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Welcome to Las Vegas
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‘The World’s Playground,’ they call it. ‘What happens here, stays here,’ runs the famous ad.  However they try to sell it, the one constant in Las Vegas is change. But while the landscape goes through endless metamorphoses, the core Vegas concept – bring your money and go nuts – stays the same. Slot machine exposure still starts in the baggage claim area at McCarran Airport. Hookers still flourish under the thinnest of ‘escort service’ veils. And in the majority of bars, there’s still no such thing as last call.  
What’s changed most about today’s Vegas is a matter of scope. No longer fully satisfied with its ‘adult Disneyland’ identity, this century-old frontier town now wants to grow up into a world-class city. It’s an aspiration reflected not only in what’s rushing to fill the vacuum left by vanishing buildings, but in the new images sported by a number of the ones that are still standing. The concerted revamping projects on the Strip are made a good deal easier by the fact that most of the big hotels are now owned by the same corporation. On the Strip’s four-mile Monopoly board, the MGM Mirage group is in the lead, with a portfolio of properties comprising the MGM Grand, the Bellagio, the Mirage, Mandalay Bay, the Luxor, New York NewYork, the Excalibur, the Monte Carlo and Circus Circus. It also developed and owns the new crown jewel, the CityCenter complex, as well. In other words, about half the Strip, and roughly 50 per cent of its 80,000+ hotel rooms. Harrah’s controls around half the remainder in the shapes of Caesars Palace, Paris Las Vegas, the Imperial Palace, the Flamingo, Bally’s and its namesake resort. The dizzying number of deals that have lit up the Vegas business pages are all part of a tightening food chain that closely follows a national trend toward dry, megacorporate entities. It seems a particularly heartbreaking compromise for a town built on a foundation of libertarianism that bordered, at times, on anarchy. 
There has been no bigger swing in Vegas’s image than in the changing demographic face of its visitors – which is reflected most visibly in its nightlife (and in the attendant new pool-party concept dubbed ‘daylife’). See-and-be-seen dance clubs and so-called ultralounges have become screamingly popular over the last few years, ever since someone realised that 20,000 square feet of space without slots could still yield big profits if it was tricked out with state-of-the-art lighting effects, sturdy cover charges and wallet-draining bottle-service policies. As such, casinos now market ethereal, monosyllabically named bars and clubs as aggressively as they hawk their poker rooms. And – more than anywhere else in the world – celebrities, particularly reality stars – reign supreme. Joe Brown, Editor





Las Vegas In Brief 
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IN CONTEXT 

Our In Context section examines the development of Las Vegas from the open land used by Paleo-Indians, through the impact of Mormon missionaries, to the 24/7 international playground it is today, catering to visitors drawn by the headliners and big-budget shows, the swanky hotels, the increasingly excellent food, the fashionably nightlife and, of course, the possibility of instant riches. 
► For more, see In Context. 
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SIGHTS 

The Strip is newly hip, beckoning twentysomethings who couldn’t care less about Wayne Newton or prime-rib buffets with an explosion of all-night dance clubs and swanky lounges. The latest pre-crash wave of construction reshaped the skyline with casino-resorts, high-rise condos and mixed-use properties that are virtual cities of their own – such as the new CityCenter complex. 
► For more, see Sights.67-96. 
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EAT, DRINK, SLEEP, SHOP 

For years, the choice of cuisine didn’t extend far beyond all-you-can-eat buffets, 24-hour coffeeshops and swanky steakhouses. But in the past decade or two, casino moguls have spent millions luring the world’s best chefs to the city. Meanwhile, shopping opportunities have multiplied with glamorous new malls like Crystals, while hip hotels like Cosmopolitan have joined the city’s ranks of megahotels.  
► For more, see Eat, Drink, Sleep, Shop. 
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ARTS & ENTERTAINMENT 

Las Vegas calls itself ‘the entertainment capital of the world,’ and arguably it is, although here the new is almost inevitably the old, recycled, remixed, repackaged. The musical headliners are won’t frighten your parents (Celine Dion, Donny & Marie, Barry Manilow). And there are no fewer than seven Cirque productions in town, with at least one more – a Michael Jackson tribute – on the way.  
► For more, see Arts & Entertainment. 
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ESCAPES & EXCURSIONS 

Believe it or not, there’s life – and even nature! -- beyond the manmade neon skyscape. Daytrip options include the Hoover Dam, one of the world’s modern marvels; the fiery escarpments of Red Rock Canyon and Valley of Fire State Park; the snowscapes (and skiing) of Mount Charleston; and, of course, the jawdropping grandeur of the Grand Canyon.  
► For more, see Escapes & Excursions.






Las Vegas By Area 
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THE STRIP 

The most preposterous four-mile stretch in America. The Strip begins begins around Russell Road, where the classic Welcome to Fabulous Las Vegas sign reminds visitors of old Vegas. To the east is the Little Church of the West wedding chapel; dating from 1942, it’s old in Vegas terms. Just north, the South Seas-themed Mandalay Bay effectively marks the beginning of the 21st-century  Strip. Next to Mandalay Bay is the onyx pyramid of the Luxor, with other huge resorts lining the Strip as it heads north: MGM Grand; New York New York, with its Manhattan Express rollercoaster; Paris Las Vegas; the Bellagio, the Venetian, with its gondola rides, and Caesars Palace among them. The key new development is the architecturally cutting-edge hotel-casino-condo-retail-dining complex CityCenter, home to Crystals shopping centre and the Aria hotel. Next door is the even more hip Cosmopolitan. North of Sands Avenue, the top-end Wynn Las Vegas has an artificial mountain as its star attraction. North of Convention Center Drive, the Strip quickly peters out into disrepair, with a few highlights: it’s back to blazing neon at the 50-year-old Riviera, where life-size bronze statues promote the Crazy Girls; ageing Circus Circus features the Adventuredome indoor amusement park. Further north, across Sahara Avenue, is the Stratosphere resort, the tallest building in Nevada, featuring three thrill rides.  
► For more, see The Strip. 



[image: off-strip: east of the strip]
OFF-STRIP: EAST OF THE STRIP 

Running parallel to the Strip, Paradise Road has been a site  of major development since the 1960s. The showroom at the Las Vegas Hilton stages Elvis Presley’s iconic shows, while the Las Vegas Convention Center is more responsible than any hotel for bringing visitors to Vegas. The Atomic Testing Museum tells the fascinating story of the role played by nuclear power in the US psyche, as well as how it actually works, while Commercial Center is a gritty, quirky Strip Mall.  
► For more, see East of the Strip. 



[image: off strip: west of the strip]
OFF STRIP: WEST OF THE STRIP 

The I-15 runs to the West of the Strip. Wedged next to it, Frank Sinatra drive offers a back-door access to many Strip hotels. On the northern side of Flamingo Road sits the Brazilian-themed Rio, with its tired but free Masquerade Show in the Sky, staged seven ties daily. Just past the Rio are the Gold Coast and the Orleans, a pair of locals’ casinos with bowling alleys and other attractions. Palms, meanwhile, is a landmark resort, popular with a younger, more sophisticated clientele, attracted by nightclub Moon and music venue Pearl. Beyond here, Valley View Boulevard continues north; an easterly turn at Sahara Avenue leads past endless strip malls to the train-themed casino Palace Station.  
► For more, see West of the Strip.  
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DOWNTOWN 

Once the centre of Las Vegas, then a shadow of its former self, Fremont Street is the focus of a regenerated Downtown. The Fremont Street Experience mall is dominated by an LED-studded canopy, flickering into action  
on the hour each night with sound and light shows. There’s a kitsch compendium of street performers and retail kiosks, but the casinos are the main draw, Binion’s, the Golden Nugget and the Plaza among them. Also here, the open-air Neon Museum is  a small collection of classic Vegas signs. Across Las Vegas Boulevard, Fremont Street has a seedier feel, but some chic venues,  like the Beauty Bar, have found their way here. To the north, along Las Vegas Boulevard, sits the Neon Boneyard, a park full of historic signs, along with a series of low-key attractions: the City of Las Vegas Galleries in the Reed Whipple Cultural Center, the Las Vegas Natural History Museum and the Lied Discovery Children’s Museum. Also nearby is the Old Las Vegas Mormon Fort Historic Park. The Arts District is bordered by Charleston, Las Vegas Boulevard, Wyoming Avenue and the railroad; its focal point is the Arts Factory, filled with galleries. 
► For more, see Downtown.  
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THE REST OF THE CITY 

In north-west Las Vegas, Charleston Boulevard defines the southern edge of the ‘planned community’ of Summerlin. Further west, the Red Rock is the first billion-dollar off-Strip casino-hotel, while Bonnie Springs Old Nevada is a kitsch reconstruction of an old mining town. Rancho Drive leads also north-west out of town, past affluent neighbourhoods such as the Scotch 80s and Rancho Circle. On its route, the Southern Nevada Zoological National Park has an interesting collection of of birds and reptiles indigenous to Nevada. Nearby is Las Vegas Springs Preserve, a desert-ecology themed attraction. The University District is  an enclave of normality not far from the Strip. The stunning Leid Library and a beautiful desert garden compete for attention here, along with the Marjorie Barrick Museum, with displays on ancient and modern Vegas. South-east of the city centre, Henderson was founded as a company town, but now is home to Ethel M Chocolates. North-west of Henderson, across US95, Green Valley is technically part of Henderson.   
► For more, see The Rest of the City.  






Las Vegas Basics
THE ESSENTIALS 

For practical information, including visas, disabled access, emergency numbers, lost property, useful websites and local transport, please see the Directory.  


THE LISTINGS 

Addresses, phone numbers, websites, transport information, hours and prices are all included in our listings, as are selected other facilities. All were checked and correct at press time. However, business owners can alter their arrangements at any time, and fluctuating economic conditions can cause prices to change rapidly. 
The very best venues in the city, the must-sees and must-dos in every category, have been marked with a red star (✽). In the Sightseeing chapters, we’ve also marked venues with free admission with a FREE symbol.  


PHONE NUMBERS 

The area code for Las Vegas is 702. You don’t need to use the code when calling from within Vegas: simply dial the seven-digit number as listed in this guide.  
From outside the US, dial your country’s international access code or a plus symbol, followed by the US country code (1), 702 for Las Vegas and the seven-digit number as listed in the guide. So, to reach the Bellagio, dial + 1 702 693 7111. For more on phones, including information on calling abroad from the UK and details of local mobile-phone access, see Telephones. 


FEEDBACK 

We welcome feedback on this guide, both on the venues we’ve included and on any other locations that you’d like to see featured in future editions. Please email us at guides@timeout.com. 


NAVIGATING THE CITY 

Once you’ve made it to the fabled Las Vegas Strip – and to your casino-connected hotel room, the sparkling city is at your feet, made for enjoying by foot, by cab or hired car, bus or monorail.  
A useful bus for tourists is the Deuce: the double-decker travels the length of Las Vegas Boulevard from the BTC in the north to just by I-215 in the south, stopping in front of all major casinos. Deuces are often busy, especially at night.  
The Las Vegas Monorail is now running a reliable service along Paradise Road and then behind the Strip. However, it hasn’t displaced the numerous hotel buses and monorails.  
A car is recommended if you’re staying away from the Strip or are keen to visit off-Strip attractions, and essential if you’re planning to visit any out-of-town destinations. Most car-hire agencies are at or near the airport. Call around for the best rate, booking well in advance if you’re planning to visit over a holiday weekend or for a major convention. 
There are taxi ranks outside most hotels, and restaurants and bars will be happy to call a cab for you. Technically you’re not allowed to hail a cab from the street and most won’t stop if you try but it’s usually OK to approach an empty cab with its light on. 
Limousines are a flashy and popular way to get around, and are available for hire outside hotels and at the airport.  


SEEING THE SIGHTS 

Many of Las Vegas’s attractions – the majority of them on or near the Strip -- are free or close-to-free for visitors and open seven days a week. 


PACKAGE DEALS 

Las Vegas is big on package deals for hotels, flights, dining and entertainment -- seevisitlasvegas.com or the Las Vegas Convention & Visitors Authority’s business-related website,lvcva.com, for more. 
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History 
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Lighting up the desert was a gamble that has paid off in spades.  
TEXT: WILL FULFORD-JONES 

Around 25,000 years ago, at the tail end of the last ice age, the large valley in which Las Vegas now sits was partly under water. Glaciers were retreating from the mountains that ring the Las Vegas Valley; the glacial run-off fed a vast lake, 20 miles wide and thousands of feet deep. 


FROM HUNTER GATHERERS TO FARMERS 

Hunter-gatherers known as Archaic Indians introduced a culture that evolved over four millennia. The area they occupied was by then desert, although spring water bubbled to the surface and flowed down the Las Vegas Wash (now a creek) to the canyon-carving Colorado River. Even so, it wasn’t until the first centuries AD that signs of civilisation sprang up in and around Nevada’s southern desert. By AD 500, they had evolved into an organised people: hunting with bows and arrows, making pottery, mining salt and trading with their neighbours.  
Three centuries later, the Anasazi tribe was cultivating beans and corn in irrigated fields, living in 100-room pueblos, fashioning artistic pots and mining turquoise. Mysteriously, they disappeared from the area around 1150: perhaps due to disease, drought, overpopulation or war, though no one really knows for sure. A large Anasazi village was discovered in 1924; parts of it are now preserved at the Lost City Museum in Overton, north-east of Las Vegas. 
Southern Paiutes, hunter-gatherers more like Archaic Indians than the Anasazi, claimed the abandoned territory, but they never achieved the advanced elements of their predecessors’ society. For the next 700 years, the Paiutes remained semi-nomadic, establishing base camps of movable ‘wickiups’ (similar to tepees), cultivating squash and corn at the springs and creeks, and travelling seasonally to hunt and harvest wild foods. A frequent stopover on their travels was the Big Spring, the centre of a lush riparian habitat. Now known as the Las Vegas Springs Preserve, it opened as a park, visitor attraction and educational facility in 2007. 


MEXICANS AND MORMONS 

The first white men to enter the region, arriving in the early 19th century, were Mexican traders, who travelled along the Old Spanish Trail blazed by Franciscan friars to connect Spanish-Catholic missions scattered between New Mexico and the California coast. In 1830, three decades before the Civil War, Antonio Armijo set out from Santa Fe to trade goods along the trail. An experienced scout in his party by the name of Rafael Rivera found a short cut via the Big Spring, and became the first non-native to set foot on the land. He named the area Las Vegas, or ‘the Meadows’.  
By the time John C Fremont, a surveyor and cartographer for the Army Topographical Corps, passed through the Las Vegas Valley in 1845, the Old Spanish Trail had become the most travelled route through the Southwest. With Big Spring providing the only fresh water within a day’s march, the area had become a popular camping spot. Having settled at the shore of the Great Salt Lake a few hundred miles further north-east, Latter-Day Saints also regularly passed through Las Vegas on their way to Los Angeles. Indeed, by the early 1850s, Mormon pioneer parties, wagon trains and mail carriers travelling between central Utah and southern California stopped at Big Spring with such frequency that Church elders decided to colonise the area.  
In 1855, a party of Mormon missionaries was dispatched from Salt Lake City to establish a community at Las Vegas that would serve the travellers on the trail and convert the Paiute people. The missionaries erected a fort, dug irrigation ditches, cultivated crops and even managed to befriend some Indians. But the rigours of domesticating a vast desert proved beyond them. Crops failed and rations were meagre. Timber had to be hauled from the nearest mountainsides, 20 miles away.  
Even so, the mission might have succeeded had the colonists not located deposits of lead nearby. The discovery attracted miners from Salt Lake City, whose need for food, lumber and shelter taxed the colonists’ already inadequate supplies to breaking point. Despite the miners’ vociferous objections, the colonists petitioned Salt Lake City to be recalled, and the mission was abandoned in 1858. A small remnant of the Mormon fort survives as the oldest standing structure in Las Vegas. 


OD GASS AND HELEN STEWART 

Soon after the Mormons abandoned Las Vegas, prospectors picked up where the lead miners left off and discovered that the ore averaged a rich $650 per ton in silver. A small mining boomtown mushroomed in the desert around Big Spring. Miners who arrived too late to get in on the action fanned out from the settlement and found gold along the Colorado River, about 50 miles south-east of Las Vegas.  
One of the gold-seekers, Octavius Decatur Gass, saw a more enticing opportunity: homesteading the well-watered valley. Craftily, Gass appropriated the Mormon fort in 1865, using the lumber to build a ranch house and utility shop. He dug irrigation canals, planted grain, vegetables and fruit trees, and ran cattle on a chunk of land known as Las Vegas Ranch. Over the next ten years, Gass expanded his land and water holdings, assumed civic duties and helped other homesteaders get established.  
However, Gass’s ambition eventually got the better of him. In financial trouble by the 1870s, he took a loan from Archibald Stewart, a rich rancher from the mining boomtown of Pioche. When, in 1881, Gass couldn’t repay the loan, Stewart foreclosed on it and took over the Las Vegas Ranch, expanding the property until he was shot dead in 1884 after an argument with a ranch hand from a neighbouring spread. Stewart’s wife Helen ran the ranch for the next 20 years, buying up more acreage, making a living in the livestock business, and running a resort for nearby ranchers and a campground for travellers on the Mormon Trail. 
The San Pedro, Los Angeles & Salt Lake Railroad arrived in 1903, its planned route running through the heart of the ranch. Thanks to its strategic location and plentiful water, Las Vegas had been designated a division point for crew changes, a service stop for through trains and, eventually, a site for maintenance shops. Ready to retire, Mrs Stewart sold most of her 2,000-acre site for $55,000, but deeded ten acres to the Paiutes, who’d been reduced to living on the edge of town through government largesse. For this and other civic-minded deeds, Stewart is considered the First Lady of Las Vegas. 
In preparation for the land sale, Stewart hired JT McWilliams to survey her property. The canny McWilliams discovered and immediately claimed 80 untitled acres just west of the big ranch, planned a town site and began selling lots to a steadfast group of Las Vegas ‘sooners’ (the earliest speculators on the scene). In late 1904, two railroad construction crews, one from the north-east and one from the south-west, converged on Las Vegas Valley. And then, in January 1905, a golden spike was driven into a tie near Jean, Nevada, 23 miles south of Las Vegas, ceremonially completing the railroad. 


GAMBLING ON PROSPERITY 

McWilliams’s settlement, known as Ragtown, was one of a long line of boomtowns that had been erupting across Nevada over the preceding 50 years. On the day the first train travelled through Big Spring on its route between Salt Lake City and Los Angeles, Ragtown’s saloons, banks and tent hotels teemed with settlers, speculators, tradesmen and itinerants. But the San Pedro, Los Angeles & Salt Lake Railroad had other plans for the settlement. It organised a subsidiary, Las Vegas Land & Water, to build its own town.  
Officials laid out the town site, scraped the scrub from 40 square blocks and staked 1,200 lots. The new town site of Las Vegas received national publicity, and demand for the land was high, with prospective buyers coming by train from Los Angeles ($16 return) and Salt Lake City ($20). Competition for locations proved so overwhelming that the railroad scheduled an auction, pitting eager settlers against Los Angeles real-estate speculators and East Coast investors. All were gambling on the prosperity of yet another western railroad boomtown. 
The auction was held on 15 May 1905 at the intersection of Main and Fremont streets. The bidding quickly inflated the price of choice lots to more than double their listed values. The locals over in Ragtown grumbled about the railroad tactic of encouraging out-of-town investors to heat up the prices. But when it was over, nearly 1,000 lots had been sold for the grand total of $265,000, which was $195,000 more than the railroad had paid for the entire Las Vegas Ranch only three years earlier. 
The proud new property owners immediately searched out the stakes marking the boundaries of their lots and erected makeshift shelters on them. Ragtowners rolled their possessions over to the new Las Vegas on horse- and ox-drawn wagons. What remained of the first town site burned to the ground four months later, and the first Las Vegas building boom followed.  


