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SESSION OVERVIEW
Gambling is a massive industry, garnering billions of dollars in 

consumption across the world; global gambling revenue rose from 
$82.2 billion in 2005 to approximately $125 billion by the end of the 
decade (Associated Press 2006). As gambling grows, it also changes 
as it moves into the online world (Cotte and Latour 2009). Most re-
cently, many auction shopping sites have integrated gambling ele-
ments into their design (Geibelhausen, Robinson and Cotte, 2011). 
This session brings together four sets of researchers who have inves-
tigated the topic of gambling from a variety of different perspectives, 
and with diverse methods. We are building connections between ad-
diction psychologists, consumer psychologists, and sociologists. We 
are also bridging the experimental tradition to the CCT tradition to 
jointly investigate an important substantive consumption issue. Fi-
nally, our session discussion leader is a public health and sport mar-
keting theorist, with more of an outsider, public-health perspective 
on gambling behavior. All four research teams have already collected 
their data and are either in early phases of analysis and interpretation 
(Giebelhausen, Robinson and Cotte; Humphreys and Latour) or have 
completed the analysis and will be submitting papers for publication 
soon (Noseworthy, Finlay and Cotte; Rodrigo, Finlay, and Marmu-
rek).

The structure of the session is designed deliberately to move 
from the inside out. That is, we begin with two presentations that 
study problem gamblers from a psychological perspective, dem-
onstrating how context and priming can reduce at-risk problematic 
gambling behavior. The data for the first two papers was gathered 
using a simulated casino laboratory. In the first, Noseworthy, Fin-
lay and Cotte use music to affect dissociation; they demonstrate that 
the ambient context can reduce dissociation and gambling for at-risk 
gamblers, without affecting recreational gamblers’ behavior. In the 
second, Rodrigo, Finlay, and Marmurek show that priming gamblers 
with different imagery in the casino environment can also influence 
their gambling behavior. After these two papers, we build a connec-
tion to the consumer world outside the laboratory, with a discussion 
of a new substantive gambling phenomenon. Dubbed “shambling” 

by Giebelhausen, Robinson and Cotte, these authors present field 
data gathered online and in-person concerning penny auction sites, 
which are rapidly multiplying online, and which combine elements 
of shopping and gambling. Finally, we move to the outside view, 
concluding with Humphreys and Latour’s examination of the legiti-
mation process of online gambling; these authors use both archival 
and consumer survey data. 

We believe the session is likely to make an important contribu-
tion to consumer research in several ways. Obviously, this is a sub-
stantively focused session, and we hope to encourage more research 
on what is rapidly becoming an important experiential consumption 
practice. But beyond this, the methodological collision of at least 
five major methodologies for data collection (experiments, netnogra-
phy, ZMET interviews, surveys, and archival data) also demonstrates 
the strengths of building connections between multiple perspectives 
on a difficult issue. Finally, we contribute to the transformative con-
sumer research tradition, with a clear focus on potential public policy 
remedies and interventions designed around consumer welfare. The 
potential audience for this session would also be diverse. Groups as 
varied as consumer psychologists interested in dissociation and tem-
poral estimates and sociologists interested in societal processes of 
legitimation should all find something appealing here. 

The 75 minute session would be organized as follows. Each pa-
per will be presented in 12-15 minutes, leaving at least 15 minutes 
for Stephen McDaniel to offer his unique perspective and to engage 
the audience in active discussion of the topic. There are many ways 
to approach the study of gambling, and we hope to challenge audi-
ence members to get involved with the discussion and add their own 
unique perspectives to the session. 

The Impact of Ambient Adjustments on the 
Temporal Monitoring of At-Risk Gamblers

ExTENDED ABSTRACT
Time and temporal issues have a long history when it comes 

to casino gambling. There is a common belief that casino design-
ers actively discourage the use of temporal cues. And indeed, many 
casinos have neither window nor clock to infer duration of play. For 
many gamblers, it may be important to accurately keep track of time 
spent gambling, but that can be hampered if they enter a dissocia-
tive state. Dissociation is “the lack of normal integration of thoughts, 
feelings, and experiences” (Bernstein and Putnam 1986; 728) and 
involves an aberrant perception of time (American Psychiatric As-
sociation 1994). 

