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ABSTRACT 

This thesis explores gambling as a le isure act ivity and consumption experi ence. Cas ino 

development in South Africa - formerly illegal in the country - is occurring at an 

unprecedented rate . In 1996. the new democratic Govemment passed legislation to a llow up 

to forty casinos to be developed throughout South Africa. This was viewed as a means of 

developing tourism as we ll as the input of revenue into the country's economy. South 

Africa's gambling industry is now similar to that of the United Slales and Australi a. Starting 

with remotely situated cas inos, access ible primari ly 10 upper income cliente le, leg islat ion has 

softened to a llow fo r the licens ing of casinos within the major urban areas of thi s country. 

This has led to casino gambling be ing access ible to thousands of people, those who can 

afford to indulge in thi s le isure activity and those who cannot. 

This thesis explores the engineering of space to create an atmosphere of compuls ion, and the 

response of communities given access, for the first time, to cas ino gambling close to ho me. 

The second legal casino in KwaZulu-Natal , the "SugarMill Casino", opened on 2 February 

200 1, on a temporary site in Mount Edgccombe, north of Durban, adjacent to the 

predominantly Indian suburb of Phoenix. Phoenix was planned and deve loped in 1976, as a 

res idential area for the low- income Ind ian population. Therefore, the location of thi s casino 

has been subject 10 much critic ism. 

This study looks at the symbolic economy of the SugarMill casino in terms of the symbols 

used in market ing the cas ino as we ll as its architectural symbolism. The symbolic economy 

of the casino uses loca ll y based ' cultura l capital ' to create a space o f compulsion, through 

space planning and marketing campaigns. Although the cas ino has onl y being in operation for 

a short time, an im portanl aim of thi s thesis is to detennine whether these strategies are 

working and why. The perceptions and att itudes o f Phoenix res idents towards the casino, 

their use of and expenditure at the facility as well as the creation of problem or compuls ive 

gam blers are explored . The importance of gambling in re lation to other leisure activities is 

a lso assessed. 

The findings of thi s study suggest that the architectura l theme and symbols as well as the 

marketing campaigns employed by the SugarM ill cas ino have been successful in attracting 

gamblers to the casino because the majority of respondents have visited the cas ino and 
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gambled there. Wh il st gambling is not the main leisure activity that respondents engage in, it 

is certainl y a signi ficant fonn of leisure since forty-e ight percent of the sample c ited 

gambling as the ir main le isure activi ty. Reasons ror thi s vary but contri but ing fac tors include 

the access ibility of the casino in close proxi mity to the ir homes as well as the general lack of 

a va riety of recreational a lternat ives in Phoenix. 
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CHAPTER ONE 

INTRODU CTION 

1.1 Tbe Context of tbe Thesis 

Gambling, in onc form or the other has been present in most cultures since ancient times 

and is widely pracliced at all levels of the social hierarchy in most countries. Having in 

the past imposed legislation that bans gambling, many countries have learned their lesson 

that such legislation is di fficult to enforce and only leads to illegal operations. By 

legal ising gambling, authorities can ensure that the industry is properly regulated and 

contro lled. The expansion of the gambling industry is ever increasing and this can be 

mainly attributed to the changing attitudes of society towards gambling from that of 

aversion to greater acceptance and the fact that gambling is an important component of an 

economy. Social costs cannot, however, be ignored. 

In South Africa, prior to 1996, gambling in all its fonns (with the exception of horse 

racing) was illegal in South Africa (Wiehahn, 1995: I). However, post 1996, South Africa 

has been quick to join the ranks of international gambling countries. Once a provincial 

Gambling Board awarded a casino license, downscaling of the proposed casino 

development was not permitted, even if the market in the proposed area of development, 

dictated some sort of downscaling (The Independent on Saturday, 10/03/200 1). Huge 

capital expenditures and mega developments - for example, in Gauteng, the multimillion 

Rand casinos 'Montecasino' and ' Caesar's Gautcng' - are evident in these initial stages in 

the development of the South African casino industry. 

