


MYTHOLOGIES OF SYSTEMS
Exploring and Disrupting Systems of Exclusion
 
This project is rooted in the critical exploration of systems design as both a mechanism of power and a 
site of erasure. Through gamification, modeling, and narrative storytelling, the studio interrogated how 
rules, boundaries, and hierarchies are constructed to include some and exclude others. Each system: 
economic, social, political, or spatial carries a mythology: a logic that seems neutral until disrupted.

Over the semester, I constructed a speculative prison-military-media complex, tracing how architectural 
space, incarcerated labor, and media manipulation interact to sustain cycles of exploitation. By 
mapping, glitching, and reimagining this system, I exposed the subtle complicities that uphold it, 
privatized prison labor, restricted narratives, and hidden thresholds of control.

Using glitches, modular disruptions, and character-based storytelling, I reoriented this world through 
the lens of those excluded from it. The final intervention, a towering media house embodies both 
visibility and concealment, anchoring the system while revealing its inner fractures. Through iterative 
modeling, visual mapping, and narrative sequencing, the project critiques systemic erasure while 
imagining new thresholds of agency and disruption.Reframing Incarceration through Architecture & 
Media. This project investigates the architecture of power within a prison-industrial complex, tracing 
how incarceration is sustained and obscured through systems of labor, media, and corporate control. It 
unfolds across multiple scales, from the intimate space of a work gear room to the monumental 
presence of a media skyscraper, revealing the hidden thresholds where influence and resistance collide.

I. RULES: Present the System                    3 - 5
Part A: Miniature Systems Mapping
Part B: Microcosm Analysis – The Alabama Prison System

II. GLITCH: Reframe the System                  6 - 10
Part A:10 5x5 Modular Glitches
Part B: 5x5x5 Threshold Artefacts

III. INTERVENTION: Reorient the System                       11 - 14
Part A: Cartography
Part B: Threshold Devices (S, M, L)

IV. REPRESENTATION: Represent the System              15 - 22
Part A: Postcards and Storyboards
Part B: Final Threshold



Part I  RULES
The project begins with a mini systems map of rice harvesting, a daily system of labor with embedded hierarchies and flows. This leads into a 
macro analysis of the Alabama prison system, mapping how incarcerated labor, prison officials, private corporations, advocacy groups, and 
parole-denied prisoners operate within a tightly regulated ecosystem. Through megadrawings and diagrams, I visualized how resources like com-
missary, transportation, and manufacturing circulate among players under explicit and implicit rules of control and exclusion.





Players and Resources
Identified from the Alabama prison system microcosm, the players 
represent key agents who sustain and are affected by carceral operations: 
incarcerated workers, prison officials, private corporations, prisoners 
denied parole, and advocacy groups. Each player interacts with specific 
resources that structure the system’s flows of control, labor, and mobility 
ranging from work gear and incarceration infrastructure to commissary 
networks, manufacturing facilities, and transportation systems. This 
mapping highlights how labor is extracted, narratives are controlled, and 
rights are negotiated within a closed-loop of economic and institutional 
dependency. This revealation of the underlying power structures and 
dependencies within a closed institutional loop clarified how control is 
distributed and sustained through labor, surveillance, profit, and 
restricted mobility. It informed every phase of the project, from the glitch 
matrices to the design of threshold artefacts and narrative storyboards, 
allowing each spatial and representational move to be rooted in real 
systemic dynamics. By making these relationships explicit, the project 
was able to critically explore the role of architecture and architectural 
elements in enabling the systems of exclusion.
Players 

Resources



Part II  GLITCH
Using a 5x5 matrix, I disrupted the spatial logics of incarceration across five scales. Players and resources from the prison system were reassembled 
into axonometric configurations, applying organizational strategies (grid, radial, linear, central,and clustured)  and spatial glitches (mirror, rotate, 
overlap, shear, and scale). At the room scale, work gear storage became a threshold condition. at the building scale, a prison’s internal structure was 
examined, and at the block scale, the system’s entanglement with private corporations and commissary networks emerged.





Part IIb: 5x5x5 Threshold Artefacts
Three thresholds were extracted from different scales, each representing a zone of friction. The room-scale threshold (medium) explored the 
backstage infrastructure of a media house, where information is filtered. The building-scale threshold (small) depicted private corporate cubi-
cles, illustrating compliance and bureaucracy, and digital oversight. The block-scale threshold (large) addressed the prison itself as an architec-
tural mechanism of entrapment, labor, and surveillance. I explored the “thinking through making” with the thresholds and crafted a narrative for 
each of the three thresholds that tell a different story.







Part III: INTERVENTION
A large-scale 18 X 18 X 6 (in inches) cartographic model was developed to stitch these thresholds into a speculative prison city. The name of this 
microcosm is - Apex. This topography revealed how systems of control extend beyond walls into media narratives, transport routes, and urban 
fabric. Three expanded device models 9 X 9 X 9 (S, M, L) connected threshold conditions, articulating spatial hierarchies and constituent flows.



