes
To explore that trajectory, I shift into a speculative framework already constructed around these dynamics. That framework is the Netflix science-fiction anthology, Black Mirror.
The show explores how advanced technology shapes – and often distorts – human behavior, relationships, and society. Each episode presents a near-future scenario where familiar innovations (social media, AI, surveillance) are pushed to unsettling extremes, revealing their psychological and ethical consequences.
The following analysis uses Black Mirror to test how the Vegas Strip might operate under intensified technological feedback loops.






Black Mirror as Analytical Lens

Spatial  Manipulation

Gamification

Surveillaince

Illusion of Choice

Luxury as Trojan Horse



Luxury as Trojan Horse

“Fifteen Million Merits” (S1E2)

“Nosedive” (S3 E1) 

Presenter Notes
Presentation Notes
Luxury as a Trojan Horse” describes environments that seduce users with comfort, beauty, and convenience, making them feel privileged and at ease. Once trust is established, those same features guide, constrain, or manipulate behavior, often without the user realizing it. In architectural space, this appears as immersive, highly curated interiors that feel indulgent but are tightly engineered to guide movement, attention, and consumption. The more seamless and pleasurable the experience, the less perceptible the underlying systems of control become.

Nosedive:
A woman navigates a society where social status is determined entirely by constant public rating scores that govern access, mobility, and opportunity.
pastel-perfect, aspirational spaces present luxury as lifestyle, but subtly enforce social conformity through constant visibility and evaluation. 
Social reward systems embedded into everyday spatial experience
Luxury aesthetics enforce conformity and self-surveillance

“Fifteen Million Merits” (S1E2)
Individuals live in an enclosed system where they pedal to generate currency, which is spent on survival and participation in a relentless entertainment economy.
Immersive, high-tech interiors offer comfort and entertainment while enclosing users within a total system where every action is monitored and monetized.
Entertainment and luxury function as containment mechanisms
Architecture becomes an immersive interface






Illusion of Choice
“Hang the DJ” (S4 E4) 

“Arkangel” (S4E2)

Presenter Notes
Presentation Notes
ILLUSION OF CHOICE
Architecture can present multiple paths, options, and experiences while pre-structuring outcomes through layout, sequencing, and data-driven cues. In this condition, choices are curated and guide users along optimized routes that feel self-directed but are systemically determined. Agency becomes perceptual, rather than actual.

Hang the DJ:
A dating system algorithm repeatedly pairs individuals in controlled environments to determine long-term compatibility through structured simulation.
environments appear open and exploratory, but every spatial encounter is pre-selected by an algorithm that determines outcomes in advance. 
Environments structured around controlled experiential loops

Arkangel
A child is fitted with a monitoring system that allows her parent to track, filter, and censor her experiences in real time.
the illusion of choice is produced through constant monitoring and filtering, where the subject appears free but is always being guided and restricted by an unseen control system. This creates the sense of autonomy while actually shaping behavior in advance of any real decision-making.
Monitoring systems reshape behavior through constant visibility






Surveillance
“The Entire History of You” (S1 E3) 

“Arkangel” (S4E2)

Presenter Notes
Presentation Notes
SURVEILLANCE
Surveillance in architectural space operates as a continuous feedback system where environments are embedded with sensing, recording, and tracking mechanisms that turn movement, behavior, and presence into readable data. While Black Mirror does not always situate surveillance within explicit architectural form, it consistently treats everyday environments as extensions of monitoring systems, where perception and behavior are continuously captured and shaped.

This logic can be extrapolated to the built environment with Surveillance being built into surfaces  and infrastructures. Architectural space could become an active sensing system that continuously records, interprets, and responds to human behavior in real time.

//NOTE…DON’T SAY THIS PART, just reminder/reference: “SPATIALLY AMBIENT”: y “spatially ambient,” I mean that surveillance is not a separate device or visible system, but is diffused throughout the environment itself—always present, but not clearly located.
Instead of being something you “see” (like a camera or guard), it behaves like background conditions of space: embedded in surfaces, lighting, interfaces, infrastructure, and systems that continuously register and respond to you without drawing attention to themselves.