With a country like South Africa, which faces problems of poverty, the positive and 

negative impacts of gambling need to be assessed. The impact of gambling on the South 

African economy will presumably have positive impacts with regards to the generation of 

employment opportunities; it will be a source of lax revenue (income tax and gambling 

tax); much needed infrastructure while generat ing economic growth through investment. 
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However, with regard to the negative social impacts of gambling, very little research has 

been done in South Africa (Rule and Sibanyoni, 2000:9). It is hoped that, with further 

research on the social and economic impacts of gambling in South Africa, it is clearly 

incumbent upon the Government, represented by the national Gambling Board, to protect 

the public via the implementation of policy and from excesses associated wi th gambling, 

such as bankruptcy; disruptions to family life and nonnal economic act ivity; and 

psychological addiction (Kule and Sibanyoni , 2000: 118). 

In the international literature, the deve lopment of casinos c lose to low-income areas has 

been met with much criticism. For example in a study by Crush and Wellings (1983: 

687). it was found that casino development in Lcsotho and Swaziland in the early 1970's, 

had a negative impact on the local populations of these countries, mainly poor people, 

because they resorted to gambling as a means to get money at the expense of other basic 

needs. Of course, money was lost more often than gained. The development of casinos on 

Indian or native American Reservations in the United States of America, generally poor 

communities, has been a top ic of much debate. Magnuson (1994), states that whilst some 

native Americans view casino development as a means of providing the economic 

independence they require, others view it as a spiritual cancer eating away at what is left 

of native American communit ies. 

In KwaZulu-Nata l, the rirst legal casino opened in Newcastle in October 1999, and the 

second legal casino, the temporary SugarMill casino, opened in Mount Edgecombe north 

of Durban in February 200 1. The SugarMill casino, which is jointly owned, by Afrisun 

KwaZulu-Nata l and Sun International is the casino under study in this thesis. A new 

pennancnt casino ca lled ' Sibaya Resort and Entertainment World '. is expected to be built 

by late 2003. Temporary casinos are viewed as a stepping stone measure designed to fill 

the gap until pennanent facilities are established, in the meantime ensuring a cash fl ow to 

the province and to the casino operators. 

The SugarMill casino is located very close to the predominantly low-income suburb of 

Phoenix. This has been one of the main reasons that has led to the choice of this study, 
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namely the issues raised by the development of a casino so close to a poor residential 

area. The aim is to reveal the manner in which this casino operates as a space of social 

compulsion. The theme and architectural symbolism of this casino was studied in order to 

explain the way in which these factors and the marketing of the casino creates a space of 

social compulsion. Phoenix residents' use of the casino as well as attitudes and 

perceptions towards the casino was obtained by means of a questionnaire and responses 

are also documented. 

In the period immediately prior to the opening of the SugarMill casino, some concerned 

critics predicted that the violence. street crime. prostitution and drug abuse that is evident 

in Phoenix, would get worse, when thousands of residents would flock to the nearby 

casino in the hope of winning money. According to sociologist Ashwin Desai, the social 

implications of a casino being so close to Phoenix could be far-reaching as pensioners, 

the young and desperate people lose money rather than gaining it through gambling, and 

the already poverty stricken people of Phoenix find themselves poorer still (Sunday 

Tribune, 28 January 200 1). Desai further stated that for many people in Phoenix, life is 

already a roulette wheel and the casino will serve only to double the odds, whilst the 

positive impacts of job creation could be rendered meaningless by the potentially 

devastating social consequences. This sentiment was supported by Professor Brij 

Maharaj , a Univers ity of Natal geographer, who argued that there had often been a 

tendency to over emphasise the economic benefits and underestimate the social costs 

associated with casinos (Sunday Tribune, 28 January 2001). Mount Edgecombe 

psychiatrist, Dr.Hemant Nowbath stated that the decision to locate the casino on the 

doorstep of Phoenix was short-sighted since pathological or problem gambling is a 

recognised impulse-control disorder and that the psychosocial consequences can be 

severe (Sunday Tribune, 28 January 2001). These opinions can be read in Appendix I. 