Small Scale: Corporate Cubicle
This threshold represents the private corporation’s workspace—a compact, controlled environment where digital labor and compliance are enforced through 
spatial monotony and surveillance. The device explores how isolation, compartmentalization, and restricted vision contribute to systemic detachment from the 
effects of incarceration, yet remain essential to its operation. 



Medium Scale: Media Infrasrtucture
Positioned within the media house, this threshold mediates the flow of information filtering what is seen and circulated. Architecturally, it manipulates the stories, 
transparency and layering to reflect editorial bias, manipulation of truth, and selective exposure. It becomes a spatial metaphor for complicity masked as neutrality.



Large Scale: Prison Complex
At the urban scale, this threshold expands into the prison itself an infrastructural and spatial instrument of long-term containment and labor extraction. Designed as 
a dense, interlocking system, the device reveals how movement is controlled, how work is extracted, and how architecture reinforces psychological confinement. 



Part IV: REPRESENTATION
Through a series of postcards and storyboards, the system was brought to life via three characters:

• An incarcerated worker, stuck in an endless cycle of labor and denial.
• A former media official, who escaped the system and now seeks to expose its inner workings.
• A current media executive, complicit in maintaining and profiting from the narrative of control.
• Each vignette captured daily moments, showing how architecture conditions freedom and silence.



Storyboard 1: A Week in the Life of a Media Executive
This storyboard follows a media executive who is deeply embedded in the system, benefitting from and upholding its architecture of control. Over 
the span of a week, we see their routine in the towering media skyscraper—overseeing content production, meeting with corporate partners, and 
manipulating narratives that maintain public ignorance. The sequences reveal a life of privilege, isolation, and subtle complicity, where power is 
exercised not through force, but through selective storytelling and omission. 



Storyboard 2: Six Months in the Life of an Escaped Media Official
Spanning six months, this storyboard traces the fragmented and unstable life of a former media worker who escaped the system. From initial 
disillusionment to quiet acts of resistance, we follow their journey through hidden networks, coded messages, and underground platforms as 
they attempt to expose the truth. The panels depict moments of fear, anonymity, and brief connection suggesting the emotional toll of defy-
ing a machine designed to silence dissent.



Storyboard 3: A Day in the Life of an Incarcerated Prison Worker
This storyboard captures a single, repetitive day in the life of an incarcerated worker. From the early morning wake-up to forced labor in the 
manufacturing wing and restricted recreation hours, each panel emphasizes the monotonous, tightly controlled rhythm of prison life. Moments 
of exhaustion, dehumanization, and fleeting glimpses of hope underscore the invisible labor that powers the system. The storyboard positions 
this character not just as a subject of confinement, but as a foundational force sustaining institutional profit.



Narrative Device
The narrative device in this project serves as a conceptual and spatial tool to thread together the fragmented experiences of individuals embed-
ded within the prison-media-industrial system. Positioned in storytelling, it captures how space produces and conceals narratives of power, labor, 
and resistance. The device operates as both map and a fragment layering time, character, and architecture into a three-dimensional form. Its 
components reference the spatial environments of each protagonist: the control-driven media skyscraper, the anonymous in-between spaces of 
the escaped official, and the rigid corridors of the incarcerated worker. Through cutouts of characters/ players and resources and stragetic place-
ment of these it reveals how each character navigates visibility, confinement, and agency within the system.



Final Threshold: The Media House
The project culminated in the design of a monumental media skyscraper, a threshold where control becomes architectural. This final model 
explores privacy, spectacle, and systemic opacity. As the central node in the prison-military-media nexus, it both reveals and conceals. Its 
spatial form embodies contradiction: an icon of truth-making built on selective access and institutional power.





This project began as a way to understand how systems 
operate not just in theory, but in real, everyday spaces. What 
started with mapping a rice harvesting cycle led me into the 
complexities of the Alabama prison system, where labor, 
punishment, media, and profit are deeply intertwined. 
Through this, I started to see how architecture isn’t neu
tral, it’s complicit. It holds people in, pushes them out, hides 
stories, and sometimes, tells them and shapes them.

Breaking the system apart through drawings, glitches, 
models, and characters helped me understand how deeply 
embedded these structures are, and how easy it is for them to 
go unnoticed. Each phase,whether it was the glitch matrices 
or the threshold artefacts, was a way to make that invisibility 
visible. The expanded thresholds, especially the prison com
plex, the corporate cubicle, and the media house, helped me 
test how architecture can uphold  or question it.

The narratives became a turning point in this project. Design
ing from the perspective of someone stuck inside, someone 
who escaped, and someone who benefits from the system 
grounded everything. It reminded me that architecture isn’t 
just about form or function, it’s about people, and what 
they’re allowed or not allowed to do in a space. The media 
skyscraper as a final threshold tried to capture that tension: 
it’s powerful, towering, controlled, but also cracked open, 
asking what’s being hidden and who gets to decide the story.