Dissociative experiences occur when attention is deeply ab-
sorbed or focused, and when there is a loss of awareness or a lack of 
monitoring of internal states and external activities (Eisen and Lynn 
2001). It also occurs during periods of fatigue, stress, or intense ab-
sorption (Csikszentmihalyi 1997). Hence, dissociation is relatively 
common; it equally afflicts males and females; it tends to decline 
with age, while being unaffected by socioeconomic status, education, 
religion, or place of birth (Ross, Joshi, and Currie 1991). Neverthe-
less, there are individuals who suffer a predisposition to dissociate. 
These individuals not only have difficulty self-regulating destructive 
patterns in their behaviour, but are also highly susceptible to external 
ambiguity, such that cues in the environment around them affect their 
psycho-emotional state (Nordin and Nylander 2007). But despite 
growing evidence linking dissociation and addiction, there has been 
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little effort to explain why there is such an overwhelming occurrence 
of dissociation in casino gamblers. That is, if the predisposition itself 
is not relegated to the gambling context, why then is dissociative 
behavior so prominent in casinos?

The typical casino environment is designed to coerce arousal 
during consumption (Jefferson and Nicki 2003). Aroused states have 
a tendency to lead one to focus on fewer temporal cues (Mantel and 
Kellaris 2003). However, music in the context can overcome this by 
offering a syntaxtual structure that individuals can anchor on to infer 
duration (Noseworthy and Finlay 2009). It could be that individuals 
who are predisposed to dissociation may be quite susceptible to the 
common casino environment. Thus, music could be used to combat 
a maladaptive response to gambling. 

Two-hundred participants (n = 100 low-risk/non-problem gam-
blers; n = 100 high-risk/problem gamblers) were recruited from a 
prescreened sample of identified gamblers who varied in their pro-
pensity to engage in problematic gambling behavior. Each volunteer 
was paid $25 for their participation, and was assigned to one of two 
experimental conditions in a 2 (environmental stimuli: control vs. 
music) x 2 (gambler type: low-risk/non-problem gamblers vs. high-
risk/problem gamblers) x 4 (disruption points: diss1 vs. diss2 vs. 
diss3 vs. diss4) mixed factorial design. Gambling disruption served 
as the within-subjects factor and environmental stimuli and gambler 
type served as between-subjects factors. Participants were randomly 
interrupted from play at four different intervals: 6-minutes, 10-min-
utes, 4-minutes, and 12-minutes. Environmental factors were varied 
such that in the control condition, participants gambled with no audi-
tory interference. That is, they gambled as they would in a typical ca-
sino. The music condition differed in that a music track—developed 
by a media-production company—played in the background along 
with the ambient casino sound. 

Participants were tested in a slot machine laboratory and level 
of dissociation was assessed on a five-point scale (never, rarely, oc-
casionally, frequently, all the time) through five items: (1) Did you 
lose track of time?, (2) Did you ever feel like a different person?, 
(3) Did you feel like you were in a dream?, (4) Did you feel like you 
were watching yourself gamble?, and (5) Did you experience memo-
ry blackout? (Jacobs 1988). Participants responded to the same five 
items after each time they were disrupted from play. They were also 
instructed to respond in terms of the incidence of play that occurred 
since they were last interrupted, or in the case of the first stoppage, 
since their play began. Similarly, after each interruption, participants 
were asked to estimate the elapsed time since their last interruption. 

Overall, dissociation significantly predicted participants’ place-
ment in the problematic gambling index (  = .31, t(94) = 3.19, p 
< .005), as well as a significant proportion of variance in the index 
(R2