On a personal note, the researcher has spent vacations at a number of casino resorts 

around South A frica. The euphoria of winning money at a casino cannot be compared to 

the despair and sense of hopelessness felt after losing money. something witnessed by the 

researcher when observing gamblers, on a number of occasions. Elderly men and women, 
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who undoubtedly have come to the casino with their mcager pension or disability grant, 

spend many long hours si tting, almost sleeping. on hard wooden benches sprawled 

around casinos, waiting for their transportation back home, after having lost their money 

to the slot machines and gaming tables. Young chi ldren are often left unattended at the 

childrens' amusement centres, whilst parents gamble. Besides gambling, men and women 

also tend to indulge in large amounts of alcohol and smoking, sometimes leading to 

rowdiness within the gaming area. While these are only some of the aspects observed by 

the researcher, they do suggest that the lure of money is extremely powerful. Unless 

people gamble responsibly. South Africa could soon become a nation of gamblers. 

Concomitant with the high levels of poverty and unemployment in this country, this 

surely spells a recipe for disaster. 

This study which focuses on the leisure activity of gambling and the engineering of space 

that crcates an artificial world, resulting in escapism from <reality ' into a world of money 

spending, is essentially a geographic phenomenon, and there are a number of ways 

through which a geographical perspective can illuminate this study. The geographer's 

approach to tourism and leisure sheds light on the location of tourist areas, the 

movements of people created by tourism locales, the changes that tourism brings to the 

landscape in the fonn ofleisure and tourism facilities, dispersion of tourism development 

physical planning, and economic, social and cultural problems (Goeldner et al. , 2000:23). 

According to Williams (1998: 17), the spatial distribution of tourist and leisure 

phenomena includes the spatial patterning of supply as well as locations at which a 

leisure activity can be pursued. In the case of the SugarMill casino, it is located close to a 

low-income residential area and the leisure activity of gambling can have a potentially 

llamaging effect un the community and therefore needs to be studied. 

Geographers also have a legitimate interest in the resulting impacts of tourism and leisure 

activities since these exhibit variations across time and space. Impact studies have 

traditionally considered the relatively broad domains of environmental, economic, social 

and cultural impacts, each of which has a geographical dimension. It can therefore be 

argued that geographers need to be more active in exploring these issues (Williams, 
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1998: 17). I f we limit ourselves to conventional geographic concerns for spatial patterns 

of people, resource and tourism flows, wc gain only a partial view of what tourism and 

leisure is about. In gaining a more holistic view, Geography has the capacity to provide a 

synergist ic framework for exploring more complex issues such as the nature of links 

between tourism and leisure development processes as well as their assoc iated impacts, 

or the social, cultural and anthropological concerns for host-vis itor relationships. 

1.2 Aim and Objectives of the Study 

The main aim of this study is to investigate how the SugarMill casino has been operating 

as a space of social compulsion for Phoenix residents, and to evaluate the degree of 

success in doing so in the short time since it has been open. 

This aim is achieved through the following objectives, which were derived from a careful 

reading of the literature on gambling as a le isure activity, the symbolic economy of 

shopping malls and cas inos as well as international examples on the development of 

casinos close to low-income areas. The objectives of the study are: 

• To explore the symbolic economy of the SugarM ill casino in terms of its marketing 

campaign and physical structure. 

• To determine the frequency of use by Phoenix residents, and to assess the importance 

of gambling in relation to other leisure activities. 

• To determine Phoenix residents' expenditure at the faci lity and the degree of support 

provided for those who become compulsive gamblers. 

• To explore Phoenix residents' views regarding the casino 's contribution to their 

community. 

These objectives are essential in understanding the marketing strategies employed by the 

casino's owners as a means to attract people. It is necessary to assess the casino's 

importance as a leisure space to determine whether gambling is the main or a popular 

leisure activity engaged in. The objectives also help to determine the costs to the 
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community and whether these arc mitigated by any ac tion on the part of the casino. and 

whether perceptions of exploitation dominate or do people view the casino as a space of 

development. 