This project has changed how I see systems and space. It’s 
made me more aware of the power dynamics that architecture 
often masks. More than anything, it’s a reminder that design is 
never just design it is political, and it matters who and what 
we’re designing for. I’m leaving this project with more ques
tions than answers, but maybe that’s the point: to stay curious.

Project Conclusion



Multigenerational Housing Project
This project explores how architecture can support layered relationships, shared responsibility, 
and long-term rootedness through the design of a multigenerational housing complex. Set in a 
dense urban neighborhood in Albuquerque, the design responds to the evolving needs of a 
Nepali family living across three generations blending tradition, adaptability, and communal care.
The building is organized to support both independence and interdependence. The ground floor 
houses a commercial restaurant that connects the community to the public realm, while the upper 
floors hold private residential units, shared kitchens, prayer rooms, and communal gathering 
spaces. Each program is carefully zoned to balance privacy and collectivity, structured around 
light-filled cores and intuitive circulation paths. Key design elements such as integrated prayer 
spaces, adaptable living units, and shared domestic areas honor cultural traditions while accom-
modating future needs. The project considers how life unfolds across time: spaces are designed 
not only for who lives there now, but who will grow into them over the next 15 to 30 years.
With a material palette of concrete, glass, aluminum, and steel, the architecture expresses both 
permanence and openness. It creates a durable yet sensitive environment where stories, rituals, 
and daily routines can coexist. This project asks how architecture can move beyond individualism, 
and instead serve as a framework for generational continuity, support, and cultural resilience.



Rocket Slab: Dual-Scale Concrete Casting
This project explores the versatility of form and materiality through the casting of a rocket slab a sculptural concrete 
object designed to operate at two radically different scales. The process began with designing and fabricating a 
formwork for casting a unique slab, using geometry and texture to push the limits of concrete as both structural and 
aesthetic material. At the tiny scale, the slab functions as a succulent holder a tabletop object where the detailing, 
surface texture, and material imperfections are closely read. This scale emphasizes tactility, hand-held interaction, 
and the way light and shadow interact with micro-topographies of the form. At the large scale, the same form is 
reimagined as a hot spring landscape, rendered as an immersive public space carved into the earth. The slab’s 
channels and pockets now become seating zones, thermal pools, and water flows highlighting how a single form 
can suggest vastly different spatial experiences depending on scale and context. The project challenged us to think 
across dimensions and uses, revealing how scale transforms not only perception, but also function and meaning. It 
celebrates concrete’s raw honesty while testing its potential to serve both human touch and landscape immersion.



Pop-Up Cooling Station: Geodesic Dome

In response to Albuquerque’s rising tempera-
tures and increasing extreme heat events, 
this project proposes a temporary, scalable 
cooling station designed to support vulnera-
ble communities during climate emergen-
cies. Set in the La Mesa neighborhood, the 
design uses a geodesic dome structure for its 
strength, material efficiency, and ease of 
deployment. The dome is lightweight, inflat-
able, and designed for rapid installation in 
vacant lots or parking areas. The project inte-
grates passive cooling strategies, such as 
high ventilation points, a single entrance 
oriented to reduce sun exposure, and a 
white, reflective exterior to minimize heat 
absorption. Inside, breathable insulating 
materials like closed-cell foam and recycled 
polyester with air channels ensure thermal 
comfort for 5 to 7 people. The goal was to 
create a low-tech, high-impact solution that 
prioritizes accessibility, resilience, and human 
dignity in the face of environmental stress.
This intervention is not just about climate 
adaptation it’s about building care infrastruc-
ture for communities most affected by 
systemic inequalities and the climate crisis.



This portfolio brings together the architectural proj-
ects and design explorations I completed over the 
final two years of my undergraduate journey. As an 
international student from Nepal, studying architec-
ture in the U.S. has been both a challenge and a gift, a 
space where I’ve learned to merge the values I carry 
from home with the tools and perspectives I’ve gained 
here. My work is often grounded in systems thinking, 
storytelling, and care, whether I’m designing a multi-
generational home, reimagining prison infrastructures, 
casting a concrete slab, or proposing public cooling 
stations in response to climate urgency. Personally I 
have found that my strength lies in concept formation 
and I throughly enjoy the design process from the 
research to creation. I have come to realzie the power 
of design and I levraged my adobe creative suite skills, 
design thinking, rhino, revit, and cad software skills to 
manifest my ideas into creation of the designs.

Each project in this portfolio is a reflection of how I’ve 
grown not just as a designer, but as a listener, a collab-
orator, and a thinker who cares deeply about how 
people live and what architecture can do to support, 
question, or transform the systems we live in.

Thank you for taking the time to engage with my work. 
Your attention means a great deal to me, and I hope 
these projects offer something back whether it's a 
moment of curiosity, reflection, or inspiration.

With gratitude,
Shubhangi Khanal
Undergraduate, Architecture.