SETTLING IN 

In stereotypical western fashion, the first structures to go up were saloons and brothels, built in the designated nightlife and red light district on Block 16 between Ogden and Stewart streets, and 1st and 2nd streets (now the parking lot at Binion’s). Hotels, restaurants, banks and shops were erected along Fremont Street; railroad and town administrative offices, a school, a post office and two churches surrounded the core. The railroad company built the infrastructure: gravel streets and plank sidewalks, water service and sporadic electricity. Houses went up along the residential streets of the eight-block-long and five-block-wide town; supplies arrived daily by train. By New Year’s Day 1906, some 1,500 pioneers were calling Las Vegas home. However, the initial boom was short-lived. Barely a year passed before the railroad town managers showed their true colours, concerned first with operating the main line and last with servicing the town. Their refusal to extend pipes beyond the town site stunted growth, forcing the rural dwellers to dig wells and tap into the aquifer. Fires, conflicts and the usual growing pains of a young settlement slowed the influx of new residents, reducing both property values and optimism. The heat, dust and isolation contributed to the consensus of discomfort. 
A rare bit of good news arrived in 1909, when the Nevada Legislature created Clark County in the south of the state (it was named after William Clark, the chairman of the San Pedro, Los Angeles & Salt Lake Railroad) and named Las Vegas as its seat of government. Two years later, the railroad gave the town a boost when it opened a shop designed to help maintain the steam locomotives, passenger coaches and freight cars along the line. Hundreds of jobs were created at a single stroke; by the time the shop was fully staffed, the population of Las Vegas had doubled to 3,000. Telephone service arrived, with the first phone (taking, of course, the number ‘1’) installed at the cigar counter in the lobby of the Hotel Nevada (now the Golden Gate). And in 1915, big town generators began supplying electricity to residents 24 hours a day. 
But for the next 15 years, everything went downhill. The railroad found itself losing business to car and truck traffic, and workers were laid off. Union Pacific bought up the San Pedro, Los Angeles & Salt Lake Railroad, relegating it to the status of a small siding on a vast nationwide network. Measures brought in by Union Pacific severely inhibited the town’s growth; when it then closed the railroad maintenance shops, locals were driven to leave town in search of work. Las Vegas would have disappeared by the late 1920s if it hadn’t been for a monumental federal dam-building project gearing up nearby. 
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THE HOOVER DAM 

The 1,450-mile Colorado River had been gouging great canyons and watering lush valleys for aeons, when the US government became determined to harness its flow in the service of irrigation, electricity, flood control and recreation. The Bureau of Reclamation began to consider damming the Colorado in 1907, eventually narrowing down the choice of locations for the dam to two canyons east of Las Vegas. In 1930, six years after the site for it had been selected, Congress appropriated the $165 million necessary to build the Boulder Dam. 
Anticipation of the dam project began to fuel noticeable growth in the railroad town. By the time construction began in 1931 (the name change, from the Boulder Dam to the Hoover Dam, was announced at the inauguration ceremony), a long-distance phone service, a federal highway linking Salt Lake City to Los Angeles and regular air-passenger services had arrived. The population soared to 5,000, with thousands more passing through Las Vegas en route to the soon-to-be-tamed river. 
Even today, the building of the Hoover Dam is mind-boggling in its immensity. The nearest power plant was 200 miles away in southern California; wires had to be strung all the way from it in order to supply electricity. Some 5,000 workers had to be hired, and an entire town (Boulder City) was built to house them and their families. Most dauntingly of all, the mighty Colorado River itself had to be diverted simply for the project to begin. It took 16 months to hack four diversion tunnels through the canyon walls before the river could be routed around the construction site. Only then could work begin on what would eventually become one of the man-made wonders of the world. 
Some five million buckets of concrete were poured into the dam over a two-year period. When it was completed in 1935, Hoover Dam stood 656 feet (200 metres) wide at its base, 49 feet (15 metres) thick at its crest, 1,358 feet (414 metres) across and 794 feet (242 metres) tall. After the diversion tunnels were closed, it took a further three years to fill Lake Mead. At 109 miles long, reaching a depth of 545 feet (166 metres), it’s the largest man-made lake in North America. The legacy of the dam has been monumental, endowing Las Vegas with the power and the water it needed to fulfil its early promise. 


THE NEW BOOM 

In 1931, another event occurred that was to have long-lasting implications for Las Vegas: the statewide legalisation of wide-open casino gambling. Backroom illegal gambling had long been the norm for the libertine frontier state of Nevada. But when legislators gave gambling their blessing (along with easy divorces, no-wait marriages, prostitution and championship boxing matches), the transformation of Las Vegas from a railroad company town into a casino company town began in earnest.  
Casino operators migrated in droves to the only state in the union where they could ply their trade without risking arrest; vice-starved visitors followed. The bars and casinos moved a block, from the shadows of Ogden Street to the more inviting Fremont Street. The ladies of the night stayed behind at Block 16, but lights began to brighten the gambling joints along Fremont, soon nicknamed ‘Glitter Gulch’.  
Las Vegas also enjoyed widespread publicity from the building of the dam. By 1935, when 20,000 people saw Franklin D Roosevelt preside over the Hoover Dam dedication ceremony, word was beginning to get around that this little town by the dam was a slice of the authentic Wild West, with legal casinos, legal prostitution and legal everything else. Temptation led to prosperity, which in turn led to construction. Three new casinos were built at the start of the 1940s: the El Cortez in Downtown, and the Last Frontier and El Rancho on the Los Angeles Highway, a stretch of road that would eventually come to be known as the Strip.  
With the nation preparing for World War II, the federal government took over a million acres north of Las Vegas for use as a training school for military pilots and gunners. Between 1940 and 1945, the Las Vegas Aerial Gunnery School trained thousands of pilots, navigators, bombers and gunners, then shipped them to the fronts in Europe or the Pacific. The school eventually expanded to three million acres. And in 1942, Basic Magnesium, one of the largest metal-processing factories in the country, was built halfway between Las Vegas and Boulder City. At the peak of production, 10,000 workers were processing millions of tons of magnesium, a newly exploited metal used in the manufacture of bomb casings, aeroplane components and flares. To house them, an entire town was built: Henderson, Las Vegas’s first next-door neighbour. During the war years, its population doubled from 8,500 to 17,000.  


THE MOB AND THE BOMB 

As much as the war brought economic benefits to Las Vegas, it also gave a boost to organised crime throughout the US, as the black market in scarce consumer goods resulted in handsome profits for those savvy enough to sell them. But while the masters of the underworld were making a decent wage all over the US, they looked upon Las Vegas as the Promised Land. Flush with cash from bootlegging during Prohibition and black-market trading during the war, gangsters from all over the country stood poised to invade Nevada with money, management and muscle. All they needed was someone to raise a torch and show them the way. Enter Benjamin ‘Bugsy’ Siegel: tall, handsome and fearless, and partnered by the most powerful criminal bosses in the country. 
Siegel elbowed into and bowed out of several casinos during the early 1940s, until he finally settled on the Flamingo. He insinuated himself into the management (which, contrary to popular myth, already existed), then so terrorised the team that they fled for their lives and left him with the unfinished joint. Siegel knew nothing about building a casino; construction ran $4 million over budget. What’s more, he wasn’t around long enough to enjoy its spoils: less than six months after the doors opened in December 1946, Siegel was assassinated in his girlfriend’s Beverly Hills mansion.  
Thus began 20 years of the Italian-Jewish crime syndicate’s presence in Las Vegas, and ten years of the biggest hotel-building boom the country had ever seen. Black money from top Mob bosses, along with their fronts, pawns, soldiers and workers, poured in from the underworld power centres of New York, New England, Cleveland, Chicago, Kansas City, New Orleans, Miami and Havana. Between 1951 and 1958, 11 major hotel-casinos opened in Las Vegas, nine on the Strip and two Downtown. All but one was financed by dirty cash.  
Eventually, a full 25 years after gambling was legalised in Nevada, the state and federal governments woke up to the questionable histories of the people who were in charge of the largest industry in Las Vegas. In every other state in the country, they were considered criminals; in Vegas, they’d successfully bought power, influence and respectability. The war between the police and the gangsters began, but it was overshadowed by an event that cast the town in a very strange light. 
When the federal government went looking for a vast tract of uninhabited land on which to perfect its nuclear weapons, it found one at the Las Vegas Aerial Gunnery School. Just 70 miles north-west of the city, the Nevada Test Site went on to host roughly 120 above-ground nuclear test explosions, about one a month for a decade. Thousands of guinea-pig soldiers were deployed near the explosions, purposefully exposed to the shockwaves so medical teams could measure the effects of the radiation.  
A few locals worried about which way the wind blew. However, most of the 65,000 Las Vegans seemed to revel in the notoriety that radiated from the tests. The boosters had a ball, marketing everything from ‘atom burgers’ to pictures of Miss Atomic Blast, and the openings of several casinos were scheduled to coincide with blasts. People had picnics atop the tallest buildings in town, looking across at the mushroom clouds. The Nuclear Test Ban treaty in 1962 drove the explosions underground, where 600 tests were held in the following three decades. But the reputation remained. 


THE DIATRIBE 

The Mob, the bombs, the gambling and the general naughtiness of Las Vegas attracted plenty of heat from the rest of the United States, most of it magnified by the media. A steamroller of criticism levelled the town’s reputation, turning it into a national scandal. Known as ‘the Diatribe’, this systematic attack remains the greatest ever public castigation of an American city. The assault coloured Las Vegas’s image for 30 years. 
At the same time, though, people flocked to the town, proving the old rule about all publicity being good publicity. These pilgrims found that a strange thing happened at the Nevada state line: criminals who crossed it were suddenly accorded the status of legitimate businessmen, while the good citizens of the rest of the country suddenly became naughty boys and girls. These were the glamour years, when you didn’t go out in Las Vegas after dark if you weren’t wearing a suit or a cocktail dress. Crap shooters rolled the bones elbow-to-elbow with hit men. Mafia pit bosses had the ‘power of the pencil’ to hand out free rooms, food and beverages at their discretion, and the comps flowed as easily as the champagne. 
During this period, Frank Sinatra, Dean Martin and Sammy Davis Jr performed in the Copa Room at the Sands, then invaded lounges around town. Joining the likes of Shecky Greene, Buddy Hackett and Louis Prima on stage, the Rat Pack became iconic fixtures of the new, high-rollin’ Vegas. Many locals and visitors who were around from the early 1950s to the mid ’60s still pine for these lost years. 
The end of the Diatribe can be traced back to the arrival of multi-millionaire Howard Hughes. Smuggled under cover into town in November 1966, the tycoon settled into the ninth floor of the Desert Inn, from where he cultivated his eccentricities and planned his assault on the city. When the management at the Desert Inn threatened him with eviction, reputedly because they wanted to reserve his penthouse for high rollers, he dug $13 million from his bank account and bought the hotel. Over the next few years, Hughes went on to spend $300 million in the city, buying five casinos (including the Sands), an airport, an airline and the KLAS TV station, the latter purely so he could control the all-night programming he obsessively watched.  
The publicity generated by his spending spree turned around the town’s reputation: no longer was the town run by the Mob. Between 1968 and 1973, another dozen casinos opened, many of them run by respected companies that had previously been careful not to touch the crime-riddled town with a bargepole. It took a little while for various task forces to hound the old gangsters into oblivion; one scandal after another erupted at the older casinos at which the Mob was still entrenched. But eventually, in the mid 1980s, the city’s casinos were free of any discernible Mob involvement. 


THE NEW LAS VEGAS 

In November 1989, a maverick 47-year-old businessman by the name of Steve Wynn opened a $650-million pleasure palace in the heart of the Strip. The size, elegance and price tag of the Mirage stunned the old guard in Las Vegas. But the enthusiasm with which the public greeted it, and the $1-million-a-day profits that resulted, galvanised the industry, and changed both the look and the culture of Las Vegas. The old casinos, with their scruffy buffets and lounges, were soon replaced by sophisticated resorts, complete with impressive restaurants, high-budget shows and plush lounges. A new breed of vacationer, more moneyed than at any point since the 1960s, came to see them. 
There was plenty to see. The Excalibur, a family-friendly, medieval-themed casino-resort, opened in June 1990, followed in 1993 by the pyramidal Luxor, the pirate-technic Treasure Island and the 5,005-room MGM Grand. The Hard Rock Hotel brought some glamour back to the town when it opened in 1995; the 1,257-foot (383-metre) Stratosphere Tower, the opulent Monte Carlo and the pop art New York New York all opened between April 1996 and January 1997. Another wave of construction crested in October 1998 with the opening of the $1.6-billion Bellagio, then the most expensive hotel ever built. The $1-billion Mandalay Bay, all hipness and whimsy, followed six months later, with the $1.5-billion Venetian and the $760-million Paris Las Vegas making their debuts in September 1999, and a year later, came the Aladdin. 
The biggest thing – literally – ever to hit Las Vegas is the CityCenter complex, a $10-billion city within a city, and a high-style confluence of casinos, resort hotels, condos and time-share units, and high-end shopping, dining and entertainment. Owned by MGM Mirage and located between the Monte Carlo and Bellagio (its own internal monorail links the properties), it is the largest and most expensive private construction project in history. Eight world-class ‘starchitects’ designed the components of the project, which include Aria Resort & Casino, Vdara Hotel & Spa, Mandarin Oriental Las Vegas, Veer Towers and the Crystals retail and entertainment district. Adjacent to CityCenter is the Cosmopolitan, which opened in 2011 and quickly became the liveliest place in town. 
While these major casinos went up, others came tumbling down. The building boom of the 1990s was accompanied by the spectacular implosion of a number of key casinos. Between October 1993 and April 1998, the Dunes, the Landmark, the Sands, the Hacienda and the old Aladdin were all levelled, to be replaced by the Bellagio, a parking lot, the Venetian, Mandalay Bay and the new Aladdin (now Planet Hollywood) respectively. Implosions in 2001 and 2004 finally levelled the Desert Inn; on its site now stands Wynn Las Vegas, which in 2005 became the first major casino to arrive on the Strip in a half-decade. And in 2007, nearly 50 years after it opened, the Stardust was blown up. The beloved Sahara is next – it closed in 2011 and is expected to be replaced with a new complex by 2014.  
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21ST-CENTURY VEGAS 

Despite the fact that the town already has more than 150,000 hotel rooms and 19 of the 30 largest hotels on earth, Las Vegas continues to grow – this despite a global economic crisis that nearly brought new construction to a standstill and left several large casino projects (Echelon, Fontainebleau, New York Plaza Las Vegas) waiting to fill their concrete-and-steel foundations. After a slight blip post-9/11, visitor numbers in Las Vegas have now reached record levels. An astonishing 37 million people, around ten per cent of them from abroad, visited the city in 2009, spending billions in the process. Many people check out Sin City once just to see what all the fuss is about, but millions more become regulars, attracted by the agreeable climate, the big-budget shows, the swanky hotels, the increasingly excellent food, the fashionable nightlife and, of course, the chance of instant riches. 
Indeed, many have relocated to the world’s greatest boomtown. Las Vegas is the largest American city to have been founded in the 20th century, and has also been its fastest growing major metropolitan area for more than a decade. The city celebrated its 100th birthday in 2005, marking a century during which it developed from a desolate railroad town to the glamour capital of the world. Heaven only knows what the next ten decades will bring.





Take Me to the Moon 
The best-laid plans can fail to come to fruition.  
If you hadn’t noticed, Las Vegas is all about excess. You won’t be able to move in the city without bumping into the world’s largest this, the world’s most luxurious that or the world’s most expensive other thing. But for all the visions of grandeur that come to fruition, there are twice as many delusions that never make it past the planning stage.  
Some of these plans are good ideas that, for whatever reason, can’t find the financing or the favours required for lift-off. Some are heavy on hype yet light on logic, tossed out by hucksters hoping to make a quick buck. Others are so absurd that they don’t stand a chance. And still others are such hopeless pipe dreams that even normally respectful TV reporters can’t help sniggering between the lines.  
Perhaps the biggest and most symbolically foolish of these fantasies was Moon, a 250-acre, $5-billion, 10,000-room lunar-themed mega-resort announced with much fanfare in 2002. Michael Henderson, the pitchman for this lunacy, poured every imaginable amenity into his plans, probably figuring he might as well throw it all against the wall and see what stuck. But despite the promise of a zero-gravity simulator and a ‘crater wave pool’, Moon disappeared almost immediately from the local radar screen. From the start, it had as much chance of being built in Las Vegas as it did of opening on the moon itself. 
Following behind Moon in terms of unrealised scope are the various figments of the imagination that have dogged the old El Rancho property. After plans for the $1-billion Starship Orion hotel-casino were lost in space in 1996, several ill-conceived incarnations of Countryland USA (1997-99) came and went. The lot was subsequently slated for casinos modelled on London, one of three such proposals down the years, and San Francisco, a theme favoured at various times by no fewer than four teams of Vegas developers. Both fell by the wayside, and plans for the 4,000-room, Miami Beach-themed Fontainebleau on the site are still on hold. 
Some developers simply don’t seem to have done their research. Desert Kingdom (1994) was the name of a proposed hotel planned for 34 vacant acres next to the Desert Inn and aimed purely at high rollers. The plans called for 3,500 rooms, which was only about 3,000 rooms in excess of the number of high rollers around at the time; the project was quietly but quickly cancelled. Just up the Strip in 1999, promoter extraordinaire Bob Stupak floated a proposal for the Boat, a 1,200-cabin, Titanic-themed hotel and time-share complex complete with an iceberg-shaped mall. Naturally, it sank without a trace. 
Other failed adventures have come with celebrity endorsements. The World Wrestling Federation bought Debbie Reynolds’ hotel-casino (originally the Paddlewheel, now the Greek Isles) for $10.6 million in 1998 and pinned its hopes on a $100-million, 1,000-room resort with a wrestling theme. They sold it a year later. The site now occupied by the Palms was once tagged as the home of Desert Winds (1993), an $87-million, 400-room fantasy themed after the ill-starred musical Jackson family, and for Sound Stage, a 1,000-room project launched by Black Entertainment Television in 1997. Other off-the-wall plans that never left the drawing board included casinos themed after Bugsy Siegel (1998), Elvis Presley (1999 and 2006) and even Gen X (2000). But none were quite as absurd as Winter Wonderland, a chilly casino centred around a climate-controlled dome where it snowed every day. Only in Vegas? Happily not.