1.3 Structure of the Thesis 

A brief overview of gambling as well as the rationale behind the c ho ice o f this study is 

argued in C hapter One. The research aim and objectives are a lso given. Chapter Two 

fannalises the various bodies of literature that wefe consulted. In this section, the 

development of leisure as an activity as well as the re lationship between leisure and 

recreation is reviewed. The symbolic economy of leisure spaces, with particular 

re levance to casinos is discussed to provide an insight into the symbolism of casino 

design and architecture. The social and economic impacts of gambling are a lso assessed. 

The chapter concludes with the use of international examples, to highlight the economic 

and social impacts of gambling on communi ties. 

C hapter Three outlines the qualitative research methodology adopted in th is study. The 

research design, data sources, sampling method and method of data analys is is discussed. 

Limitations of the study are also explained. Chapter Four provides a background to the 

study. The background information discussed centers around the context of casino 

deve lopment in South Africa, a brief history of sugar cane farming in Nata l, demographic 

and spat ial infonnation regarding the community of Phoenix and general information 

about the SugarMill casino. C hapter Five reflects the ana lys is and interpretation of the 

data collected. First, data pertaining to the architectural symbolism, theming and 

rnarkl.::tillg of lhe SugarMill casino is analysed. Second, Phoenix residents' use of the 

casino as well as attitudes and perceptions towards the casino is also analysed. 

C bapter Six provides an overa ll discussion and conclusions of the research findings. 

Recommendations based on these findings are also given. The resulting conclusions 

re fl ect the literature and theoretical underpinnings which have guided the entire thesis. 
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CHAPTER TWO 

LITERATURE REVIEW 

2. t Introduction 

This chapter reviews the literature, which is fundamental in laying the groundwork for 

the study. The various bodies of literature consulted and discussed infonn the study and 

are essential in answering the research questions. Some key questions are: what arc the 

strategies employed by the SugarMill casino to attract people? Is the casino a space 

people like to use and is gambling an important leisure activity amongst Phoenix 

residents? What are the costs of gambling to the community and arc these mitigated by 

any action on the part of the casino? Do perceptions of exploitation dominate or do 

Phoenix residents view the casino as a space of development? 

In this section. the development of leisure as an activity as well as the relationship 

between leisure and recreation is reviewed to highlight the leisure context of gambling. A 

typology of leisure activities is explained to provide an understanding of the nature of 

gambling as a leisure activity. The symbolic economy of leisure spaces, with particular 

relevance to casinos is discussed to provide an insight into the symbolism of casino 

design and architecture. The chapter concludes with the use of international examples, to 

show the economic and social impacts of gambling on communities. 

2.2 The Geography of Leisure and Recreation 

2.2.1 Leisure and Recreation in the Modern World 

Leisure is not a phenomenon of recent modem times (M unne, 1992, in Juniu, 2000). It is 

therefore necessary to analyse the meaning and the relationship of work and leisure 

throughout history to understand its present fonn . 
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Leisure in the ancient Greek society was defined as the contemplation of the supreme 

values of the world: truth, goodness. beauty and knowledge (Juniu, 2000). This 

contcmplation demanded a life of leisure defined as 'skhole ' (Munne, 1992, Juniu, 2000). 

Skhole was not simply doing nothing, but was rather a slate of peace and creative 

contemplation in which the spirit is immersed. Leisure required having time for oneself, 

therefore not being subject to work. According to Juniu (2000), leisure was associated 

with the upper class and interpreted as abso lving individuals from daily labour. freeing 

them to engage in intellectual, aesthetic and civic endeavours. 

After the Roman conquest. ideas about leisure changed. In contrast to Greek times, 

leisure in Roman times did not s ignify a social status or a way of life, but a time after 

productive activities (Juniu, 2000). The Greek idea of leisure altered. becoming a tool to 

support work. Work was now an end in itse lf and leisure supported this end. Juniu 

(2000). explains that forms of mass leisure arose during this time through sports and 

games provided by the ruling c lass as a means of entertainment. Hence this view of 

leisure as a complement of work is a concept related to modem times. 

