
 

 

 

 
 

 
RESEARCH QUESTIONS 

What impact do red lights, casino-related sounds and 
other people have on gambling behaviours?  
 
PURPOSE 

Gambling environments, including casinos, are often 
characterized by warm colours, reward-related 
sounds, and the presence of other gamblers. To date, 
very little research has investigated the impact of 
casino-related factors on gambling-behaviours. 
Research shows that some environmental aspects of 
casinos, including red lights and fast tempo music, 
affect gambling-related behaviours including betting 
speed and risk taking. The aim of this study was to 
examine the impact of light, sound and pairs (i.e., 
another person) on decision-making during the Iowa 
Gambling Task. The role of implicit versus explicit 
competition was also investigated.  
 
HYPOTHESIS 

Compared to the control condition (gambling alone 
with no sound and white lights), participants who 
performed the Iowa Gambling Task with casino-
related sounds and red lights were hypothesized to 
make choices with high rewards but higher losses, 
have lower reaction times after net losses, and lower 
desk response shifting after net losses. Performing 
the Iowa Gambling Task against another participant 
and with casino-related noises and red lights was 
hypothesized to further modify performance on the 
task.   
 
PARTICIPANTS 

Participants were 80 adults recruited via newspaper 
advertisements in Belgium (male = 70%, average age 
= 23 years). Problem gamblers were not eligible to 
participate. 
 
PROCEDURE  

First, participants completed a self-report measure of 
anxiety and were taught how to complete the Iowa 
Gambling Task. Next, participants were randomly 
assigned to one of four conditions: the control 
condition (alone, white light, no sound), the casino  

 
 
alone condition (alone, red light, casino-related 
sounds), the implicit competition casino condition 
(face-to-face with another participant, red light, 
casino-related sounds) and the explicit competition 
casino condition (face-to-face against another 
participant, red light, casino-related sounds). Next, 
participants completed the computerized Iowa 
Gambling Task (either alone, with or against another 
participant) either in a neutral room or in a room with 
casino-related background music and red lights. To 
complete the Iowa Gambling Task, participants chose 
cards from 1 of 4 decks labelled A, B, C, or D. They 
were free to switch between decks at any time. Two 
of the decks were advantageous and resulted in a net 
gain, and the other two were disadvantageous and 
resulted in a net loss. The Iowa Gambling Task lasted 
for 5 rounds of 20 trials per round. After the task, 
participants completed self-report questionnaires and 
received €10. 
 
MAIN OUTCOME MEASURES 

The number of cards picked from the advantageous 
decks in each stage, response speed after rewards 
and losses, and response shifting after rewards and 
net losses were used to measure gambling behaviour.  
 
KEY RESULTS 

Participants in the intrinsic and extrinsic competition 
conditions reacted more quickly to net rewards and 
net losses than did participants in the conditions in 
which they completed the task alone. Control 
participants reacted more slowly after losses than 
rewards, but this difference was not found in the other 
groups. The decision to choose a card from an 
advantageous deck or to switch to a new deck after a 
win or loss did not vary by condition.  

 
LIMITATIONS 

Participants consisted of non-problem gamblers. 
Future research could investigate the impact of 
casino-related environments on problem gamblers.  
 
CONCLUSIONS 
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The casino-like environmental conditions (i.e., red 
light, sound, and the presence of another person) 
impacted certain gambling-related behaviours. 
Specifically, in the casino conditions, participants did 
not slow down before making their next card selection 
after a loss, as participants in the control condition did. 
Additionally, participants who completed the task with 
another participant also choose their next card faster 
than those gambling alone. These results suggest 
that one effect of the casino environment is to 
increase betting speed. However, the casino-related 

environmental factors were not found to impact deck 
selection. Interventions to reduce problem gambling 
could target situational factors (e.g., lights, sounds) 
that may contribute to the development of problem 
gambling. 
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