Vegas Vic Says Howdy 
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‘Still a Frontier Town!’  
The tag line dreamed up in the 1940s by the J Walter Thompson Agency in Los Angeles, in order to promote a dusty little gambling town halfway between the City of Angels and the City of Saints (Salt Lake City), was an appealing one. The fact that Las Vegas had never actually been a frontier town – watering hole and railroad stop would be more accurate – was no bar to the creation of a quintessential cowpoke to go along with the Chamber of Commerce’s PR campaign. Thus was born Vegas Vic, a long and lanky cartoon with a strong chin and a welcoming glint in his squinty eye. Decked out in dude-ranch finery, a cigarette dangling from his lips, Vic beckoned the weary traveller to fun and sun in the desert.  
However, Vic would likely be forgotten if not for his incarnation as that most powerful of Vegas icons: the neon sign. Translated by the Young Electric Sign Company into 48 feet (15 metres) of metal and glass, Vegas Vic became the unofficial mayor of Fremont Street when he was installed on the façade of the Pioneer Club in 1947 (the current version dates from 1951). Motors moved Vic’s arm, his thumb out like some sort of demented hitchhiker, while a hidden loudspeaker boomed out, every few minutes or so, a welcome to the rubes: ‘Howdy, Podner!’  
Vic’s monotonous greeting got on everyone’s nerves after a few years, most famously actor Lee Marvin’s. While in town working on a Western, Marvin leaned out of his hotel window, across the street at the Mint, and shot poor Vic full of arrows. It seems Vic’s voice was interfering with a particularly heavy hangover. Vic was soon silenced; a few years later, when the mechanism in his arm gave out, the Pioneer Club’s owners didn’t bother to fix it.  
They didn’t need to. By then, Vic, in his gaudy wide-brimmed hat, yellow-checked shirt, red kerchief and blue jeans, was a signature part of Downtown. It’s a measure of his fame that when the Fremont Street Experience canopy was built in 1995, he wasn’t removed but merely lowered a few feet, giving him the appearance of a giant stuck in a low-ceilinged room. Long before then, though, he’d been joined on Glitter Gulch by Vegas Vicky, a neon cowgirl with entirely different assets.  
Sadly, Vic and Vicky were doomed to enjoy each other only from afar: they literally work different sides of the street. Vic now presides over the Pioneer Club in name only, the casino having long since been replaced by a souvenir shop, while Vicky crowns the Girls of Glitter Gulch strip joint. Vic and Vicky might not be remnants of an ‘Old West’ Vegas that never was, but they’re cherished relics of the honky-tonk town of the last century, at the moment when the final frontier of glitz, glamour and gambling was about to be crossed forever.


Casino Heists 
In this crazy city, crime sometimes pays.  
For a large chunk of Las Vegas’s colourful history, even the most accomplished thieves and robbers shied away from stealing from the casinos. Security surrounding the cashier’s cage was thought to be virtually impenetrable; on the few occasions that a robber did make it out with the money, the police were usually close behind. And if the thieves somehow managed to elude the cops, a few heavies quietly employed by the casino would track them down and turn them into coyote bait.  
Over the last couple of decades, however, the city’s casinos have been the target of thieves pulling a variety of jobs. On average, the Las Vegas police deal with between 15 and 20 casino robberies a year; it may not sound like many, but the yields can be huge. 
In the mid 1990s, Vegas casinos were subjected to a rash of armed robberies by LA gangs. Talk about audacious: the robbers entered the casinos in great numbers, submachine pistols clearly visible, and vaulted the counter into the cashiers’ cages. As they fled, they sprayed a few rounds of ammo for good measure. However, most of the gang-bangers were caught. 
Inside jobs aren’t quite as public and messy, and the well-planned ones can be lucrative. One of the best known and most successful of all inside heists took place in 1992 at the now-defunct Stardust. A cashier in the sports book managed to stuff $500,000 of cash and chips into a duffel bag while the other employees were busy taking bets on a big game; he then walked out of the casino with the loot, never to be seen or heard from again. How did he do it? The strongest theory is that he worked with a confederate to whom he surreptitiously passed the money. But no one knows for sure.  
The most lucrative casino theft in recent Vegas history amounted to the perfect crime. On the morning of 1 October 1993, an armoured truck operated by the Loomis security firm pulled into Circus Circus, the first stop of the day for guards dispatched to fill the city’s ATMs. But as two of the guards went into the casino to load the machines, the truck’s driver sped away.  
Heather Tallchief, a 21-year-old with no prior criminal record, had driven the truck to a garage; here, she met her lover, a career criminal named Roberto Solis who is believed to have planned the heist. The duo emptied the truck of $3 million in cash and boarded a chartered Learjet to Denver, later travelling to Miami and the Cayman Islands. At all times, the duo remained one step ahead of their pursuers, and eventually vanished. It came as some surprise when, after 12 years on the run, Tallchief returned to the US from her new home of Amsterdam and turned herself in, whereupon she was sentenced to five years in prison. Solis remains at large – currently one of America’s Most Wanted.


Key Events 
c800 Anasazi civilisation begins to develop in the southern Nevada desert. 
c1150 The semi-nomadic southern Paiute tribe claim territory abandoned by the Anasazi. 
1830 Rafael Rivera discovers a short cut via Big Spring while on the trading route from Santa Fe. He names the area Las Vegas.  
1845 The surveyor John C Fremont visits the Las Vegas Valley. 
1855-58 Mormon missionaries from Salt Lake City establish a short-lived community at Las Vegas. Lead is discovered in the area. 
c1858 Silver ore and gold are discovered, prompting the growth of a mining boomtown. 
1865 The old Mormon fort is appropriated by OD Gass and redeveloped as the Las Vegas Ranch. 
1881 The Las Vegas Ranch is taken over by Archibald Stewart. 
1903 Helen Stewart sells most of the Las Vegas Ranch to the San Pedro, Los Angeles & Salt Lake Railroad. JT McWilliams claims 80 acres of land west of the Las Vegas Ranch and subdivides it as lots for a planned town site, known as Ragtown. 
1905 The Salt Lake City to Los Angeles railroad is completed at Jean, Nevada. A subsidiary of the railroad company auctions 1,000 lots for a new town site across the tracks from Ragtown. Four months later, Ragtown burns down. 
1905 The new town of Las Vegas begins to develop with a nightlife district on Block 16 (today’s Downtown). 
1924 Two canyons east of Las Vegas are chosen as the site of an ambitious new project to dam the Colorado River. 
1931 Gambling is legalised in Nevada, prompting an influx of casino operators into Las Vegas. Construction begins on the Hoover Dam, with Boulder City established to house the workers. 
1935 President Roosevelt and 20,000 others attend the Hoover Dam dedication ceremony. 
early 1940s Three major casinos are built: El Cortez, El Rancho and the Last Frontier. 
1946 Construction of Benjamin ‘Bugsy’ Siegel’s Flamingo casino. 
1947 Bugsy Siegel is shot dead in Beverly Hills. For the next 20 years, the Mob dominates gambling in Las Vegas. 
1951-58 Eleven hotel-casinos open in Vegas; ten are funded by the Mob. 
1951-62 Around 120 nuclear bombs are detonated over the Nevada Test Site. 
1960-61 The Rat Pack perform in the Copa Room at the Sands casino. 
1962 First Limited Nuclear Test Ban Treaty prohibits atmospheric nuclear explosions. 
1962-92 800 nuclear devices are detonated underground at the Nevada Test Site.  
1966 Millionaire Howard Hughes takes up residence at the Desert Inn, buying up six casinos and stimulating a boom. 
1990-2000 Myriad new resorts are built on the Strip and beyond it. The town undergoes a new lease of life and the population of Clark County soars.  
2003 Celine Dion opens ‘…A New Day’ at the custom-built Colosseum at Caesar’s Palace. The show changes the face of entertainment in Las Vegas. 
2004 Hard Rock Hotel launches its Sunday pool party called Rehab, launching the ‘daylife’ craze. 
2005 Ultimate Fighting becomes a major draw, along with NASCAR and televised poker championships. 
2005 As the town celebrates its centenary, Steve Wynn opens Wynn Las Vegas. 
2007 The Stardust is demolished. 
2010 MGM Mirage’s 67-acre CityCenter complex opens. Two beloved off-Strip cultural institutions – the Las Vegas Art Museum and the Liberace Museum – close their doors. 
2011 The Cosmopolitan opens next door to CityCenter. The Sahara closes. Carolyn Goodman, wife of Oscar, is elected mayor.



Architecture 
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It’s easy come, easy go in the neon oasis. 
TEXT: PHIL HAGEN, JOE BROWN

The Las Vegas Strip has always been a movie set of sorts. With each new era, relics of the greatest hits in oasis-style hospitality make way for a fresh backdrop and new stars. Just as the mid-century modernist Dunes was imploded for the sake of the opulent Bellagio, so the Treasure Island that helped launch the theme-happy family era in Vegas was repackaged into the younger, sexier TI. The trend in Las Vegas has always been for disposable or mutable architecture; this is a city more likely to tear down its laurels than rest on them. Along the Strip, it’s survival not so much of the fittest but of the tallest, the biggest and the boldest.  
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CITYCENTER 

The most significant new exponent of the new era in Vegas construction, and the most expensive privately funded development in the US, is MGM Mirage’s $11-billion CityCenter complex of buildings, which sprang up on the 76 acres between the Bellagio and the Monte Carlo. A city within a city rising from the middle of the Strip, CityCenter suddenly dominated the skyline. The addition of ‘starchitect’-designed Aria, Vdara, Mandarin Oriental, Veers Towers – and the star-crossed Harmon, which is in danger of being demolished without ever opening, because of faulty construction – changed the gravitational centre of Las Vegas.  
CityCenter opened in stages, beginning in December 2009 with Pelli Clarke Pelli’s 60-storey, 4,004-room hotel-casino Aria. A striking addition to the new skyline is Helmut Jahn’s two 37-storey Veer Towers, twin oblongs that lean a startling five degrees in opposite directions. Other world-class architects contributed buildings to the complex, including Rafael Vinoly: the condo-hotel Vdara; London’s Foster & Partners: the star-crossed Harmon Hotel & Spa, which was never completed; Kohn Pederson Fox: Mandarin Oriental; and Daniel Libeskind: the strikingly spiky, museum-like Crystals at CityCenter. A unifying theme is conspicuous by its absence; instead, CityCenter is a model of large-scale contemporary urban architecture, with a number of sleek towers and eco-friendly credentials. Next door to CityCenter, there’s the even newer Cosmopolitan, which opened in 2011 and attracts a younger, more urbane crowd. It was designed by Arquitectonica with an unusual vertical orientation – the casino, clubs, entertainment venues, restaurants and retail are played out on three floors rather than the usual single-story sprawl. 


ECONOMIC WOES HIT DEVELOPMENTS 

There were big plans for more of this mini-metropolitan movement at the northern end of the Strip, where Echelon Place started going up on the old Stardust casino lot. Boyd Gaming president Robert Boughner summed up the project and the new Vegas attitude. ‘Echelon, in terms of architecture, is more about designing a building that will evoke an emotion. A theme doesn’t evoke an emotion; it evokes a cheap thrill.’ But construction on that massive project, which called for four hotels – among them the Asian-glam Shangri-La and the Hollywood-chic Mondrian, both unthemed, boutique-style resorts – came to a sudden halt in 2010, leaving a half-finished framework as a dire symbol of the economic collapse that affected Las Vegas more than perhaps any other US city.  
Another dream deferred is a casino-resort project called the Fontainebleau. Former Mandalay Resorts boss Glenn Schaeffer proposed what would have been one of the most architecturally significant resorts in modern Vegas; its 25-acre, 68-storey, 3,889-room design was inspired by the style of Morris Lapidus (who designed the original in Miami Beach in the 1950s). Construction ceased due to bankruptcy in 2009; the casino-hotel’s furnishings were sold to Downtown’s Plaza Hotel & Casino for its refurbishment. 
Las Vegas is unsentimental about getting rid of what’s not working – in other words, not making as much money as it once did – and that means literally blowing up old buildings to make way for new, potentially more lucrative structures. The latest landmark to meet this fate is the venerable Rat Pack roost, the Sahara casino and hotel, which closed its doors in 2010, just shy of its 60th birthday. Casino demolitions are a major entertainment event in Las Vegas; keep an eye on the news for the date of the Sahara demolition for a once-in-a-lifetime spectacle. 


BRIGHT SPOTS 

Some bright spots have emerged despite the money crunch: the City of Las Vegas (with help from Newland Communities) has been developing its own urban core on a long-barren Downtown railroad lot formerly known as the 61 Acres but now renamed Union Park. Marquee projects here include the Frank Gehry-designed Lou Ruvo Center for Brain Health, which opened in 2009 – the typically twisty steel-clad structure appears to be melting in the Vegas heat — and David Schwarz’s more conservatively styled Smith Center for the Performing Arts, which will provide a home for non-casino culture in the Vegas valley when it opens in May 2012. They’ll eventually be joined by a new City Hall, a couple of boutique hotels and the 57-storey World Jewelry Center. On adjacent land, the vast World Market Center continues to change shape and dominates its corner of the cityscape, with seven buildings devoted to hospitality and the home-furnishings trade, including the Las Vegas Design Center, which is open to the public. 
The old Las Vegas City Hall has been taken over by the giant internet shoes-and-accessories website Zappos.com, which has imported hundreds of energetic young hipsters to Las Vegas – their presence is already having an influence on the culture of Downtown Las Vegas. Known for its sense of fun in its corporate culture, Zappos is considering installing an aerial ‘zipline’ – akin to a thrill ride – to connect the company’s office to Downtown bars and clubs.  
The cityscape isn’t only developing aesthetically: Las Vegas has also finally got out of the starting blocks in the green movement. Around 20 projects in the area have been approved for the US Green Building Council’s LEED certification, among them a sustainable TV campus (Vegas PBS) and a neighbourhood of luxury holiday homes (Enchantment Way). Even CityCenter is getting in on the act, the largest project to be LEED-certified. But the granddaddy of all green projects is the Las Vegas Springs Preserve, a central park with seven LEED Platinum structures that are both built to be sustainable and designed to teach sustainability to visitors.  
With such high-profile urban and urbane projects in the pipeline, Vegas is adopting a more refined appearance. But those who hanker after the decadent ol’ days will still find plenty to dazzle. The 64-storey gold-and-white Trump International Hotel & Tower opened in 2008 – notably without a casino – across the Boulevard from Steve Wynn’s bronze-and-tan Wynn Las Vegas, standing taller, gaudier and somehow even shinier than its neighbour. Wynn named his building’s sibling Encore; the adjacent 2,000-room tower opened in 2008 and featured even more lavish decor, with a butterfly motif. Meanwhile, Wynn’s competitive neighbour Sheldon Adelson played his Palazzo card in the same year, opening a 3,000-room tower resort to complement his Venetian casino-resort.  
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THE EARLY DAYS 

Although Las Vegas has been a popular resort town for more than half a century, the way in which its hotels are designed has altered hugely down the years, as much thanks to social change as by any direct design imperative. The old Vegas was a Mafia-controlled demi-monde, where men gambled wearing jackets and ties, watched by women clad in diamonds and ballgowns. Back then, gambling was illegal in much of the US. But now that it’s permitted in 48 of the 50 states, and now that the industry is controlled not by the Mob but by big business, the town has reinvented itself.  
From World War II onwards, when the town’s expansion began to take hold, Las Vegas developed its own distinctive style, a dazzlingly vulgar cocktail of expressionist modern architecture and monumental neon signs that illuminated stretches of desert on Las Vegas Boulevard. A key figure in this development was Wayne McAllister, a pioneering southern Californian architect whose influence over modern Vegas is perhaps greater than that of any other designer. It was McAllister who built the cowboy-flavoured El Rancho, the first themed resort on what’s known as the Strip, back in 1941. A decade later, he constructed the original Sands, the Rat Pack’s casino of choice, and also had a hand in the Desert Inn.  
The town’s smaller hotels were, if anything, even more exotic, and in some cases positively space-age. Many were products of the automotive age, built to dazzle and attract passing drivers. At the original Mirage, built in 1952, swimmers could be seen through portholes on the street-front side of the pool; indeed, the motel became better known as the Glass Pool Inn, as it was rechristened more than three decades after it opened. In 1961, Paul Revere Williams’ La Concha Motel drew attention for its zinging concrete lobby, the design of which aped the form of a shell.  
Modern Vegas has upped the scale and sophistication of its resorts, adding shops and amusements to create vast complexes replicating the kind of walk-through fantasies popularised by Disney. The kaleidoscope of neon that was once the city’s trademark has been dwarfed by themed resorts approximating all kinds of cities, countries and (the key word here) experiences. As a result, little remains from the 1950s and ’60s. As the town unsentimentally continues to cut ties with its past, most of the properties mentioned in the preceding pair of paragraphs have been destroyed in the name of progress. The sole survivor is the old La Concha lobby, salvaged in 2007 and scheduled to be rebuilt Downtown by the Neon Museum, see A Paean to Neon.  
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ENTERTAINMENT ARCHITECTURE 

The earliest gambling joints on what became the Strip had a western flavour. The El Rancho, which opened in 1941, and the Last Frontier, which followed a year later, took as their themes nostalgia for the Old West. A few years down the line, Benjamin ‘Bugsy’ Siegel helped create the Flamingo in 1946, an LA Moderne-style tropical paradise. With variations, this style reigned during the adults-only, post-war years. But when Jay Sarno built his instantly sensational, pseudo-Roman Caesars Palace in 1966, and followed it two years later with the camp Circus Circus, the die was cast. 
After a relatively quiet few years, the stakes in the theming game escalated with the work of Steve Wynn, without whom Vegas would look very different. In 1989, Wynn opened the South Seas-themed Mirage, which melded the upmarket stylings of Siegel’s Flamingo with the fantasy of Caesars and the mass appeal of Circus Circus, and became the Strip’s first mega-resort. Then, four years later, the entrepreneur delivered the Caribbean-inspired Treasure Island just next door. The same period saw the construction of the riotous, candy-coloured Excalibur (1990), the agreeably preposterous Luxor (1993) and the ugly but enormous MGM Grand (1993). However, it was Wynn’s duo that really reversed the downward spiral of Las Vegas during the early 1980s. 
Casino bosses have since gone in for even more extravagant design. Where once the properties were signed by fizzing neon, the theming is now so wild that the casinos introduce themselves. The Egyptian-themed Luxor is, from street level, a vast black glass pyramid guarded by a squatting sphinx; the hotel, casino and sign are integrated into one structure, so the building itself is the sign. New York New York represented theming at its most fully realised when it opened four years later with a mini-Grand Central Station, a half-size Statue of Liberty and 12 jaunty, 1:3-scale skyscrapers mimicking the Manhattan skyline. And in 1999, Paris Las Vegas dropped a half-size replica of the Eiffel Tower on to the Strip. It looks tongue-in-cheek – and it is – but the attempts at authenticity are touching; although the tower is welded together, cosmetic rivets have been positioned in the appropriate places.  
Paris Las Vegas is one of several resorts that have taken their cues from across the Atlantic. For casino moguls – and, arguably, for middle Americans who make up the greater part of Vegas’s custom – Europe equals sophistication. With that in mind, it’s no surprise that two of the Strip’s most luxurious and expensive resorts have carefully realised European themes.  
The first to open was the $1.4-billion Bellagio, an Italianate theme park for high-rolling grown-ups built by Wynn in 1998. The property is fronted by an eight-acre imitation of Lake Como; inside, marble is conspicuous in both the lobbies and the rooms. The basic trefoil tower structure is hardly innovative, but there are imaginative moments within, among them the glass anemones by sculptor Dale Chihuly on the lobby ceiling, the extravagant conservatory and the lake’s dancing fountains. The Sands, meanwhile, was replaced in 1999 by the Venetian, which links the Rialto bridge to the Doge’s Palace and piazza San Marco.  
Other developments in Vegas’s casinos have come with the expansion of its shopping scene from negligible to extensive. One of Las Vegas’s most stunning themed environments, the Forum Shops at Caesars Palace, set a trend that’s since been emulated at Paris Las Vegas, the Venetian and Planet Hollywood. This cod-Roman shopping street, complete with trompe l’oeil sky (and lighting that simulates the transition from dawn to dusk), showed casino moguls that malls could be money-spinners, and also introduced convincing aged walls and styrofoam sculptures to a city that had previously been quite happy with cheerfully silly evocation. The mall’s expansion in 2004 brought another only-in-Vegas innovation: spiral escalators.  