During the Middle Ages. le isure time was not only time to rest and recreate but it became 

a socia l exhibition among the higher social strata. Juniu (2000) slates that in contrast to 

Greek philosophy, le isure in the Middle Ages was viewed as the abstinence from work 

and freedom to choose the activity in which to participate. In the late Middle Ages leisure 

began to transfonn into ostentation. luxury, pleasures and the squandering of wealth 

(Juniu,2000). 

A major change occurred with the emergelll:e ur Protes tantism in Europe. Juniu (2000). 

notes that during the 1700s the Puritans' work ethic was built on Luther's bas ic beliefs 

that work and family responsibility was service to God. The Puritans considered leisure 

as idleness and wasting time. This doctrine gave a religious value to work where idleness 

was viewed as a s in. This interpretation of leisure became part of the industrial society 

and still remains at present. 
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The onset of the industrial revolution brought about increases in work time, s ince the 

main goal was to increase production. In Europe and North America, the increasing 

exploitation of the worker led to a worker movement which demanded fewer work hours 

and more pay. By the late nineteenth century, employers had to concede a le isure period 

extracted from the decreased work time. This was referred to as spare time or disposable 

time (Juniu, 2000). 

Historically leisure had a clear meaning. In Greece, Rome, Medieval times and the 

Puritan times, this meaning conditioned the use of leisure time. The essential c lement in 

each case was social life. Hence, according to Juniu (2000), modem le isure IS 

subordinated to work and should not interfere with work. Modem le isure time IS 

subjected by the work conditions and it constitutes a potential source or consumption 

This is supported by I-Iemingway ( 1996), who argues that leisure has been distorted to 

meet the demands or increasing commodificat ion and consumerisation. This implies that 

the historical sense or rreedom in leisure has been lost to consumerisation and that leisure 

is no longer viewed as a time ror personal growth and contemplation. 

Hemingway (1996) notes that the increasing instrumental ism of leisure as a reflection of 

modernisation has produced 'culture consuming' instead of 'culture creating' fonns of 

le isure. Culture is now the commodity and leisure is the act of consuming it. Leisure was 

viewed as 'culture creat ing' and it had to have an element of communication and 

interaction among individuals, whilst free time, 'culture consuming' le isure, was a means 

to an end, making use of subjects and objects (Hemingway. 1996). Thus according to 

Juniu (2000), today, we are in a sense trapped by money and consumerism and those 

elements of creativity and sociability found in It:isure are disappearing. 

A number of definitions of modem day leisure exist. According to Roberts ( 1978:3): 

"situations defined as leisure are characterised by the participants ' ab ility to detennine 

their own behaviour and environments, and by the 'friendly ' quality of the social 

relationships that are encountered" . Roberts further suggests that we can group the 

various definitions of leisure under two headings. The first definition is that of leisure as 
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part of a way of life, which would include the use of lime, and the second as a type of 

activity characterized by something called ' play ' or recreation. According to Shaw and 

Williams (1994:3), most definitions of leisure are based on time, activity and experience. 

Kelly, 1982, in Shaw and Williams (1994:5), states that leisure is defined by the use of 

time. It is distinguished by the meaning of the activity and not its fonn. Walking may be 

an important leisure activity for some, but may be abhorred by others, especially those 

who have no choice but 10 walk. This implies that leisure activities are those freely 

entered into and which yield personal satisfaction. However, Shaw and Williams 

( 1994:5) state that this notion can be misleading, for there are socially constructed 

boundaries to individual choices, based on social position, expectations and socialization. 

