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Nordic Light

+ What does design mean to you?

“The Nordic Light approach to good design is nowveay of
looking at things, but a way of looking at life....un
mission Is to welcome you into an environment afosig
personalities....

“Our designers wanted to to enable guests to infige the
design themselves...they developed a light bed inrctvhi
guests can freely blend the colours. Light is agch a
perception as a property and it depends on the
perceiver’s attitude and experience”



Research Goals

¢ Examine psychological influence of casino design
on emotional responses and behavior:

¢ Playground vs. Gaming macro casino designs

¢ Specific design elements: structural design antapa
layout

¢ |Interaction between trait and environmental
emotion; testing the match/mismatch
hypothesis



Design Dichotomy

Macro Casino Design

I I
Playground (Kranes, 2000) Gaming (Friedman, 2001)
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¢Feeling of home; comfort; +#No landing; no barn

pleasant; crossing a threshold N .
#Low cellings; nothing to draw

+Design Is entertaining and eye above level of play
Immediately legible S _ _
| 3 #|nitial view is machines; design
¢0Open space; high ceilings; is machines
vegetation; water _
#Mazes create private space and

+Fantasy; playground; encourage continuous play
entertaining design
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Gaming



Pleasure, arousal and dominance (PAD) (Mehrabian,
1996)

Rate how they felt in the casino setting on follogvdimensions:

Pleasure: annoyed....... pleased

Arousal: relaxed......... stimulated



¢ Pleasure, arousal and dominance (PAD)
temperament (Mehrabian, 1996)

¢ First natures (Little, 2000)

¢ “The greater the discord between situational busden
and first natures, the greater will be the psycticial
strain”



¢ Pleasure:
Degree to which your temperament corresponds vidtadiective pairs:
hateful........ interested  scornful...... happy
¢ Arousal:
Indicate strength of agreement with 16 statements:

“when | get stirred up, my heart beats fast ang&ems beating for
awhile”

“l tend to relive exciting emotional episodes oved @ver again”



¢ Fit between personal characteristics and
environmental ‘affordances’ (person-environment
congruence) explains psychological well-being;
misfit Is associated with maladaptive behavior
(Kahana et al., 2003)

¢ Positive incongruence occurs when there Is an
environmental oversupply; negative incongruence
IS assoclated with an environmental undersupply



At-risk intentions to gamble beyond planned
levels (ARI)

“I would probably bet or play more than | wantedcatahis place”

“I would have trouble quitting without placing on®re bet at this place”

Restorative ability of environments
(McKecknie, 1977)

“This place is fascinating”

“This place has interesting features that draw ttgnéion”



+ N=484 recruited via posters, newspaper ads

# Tested in small groups (3-10); viewed 2 videos
(Playground and Gaming) within one of five design
element conditions

# QOrder fully counterbalanced

¢ Completed outcome measures, Problem Gambling
Severity Index (PGSI), PAD temperament scale,
demographic and gambling behavior information

* NP 23%:; Low risk 26%; Moderate risk 37%; Problerdl4



Mismatch effect on ARI; higher ARl when (EA
high and TA low) or when (EA low and TA high);
more pronounced when environmental emotion
exceeded trait emotion (EA > TA)

Restoration higher for harmonious match
conditions than for mismatch conditions

(EP high and TP high) or (EP low and TP low)



2 X2 x2 x4 (Design x Environment Emotion X Trait
Emotion x PGSI) mixed ANOVA

Low TA, low EA |128
High TA, high EA| 160
Low TA, high EA | 93
High TA, low EA 103

Match = 288

Mismatch = 196




Main effects of PGSI, Design, EA significant

NP 2.55; LR 3.01; MR 3.90; P 4.56
Playground 3.75; Gaming 3.25

EA Low 3.05; EA High 3.96

Design x TA x EA interaction significant



Results -Design x TA x EA interaction




2 X2 x2 x4 (Design x Environment Emotion X Trait
Emotion x PGSI) mixed ANOVA

Low TP, low EP |135
High TP, high EP | 129

Match = 264

Low TP, high EP |114
High TP, low EP 106

Mismatch = 220




Main effects of EP significant
TP x EP interaction significant

4 - way Interaction significant



Results — 4 - wainteraction




Results — 4 - wainteraction
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Casino design influences gambling intentions and
emotions

Boundary conditions on match\mismatch hypothesis

High EA Is a necessary condition for the mismatch
effect predicted by the trait-state congruence
hypothesis on ARI

Effects depend on outcome measured, on type of
emotion and on pole of emotion (high vs. low)

Casino design and gambler subtype moderated the
effect of trait-state pleasure congruency on restmmn

Provides framework for intervention and counseling



Additional methodologies

Conjoint study
Virtual reality



Future Research
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