AFTER DARK 

Aiming for younger, more upscale and more urbane customers, the gaming kings of Las Vegas have hired some of the world’s top architects and designers to create swanky new restaurants, nightclubs and lounges inside their casinos. It’s here that you’ll find some of the city’s more exciting design touches. Not all are original, granted; some restaurants have been described as ‘New York-style’, while a few nightclubs are keen to play up their European origins or their retro fittings. But there’s vibrancy here, not to mention excess.  
The Palms resort, which opened in 2001, has been at the forefront of the movement towards a cooler kind of ostentation. Three of its venues deliver it in spades: Rain, a nightclub and concert venue with a lounge, an elevated dancefloor and (the Vegas touch) light fixtures that shoot fire; Ghostbar, where the similarly retro edge would make Austin Powers feel at home; and the N9ne steakhouse, where coloured lights wash the ceiling. Other casinos have been getting in on the act, most recently the Beatles-themed, Cirque du Soleil-created Revolution lounge at the Mirage.  
Not every ode to modernity sits on the Strip. At 3rd and Ogden streets in Downtown, the owners of the currently-closed Lady Luck casino have opened a handsome locals’ favourite called Triple George, complete with an adjoining, brick-walled piano bar. Next door is George’s little brother Sidebar, a quaint, stylish hangout that wouldn’t look out of place in San Francisco. Completed in 2007, the Fremont East Entertainment District benefitted from wider, more pedestrian-friendly sidewalks and retro signage, with smartly designed venues such as the Downtown Cocktail Room and the Griffin teasing a hip, metropolitan vibe out of some gritty old structures. And all without a single slot machine in sight.  


NON-RESORT ARCHITECTURE 

Attention was first drawn to the city’s public architecture in the late 1980s with Charles Hunsberger’s ambitious and controversial library-building programme. Using a range of architects with a view to making each of the nine libraries adventurous and unique, the programme was an attempt to create, without precedent, a Las Vegas ‘high’ architectural style. Characterised by earthen forms, variegated concrete and sandy stone, pyramids, cones and dry desert landscaping, the libraries can be seen as an effort to reflect and adapt to the harsh environment of the Mojave desert; the Sahara West Library & Las Vegas Arts Museum, the West Charleston Library and the Summerlin Library & Performing Arts Center are perhaps the best examples. This trend reached its extreme with the Clark County Government Center (600 S Grand Central Parkway). Other lively buildings also welcome visitors, and perhaps even inspire them. The tech-savvy Lied Library; see Libraries at UNLV, for example, is a concrete, steel and glass structure with towering east windows and a massive, inviting lobby. And the first structure visitors are likely to notice is the sleek Terminal D at McCarran International Airport. Having announced its authority with steel and glass, the terminal incorporates both past (Googie-style graphics, vintage passenger planes) and contemporary (exposed steel trusses, hangar-high ceilings, large glass windows). While you’re here, look out for the airport’s award-winning new control tower, a robot-like structure crowned with what (intentionally) looks like a policeman’s cap.  
One of the most visible additions is Downtown’s Lloyd D George Federal Courthouse (333 Las Vegas Boulevard South). Designed by Dwarsky & Associates of LA, with a keen emphasis on security in the wake of the 1995 Oklahoma City bombing, the plaza is raised above street level, and the building itself has a blast-resistant wall of windows facing Las Vegas Boulevard. Nearby is the Regional Justice Center, an award-winning complex designed by Tate Snyder Kimsey that consolidated the operations of the municipal, justice and state supreme courts into ‘one user-friendly courthouse’. One of these more friendly uses is the Marriage License Bureau, which has its own entrance, as well as a small courtyard and canopy of trees for happy snappers.  
Yet despite growing aspirations, these public buildings represent only a few bright points in an architectural desert. Non-resort Las Vegas is still defined by endless one- and two-storey stucco-and-Spanish-tile tract houses and monotonous shopping centres, convenience stores and fast-food restaurants. There’s little evidence of planning, just an ugly chequerboard of ‘leapfrog’ development spreading in all directions.  
Downtown is re-emerging as a residential district, especially within the historic 160-home John S Park neighbourhood, east of Las Vegas Boulevard South and north of Charleston Boulevard. However, on the whole, living close to the centre is still seen as undesirable in a city where roads have not yet become permanently gridlocked. Affluent and middle-class families prefer residential enclaves built around golf courses and artificial lakes on the edge of the valley; on the Strip, high-rise condos such as Turnberry Place at the north end, and Park Towers at the south, appeal largely to jet-setters here for six weeks a year. One of the latest such statements comes in the shape of the two sleek Panorama Towers, perched near the Strip alongside Interstate 15.  
Supplementing its gated neighbourhoods, Las Vegas has gone one step further – as usual – with ‘master-planned’ communities, town-sized swathes of privately owned land on which management companies create entire societies (housing in several price brackets, business and commercial districts, retirement complexes, schools, parks – even hospitals). Residents sign up to the community’s rules and, in theory, settle back to enjoy their suburban utopia. 
The most carefully planned of such communities was Summerlin. With its abundance of parks, sports fields, tennis courts and trails, not to mention its proximity to Red Rock Canyon, it’s favoured by outdoorsy urbanites and disdained by those who thrive on an independent lifestyle. (You want to paint your house green? Forget it.) People have continued to buy into what has become the new American Dream; similar planned communities include Seven Hills and Anthem, both in Henderson, and Aliante in north Las Vegas. However, the latest breed, among them Inspirada near Anthem and Kyle Canyon in the north-west, have at least attempted to incorporate ‘new urbanism’ to counteract ills such as the lack of pedestrian destinations.  
Of all the structures here, there’s one you absolutely can’t miss. The quirk? It’s not a building, not in Las Vegas and not designed by an architect. Conceived by engineer John Savage and built as part of Roosevelt’s public-works programme, The Hoover Dam on the Colorado River is a marvel of human ingenuity. Utterly utilitarian, with art deco touches, it has the grandeur and permanence missing from most buildings in Vegas. What’s more, completed in 1935, it’s older than almost anywhere else in the city.






The Juice  
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One man’s comps is another man’s corruption.  

 



Early in the campaign for the national mid-term elections in 2006, Harry Reid – then Senate Minority leader, now Senate Majority leader – found himself under the spotlight in DC. One morning, the Democratic senator for Nevada awoke to find himself the subject of an accusatory story in the Washington Post; ‘Reid Accepted Free Boxing Tickets While a Related Bill was Pending,’ read the report. Yet Reid’s constituents at home, especially those in southern Nevada where he was born and raised, merely shrugged. Out here, one person’s bribe is merely another’s ‘comp’, and all the nuance in between is part of the vocabulary of corruption endemic throughout the development of Las Vegas as a modern city.  


BUILDING ON QUICKSAND 

Even the creation of the state of Nevada in 1864 was a bit of a spirited horse trade. Aware that this great land mass was rich in minerals and speculative investment potential, powerful people lobbied to shape the state from the territory in which it rested. Capitalising on Abraham Lincoln’s desire to add another non-slave state to the union, Nevada’s forefathers aligned themselves with the president. In so doing, they cannily gave themselves a head start in the race to wield power in the new state.  
By the beginning of the 20th century, the doors were open for all sorts of outsiders to reinvent themselves in Nevada and help shape the future of Las Vegas. None was more successful than Montana native William Clark, considered by many to be the founding father of Vegas. Clark was no stranger to allegations of corruption, having been caught red-handed trying to buy a seat on the Montana legislature in 1899. But such behaviour didn’t stop voters from electing him to the Senate in Montana two years later. And nor, in 1905, did it prevent Clark from manoeuvring himself and his family into control over the San Pedro, Los Angeles & Salt Lake Railroad, which was set to run through Las Vegas, and then over the city’s water supply and its plum plots of land. Clark’s power enabled him to extract or extort huge fees from anyone who wanted to venture into the uncharted future of Las Vegas.  
Four decades later, another corrupt force controlled the ways and means of Las Vegas in the form of the shadow government known as the Mob. This period has long been romanticised by popular culture. It’s also remembered fondly by old-timers who long for ‘the days when the Mob ran things’, forgetting the killings and the thefts associated with what was, in reality, one of the darkest chapters in the town’s past. 
At the time, the growth of Las Vegas was linked to the interests of ‘businessmen’ with nefarious pasts. Benjamin ‘Bugsy’ Siegel didn’t come up with the idea for the Flamingo hotel, stealing the concept and the property from a fellow named Billy Wilkerson, but he saw it through in such a way as to lay the foundations for what Las Vegas later became. And when the mobster met the wrong end of a .30-caliber bullet in 1947, Siegel also inadvertently set in place the rules for how such power and influence was won and lost.  
It’s a moot point whether the mafia actually ran the town. However, it’s certain that there was at least a tortured co-existence between the bad guys and the government, necessary to ensure that the Bugsy-styled resorts would keep on earning. To those ends, the Mob eventually became respectable in Las Vegas high society and in local philanthropic circles. At the same time, the scandals, continued profit-skimming and ceaseless brutality fuelled a spectre of corruption that lasted until the last identifiable organised-crime boss was ostensibly driven from power over any local entity.  
Originally known in Las Vegas as the man behind the Desert Inn, Morris ‘Moe’ Dalitz was long tagged as a gangster and racketeer. Tied in many accounts to the Cleveland Mob, Dalitz was also rumoured to be tight with the likes of corrupt union leader Jimmy Hoffa and Nevada senator Pat McCarran. Several hotels, not to mention one of the first major hospitals in Las Vegas, were built with Teamster pension money secured through Dalitz’s connections. But if there was corruption afoot, no one seems to have cared in the wake of Las Vegas’s emergence as a major city. And after selling the Desert Inn to Howard Hughes in the 1960s, Dalitz successfully reinvented himself as a beloved benefactor to many local charities and religious organisations.  


ALL ‘GOOD’ THINGS COME TO AN END 

Ralph Lamb, the town’s tough-as-nails sheriff from 1962 until 1980, had a reputation for literally slapping around the good fellas if they stepped out of line. But the kind of violence depicted in popular books of the time such as The Green Felt Jungle, and in later movies such as Martin Scorsese’s Casino, escalated to eye-catching levels, and federal intervention soon loomed on the horizon.  
By the 1970s, corruption had established a chokehold on Las Vegas. Even good ol’ Sheriff Lamb was the subject of an investigation after allegations of financial wrongdoings. Absolved of all charges but bruised to such a degree that he lost his bid for re-election, Lamb was far from the last public official accused of exchanging favours for cold hard cash. But as Roger Foley, the US District Court judge who acquitted Lamb, put it, ‘Many fringe benefits come to a public official which may be accepted along with the honest discharge of duty.’ 
Since the 1980s, innumerable allegations of public corruption have been made, mostly involving the development of land or other business opportunities. In 1991, for example, Las Vegas mayor Ron Lurie didn’t stand for re-election amid accusations (which he denied) that he had profited from insider information regarding land development when he was a city councillor. Similar controversies have been caused by what’s been termed the ‘revolving-door principle’, with private-sector jobs provided by businesses to the politicians who once regulated them.  


ASK AND THOU SHALT RECEIVE 

Former county commissioner Yvonne Atkinson Gates resigned in 2007 to spend more time with her family and her business, at roughly the same time that police were investigating whether she misused campaign funds to the benefit of her family. The allegations, which she refuted, were just the latest in a long line of complaints about her ethical behaviour during her long tenure as one of the gatekeepers of areas that included the Strip. Gates’s most notorious escapade involved her plan to open her own businesses in casinos that, at the time, she was responsible for regulating. At the 1997 hearings, it was learned that the embattled Gates had placed her reputation on the line for a string of frozen daiquiri concessions. Of course. 
Consider also the case of retired Las Vegas mayor Jan Jones. During her two terms in office, Jones was accused by her detractors of being too friendly to the casino industry. After stepping down from the rigours of government in June 1999, Jones stepped up four months later into a vice-president position with Harrah’s, one of the major players in Nevada gaming. Still, at least Jones waited a while before mailing her résumé to the private sector: county commissioner Lynette Boggs McDonald briefly served in a paid capacity on the board of directors of a local casino chain while she was serving the public on the Las Vegas City Council. Boggs McDonald, incidentally, lost her bid for re-election in 2006 amid allegations, which she denied, that she received favourable treatment from a developer whose interests she had previously supported on the council.  
Of course, there are gifts, and there are gifts. In 2005, ten lawmakers (affiliated to both parties) accepted comped tickets to a sold-out Rolling Stones concert from former attorney general and latterday lobbyist Frankie Sue del Papa. The freebies were granted on behalf of Del Papa’s client, the now-defunct Ameriquest, a national mortgage-lending firm that at the time was dogged by allegations of financial irregularities and has since been accused of the kind of predatory lending that contributed to the recent global financial crisis. When the propriety of such largesse was questioned, the concertgoers maintained that in Las Vegas, there’s a difference between freebies and bribes.  
The distinction baffles the outside world, but it’s nonetheless one that the local populace is happy to make. Comps in Las Vegas are dispensed for many reasons: as a sign of respect, as a gesture of friendship, as a motivational tool to ensure a full house or as a way to unload something that might otherwise go unused. ‘Influencing the recipient’ hardly makes the list, although comps are also often distributed with the hope that good karma payback will someday land the giver a similar comp. That said, it’s telling that none of the Rolling Stoners were ousted from office in the next election.  


NAKED CITY 

Not everyone was as lucky. Take the four former Clark County commissioners who were stung in what may be the granddaddy of all corruption probes, dubbed ‘Operation G-Sting’ because of its strip-club connections. Although one of the commissioners had retired by the time the investigation moved into full swing, two were seeking higher office; only after they lost their respective races were indictments pinned on them.  
With favours, cash and even sex proffered in exchange for votes, Operation G-Sting is a textbook tale of political corruption. In this case, bribes bought an easing of regulations hampering ‘free speech’ (lap dances) in clubs, and a limiting of competition for one well-heeled strip-club owner. The bottom fell out for the accused only after years of surveillance, with the realisation that key witnesses would be prepared to testify for the prosecution in exchange for favourable treatment at trial. The FBI came down with a vengeance on the former officials, resulting in a corruption trial hitherto unseen in Las Vegas’ history. After months of testimony and cross-examination, the Department of Justice was able to secure convictions on its targets, resulting in prison time and fines.





Dirty Dealings at the Crazy Horse Too 
Was this strip club Vegas’s own Bada Bing? 
Once upon a time, the Crazy Horse Too strip club in Las Vegas was famous less for its notorious alumni, among them future porn diva Jenna Jameson, than for its Teflon-like resistance to law enforcement. For more than a decade, cops struggled to lay a finger (easy now) on the joint, despite long-standing rumours that it was tied to organised crime. The club was dogged by allegations of disreputable business practices; one customer received a $10-million settlement in a plea deal after he was left paralysed from the chest down, reputedly following an argument about the accuracy of his bar tab. 
Still, the Crazy Horse Too continued to strut its stuff until a fateful day in 2003, when strapping FBI agents, clad in blue windbreakers and armed with semi-automatic weapons, stormed the joint during business hours. The sight of high-heeled dancers clutching their sweaty dollars to cover their naked breasts is indelibly etched in the minds of anyone who caught the seemingly endless replays on the evening news in the weeks following the raid.  
Upon raiding the Crazy Horse Too, local government officials were shocked to learn that lap dancing, liquor sales and the exchange of untaxed money took place within these allegedly regulated businesses. In the end, a complicated plea bargain plucked the property from owner Rick Rizzolo, who was convicted on the relatively trifling charge of tax evasion. With the plea bargain, all parties avoided a trial at which the issue of the influence of organised crime over Las Vegas strip clubs, or at least over this one Las Vegas strip club, might once and for all have been settled.  
Rizzolo lay low in 2007, having apparently sold the club to local businessman Mike Signorelli. However, his name was never far from the headlines, and a cloud continued to hang over the operation. When Signorelli and his lawyer Jay Brown applied for the reinstatement of the liquor licence that had been removed from the club in the wake of Rizzolo’s conviction, the local police strongly objected. ‘A reasonable person,’ sighed a police-issued statement that was reported by the Las Vegas Review-Journal, ‘could draw the conclusion that Signorelli is simply running the business for Rizzolo, who is forbidden to do so.’ The council unanimously approved the alcohol licence regardless. The club reopened for just eight months, but was shut down by the city following Signorelli’s failure to obtain the  necessary finance to go through with the purchase. It was shut down in July 2007 and later seized by the government. The US Marshals Service has had little luck trying to sell the club; there were no bids when the building was put up for auction in July 2011. 



Land of the Free 
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Does what happens in Vegas still stay in Vegas? 
TEXT: JAMES REZA 

Long before the Disneyfication of excess became the city’s calling card, Las Vegas packaged and sold an atmosphere of freewheeling libertarianism. From its mid-1800s mining and Mormon settlement years through until the end of the 20th century, it prided itself on being a true Western city, one that went beyond a basic American sense of liberty and extended to extreme notions of freedom, individual rights and, especially, personal privacy. Las Vegas was the quintessential Western outpost. The town was watered by natural springs, yet socially and physically isolated by hundreds of dusty miles of desert; surrounded by mountains ripe with minerals yet challenged by efforts to extract them; populated by a small but hardy group of Native Americans but willing to displace them for financial gain. It was every man for himself, and that’s how the settlers liked it… as long as the money and the liquor were flowing.  