Featherstone (1987:115), states: "The s ignificance and meaning of a particular set of 

leisure choices ... can only be made intelligible by inscribing them on a map of the class­

defined social field of leisure and lifestyle practices in which their meaning and 

s ignificance is re laliona lly defined with reference to structured opposit ions and 

differences", Hence. it is the perception of activ ities by individuals which is important, 

for leisure is rooted in enjoyment, well being and personal satisfaction (Shaw and 

Williams, 1994:5). 

Recreation is an important concept here. The way in which leisure time is utilized and the 

re lated modes of behaviour entered into. are re ferred to in the li terature as recreat ional 

activities. Goeldner et al. . (2000:2 1). define recreation as, "The action and activities of 

people engaging in constructive and personally pleasurable use of leisure time" , These 

act ivities include sport, pleasure travel, cultural functions, natural and human history 

appreciation, non-fonnal education, gambling and sightseeing. The motivation in 

recreationa l activities is primary hedonistic qua lities of sensory enjoyment, as opposed to 

duty-bound obligations, 

In summary, leisure in the modem world has evolved into free time in which to do as one 

pleases. However, it has been noted by both Juniu (2000) and Hemingway (1996), that 

there is a strong element of consumption evident in modem leisure, with culture seen as 
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the commodity and leisure as the act of consuming it. Definitions of modem leisure tcnd 

to focus on defining leisure as the use of time that is separate from work. These various 

definitions illustrate that leisure has different meanings for different people. and that 

leisure activities and experience cannot be fu lly understood as a self-contained part of li re 
separate from the societal conditions within which leisure is experienced and structured. 

2.2.2 A Typology of Leisure Activities 

Leisure activ ities are bewilderingly numerous and diverse, ranging from aerobics and 

arts, through to yachting and yoga. Haywood el al. (1995). suggest one approach to better 

understand this range and diversity, is to construct a typology by which similarities, 

differences and relationships between ' types' of le isure activity can be adopted and 

applied to a range of subject matter. 

The aim of this typology by I-Iaywood et al. (1995:35), is to provide an understanding of 

the nature of participation in leisure, the ways in which activities are structured and 

provided, and the response of governments towards their practice. To construct this 

typology and to provide a route through the field , two key dimensions of leisure activities 

are identified by Haywood et al. Every leisure activity has a formal dimension and a 

COnlextual dimension which are interrelated and can only be separated for purposes of 

comparative analysis (Table 2. 1). According to I-Iaywood et al. ( 1995:36), the formal 

dimension indicates the process which characterises participation in a leisure activity. In 

some cases the process is active, as participants are involved in the actual production of 

experience, skills, artifacts, objects or performance. In other activities the process of 

participation is more passive in the sense that participants are involved in the 

consumption of experiences, knowledge, art i facts, performances and goods produced by 

others. 

I-Iaywood et al., (1995:39), slates that the contextual dimension indicates the activity'S 

physical location, how it is provided and managed, and the type and degree of control 



Table 2.1: A Typology of Leisure Activities 

Leisure Formal Contextual Dimension 

Activi~ Dimension 
Provision! 

Location Management Provider State Control Examples 
Process 

Recreations Active production of Outside Home Self-programmed Mainly public or Encouraged Sports, drama, 

(Arts, sports, experience; control or external voluntary outdoor activities 

countryside) over outcome provIsion 

Hobbies/crafts/education Active production of Home or outside Self-programmed Mainly public or Encouraged Gardening, 

skills or knowledge or external voluntary collecting, pottery, 

or objects reading 

TourismIHolidays Consumption of Outside home Mainly external Commercial Neutral Day trips, tourism, 

experiences (some packaged holidays 

active production) 

Consuming: Active production Home or outside Mainly external Public or Encouraged but Dancing, 

Entertainments and consumption of commercial Iicense&censored spectating, TV, 

expenences cinema, theatre 

Consuming: Consumption of Home or outside Self-provided or Commercial Licensed Drinking, eating 

Commodities and goods external out, shopping 

Shopping 

Gambling and gaming 'Passive Home or outside Mainly external Commercial Licensed Pools, horse· 

production'; no home racing, bingo, 

control of outcome roulette 

Source: Haywood et al., (199):)7). 
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exerted by government. The analysis of fonnal and contextual dimensions provides a 

framework with in which leisure activity can be viewed holi stically rather than as a series 

of varied and isolated experiences and activities. This typology suggests that "there are 

underlying regularities inherent in the processes of production and consumption of leisure 

activities which are central to questions of public/commercial provis ion, state 

encouragement/license and individual freedom/constraint" (Haywood et al., 1995:40). 