adj = .09, F(1, 95) = 10.17, p < .005). There was a three-way inter-
action between disruption, gambler type, and environmental stimuli 
(F(3, 94) = 4.38, p < 01). Dissociation decreased as a function of dis-
ruption in play. That is, dissociation dropped from disruption point 
#1 to disruption point #2 (Mp1 = 2.00 vs. Mp2 = 1.84; p < 001), from 
point #2 to point #3 (Mp2 = 1.84 vs. Mp3 = 1.71; p < 005), and then 
leveled off from #3 to #4 (Mp3 = 1.71 vs. Mp4 = 1.75; p > 05). At 
disruption point #1, there was a significant interaction between envi-
ronmental stimuli and gambler type (F(1, 96) = 28.00, p < 001). The 
level of dissociation in low-risk/non-problem gamblers (LR-NPGs) 
did not significantly vary with the introduction of music into the am-
bient environment (M = 1.52 vs. Mc = 1.72; F < 2). Conversely, the 
level of dissociation in high-risk/problem gamblers (HR-PGs) varied 
significantly with the introduction of music into the ambient environ-
ment (M = 2.78 vs. Mc = 1.94; F(1, 96) = 36.30, p < 001). A similar 
phenomenon occurred at disruption point #2; the level of dissocia-

tion in LR-NPGs did not significantly vary with the introduction of 
music into the ambient environment (M = 1.42 vs. Mc = 1.60; F < 
1.5), but dissociation in HR-PGs did vary with the introduction of 
music (M = 2.60 vs. Mc = 1.68; F(1, 96) = 33.78, p < 001). The same 
pattern happened at disruption points #3 and #4.

High risk problem gamblers displayed understated estimates of 
elapsed duration (disruption point #1 = t(1, 25) = -2.75, p < .05; #2 = 
t(1, 25) = -2.50, p < .05; #3 = t(1, 25) = -1.93, p = .06; #4 = t(1, 25) 
= -1.65, p = .10). As expected, the effect became more muted as the 
disruption points progressed, indicating distraction helped mitigate 
dissociation. Importantly, HR-PGs did not display understated esti-
mates when music was introduced in the ambient environment (p’s 
ranging .21-.45 linearly across the four disruption points). This was 
consistent with the LR-NPGs. 

The results of this study help explain the overwhelming occur-
rence of dissociation in casino gamblers. Although the predisposition 
itself is not relegated to the gambling context, dissociative behavior 
is so prominent in casinos partly because of the environment itself; 
this knowledge can be used to help at-risk gamblers. Many casino 
operators openly advocate mitigating problem gambling, but are re-
luctant to influence the recreational gambler. We show that subtle 
changes in the casino ambient environment can have dramatic con-
sequences.

Measuring The Effects of Pictorial and 
Text Messages on Memory and Gambling Intentions 

Within a Casino Environment

ExTENDED ABSTRACT
Problem gambling is prevalent in today’s society with the in-

crease of available opportunities for people to gamble. Marketers 
and policy makers are searching for innovative ways to convey harm 
reduction messages to gamblers inside and outside the casino en-
vironment. This study investigated the effects of pictorial and text 
messaging about the risks of excessive gambling within casinos. It 
followed a 2 x 2 x 2 between-subjects design. The first factor was 
whether participants were exposed to information that primed gam-
bling-related concepts (the consequences of excessive amounts of 
time and money spent) versus an unrelated at-risk concept (environ-
mental sustainability) prior to completing subsequent experimental 
procedures. In an ostensibly unrelated task, respondents were asked 
to evaluate a brochure that had been developed to help first-year uni-
versity students to adapt to life on their own. In the gambling-related 
condition, the brochure contained information about time and money 
management. In the condition unrelated to gambling, the brochure 
contained information about environment sustainability and tips 
for going green. Following exposure to brochure information, all 
respondents answered four questions about the effectiveness of the 
brochure’s message and appearance.

The second factor was the presence of a pictorial versus a text 
message on a television screen to the right of the slot machine at 
which each individual was playing in a gambling setting. Text mes-
sages were in the form of three sentences (e.g., “Do you know how 
much money you have spent?”) which appeared individually for 
30-second intervals on a TV screen for 30 minutes while respondents 
played slot machines in the setting. Pictorial messages were three 
different pictures (e.g., an individual with empty pockets turned in-
side-out) which similarly each appeared for 30-second intervals on a 
TV screen for a total of 30 minutes.

The third factor was type of memory measure for the text or 
pictorial message following 30 minutes of play on the slot machines. 
Measures were either implicit (word association, stem completion) 