DRAWING THE BOUNDARIES 

Having been settled by Mormon missionaries in the 1850s, Las Vegas was a different roll of the dice from other Wild West towns. By design (and sometimes, incongruously, by government intervention), Las Vegas neither dried up and blew away like nearby Goldfield, nor grew into an international cosmopolitan crossroads like San Francisco. Instead, it became the longest-standing, largest example of old-school Western freedom, one that would hold dear its libertine roots until the turn of its own centennial.  
As in other frontier towns planted far from what pioneers saw as the overreaching shadow of the federal government, gambling and prostitution were an accepted (if not officially endorsed) part of daily life in Vegas. Alongside legal prostitution, gambling was unregulated and openly tolerated until 1909, when it was briefly criminalised to appease a national movement that all but swept it away. But in the face of declining mining revenues, the law was short-lived. In a direct effort to boost the struggling state’s bottom line, the Nevada legislature officially legalised gambling in 1931. 
And herein lies a clue. If one can point to any reason as to how and why Nevada evolved as such an unharnessed state, it’s the cycles of boom and bust. Discover valuable minerals within a day’s trot of Big Spring? Boom. Suffer the harsh realities of life in the Mojave Desert? Bust. Here comes the railroad: boom! There goes the railroad and here comes the Depression: bust! So let’s build a dam, legalise gambling, make it easier to get married (and divorced), pour liquor 24 hours a day; hell, let’s put the favourite vices of the American frontiersmen on a pedestal and celebrate a lifestyle built around them. Boom boom boom! 
As the East Coast struggled to balance the spirit that spawned it with the needs of its ever-growing, ever-challenging urban populations, Las Vegas fashioned itself as the nation’s last bastion of freedom. Come as you please, leave your past behind and embrace the vices of greed, gluttony and sex in a town that not only was built upon them but upholds them as virtues. 


TAKE IT TO THE LIMIT 

It wasn’t all boosterism. For those who lived here in its early days, which one can count as lasting until the late 1970s, Las Vegas offered a unique combination. In 1970, a mere 273,000 people called the city home, while 6.8 million visitors streamed through it, making Vegas an energetic phantasmagoria at the weekends and a small desert town during the week. Those who lived here reaped more than mere financial rewards: they came to live within and embody its spirit of freedom and privacy. In a nutshell, it was a kind of conservative libertarianism: you have the right to do what you want as long as it doesn’t hurt me, but I also have the right to not have to hear about it. 
Out of such an attitude came some of the unusual realities of life in Las Vegas: gambling in grocery stores, liquor on tap around the clock, and unavoidable sex. Speeds were posted as ‘unlimited’ on roads to Reno, minors drank in casino bars, and respectable civic figures bought gasoline with casino chips. Relatively unskilled workers made barrels of money in the service industries; at the other end of the scale, corporations were formed with anonymous owners and money was shielded and transferred with no outside knowledge of where it came from and where it was going.  
Aware that their neighbours might be showgirls or stickmen (or, more nefariously, mobsters or corrupt politicians), Las Vegans lived under a frontier philosophy that combined live-and-let-live with don’t-ask, don’t-tell. The philosophy is illustrated by the Mormons, who wielded (and continue to wield) great power in law offices, banks and local government, yet did daily business with the city’s purveyors of sin.  
This era spawned the longtime local’s lament, part reality and part romanticism: ‘Things were better when the Mob ran the place’. Underworld figures reputed to be behind the casino operations were reinventing themselves as good Samaritans with deep pockets, and were also credited with keeping crimes against the average citizen at a low rate. Just as crucially, they sat at the top of the food chain at a time when most Las Vegans, straight and crooked, were never more than one step removed from a casino job. Fortunately, there was more than enough money to go around.  


MOVING DAY 

As time marched on, the Mob was vanquished, once-glorious casinos fell into disrepair and the city became a caricature of itself. But Las Vegas rebounded and reinvented itself again, and again. Shiny new resorts, high-class shopping, star chefs? Boom boom boom! Las Vegas was reawakened not as a shady little outpost of freedom and sin but as a relatively respectable world-renowned resort town. Something had to give. 
Perhaps most responsible for the change in the city’s character was the unimaginable success of Las Vegas as a place to live. With more hotels and casinos came more visitors, and the need for more workers to serve them. As labourers with little or no skill flocked to the city, eager to capitalise on the cash flow of what had by now morphed in name from the ‘casino industry’ to the ‘service industry’, cultural commentator Kurt Andersen tagged Las Vegas as ‘the Detroit of the 21st century’.  
In 2003, the ratio of annual visitors to permanent residents remained steady at the 1970 figure of 25-to-1. The difference? There were 35.5 million visitors that year, and they required 1.65 million residents to serve them. Las Vegas was no longer capable of behaving like a small town with too much money. The cash was no longer as easy to get as before, and neither were the jobs. And amid the growth, the infrastructure – roadways, social services and so on – started to buckle. 
As the now-infamous ‘What happens here, stays here’ ad campaign was launched around the dawn of the 21st century, some new arrivals in the city started to cry foul. ‘What kind of image is this for my family?’ Many of these folks, often transplants from California, were accustomed to what some would call a more socially responsible government culture. And yet longtime Las Vegans looked on in disbelief as expats who moved to suburban enclaves such as Summerlin and Green Valley did so without realising just how pervasive the so-called culture of Las Vegas was. The uproars – about neighbourhood casinos, about naughty billboards, about taxicabs carrying ads for strip clubs – got louder, and the jaws of old-timers dropped ever lower. 
During this time, state gaming regulators started cracking down on casinos for a variety of offences, most notably the behaviour of their nightclub patrons and the portrayal of those clubs in ads. The most famous incident occured in 2004: two years after the Hard Rock agreed to pay a fine of $100,000 to the Gaming Control Board after officials investigated allegations of ‘overt sexual activity’ in its nightclub, the casino forked over further fines totalling $300,000 to the GCB following a racy billboard advertising campaign. 


NO SMOKE WITHOUT FIRE 

The shift in the city’s social culture manifested itself dramatically in 2006. Gambling, drinking and smoking have long existed symbiotically here. But, spearheaded by anti-smoking groups and lobbyists, a battle over smoking in Las Vegas eventually went to a ballot, hung on the idea of protecting children from second-hand smoke.  
The regulations squeaked by, eliminating smoking from grocery stores and anywhere – restaurants, cafés, bars – that served prepared food. The hitch? Casinos with full gaming licences and strip clubs were exempt from the law. By the middle of 2007, challengers from the old guard had won a small victory: as the inherent difficulties of enforcing the anti-smoking law made headlines, so they were stripped of their criminal penalties.  
Las Vegas is definitely undergoing a shift in its culture, but is it much different from the wholesale reinventions it has undertaken in the past? All had one goal in mind: to protect the cashflow. Perhaps selling a watered-down, packaged version of the libertarian ideal that built Las Vegas is the answer; perhaps it’s not. Meanwhile, the ‘real’ city changes its own course, demanding ever more cosmopolitan experiences, as well as a government far more responsive (some would say invasive) than ever before.






Gambling 
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Place your bets.   
TEXT: DEKE CASTLEMAN 

The old and oft-told joke runs that no one in Las Vegas ever got rich through gambling except the owners of the casinos. For many people, it’s a gag that’s a lot funnier at the start of their trip than it is at the end. Gambling built Las Vegas, and the fact that the city is still expanding at record speed is proof enough that the novelty of the pastime is as bright as it’s ever been. This may open your eyes to just how bright: in 2010, Nevada casinos took in $10.4 billion in gaming revenues.  


HOW CASINOS MAKE MONEY  

Before learning how to play the games, it’s wise to get acquainted with the casinos’ angles on them. There are four ways for the casinos to generate gaming revenue: the house edge, favourable rules, commissions and dumb players. 
• The house edge is the difference between the true odds of an event occurring and the odds used for payouts. For example, in double-zero roulette, there are 38 possible winning numbers. If the casino paid true odds, it would pay off a winning number at 37:1 (for a total of $38, including your $1 bet). Instead, the casino pays off a winning number at 35:1. Calculating the house edge from this scenario is simple. 
First, imagine placing a $1 bet on every possible number in double-zero roulette, a total wager of $38. No matter which number wins, you’ll receive a payout of $36: winnings of $35 at the 35:1 payoff, plus your original $1 bet. The difference between the true-odds payout and the actual payout is $2, money that goes directly into the house’s coffers. To calculate the house edge, simply divide the money kept by the house (2) by the money that the house would have paid on true odds (38). This calculation shows a house edge of 5.26 per cent, which means that the house expects to keep 5.26¢ of each dollar bet at a roulette table.  
The house edge varies from game to game, and even within each game. Casinos love it when gamblers keep playing for hour after hour, because the house edge grinds its little takes from every dollar wagered. The law of averages favours the casino. 
• The rules for casino games are structured to favour the house. The best example is blackjack, where the dealer gets to play his hand last. Should a player bust beforehand, the dealer wins by default. Even if the dealer ends up busting later, the player loses and the house wins. 
• Commissions are collected by the house in a few table games. In poker, the house serves as dealer but doesn’t play a hand. Instead, the house takes a percentage of every pot (a sum of money that’s called the ‘rake’) or charges players a flat fee of $5 to $7 per half-hour of play. In baccarat, the house takes five per cent of all winnings from bank bets. 
• Be they drunk, superstitious, careless or ill-informed, dumb gamblers are a boundless source of funds for the smart house. Why else do casinos offer gamblers free drinks? Alcohol is wonderful for loosening inhibitions, such as the inhibition against losing next month’s rent, but it also causes sensible players to make stupid mistakes. An example: although the house edge in blackjack has been calculated at around two per cent, casinos expect a win (or ‘hold’) of 15 to 20 per cent of the total amount of money brought to the table (the drop), due entirely to the incompetence of the players. 


BETTING LIMITS AND MINIMUMS  

At every table game, there’s a sign detailing the minimum (and often maximum) allowable bet. At blackjack, it might be $5 to $500. Casinos expect players to bet towards the low end of the limit. This separates players by class, so a big player seeking a speedy $500-a-hand game doesn’t have to endure poky play from a piker betting five bucks each time. High rollers can bet at higher-than-posted limits if the house is willing to ‘fade’ (cover) them. In roulette, the minimum means the sum total of all bets that an individual gambler can place in one round; in other words, if the table has a $5 minimum, you can cover it with five $1 bets. But in blackjack, if you play two hands at once, you must bet the minimum on each.  


ETIQUETTE 

Before you lay down your money, always note the minimum-bet requirement, usually posted on a sign in the far left corner. If you don’t want to embarrass yourself, don’t toss out a red ($5) chip on a $100-minimum table. Similarly, don’t put a quarter into a dollar slot or video poker machine; the coin will pass through the thing and clank into the hopper, alerting the other players that you’re a novice. That said, most machines no longer accept coins; only bills and cashout tickets will pass muster. 
Table games have strict rules about when players can touch chips or cards, rules that exist to discourage cheats. Many blackjack games are dealt face up and players never touch the cards. Once you make a bet, never touch the chips you’ve laid down; if you’re ‘splitting’ or doubling down in blackjack, push out a new pile of chips but don’t touch the original bet. This rule is to discourage ‘past posting’, a scam by which cheats sneak more chips on to their bet after peeking at their cards.  
Only handle dice with one hand. The pit bosses, the dealers and the other players will all get very nervous if you touch the dice with two hands, or make a fist around them with one hand so they can’t be seen. Blow on them, shake them and turn them so your favourite numbers are up, but don’t hide them for a second. That’s how dice cheats use sleight of hand to get loaded dice into a game of craps.  
All told, it’s best for novice gamblers to stand back at first and watch the action; after a few minutes, you’ll get the hang of the procedures. If you need to be corrected, the dealer will do so gently and unobtrusively. And don’t worry if it happens: the other players at the tables have all been corrected at one time or another. They didn’t step up to a crap table for the first time knowing everything about the game. 
You must be 21 to gamble. If you’re under 21 and start winning (or hit a jackpot that requires you to sign tax forms), your chips or jackpot will be confiscated and you’ll be tossed out of the casino faster than you can say, ‘But…’. You may even be turned over to a Gaming Control Board agent. The lower your age and the higher your bet, the bigger the trouble. 
Most casinos subscribe to the old tradition that cameras are unwelcome, and it’s wise to leave your SLRs and camcorders in your room, your car or your backpack. If you’re discreet, or even if you ask permission, you can sometimes get away with taking photographs in casinos, particularly at the Excalibur and Harrah’s. On the other hand, wherever you go in a casino (except the toilets), you’ll be watched by eye-in-the-sky cameras and taped for posterity. Nowhere on earth is Big Brother busier than in a casino; make sure you behave accordingly. 


MONEY, MONEY, MONEY  

To play table games, you’ll need chips. However, in some games, you can throw down a bill for your first plays; in blackjack, for example, it’s usually fine to play with cash, though any winnings will be paid as chips. You can buy chips at the table in a process called a buy in; you can also buy chips at the cage. Chips can only be redeemed at the cage. 
Chips are like currency in the casino within which they’re issued. However, due to problems with counterfeiting, casinos rarely honour each others’ chips for gambling unless, as is the case with the MGM-operated Mirage and TI (for example), they’re under the same ownership. It’s sometimes possible to exchange sub-$100 denominations from other casinos for house chips at the cage.  
Most modern slot and video-poker machines have bill slots that change greenbacks into credits. If you don’t want to use it, or if you only have bills in denominations not accepted by the machine, press the ‘Change’ button. This activates a light on top of the machine, which summons a roving cashier.  
Most casinos are converting to cashless machines (also known as ‘ticket in/ticket out’, or TITO). You play the machines by putting a regular bill in the slot; however, when you’re ready to cash out, the machine dispenses not cash but a ticket detailing your total credits. You can either take the ticket and feed it into another machine, or redeem it for cash at the cage. Be very careful with the tickets, and be sure to redeem them before leaving the casino: some expire in 30 days. And don’t leave a TITO machine for even a moment: someone will almost certainly press the ‘Cash Out’ button, grab the ticket and run. 


LEARNING TO GAMBLE 

If you want to study before arriving, you’ll find hundreds of books on everything from baccarat to video poker. For recommendations, see Further Reference, though you’re generally safe with anything published by Huntington Press (3665 S Procyon Avenue, Las Vegas, NV 89103, 1-800 244 2224, www.shoplva.com). There are lots of software programmes available, as well as a slew of instructive websites, see Further Reference. The Gamblers Book Club and the Gamblers General Store are both excellent resources. 
Many of the large casinos offer free hands-on lessons at table games. The instructors, usually informative and personable sorts, will take you through the playing procedures and etiquette one step at a time, but they almost certainly won’t warn you about sucker games and bets: after all, they’re paid by the casino. Lessons are usually held in the late morning during the week, when the casino is at its quietest; some are followed by open low-minimum ‘live’ games for punters who want to celebrate their new-found skills under casino conditions.  
When you’re ready to join a game, first stand back and watch the action for a while in order to pick up the rhythms and routines. (However, don’t stand too long behind blackjack tables, as most bosses will suspect you of ‘back counting’ the deck in order to slip in a bet at the most advantageous time.) Choose a table with the lowest possible minimum, so that you’re not risking $100, $25 or even $10 a hand at a game you’re playing for the first time. Downtown casinos and locals’ casinos tend to have lower minimums than the casinos on the Strip.  


MAKING THE MOST OF IT 

There are plenty of ways to make the most of your money, many of them set up by casinos in an attempt to draw customers. Most popular among them are the casinos’ players clubs: they cost nothing to join, and the points you accrue on them can be redeemed for rooms, food and even cash.  
Always ask for ‘comps’ when you play table games. As soon as you make a bet, call over a floorman and ask: ‘How long do I have to play to get a buffet comp?’ He or she will look at your bet and tell you. Play for as long as he or she indicates, then head off and eat yourself silly. And look for coupons in ‘funbooks’, free coupon booklets handed out in front of many casinos. Two-for-one, three-for-two and seven-for-five coupons on even-money bets give gamblers a huge edge over the house at blackjack, craps and the like. 
While the casinos can help you make your money last, you can also help yourself. Play slowly, for one thing: you’re better off exposing your bankroll to the house edge for 50 hands an hour at a busy table than 100 hands an hour playing one-on-one against the dealer, or pulling the handle on a slot machine for 400 spins an hour rather than running at double-time by hitting the spin button like a lunatic.  
To ensure you have gambling funds for your whole trip, it’s a good idea to divide your money into ‘session’ portions. Lost an entire portion quickly? End of session. Don’t dig into your remaining bankroll until it’s time for the next session. Always keep an eye on your coins, cash, tickets and chips; watch for ‘rail thieves’ when you’re at the crap table; and ensure back-to-back slot machines have a plastic or metal guard between them to prevent ‘reach through’ thievery.  


TIP TALK 

Las Vegas is a town that runs on tips. This goes particularly for casino dealers, who are paid little more than the minimum wage. Every shift of dealers combines and divides their tips, which make up the bulk of their pay. Giving tips (or ‘tokes’, as dealers call them, short for tokens of appreciation) is smart, as a happy dealer is your friend. Dealers can assist players in a number of ways: they can slow down the pace of the game (extremely useful when you’re playing for comps), create a sociable atmosphere, and even deal a little deeper in the deck, critical for card counters.  
You can toke the dealer as you leave the table. However, while they appreciate the tip, it won’t gain you any help while you’re playing. A better method is to toke immediately after a big win; this way, the dealer knows you’re thinking of him or her and could start to help you. Don’t bother toking if the dealer is rude, creepy or unco-operative. In fact, don’t even play there: just get up and move on to another table.  
The best way to show your appreciation is to place a bet for the dealer alongside your own wager. If you win, the toke is paid off at regular odds and the dealer takes the winnings. If you lose, the house wins the toke, but the dealer will still appreciate the gesture. In blackjack, you can place a chip outside the line surrounding your wager circle, but if this toke bet wins, it has to be scooped up by the dealer right away. Alternatively, if you’re riding a hot streak, place the dealer’s toke next to your bet within your wager circle. If you win, you can let the toke ride (continue to the next deal): it’s yours until you give it to the dealer. Just tell the dealer the extra bet is a toke. Note, though, that some dealers resent it if you let their tokes ride, and have a take-the-money-and-run attitude.  


BACCARAT 

Long viewed as an obscure, weirdly ritualised game for high rollers, baccarat (‘ba-cuh-rah’) is a table game with a small house edge. It is currently the hottest trending game in town. In 2010, gamblers bet nearly $11 billion on baccarat – more than a third of the total wagered on table games that year.  
Up to 15 players sit around the layout and bet on BANK, PLAYER or TIE. Dealers lay out two hands of two cards each, titled PLAYER and BANK. The object is for each hand to total as close to nine as possible. Face cards and tens count as zero and any total over nine is reduced by eliminating the first digit (for instance, 15 is valued as five). Players have no control over whether to ‘draw’ or ‘stand’. Dealers follow a strict set of rules to determine if they must ‘hit’ either hand with a third card.  
If PLAYER or BANK bets win, the house pays at even money. Since the rules determine that BANK wins slightly more often, the house retains a five per cent commission on all BANK winnings. Even with the commission, the house holds only a 1.17 per cent edge on BANK bets and 1.36 per cent on PLAYER bets. (The TIE bet should be avoided. It pays off at eight to one, but since the true odds are about 9.5:1, the house edge equates to a whopping 14 per cent.) 
The rhythm of baccarat is leisurely and the mood subdued. In fact, it’s rarely necessary for players to speak. Baccarat pits are usually secluded behind velvet ropes or in high-limit rooms, which often come complete with small buffets that lend an air of exclusivity. However, if you can handle the minimum (often $100), you’re welcome to join the action. Casinos catering to low-end gamblers tend to ignore baccarat, but high-end casinos hold it dear for good reason: it’s very profitable. The Mirage has estimated that as much as ten per cent of its annual revenue comes from baccarat.  