This typology therefore embodies geographical , economic and political aspects. 

Haywood et al. ( 1995:35) state that the typology identifies s ix major types of leisure 

activities (Table 2. 1). These are: 

• Recreations ( including sports, arts and countryside recreation); 

• Hobbies, crafts and education; 

• Tourism and holidays; 

• Entertainments; 

• Commodities and shopping; 

• Gambling and gaming. 

As Table 2.1 shows, attitudes towards gambling expressed in both the contemporary 

moral climate and in state legislative control, represent a key indicator of tension between 

the values of self-gratifying leisure and consumption, and those of the work ethic and 

production. Legislative changes have made gambling more easi ly ava ilable and have 

been accompanied by (and perhaps led) a move towards a less puritanical view. 

Gambling represents an important element in the portfolios of the main commercial 

leisure providers. A characteristic feature of the approach of these providers to gambling, 

is the emphasis on developing it as a social leisure experience. According to Haywood ct 

al. (1995:111), these leisure providers aim to change the image of gambling from that of 

a down market, somewhat disreputable activity, to that ofa socially rewarding onc. 

An interesting feature of the typology by Haywood etal, is the reference to gambling as 

' passive production ' and ' no control of outcome'. This is due to players having no 

control over the outcome of gambling. Chance is all , and players abandon themselves to 
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fate and luck - the turn of a card. spin of a wheel, toss of a coin. Players in such activities 

are passive in their ability to influence the run of play (Haywood ct al. , 1995: 11 3). 

However, the context in which this type of gambl ing takes place is a crucial determinant 

of its potential as a leisure form. Lotteries and TameS, for example, demand a minimum 

of time and no necessity for one's physical presence at the draw. Other forms of 

gambling, for example. slot machines and gaming tables, demand the player's presence in 

social s ituations which offer opportunities for sociab ili ty, and hence have greater leisure 

potential . Casino gambling in particular offers players extended periods of social activity_ 

I-Iaywood et al. ( 1995: 113), believe that whilst passive in the sense of having no means of 

controlling the outcome of the game, players arc frequently very active socially, and 

hence casino gambling can be a s ite for important communal le isure experience. 

Thi s typology is important for the present study because it assists in understanding the 

leisure context of gambling. Of particular importance is the typology 's focus on the 

characteristics of the acti vity, the s ituation in which it is set, that is its physical and 

symbolic environment, and the degree of social interaction which it pemlits or 

discourages. These characteristics relevant to the casino under study are discussed in 

Chapter Five. 

2.2.3 Casino Gambling as a Leisure Activity 

Public acceptance of and interest in casino gambling as a leisure activity has shifted 

dramatically over the years (Jang et aI. , 2000). In addition, legalised casino gambling has 

been widely recognised as a tourist attract ion by both gamblers and tourism marketers 

(Goeldner et aI. , 2000:222). According to Jang et a l. (2000), there are three possible 

approaches to explaining why people choose gambling as a leisure activity. These three 

approaches are: probing motivations for gambling participation, the " benefit approach" 

and to explore the underlying factors influencing personal involvement in gambl ing. 

The first and most frequently used approach is to detennine the motivations for gambling 

participation (see Cotte, 1997). This approach views gambling activity as a motivational 
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consequence, argumg that motivation leads people to become engaged in gambling 

(Chantal, et aI. , 1995, in Jang et al. , 2000). More recently, le isure theorists have tried to 

understand gambling motivations. Cotte (1997), for example develops a motivational 

taxonomy. She suggests three important components of gambling motivations: economic 

motives for gambling (gamblers are in it for the money), symbolic mOlives for gambling 

(some of the symbolic motives for gambling behaviour include gambling to symboli se 

risk-taking, gambling to maintain a symbolic sense of control over one's destiny and 

gambling to symbolically replace love or sex ual desire), and hedonic motives for 

gambling (gambling is pursued for purely hedonic reasons, including positive 

reinforcement, self esteem enhancement and pure pleasure seeking or play). 