The Entire History of You
People have implants that record everything they see and hear, allowing memories to be replayed, analyzed, and obsessively scrutinized.
lived experience is constantly recorded and replayable, turning everyday spaces into archived environments. This is made possible by continuous recording.
Surveillance becomes internalized and spatially pervasive 

Arkangel
Surveillance embedded into everyday domestic space
surveillance is normalized through parental monitoring systems that continuously track and filter a subject’s experience, embedding control directly into perception and daily life






Gamification

“Fifteen Million Merits” (S1E2)

“Playtest” (S3 E2) 

Presenter Notes
Presentation Notes
GAMIFICATION
Gamification in architectural space refers to environments structured through reward systems, feedback loops, and behavioral incentives that turn movement and decision-making into rule-based progression. While Black Mirror does not always present architecture explicitly as “game space,” it consistently constructs worlds where spatial experience is governed by game-like logics of scoring, progression, and performance, which can be directly extrapolated to built environments organized around optimization and behavioral control.

Playtest
A man testing an experimental augmented reality system experiences a reality that adapts and distorts based on his psychological responses.
space becomes a responsive system that adapts in real time to user input and psychological reactions, effectively turning the environment into an immersive, rule-based game.
Environment dynamically transforms and adapts to user feedback
Space becomes interactive, responsive game system

Fifteen Million Merits
the entire environment operates as a closed-loop system where actions are converted into points that determine access, mobility, and status.
Entire environment structured as reward-based system
Architecture functions as a game interface



Spatial Manipulation

“Playtest” (S3 E2) 

“USS Callister” (S4 E1) 

Presenter Notes
Presentation Notes
SPATIAL MANIPULATION
Spatial manipulation refers to the deliberate shaping of perception, movement, and experience within an environment so that space is no longer neutral, but actively constructed to guide emotional, psychological, and behavioral responses. In Black Mirror, this is often not always literal architecture, but simulated or digitally constructed environments that can be extrapolated to real built space as systems that dynamically alter scale, orientation, and sensory conditions to control experience.

USS Callister
a programmer traps digital copies of real people inside a simulated space where he controls the environment and enforces absolute power over them.. 
a fully simulated environment is designed and controlled by a single operator, allowing absolute manipulation of spatial rules, hierarchy, and perception.
Fully constructed spatial reality controlled by a single system
Environment designed to reinforce power hierarchy

Playtest
the environment continuously reshapes itself based on the user’s fears and cognition, turning space into an unstable, responsive system that actively distorts reality.
Architecture responds in real time to user feedback
Space is unstable, personalized, and reactive



From Screen to Strip

Presenter Notes
Presentation Notes
I now translate these speculative scenarios into spatial terms, using Las Vegas as the testing ground.



Black Mirror Themes

3 | Post-Choice System (+10 years)

1 | Neutral State (2026)

4 | Emergent Order (+15 years)

2 | Hyper-Curated Environment (+5 years)

Spatial  Manipulation

Gamification

Surveillaince

Illusion of Choice

Luxury as Trojan Horse
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Presenter Notes
Presentation Notes
Existing Condition (2026)
Surveillance and data tracking are embedded, but largely invisible 
Luxury environments subtly guide behavior while preserving perceived choice 
Architecture operates as a curated backdrop, rather than an active system 

Hyper-Curated Phase (+5 Years)
Biometric and behavioral data drive real-time spatial adaptation 
Environments anticipate needs, shaping decisions before conscious choice 
Personalization intensifies the illusion of agency 

Post-Choice Phase (+10 Years)
Architecture optimizes for flow, not form or beauty
Decision-making is absorbed into algorithmic systems 
Space operates as a continuous control environment; users become data inputs 

Emergent Order (+15 Years)
System instability produces new, unpredictable spatial behaviors 
Architecture mutates, losing fixed scale, orientation, and legibility 
Users become passive participants within an evolving, self-organizing environment




Black Mirror Themes

3 | Post-Choice System (+10 years)

1 | Neutral State (2026)

4 | Emergent Order (+15 years)

2 | Hyper-Curated Environment (+5 years)

Spatial  Manipulation

Gamification

Surveillaince

Illusion of Choice

Luxury as Trojan Horse

C
O
N
T
R
O
L
 

R
O
O
M



1 | Neutral State (2026)



2 | Hyper-Curated Environment (+5 years)



3 | Post-Choice System (+10 years)



4 | Emergent Order (+15 years)
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1 | Neutral State (2026)
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3 | Post-Choice System (+10 years)



4 | Emergent Order (+15 years)



“Design is no longer about imposing form, but about 
modulating material processes.” – Manuel DeLanda

Presenter Notes
Presentation Notes
CLOSING QUOTATION:  �where is this going? Ai/tech/+ future… where did all this research get me? How do I think it will be relevant to my architectural practice in the future.�Make sure I answer question from first slide
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