MINI BACCARAT 

Mini baccarat is a low-stakes version of the game played in the main pit, usually near the blackjack tables. It’s a good introduction: the rules are the same but the bets are lower. As it attracts fewer players, the pace of the game is faster.  


BINGO 

It might not be posh, but bingo is a gambling stalwart in Vegas, especially in neighbourhood casinos: the game is played in the same way as it is all over the world. The house edge is slightly better than the similar keno, though it’s hard to pin it down to a precise figure since so much depends on the variety of the game and its payout. The one advantage bingo has over keno is that bingo numbers are called until a player wins. By contrast, a million keno games can go by without anyone hitting the big jackpot. 


BLACKJACK (21) 

Blackjack is by far the most popular table game in the casinos. The reasons are obvious: it’s easy to play, the basic strategy slims the house edge to nearly zero, and dozens of books claim the house can be beaten with card counting.  


THE BASICS 

After placing their bets, everyone at the table is dealt two cards. Single- and double-deck blackjack (games played with either one deck, or two decks shuffled together) are dealt from the dealer’s hand; for multiple-deck blackjack, the decks are combined and placed in a ‘shoe’, from which the dealer pulls cards. Face cards count as ten; aces can count as one or 11. (A hand in which an ace is counted as 11 is known as a ‘soft’ hand; for example, an ace and a six is called ‘soft 17’.) Each player competes against the dealer’s hand by trying to get as close as possible to a total of 21 without exceeding it (or ‘busting’). The game moves clockwise around the table; the player sitting on the right as he or she faces the dealer is the first to play. The first of the dealer’s cards is dealt face up (the ‘up card’), with the second dealt face down (the ‘hole card’). 
First, check your cards. If you want an extra card, ask to ‘hit’; when satisfied with your total, you ‘stand’. After all players have stood or busted, the dealer reveals his or her hole card and plays the hand according to fixed rules: he or she must hit totals of 16 or less and must stand on 17 or above. (The rules vary if the dealer has soft 17, with some casinos requiring dealers to hit and others to stand; the players’ edge is increased by 0.2 per cent for the latter.)  
Once the dealer has stood or busted, the hands are compared; players who beat the dealer are paid off at even money. Ties between the house and player are a ‘push’ and no money changes hands; dealers indicate a push by knocking gently on the layout. If a player is dealt an ace and a ten-value card, it’s considered a natural blackjack (also known as a ‘snapper’); unless the dealer’s up card is an ace or a ten, indicating a possible blackjack, the player is immediately paid at 3:2. Watch out for games (often single-deck or low-limit) where naturals pay only 6:5; see Sucker Bets. 


ETIQUETTE 

With the crucial exception of the dealer’s hole card, almost all multi-deck blackjack games are dealt with the cards face up. In these games, players never touch the cards, but instead indicate hit or stand with hand motions. This reduces the potential for misunderstandings, and also makes it easier for disputed plays to be reviewed on security videos. For a hit, players hold one hand palm down above the felt and brush their fingers toward them. To stand, players hold their hand the same way, but with the fingers straight outward, and move it right and left.  
Single- and double-deck games are almost always dealt face down, and players hold their own cards. Always hold them with one hand; it makes the dealer and the eye nervous if you use both. Hitting is indicated by scratching the cards towards you on the layout, while standing is indicated by sliding the cards face down under the chips. 
Though blackjack sets each player’s hand against the dealer’s, most players view the game as everyone against the dealer. Their goal is to make the dealer bust, which means payoffs for all players still in the game. These folks don’t take kindly to people playing stupidly (‘splitting’ tens or hitting a 14, say, against a dealer’s six), especially if the offending party sits in the last seat on the left (known as ‘third base’), since they feel those cards should have gone to the dealer. In truth, it doesn’t really matter, since on average, a player’s good decisions cancel the bad decisions. However, many gamers focus only on the bad decisions, which is why novices shouldn’t sit at third base.  


BETTING 

There are four ways in which players can alter their bets after the cards have been dealt: ‘doubling down’, ‘splitting’, ‘insurance’ and ‘surrender’. Splitting and doubling down aggressively are the secrets to winning at basic strategy blackjack, as they give players the chance to press their bets when they’re holding a strong starting hand.  
• When a player ‘doubles down’, he or she makes another bet equal to the original and receives one (only one) more card. It’s the choice move when you’ve got a total of nine, ten or 11 and the dealer shows a weak card such as a six. You can double down only if you haven’t already taken a hit.  
• ‘Splitting’ is an option when players are dealt two cards of the same value. An additional bet equal to the original bet is put out and the cards are split, with each played as a separate hand. It’s to the player’s advantage to double down or split each of the post-split hands, though some casinos limit what you can do. Check the strategy chart  for more advice.  
• ‘Insurance’ is a side bet offered when the dealer has a possible blackjack (in other words, when the dealer is showing an ace or ten-value card). An insurance bet is limited to 50 per cent of the original bet and is lost if the dealer doesn’t have a blackjack. If he or she does have a blackjack, insurance pays at 2:1, making the whole bet into a push.  
Despite the word’s connotations, insurance is a sucker bet. Unless you’re a card counter and can calculate the odds of a blackjack, there’s no reason to take insurance, even if you’re holding a natural 21. If you’re holding a natural and the dealer is calling for insurance bets, you can take even money on your bet. If you don’t take even money and the dealer has a two-card 21, it’s a push. If the dealer doesn’t have 21, your natural is paid at 3:2; again, don’t play 6:5 games; see Sucker Bets. 
• ‘Surrender’ is an obscure but useful rule that’s not in effect everywhere. It permits players to fold and sacrifice half their bet as long as they haven’t played their hand. This is an excellent way to drop out and minimise losses when dealt weak cards. If used correctly, it increases the player’s edge by 0.2 per cent.  


CARD COUNTING 

Card counting is a technique whereby a player visually tracks exposed cards and mentally keeps a running total to determine if the deck is positive or negative. In the simplest count, the ten-value cards and aces are valued at –1, while cards numbered two to seven take a value of +1; the eights and nines have no value. If the running total is positive, players have an advantage and should raise their bets.  
Does it work? Yes, but only if you devote weeks of practice, are cool under the pressures of casino play, and develop camouflage skills so that the house doesn’t know you’re counting. Although card counting isn’t against the law, casinos frown upon it, and ‘back off’ (forbid card counters from playing blackjack) or ‘bar’ (kick them out of the casino) any player that they suspect of using the practice. Counting cards is a gruelling discipline at which most fail. However, successful card counters, especially high-stakes players, are among the few gamblers who beat the casinos at their own game. 
If you’re not among the handful of people who have perfected this dark art, it’s best to stick to basic strategy. At its simplest level, this entails memorising a chart that contains the answer to every decision in blackjack, based on your first two cards and the dealer’s up card. You can usually bring the chart to the table and check it as you play, as long as you don’t slow down the game.  


CRAPS 

Fast, furious and enormously confusing, craps is an action-filled dice game that terrifies most novices. It can also be hugely exciting: if you hear a roar of excitement while wandering through a casino, it’s probably coming from a craps table. The players cheer, curse and scream; dice and chips fly across the table; and everybody roots for different numbers. Fortunes can be won and lost in minutes, which is why craps is worshipped by a subculture. It’s confounding, but by sticking to a few smart bets, players can enjoy a boisterous game with a house edge as low as one per cent, and occasionally lower. 


THE BASICS  

Craps is played on a large table surrounded by a low, padded wall, with a rail for chips on top and, outside, a shelf for the ever-present drinks. The game is staffed by between one and four casino employees, and there’s room for 12 to 14 players to belly up to the table. 
The layout is divided into three sections. The two at each end are identical, but in the centre is an area reserved for special wagers known as ‘proposition bets’. A game starts with dice being offered to a new shooter by the ‘stickman’, the dealer located mid-table who’s holding the stick. This first roll of the dice is known as the ‘come out roll’. (Each player will be offered the dice at some point, though it’s common to refuse.) The shooter must throw two dice in such a way that they bounce off the table’s far wall.  
Basically, players bet on which numbers the shooters will throw, and in what order they will appear. The shooter must place a bet before his or her first throw, and traditionally chooses PASS. Those betting with the shooter are known as ‘right bettors’ while those betting against the shooter are called ‘wrong bettors’.  


BETTING 

There are four basic wagers known as ‘line bets’ marked on the layout: PASS, DON’T PASS, COME and DON’T COME (the DON’T bets are for wrong bettors). Players bet on the PASS or DON’T PASS lines. If the dice show seven (statistically the most likely roll) or 11 on the come out roll, PASS bettors win at even odds and DON’T PASS bettors lose. If the shooter throws a total of two or three, DON’T PASS wins and PASS loses. If the dice show 12, PASS bettors lose and it’s a ‘push’ (or tie) for DON’T PASS bettors. Rolling two, three or 12 is known as ‘crapping out’. If any other number is thrown (four, five, six, eight, nine or ten), that number becomes the ‘point’.  
Once a point is established, the shooter keeps rolling, attempting to repeat the point before rolling a seven (known as ‘sevening out’). In this context, the point and seven are the only numbers that count: all PASS and DON’T PASS bets ride until the ‘point’ is hit or the shooter sevens out. If the shooter hits the point, PASS bettors win and DON’T PASS bettors lose. If the shooter tosses a seven, DON’T PASS bettors win, PASS bettors lose and the shooter relinquishes control of the dice. The shortest roll a shooter can have is two throws, hitting a point on the come out roll followed by a seven; in this situation, wrong bettors win. But if he or she avoids ‘sevening out’, the shooter can roll forever, and right bettors can rack up big bucks. Every time the ‘point’ is hit, the whole game is reset and the next throw is a fresh ‘come out roll’. However, all the side bets, such as COME bets, remain in play.  
COME and DON’T COME bets represent an optional second layer of betting that runs concurrently to the original layer. They’re similar to PASS and DON’T PASS bets, with the same set of outcomes (an immediate win, lose or ‘push’, or the establishment of a ‘point’), but they can only be made on throws subsequent to the come out roll. For instance, say the shooter establishes a point of four; on the next roll, you make a COME bet. (If you want, you can enter the game with a COME/DON’T COME bet at any time during a hand without having previously made a PASS or DON’T PASS bet.) The next roll is nine, so nine becomes your ‘point’. If that throw had yielded seven or 11, you would have won, and the DON’T COME bets would have lost. If the dice had totalled two, three or 12, your COME bet would have lost. And if the shooter had hit his number, the COME bets would have ridden, awaiting a seven or a repeat of the come point.  


TAKING THE ODDS  

If a player sticks to the four ‘line’ bets outlined above, the house edge is only about 1.4 per cent. But even that tiny amount can be further reduced with the use of the ‘odds’ bet, a wager where the house holds an edge of, believe it or not, zero. Unsurprisingly, these are the only such wagers in the casino, which is doubtless the reason why the layout of a crap table doesn’t mention them at all. 
Once a point is established, any player with a line bet can back up that wager with an ‘odds’ bet, placing the bet behind the original ‘line’ bet on the craps layout. This allows players to increase their bet midstream. In a game with single odds, the maximum odds bet equals the line bet. That alone slashes the house edge from about 1.4 per cent to 0.85 per cent. Some casinos offer double odds, triple odds, 10x or even 100x odds, all of which reduce the house edge even further. A few offer different odds on specified points. Anyone making line bets in craps should take, at the very least, single odds on every bet made. It’s worth attending a lesson to learn how to make the most of this tactic. 


THE REST OF THE TABLE  

Smart players stick to line and odds bets, but action junkies need more. For them, the table offers another world of wagers, none of which is worthwhile. Granted, some bets offer an edge only slightly worse than line bets. But most of the one-roll proposition bets are simply horrific.  
For instance, the ANY 7 proposition bet has a stunning house edge of 16.67 per cent, the worst edge of any game wager apart from keno and the Money Wheel. Don’t waste time on it. Instead, stick to right and wrong betting with line bets pressed with odds and you’ll get more than enough action. A straightforward odds-effective play is to bet the minimum stake on PASS and bet the same amount on two COME bets, taking odds on both (double or triple, if they’re offered and you can afford it).  


KENO 

This lottery offshoot is the worst bet in the casino, with an appalling house edge of 25 to 40 per cent. You might as well climb to the top of the Stratosphere and throw your money into the wind. At least you’ll have a nice view.  
As with an old-style lottery or bingo, keno involves a ticket (or ‘blank’) containing 80 numbers, on which players circle as many as 15 or 20 numbers. When the game starts, 20 numbers are selected at random (ping-pong balls are blown from a ‘goose’ into a pair of ‘arms’) and displayed on screens around the casino. If your numbers are picked, you win. If not, you lose. (Get used to the second option.) The greater the proportion of your numbers picked, the higher the payback. Remember that, if by some remote chance you win at keno, you must claim your money before the next game begins or you will forfeit your winnings. 
There are many variations of keno, but none makes the edge even remotely acceptable. Worst of all, payouts for keno in no way reflect the true odds of your bet, since they’re capped at an arbitrary figure. For instance, your chances of selecting nine numbers and hitting all of them are 1,380,700:1. Your payout for such a feat? Usually no more than $250,000 on a $2 bet. Here’s another fun fact: if two players hit the big jackpot at the same time, they have to split the cash. The only way to win at keno is never to play it. 


MONEY WHEEL (OR BIG SIX) 

It makes sense to be wary of a game that’s been imported to casinos from the morally challenged world of carnivals. That’s the case with the Money Wheel (aka Big Six), the grandchild of spin-the-wheel games loved by carnies everywhere.  
The game is simple. A large, ornate wheel is mounted vertically a few feet above the floor. On it are 54 evenly spaced slots. Two show joker or house symbols; the other 52 are divided into $1, $2, $5, $10 and $20 denominations. There are usually 24 $1 slots and only two $20 slots. A layout in front of the wheel has squares matching those denominations. Players put cash or chips on the squares of their choice, and the wheel spins. When it stops, bettors who selected the correct denomination win, with the payoff determined by the dollar value of the winning slot. A $20 symbol pays off at 20:1; a $1 symbol pays off at even money. House or joker symbols pay off at 40:1, sometimes 45:1. As you might guess, the casino holds a serious edge, ranging from 11 per cent for a bet on the $1 symbol to 25.9 per cent on the joker. Don’t be a sucker. 


POKER 

From the casino’s point of view, poker isn’t a good bet. In poker, gamblers bet against each other, not the house. A casino employee merely deals, acting as the cashier. The house’s income is limited to a percentage taken from each pot, or a seat rental of $5 or $7 per half-hour. This small take is the main reason why many casinos opted out of the game in the 1990s.  
However, thanks to the explosion in the popularity of poker over the past few years, many casinos have got right back into it. The entire state of Nevada had 701 poker tables in 2005; in 2010, Las Vegas alone had a total of 920 tables. Another telling statistic: in 2002, 631 players competed in the $10,000-buy-in World Series of Poker, the granddaddy of all gambling tournaments, with the winner taking home a first-place prize of $1.1 million. In 2010, the main event drew a record 7,319 entrants. And it’s a younger crowd too: in the 2010 WSOP, only one player at the final table was older than 30; the 2011 winner, Canadian Jonathan Duhamel, was just 22 when he beat his 24-year-old competitor and took home the $8.9 million kitty. Blame television, which has cottoned on to the camera-friendliness of the game to dramatic effect. TV networks such as ESPN, Fox and even NBC now televise poker tournaments, celebrity matches, one-on-one showdowns and even dramas based on the game. Online poker is also growing at an amazing rate: a whole new generation of poker players are training on their computers for the big games and tournaments. However, while poker has arrived as a national pastime, it still has a way to go before overtaking blackjack as the biggest-grossing table game in town. Whereas poker netted casinos $161 million in 2006, the same year saw blackjack yield an astonishing $1.38 billion.  


PLAYING IN VEGAS 

To join a poker game in a Las Vegas casino, just sit in an empty seat and buy in (which usually costs ten times the minimum or maximum bet, depending on the game) with chips or cash. If there’s no space at any of the tables, put your name on a waiting list. The traditional rules that everyone knows are in effect for poker in Las Vegas: the most popular games are Texas hold ’em and seven-card stud, but many casinos in town have recently been experimenting with variations.  
In Texas hold ’em, each player is dealt two cards face down, before five common cards are pitched face up on to the layout for the table. The first three common cards appear together (this is called the ‘flop’), followed by the fourth card (the ‘turn’) and the fifth card (the ‘river’). Players determine their best five-card hand from the seven cards available to them.  
In seven-card stud, players get two cards face down and one face up, followed by three cards face up and a final card face down. Again, players then put together the best hand from their own seven cards.  
Both of the above games have numerous rounds of betting and raising, so for all but the lowest-stakes games, a hefty bankroll is crucial. For games with betting limits, posted signs indicate the smallest and largest bet allowable (usually in the form ‘$5/$10’). In a limit game, you’ll need a bankroll of at least 20 times the maximum bet. There are also pot-limit games, which means raises can go as high as the pot, and no-limit games, in which raises can go as high as the largest bankroll on the table. In all games, no matter the stakes, players are not allowed to bring more money to the table once a hand is dealt. If a player goes ‘all in’, betting all his or her money, and he or she can’t match another player’s raise, a side pot is formed for those who wish to continue betting. The all-in player is limited to playing for the main pot.  
Explaining poker strategy here is impossible. Besides the complexities of the game itself, much of poker is psychological. Reading other players and bluffing are a huge part of the process; if you didn’t know this already, you’ll learn the first time you sit down in a card room. If you’re not a seasoned poker player, be very careful of high-stakes games, which can be populated by sharks (sometimes operating in teams). They’ve learned the main casino secret: it’s easy to take money from amateur gamblers. If you’re a novice, stick to low-stakes games, which are usually straightforward and friendly. 


CARIBBEAN STUD 

Caribbean stud is a rather dumb game with a house edge of 5.27 per cent, just a hair worse than double-zero roulette. Sitting around a table with a layout similar to blackjack, players put out a single ante and receive five cards face down. The dealer also gets five cards, though one is dealt face up. At this point, players either fold (and lose their ante) or ‘call’ by adding a bet that’s twice their ante. All players then reveal their cards. If the dealer doesn’t ‘qualify’ with at least an ace and king in his or her hand, all players win even money for their ante and the call bets are returned. Should the dealer’s hand qualify, each player’s hand is compared against the dealer’s. If the player wins, the ante is paid at even money and the call bet qualifies for a ‘bonus’ payout based on the hand. Bonus payouts range from even money for a pair to 100:1 for a royal flush (most of the payouts are lower than those found in Let it Ride).  
The maximum bonus payout in Caribbean stud is usually capped somewhere between $5,000 and $60,000, so make sure your bet is no higher than it needs to be to win that amount. For example, if the bonus payout is capped at $5,000, your ante should never be above $25: this would make your call bet $50 and so a 100:1 payout would hit the $5,000 ceiling exactly. The simple math? Divide the maximum bonus payout by 200. Your ante should never exceed that figure. 
For a side bet of a dollar per hand, Caribbean stud poker also offers players the chance to hit a progressive jackpot, with payoffs based on the quality of their hand. A royal flush wins 100 per cent of the jackpot, while a flush gets a mere $50. The fact that jackpots have been known to go up to $5 million tells you something about how often a royal flush occurs.  


LET IT RIDE 

Let it Ride offers the unusual feature of allowing players to take back two thirds of their wager. Players bet three equal amounts and are dealt three cards face down. Two common cards are then dealt, also face down. At this point, players can pull back one of their bets by signalling to the dealer (don’t touch your chips). When the first common card is turned over, players can withdraw their second bet. The final common card is then shown and payouts are made according to a fixed schedule, ranging from even money for a pair of tens or better to 1,000:1 for a royal flush. As you might guess, the payouts are way below true odds. For instance, the odds against drawing a flush are 508:1, but the payout is eight to one. Overall, the house holds about a four per cent edge, if players make all the right decisions.  
The biggest lure of Let it Ride is that players compete against the cards, not each other, so it’s more appealing to amateurs. Also, the option to withdraw two thirds of the bet gives players the illusion that their money is lasting longer than it might in other games. However, don’t be fooled: the house edge grinds down almost everyone in the end. And since it’s basically five-card stud, it can be a long time between winning hands. 


PAI GOW POKER 

Pai gow poker – not to be confused with pai gow, a Chinese game that utilises tiles – is played with a 53-card deck, a standard deck plus a wild joker. Players get seven cards, which they assemble into a five-card hand and a two-card hand. The five-card hand must score higher than the two-card hand. The object is to beat both the banker’s hands. The banker wins all hands that tie; if a player wins only one hand, it’s a push. The house or any player can be the banker. Winning hands are paid at even money, minus a five per cent commission.  
If it sounds intimidating, don’t worry; the dealer will help you arrange your cards in such a way as to maximise your two hands. Once you’ve watched a few hands, it’s easy to get the hang of it. Pai gow poker is a lot slower – and friendlier – than blackjack or mini baccarat, so it’s a good game to play if you want to relax, socialise, or play as few hands as possible in a given period of time (more comps, less risk). 


ROULETTE 

Roulette doesn’t have much of a fan club in the US. That’s partly due to the calm nature of the game: Americans want action and speed when they gamble, and roulette gives them neither. Another reason is a subtle but crucial change in the US version. In Europe, roulette wheels typically have 36 numbered slots and one zero slot. On most American wheels, there are two zero slots (marked as zero and double zero). That change alone nearly doubles the house edge to 5.26 per cent, as compared to 2.7 per cent on single-zero wheels.  
Roulette is simple to play. The wheel is mounted horizontally and a matching table layout serves as the betting area. All numbers are coloured red or black except for the zero and double zero, which are green. Players place their chips on the layout, before a ball is launched on to a spinning wheel. The ball comes to rest in a slot, and the winners are paid off at set odds. To minimise confusion about who made which bet, each player receives individually coloured ‘wheel’ chips when they buy in; these chips can only be used at the roulette table.  
The easiest wager is a straight-up bet, where the player drops a chip on a single number. (Apparently, 17 is the most popular, due both to its central location and to the fact that James Bond bets it in the movies.) If the ball settles on your number, the bet will be paid off at 35:1. You can also make bets on groups of numbers: on lines separating numbers, on rows of numbers, or in special areas denoting odd or even, red or black and so on. In this way, a single bet covers anywhere from two to 18 numbers. Needless to say, the more numbers covered by the wager, the lower the payoff. For instance, betting odd or even pays even money.  
The variety of wagers makes roulette an interesting game, especially if you like the languid pace. However, the odds are tough. Your best bet is to find a casino with a single-zero wheel – these come and go on occasion – and try to look elegant while losing. 


SLOT MACHINES 

Slot machines were once shunned by ‘real’ gamblers, patronised only by their bored wives and girlfriends or first-time casino-goers who knew nothing more about gambling than how to drop coins into a slot. How times have changed. These days, they’re the most popular and profitable part of the entire casino industry, so much so that some smaller casinos offer nothing but slots and video poker. Slot machines on the Strip collected $3.5 billion in 2010. 
Novice gamblers prefer slots because there’s little to learn and no pressure from dealers or other players. Put in money, pull the handle (or, more often nowadays, press the spin button) and in a few seconds, you’re either a winner or a loser. Simple. What’s more, jackpots can reach millions of dollars. But there is a downside, and a big one. Slots give the house an edge varying from two to 25 per cent, often making them one of the worst bets in the casino. And your chance of hitting a million-dollar jackpot is… well, what’s the tiniest unit of measurement you can imagine? Smaller than that. Way smaller. 
The basic slot machine in Las Vegas accepts a maximum of either two or three coins; however, some take four or five, some just one, and a new breed of slot machines is now able to take hundreds of coins, including pennies. Each coin beyond the minimum increases the payout proportionally (twice as much for two coins, triple for three) should a winning combination appear. In most cases, the winnings on betting the maximum number of coins are exponentially higher; almost always, the posted jackpot can only be won by betting the maximum number of coins on the winning pull/spin. What’s more, many machines have multiple pay lines; on these machines, an added pay line is activated each time another coin is wagered. Always check the pay tables at the top of the machine.  
Modern slots usually have a coin counter that displays your credits. Instead of coins crashing into the stainless-steel bin, wins are registered as credits. There’s usually a bill changer on the machine: players can simply slide in a $20 bill, for example, and $20 worth of credits appear on the counter. Bets are made by pulling a handle or pressing a ‘Spin’ button. When you’re done, hit the ‘Cash Out’ button and one of two things will happen. In older machines, coins equal to the unused credits will drop into the bin; the casino provides plastic cups to carry coins to other machines or the cashier. However, most slots these days are ‘coinless’; when you hit ‘Cash Out’, you’ll receive a voucher that can be redeemed at a ticket machine, a change booth or the cage, or fed into another slot machine and used as credits.  
Slots fall into two categories: non-progressive (aka regular) and progressive. Regular slots have fixed payouts, which are posted on the front of the machine. Progressive slots offer a fixed payout schedule, but also offer the chance to hit a huge jackpot. This jackpot, funded by a percentage of every coin wagered, grows continuously until somebody wins it. A meter above the machines displays a running total of the current jackpot.  
Many progressive slots are linked to form a system that feeds the jackpot. These machines might be from one carousel in a single casino, with a jackpot that resets at $1,000 and grows from there, or spread across casinos state-wide, yielding multi-million-dollar jackpots. With literally hundreds of machines in the system, jackpots can reach astronomical levels. The Megabucks linked progressive, for example, consists of more than 700 machines; the world record slot jackpot of nearly $40 million was hit in March 2003 at the Excalibur by a 25-year-old computer programmer. Though rare, these payouts are well publicised, not least because they make excellent bait.  


NEW SLOTS 

A few years ago, video machines with oversized screens, multiple games and other gimmicks were all the rage. Today, a new generation of slots is being developed. New machines are more interactive and look a lot like video poker; on these slots, you’ll be able to make choices about which symbols to hold or discard, based on a certain internal and intuitive logic. Pop culture themes are still big: some of the most popular slots in town are based on hit movies and TV shows such as The Hangover and Sex and the City. Enhanced by digital bonus features and video pop-ups, slots are more fun to play today than they were even ten years ago, when they were still primarily ‘one-armed bandits’; table-game players derisively referred to them as the ‘idiot pull’.  
However, these machines still won’t line your pockets. Slot (and video poker) machines now account for upwards of 65 per cent of total casino revenues, which means that they take in twice as much revenue as all other casino games combined. Of the $12.6 billion won by Nevada casinos in 2006, $8.3 billion – just under 66 per cent – came from slots and video poker.  


HOW SLOTS WORK 

Modern slots are controlled by a random number generator, a computer chip that churns out strings of numbers regardless of whether the game is being played. Pulling the handle (or pressing the spin button) on a machine releases the reels and selects one of these numbers. Each number corresponds to a certain set of symbols on the reels, which determines the outcome. The force of the pull has nothing to do with the point at which the reels stop rotating. 
Regulating the payout amounts to computer science. By adjusting the random number generator, a slot technician can make a machine tighter or looser. In the old days, slots often had a built-in edge of 20 to 30 per cent, but the players flocked to the machines with the higher returns. Casinos did the sums and realised it was better to get five per cent of a lot than 30 per cent of nothing; hence, most Vegas slots now return between 92 and 95 per cent of the drop (less on nickel machines), leaving the house edge at between five and eight per cent. In 2006, $138 billion was bet on slots and video poker in Nevada; the casinos’ win of $8.3 billion equates to an overall hold of six per cent. 
Certain casinos boldly advertise 98 or 99 per cent payouts, but the small print is crucial. In such circumstances, the payout is usually ‘up to 99 per cent’, which could mean that a single machine on the floor might be set at 98 or 99 per cent, if that. Short of running 2,000 to 5,000 plays through similar machines and comparing payouts, there’s no way to find out which slots are set tight or loose. Payout percentages are supposedly verified by the state Gaming Control Board, but it rarely checks unless a casino advertises something truly absurd.  
The real advantage for the house comes with the constant repetition of slot plays. For instance, say that a player with $50 starts betting $1 per pull on a quarter machine, via four 25¢ bets per pull. Sometimes the player wins and those winnings are reinvested: the drop might only be $50, but if they’re playing at a reasonable speed, they could end up giving the casino $240 of action every hour. The six per cent edge is enough for a slot machine to retain about $14 an hour (six per cent of $240), a hold equal to more than a quarter of the original bankroll. With a little less luck, that money could vanish even faster. And over time, even an edge of half of one per cent grinds down players, which is why so many of them stumble away from machines empty-handed. That and the fact that the payout percentage factors in the big and seldom-won jackpots.  


SLOT TIPS 

Slot jockeys say non-progressive machines are looser (the technical term for this is ‘hit frequency’) than progressive machines, though payouts are smaller (again, the technical term is ‘average payback’). Non-progressive machines that give smaller top payouts are reportedly looser than those that give large top payouts. Similarly, among progressive machines, those with smaller jackpots hit more often. In fact, the amount of your bet that goes to the progressive jackpot is an indication of payout frequency. According to one executive, if the amount is less than one per cent, the progressive machine is likely to have more non-jackpot winners. If three to five per cent of every bet goes towards the progressive jackpot, the game is seriously weighted towards fewer large payouts.  
It gets more complicated. Machines with high hit frequencies pay out small amounts. Those with low hit frequencies pay out less frequently overall, but when they do pay out, each return is higher. And there’s no correlation between hit frequency and average payback: hit frequency can be high while average payback is low and vice versa, or both can be low or high. Of course, none of this information is posted in a casino, so players are mostly flying blind. Some believe that slots placed near doorways and aisles are looser than others. And one casino executive has said that house machines, those with the casino’s name and logo on them, are more generous than non-house-brand slots.  
The only recommendation that makes any sense is that if you’re going to play the slots for big money, bet the maximum number of coins on each pull. That way, if lightning strikes and you’re a winner, you’ll get the biggest payout possible. Avoid pumping cash into slots in non-casino locations such as convenience stores, which have a house edge one step below thievery. And, of course, never put a nickel into a slot machine without first having inserted your players club card into the reader. As long as you’re playing the house’s favourite game, you might as well get a bit of your play returned in the form of cashback or comps. 
Slots can only pay out so many coins at any one time, so if you hit a monster jackpot, stay put and wait for an attendant to arrive. If you walk away, someone might claim your prize. The attendant will inform you of your tax obligations. US citizens need to fill out IRS paperwork on slot wins of more than $1,200; the tax situation varies for non-nationals. 


PLAYERS CLUBS 

Virtually every casino has a players club, the main aims of which are to keep track of a customer’s slot and video poker play, and to retain customer loyalty by providing rewards in the form of points that can be redeemed for hard cash or merchandise. Many clubs offer introductory gifts such as free buffets, bonus points, rebates on losses or other perks to get your name on the dotted line. 
All players clubs issue their members with an ID card, which should be inserted into the slot or video poker machine to allow the machine’s computer to track the amount of play. Points awarded by the computer are then redeemable for cash or for comps in the casino’s restaurants and at the shows. Members also qualify for discounts in the resort’s shops, for reduced room rates, and for tickets to parties, barbecues and special tournaments.  
Players club benefits change frequently. You can get an idea of what the various clubs are offering by checking out the Las Vegas Advisor, or the ‘Best Bets’ section of the Friday edition of the Las Vegas Review-Journal newspaper. All it takes to join a players club are a picture ID and a few minutes at the slot booth. Some casinos even have roving recruiters who’ll sign you up at the machine. Membership is always free. 


SPORTS BETTING 

Thanks in no small part to Frank ‘Lefty’ Rosenthal, the casino executive whose life was dramatised in the movie Casino, betting on sports in Vegas is now a cult all of its own. Almost every casino has a sports book, at which money is gambled on countless aspects of the outcomes of pro sports and college games. They’re lively and passionate places on big game days; even if you’re not betting, they’re often good places to watch the action. Whatever sports wagers you make and wherever you make them, remember that cellphones and two-way communicators are prohibited in or near the sports books, a policy that’s strictly and universally enforced. 
Glance up at the vast boards and you might think that sports betting here is tough to understand. It’s not, but it is hard to beat the system and come away rich.  


THE MONEY LINE 

Most of the sports on which you can bet (baseball, boxing, football, hockey, basketball) offer ‘money lines’, which lay the odds on the favourite or take the odds on the underdog. Take the following baseball-related example: 
 
Boston Red Sox + 145 
New York Yankees – 160 
This means that you must bet $16 on the Yankees to win $10 (plus your stake back). However, you need bet only $10 on the Red Sox to win $14.50. The favourite team is always the one with the ‘–’ prefix, with the underdog denoted by ‘+’. (Unlike in European sports, the home team is always listed second.)  


OTHER BETS 

There’s a large variety of bets in the Vegas sports books. Here, though, are examples of two of the more common ones. Both of them even the odds so that punters can make a ‘straight bet’, which here means putting up $11 to win $10 (plus your $11 stake back). In team games, one popular bet is on the margin of victory, or the ‘point spread’. Take, for example, these odds for the 2007 Super Bowl.  
 
Indianapolis Colts –7 
Chicago Bears 
 
This means that the Colts were favoured to beat the Bears by seven points. Everyone favouring the Colts on the point spread was betting on them to win by more than seven points, while everyone favouring the Bears was betting on either a Bears victory or a Colts win by fewer than seven points. The game ended Colts 29, Bears 17. The Colts won the game and also covered the point spread, meaning that everyone who bet on them won. If the Colts had beaten the Bears by exactly seven points, it would have been a push, and all money would have been refunded. 
Another popular bet is to gamble on the total number of points scored in any given game. The casino advertises the total number of points they think will be scored in the game, and gamblers decide if they think the actual number will be higher or lower. This is known as the ‘over/under’; like the point spread, this pays off at 10:11 odds. As above, if the outcome matches the casino’s prediction, it’s a push, and all bets are refunded. 


VIDEO POKER 

This electronic cousin of live poker enjoys a huge following in Las Vegas. Although a video-poker machine resembles a slot machine and is typically located on the slot floor, it is an entirely different beast. Make no mistake about it: video poker is a game not of chance but of skill. If played perfectly, the house edge can often be flattened to zero or even pushed into the negative, which means a return to players of more than 100 per cent. Casinos can only afford to operate their machines in this way because perfect play is the province of the merest handful of experts, those people who use powerful computer programmes to work out strategies that are accurate to within ten thousandths of a percentage point. 
A video-poker screen displays a five-card hand of draw poker, with every deal coming from a freshly shuffled 52-card deck. Buttons allow the player to hold or replace the dealt cards. After the draw, the game pays off according to a payout schedule listed on the screen. A pair of aces might pay even money, while a royal flush usually pays out at a rate of 4,000:1. Most basic poker rules are in effect as far as hand rankings go (minus ‘kickers’, or unpaired or unsuited high cards, on all but one or two variations), but the psychological angle is jettisoned. You’re playing against a machine that doesn’t respond to bluffing, so the quality of your hand is everything.  
There’s no way to summarise basic strategy for video poker, partly because it’s extremely complex and partly because the game comes in so many different varieties. Each variety of video poker has its own unique characteristics such as wild cards and bonus options, giving rise to different pay tables and different strategies. You can buy video-poker strategy cards (Huntington Press produces a good set), which allow you to make the right decision on every hand; in essence, you’ll be playing computer-perfect strategy.  
The most basic variation of video poker is ‘Jacks or Better’ (JoB), which plays most like five-card stud (no wild cards) and pays out on pairs of jacks or better. The strategies for JoB are pretty much intuitive for anyone who already knows how to play poker, but some rules have to be learned: for example, you never hold a kicker (a high-value card to be held along with a pair); you never draw to a four-card inside straight (for example, you’re holding 3, 4, 6, 7 and you’re looking for a 5); and you always go for a royal flush if you hold four of the cards required for it, even if it means sacrificing a flush, a pair or a straight in the process.  
As with slots, it’s wise to play the maximum number of coins, as this greatly increases the top payout for a royal flush. Another tip: be sure to play ‘full-pay’ games as opposed to their ‘short-pay’ brethren. For instance, in JoB, the full-pay version returns 9:1 on a full house and 6:1 on a flush; it’s called a ‘9/6’ machine. On the short-pay version, it’s sliced to 8/5, 7/5 or even 6/5. The only reason to play a short-pay version of JoB would be if it was connected to a progressive jackpot or paid off on a pair of tens or better. However, 8/5 Bonus, with extra payouts for four-of-a-kind, is a different animal, as are Double Bonus, Double Double Bonus, Triple Bonus and Double Triple Bonus variations. Then there’s Joker Poker, plus many different varieties of Deuces Wild.  
Video-poker players should consult the books and reports on the market that detail proper play for sample video-poker hands. There are excellent computer programmes available that tutor players in strategies. Casinos don’t mind if you refer to strategy charts while playing, but they draw the line at laptops. Since it’s impossible to absorb the tactics for all the possible variations at once, we recommend you study and master strategy for JoB, then, as you feel more comfortable, move on to more complex and rewarding games such as the full-pay Deuces Wild and Double Bonus varieties.  
The latest varieties of machine to become all the rage in Las Vegas are multi-play machines, such as Triple-Play, Five-Play, Ten-Play, 50-Play and even 100-Play. Here, three, five, ten, 50 or 100 hands of video poker are dealt at the same time from the equivalent number of decks, requiring three, five, ten, 50, or 100 times the bet. The twist is that only the cards in the bottom hand are displayed on the deal. When you hold cards from the hand, the held cards appear in all the upper hands; when you draw, all the hands’ cards are filled in around the held cards.  
In Spin Poker, when you discard cards, the open spots spin like slot reels. Heads Up Poker, meanwhile, combines live poker with video poker. You’re dealt five cards and you bet the hand. The machine responds by calling, raising or folding (and sometimes bluffing). You play out the video-poker hand, but you still have the live hand to be resolved.





The Gambler’s Lexicon 
Speak the language of Las Vegas.  
ante a small bet that players must place into the pot before a hand of poker is dealt. 
bankroll your total gambling budget. 
Black Book a list, kept by the State Gaming Control Board, of people barred from casinos due to cheating or a link to organised crime. 
boxman casino executive who acts as the umpire in a game of craps. 
bust a blackjack hand exceeding 21. 
buy in exchange cash for casino chips. 
cage the cashier, where chips and tokens are converted into cash and credit is established. 
carousel a group of slots that are often connected to a joint progressive jackpot. 
change colour swapping chips for ones of a higher or lower denomination. 
checks another word for chips. 
chips tokens issued by casinos and used, instead of cash, for table games. 
colour up exchange small denomination chips for larger denomination chips. 
comps ‘complimentaries’; anything from free cocktails to ‘RFB’ (room, food and beverage). Their value is calculated by the gambler’s average bet, multiplied by the time spent playing, multiplied by the house edge. To qualify, you must be a rated player or belong to a players club. 
credit line amount of credit a gambler is allowed. 
croupier casino employee who controls the action in baccarat and roulette. 
drop total funds, including chips, cash and markers, gambled at a table or a machine. 
edge see house edge. 
European wheel a roulette wheel with a single ‘0’ position, which gives players better odds. Most wheels in Vegas have ‘0’ and ‘00’. 
even money a bet that pays back an amount equal to the bet itself. In other words, if you win on a $5 bet, you receive your $5 stake plus a $5 win. 
eye in the sky casino surveillance systems. 
face cards jacks, queens and kings; also known as ‘pictures’ or ‘paint’. 
funbook a booklet of vouchers (meal deals and the like) or match-play coupons (valid in conjunction with cash). 
George dealer-speak for a good tipper. 
grind joint a casino with low table minimums and low-denomination slot machines. 
high roller gambler who bets at least $100 per hand on a table game, and plays $5 slots. 
hit in blackjack, to take another card. 
hole card blackjack dealer’s face-down card. 
house edge the percentage difference (retained by the casino) between the true odds and the actual payout.  
inside bet in roulette, betting on a single number or small combination of numbers. 
juice power and influence; who you know. 
layout diagram on the playing table that marks the area of the game. 
loose a term used to describe a slot machine that pays out frequently. Casinos compete in claiming that their slots are the loosest. 
low roller gambler who bets at low-minimum slot machines, usually in grind joints. 
marker IOU signed by a rated player to obtain chips and paid off with chips or cash. 
natural in blackjack, a two-card total of 21; in baccarat, a two-card total of eight or nine. 
outside bet in roulette, betting outside the single-number layout: on black or red; on odds or evens; on the first, second or third 12 numbers as a group etc. 
pit area behind the gaming tables reserved for casino employees. 
pit boss casino executive who oversees the gambling action from inside the pit.  
players club clubs for slots and video-poker players by which members accrue points as they play; these can then later be redeemed against meals, gifts, cash and other perks. 
pot the bets accumulated while playing a hand of poker. 
progressive a slot or video-poker machine on which the jackpot increases as more coins are played. A linked progressive is a group of machines networked to share their jackpot. 
push in blackjack, where the dealer and player(s) have the same un-busted hand. No money changes hands. 
rated player player whose gambling is assessed by the casino and is thus eligible for comps. 
shill casino employee who plays at empty tables (with house money) to encourage visitors to join the action. 
shoe container for decks of cards from which card games are often dealt. 
shooter the player who throws the dice in a game of craps. 
stand in blackjack, to refuse another card. 
stiff someone who doesn’t tip, one of the worst insults in Las Vegas; also refers to blackjack hands totalling 12-16. 
tight used to describe a slot machine that is perceived to pay out infrequently. 
toke a tip for a casino employee, often given in the form of a bet on their behalf. 
true odds real chances of winning on any game as opposed to the money actually paid out by the casino. 
underlay a bet that’s higher than strict probability suggests is wise. 
up card the blackjack dealer’s face-up card. 
vigorish also ‘vig’; see house edge. 
whale big-money gambler prepared to wager at least $5,000 a hand at high-stakes games.


How to Win Friends at Poker  
The lowdown on poker table etiquette.  Do… 
Know the rules If you don’t know how to play, attend a poker class at a casino and learn the basics, or learn at one of the many free poker websites. When in doubt at a game, ask the dealer, not the other players. 
Be ready Pay attention. When it’s your turn to act, do so with alacrity. A surefire way to raise the hackles of other players is to drag down the game with long deliberations. But don’t jump the gun, either. Always wait until it’s your turn before acting. 
Handle your chips properly Stack your chips in such a way that other players and the dealer can tell what you’re betting. ‘Splashing’ chips into the pot is rude and disruptive. Also, push your chips out in one move; ‘stringing’ your bets a few at a time is a bad move. 
Ask for comps All players get free drinks. You can swipe your player’s card to track your time; you usually get about a dollar in comp value for every hour. However, not all casinos use this system; be sure to ask how to get food comps and room discounts for your play.  

Don’t… 
Be an asshole Most of the problems that crop up at a poker table are due to bad or uncouth behaviour. Don’t use foul language. Don’t abuse other players. Don’t hit on other players. Don’t throw temper tantrums. Lose graciously and win graciously. 
Blurt Don’t be the peanut gallery at the table. Speculating on hand possibilities or, worse, talking about cards you just mucked can lead to all kinds of unfair advantages and recriminations. Likewise, after you’ve mucked your hand, stay out of it. You can inadvertently provide too much information to players still in the hand by reacting to the community cards. 
Eat at the table or smoke at a non-smoking table The main problem with bringing food to a poker table is that the cards get greasy. And lighting up in a non-smoking area is one of the easiest ways to get beaten up in a poker game, either verbally or physically. Even at smoking tables, there’s no smoking at the seat on either side of the dealer.


Sucker Bets 
You gotta know when to hold… 
Just when you think you know the rules, Las Vegas changes the games. Take blackjack, for example. Many gamblers know that a blackjack game dealt from a single deck offers savvy players the best chance to win. Now, however, many casinos have made a seemingly minor change to the single-deck rules, hoping players won’t notice that it’s no longer the best version of 21, but quite easily the worst.  
A few years ago, single-deck blackjack was only available in the high-roller salons, with most of the low-limit games dealt from four or even six decks. In the last few years, however, single-deck tables have become more common than fake breasts at Mandalay Bay. This should be good news for gamblers. However, in the process, the payoff for natural 21s has been lowered in many casinos from 3:2 to 6:5; in other words, hitting a blackjack on a $10 bet will win you only $12 where it used to net $15. Doesn’t sound like much of a difference? Think again. The rule change is so bad that the casino’s profit is several times higher than at the city’s worst six-deck shoe game, and up to eight times more than at a regular single-deck game. 
Keen-eyed Europeans will also notice that the odds have been shifted out of their favour on the roulette wheel. In many European casinos, the wheel has only a single green ‘0’. However, in the US, there’s also a double zero (‘00’) on the wheel; that one extra green spot tips the house edge from 2.7 per cent to 5.26 per cent. Check before you play. 
Finally, avoid almost anything called a ‘side bet’, extra bets beyond the basic wager at table games. They include jackpots for making certain hands at Let it Ride and three-card poker, or being dealt your first two cards of the same suit at blackjack. Don’t waste your money: the casinos aren’t charities, so there’s no reason to give until it hurts.






End of sample




    To search for additional titles please go to 

    
    http://search.overdrive.com.   


OEBPS/Images/commercialcenter-110.jpg





OEBPS/Images/bellagio_jp_06.jpg





OEBPS/Images/caesarspalace_pussycat_jp_4.jpg





OEBPS/Images/springpreserve_jp_13.jpg





OEBPS/Images/aria_-_north_entrance_with_big_edge_by_nancy_rubins.jpg





OEBPS/Images/mermaids-51.jpg





OEBPS/Images/goldcoast_jp_09.jpg





OEBPS/Images/tasmanian_ocean_trout.jpg





OEBPS/Images/fleurdelys_jp_03.jpg





OEBPS/Images/030910_exterior.jpg





OEBPS/Images/vdara_hotel_spa_panoramic_corner_suite.jpg





OEBPS/Images/hrh_tower_standard_suite_hi_res.jpg





OEBPS/Images/goldnugget_jp_04.jpg





OEBPS/Images/new_pool_shot_4-7-11.jpg






OEBPS/Images/mandarin_oriental_las_vegas_exterior_wide_dusk.jpg





OEBPS/Images/80759-704-1.jpg





OEBPS/Images/parislasvegas_jp_05.jpg





OEBPS/Images/mgmlions_jp_01.jpg





OEBPS/Images/shutterstock_16706707.jpg
M\.l \m ¥
\\w\\\\\\\






OEBPS/Images/shutterstock_53220745.jpg





OEBPS/Images/atomictestm_jp_05.jpg





OEBPS/Images/shutterstock_41830156.jpg





OEBPS/Images/shutterstock_69843973.jpg
i e Dt

PN

TN “w “"»ﬂt;"““ AWs






OEBPS/Images/shutterstock_86343295.jpg





OEBPS/Images/shutterstock_79357681.jpg





OEBPS/Images/peppermlounge_jp_01.jpg
-

1=





OEBPS/Images/revolution.jpg





OEBPS/Images/crystals_-_todd_english_p.u.b._interior_hi_res_.jpg





OEBPS/Images/n9ne_jp_02.jpg





OEBPS/Images/nove_jp_06.jpg





OEBPS/Images/lindomich_jp_12.jpg





OEBPS/Images/centrifuge_jp_04.jpg





OEBPS/Images/japonais_jp_05.jpg
=
gﬁ n‘fu’qzjﬂ
e





OEBPS/Images/stripsteak_jp_06.jpg





OEBPS/Images/originindia_jp_02.jpg
A






OEBPS/Images/shutterstock_70019788.jpg





OEBPS/Images/shutterstock_78243775.jpg





OEBPS/Images/shutterstock_14199592.jpg





OEBPS/Images/shutterstock_75426568.jpg





OEBPS/Images/shutterstock_39782635.jpg





OEBPS/Images/shutterstock_65414215.jpg
|
)
I

o

Mi






OEBPS/Images/shutterstock_49527913.jpg





OEBPS/Images/shutterstock_67495711.jpg





OEBPS/Images/shutterstock_83733082.jpg
2|
N
//—-"—
~'q
L

#






OEBPS/Images/shutterstock_77892868.jpg





OEBPS/Images/jet_main_dance_floor.jpg





OEBPS/Images/royallinks_jp_08.jpg





OEBPS/Images/getbooked_jp_04.jpg





OEBPS/Images/universityth_jp_09.jpg





OEBPS/Images/weddingchapels_jp_02.jpg





OEBPS/Images/drivethruchapel_jp_03.jpg





OEBPS/Images/skymania_jp_15.jpg





OEBPS/Images/godot_new_1.jpg





OEBPS/Images/gcarts_jp_07.jpg
l 94;.’





OEBPS/Images/tim_1.jpg





OEBPS/Images/showcase_jp_03.jpg





OEBPS/Images/chinesenewyear_jp_06.jpg





OEBPS/Images/hammargrans_jp_01.jpg





OEBPS/Images/unicahome_jp_12.jpg





OEBPS/Images/shutterstock_40566991.jpg





OEBPS/Images/viva_elvis_-_courtesy_julie_aucoin_5.jpg





OEBPS/Images/samstown_jp_11.jpg





OEBPS/Images/adultsuperst_jp_08.jpg





OEBPS/Images/blv_jubilee_showgirl.jpg





OEBPS/Images/sensi_jp_07.jpg





OEBPS/Images/universityth_jp_04.jpg





OEBPS/Images/img_7530.jpg





OEBPS/Images/8-5-08rainint-oneal0004.jpg





OEBPS/Images/_mg_6444.james_canfield_s_up.nevada_ballet_theatre.photo_by_jeff_speer.jpg





OEBPS/Images/trifectatoddandbryanspancakeshow.jpg





OEBPS/Images/krave_jp_06.jpg





OEBPS/Images/chocolatefactory-106.jpg





OEBPS/Images/getbooked_jp_02.jpg





OEBPS/Images/downtowncocktail_jp_04.jpg





OEBPS/Images/bunkhouse_jp_17.jpg





OEBPS/Images/tomaszrossa5.jpg





OEBPS/Images/showcase_jp_06.jpg





OEBPS/Images/pinballhall_jp_01.jpg





OEBPS/Images/caesarspalace_pussycat_jp_0.jpg





OEBPS/Images/neonmuseum_jp_09.jpg





OEBPS/Images/altadr_jp_01.jpg





OEBPS/Images/aureole_jp_04.jpg





OEBPS/Images/goldengateshrimp_jp_03.jpg





OEBPS/Images/bellagio_jp_08.jpg





OEBPS/Images/smoked_salmon_blt.jpg





OEBPS/cover.jpg
Unsurpassable...

ireverent, entertaining
and written by locals
The Times

LAS VEGAS

Eat | Drink | Shop | Sleep | Explore | Enjoy






OEBPS/Images/fremontst_jp_02.jpg





OEBPS/Images/trips.png
Eccapes and

vaz?ems aQtJI\Ej\)l(cﬂos






OEBPS/Images/lv_-_map_00_off_strip_loc.png
IBay

Las Vegas
Hilton

McCarran
International

Mandalay Airport





OEBPS/Images/lv_-_map_00_downtown_loc.png
Hilton





OEBPS/Images/littlechapel_jp_06.jpg





OEBPS/Images/areas.png
- OAKEY BOULEVARD

W SAHARA AVENUE

AVENUE

TATH WA AITIVA

é

LAN (.ErAS

(ERJERIOERINAE

ICT

é T3S ITIAGY =
dI4LS 40 1SIM

McCarran
International
Airport

LAS VEGAS

sy A

© Copyright Time Out Group 2012

StopuaK oL

“SUNSET ROAD.






OEBPS/Images/day_trips.png
( R
cors] + unybney o uear Qff# sajabuy so7 0 v
@D < VINHO4IYD
uosissizsy N\
Buid: R
- SOUHIRORION g nar e o oo N
\ uy 0z :«/
peow eyeq e
V NO Z I ¥4 N J 3 ol gL =.,/
ﬁ..lll-o
o 3
- T ®
pousig amgsO asg
uesunop
Buisds
R )
@By .
o, 1sonaN
%, uokwe
¥00U poy
cov )
)
v waow
@ )

uoneesoey feuoreh

surerunoy Buiids
o4 IPIIM &

Jeuo 1 EN

Q
1i1esegq n h
sduy Aeqg
a v A 3 N oseq 99103
1y sijjeN

284 Time Out Las Vegas

fo Death Valley





OEBPS/Images/smokingsign_jp_03.jpg





OEBPS/Images/planet_hollywood_100.jpg





OEBPS/Images/c1hjjkhigh_res.jpg





OEBPS/Images/shutterstock_64189546.jpg





OEBPS/Images/shutterstock_57318349.jpg





OEBPS/Images/lv_-_map_00_the_strip_loc.png
Las Vegas
Hilton

Bellagio
Hard
Rock

k)- McCarran

International
Mandalay Airport
|Bay






OEBPS/Images/shutterstock_17878267.jpg





OEBPS/Images/runwayshow-101.jpg





OEBPS/Images/premiumoutlets_jp_01.jpg





OEBPS/Images/crystals_-_daytime_exterior.jpg





OEBPS/Images/forumshops_jp_08.jpg





OEBPS/Images/place001.jpg





OEBPS/Images/0218_north_entrance_3.jpg
LE MILE SHOPS

MIRAC

ot planet hollyweod resort & casino

SHOP THE PLANET

H A
Lﬁcﬁ@ RO yppAN ——
o | INEE
b | !
V' A

G






OEBPS/Images/78653-43_landmark_11-07-95.jpg





OEBPS/Images/beautybar-107.jpg





OEBPS/Images/newyorknewyork_jp_06.jpg





OEBPS/Images/tikiroom1final.jpg
YRS
L T

Nie V.
3 —





OEBPS/Images/dsc_2044.jpg





OEBPS/Images/freakinfrog_jp_09.jpg





OEBPS/Images/crystals_-_exterior.jpg





OEBPS/Images/hlv_carnaval_court_flair_tandem.jpg





OEBPS/Images/lv_-_map_00_large_locator.png
0 1 miles

0 1km

© Copyright Time Out Group 2012

Las Vegas
Hilton

McCarran
International

Mandalay Airport
|Bay






OEBPS/Images/circuscircus_jp_13.jpg





OEBPS/Images/springpreserve_jp_10.jpg





OEBPS/Images/shutterstock_40088848.jpg





OEBPS/Images/shutterstock_82993117.jpg





OEBPS/Images/ph_towers_hotel_exterior.jpg





OEBPS/Images/shutterstock_25140616.jpg





OEBPS/Images/shutterstock_564107.jpg





OEBPS/Images/114002651.jpg
ik 5






OEBPS/Images/hooverdam_jp_14.jpg





OEBPS/Images/beautybar-104.jpg





OEBPS/Images/shutterstock_10553833.jpg





OEBPS/Images/shutterstock_1753228.jpg





OEBPS/Images/shutterstock_11828161.jpg





OEBPS/Images/arizona_jp_02.jpg





OEBPS/Images/tomaszrossa3.jpg





OEBPS/Images/commercialcenter-111.jpg





OEBPS/Images/mgmgrand_jp_06.jpg





OEBPS/Images/man00273.jpg





OEBPS/Images/mtc00234.jpg





OEBPS/Images/harrahs_jp_02.jpg





OEBPS/Images/goldcoast_jp_03.jpg
GHINESE NEW YEAR CELEBRATION

DRAGON & LIUN DANCE






OEBPS/Images/luxor_jp_02.jpg





OEBPS/Images/blv_jubilee_finale.jpg





OEBPS/Images/phrc_peepshow_stage.jpg
rmm!jm'mmx-u





OEBPS/Images/card-3499.jpg





OEBPS/Images/49121-hi-celine_teal_dress.jpg





OEBPS/Images/flv_donny_marie_dancing.jpg





OEBPS/Images/pavilion_ballroom_filled_2011.jpg





OEBPS/Images/look14.jpg
.Q\\N\\*\MVV»VVPN. i
--~.~.§.~.§Pﬁﬁ
P“.ﬁ\hx /






OEBPS/Images/club_photo_7_lg.jpg





OEBPS/Images/spearmintr_jp_01.jpg





OEBPS/Images/mjwfxii_eltoroloco_2.jpg





OEBPS/Images/mir00560.jpg





OEBPS/Images/venetian_jp_14.jpg





OEBPS/Images/casino_floor_1.jpg





OEBPS/Images/wide_beachside_casino.jpg





OEBPS/Images/citycenter_exterior_with_crystals.jpg





OEBPS/Images/wynn_jp_03.jpg





OEBPS/Images/hardrockcafe_jp_03.jpg