A second approach to understand why people choose gambling as a leisure act ivity is the 

benefi t approach (Jang et a I. , 2000). Whilst the motivational approach looks for 

antecedents of leisure, recreation and tourism behaviours, the benefit approach considers 

the behavioural consequences of participation, as well as indi vidua l participation in many 

types of leisure and recreation activ ities (Jang et ai. , 2000). For example, Fisher(1993), 

(in Jang et aI. , 2000), observed that children and young people playing fru it machines 

sought excitement, thrill , and tension whi le they were gambling. Fisher concluded that 

positive outcomes related to gambling still remained uncertain at the individua l level. 

The third approach with potential for understanding why people gamble is to explore the 

underlying factors of personal involvement in gambling. The involvement approach has 

been widely used in the field of consumer behaviour and marketing research (Jang et aI. , 

2000). Among the various concepts of involvement, 'enduring involvement' has been 

explained in terms of personal mt:anings uf t.mgagement in le isure and recreation 

behaviour (Jang et aI. , 2000). Therefore, while motivations and benefits are re lated to 

speci fic time periods during which people choose these activities, they can be changed 

rather easily by situation (for example, type of group or weather), enduring involvement 

is related to longer term attachments to a leisure activity and cannot be easi ly changed. 
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For the present study the approach most relevant in understanding gambling as a leisure 

activity is ' the moliv3tions for gambling participation ' approach, since it considers the 

economic, symbolic and hedonic motives for gambl ing. This is important for thi s study in 

dctcnni ning the motivational reasons as to why Phoenix residents gamble. Also, this 

approach suggests a holistic picture of complex motives for le isure behaviour. Whilst 

many authors have writlcn about the social and economic impacts of gambling, this study 

explores people ' s use of the casino under study, attitudes and perceptions towards the 

casino as well as the importance of gambling as a leisure activity. A ll of this is relat.cd to 

the motivations of gambling behaviour since people gamble for diverse and sometimes 

complex reasons. A leisure participant can be seeking a ri sk, can be driven by act ive 

pursuits, a desire to learn new skills or by wanting to spend time with others. 

2.3 The Symbolic Economy of Leisure Spaces 

2.3.1 Symbolic Economy and Public Spaces 

The construction and subsequent consumption of tourist and leisure spaces is essentia lly a 

socio-cultural process. According to Zukin (1995:23), symbolic economy is viewed as a 

set of architectural themes which plays a leading role in urban redevelopment strategies 

based on historic preservation or local heritage. This is of significance to the present 

study because the SugarMill casino is developed with symbolism pertaining to the 

indentured Indian labourers and the sugarcane industry of this part South Africa, 

KwaZulu-Nata l. This is very much a culturally speci fic, ' Indian history" and the casino is 

of course s ituated next to a predominantly Indian community, Phoenix. Zukin further 

Slates that with the disappearance of local manufacturing industries and periodic crises in 

government and finance, culture is more and more the business of cities - the basis of 

their tourist att ractions and their competitive edge. "The growth of cultural consumption 

(of art, food, fashion, music, tourism) and the industries that cater for it fuels the city's 

symbolic economy, its visible ability to produce both symbols and space" (Zukin, 

1995 :2). 
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Culture is the prime motivator for the symbolic economy in the tourism industry because 

the symbolic economy is composed of cultural signs that re-represent space (Zukin, 

t 995:9). Through the use of these cultural signs and symbols in space, space has become 

a ' place ' that has meaning and significance attached to it. This is especially true for the 

tourism industry since the symbolic economy is a generator of ' cultural capital ' . ' Cultural 

capital ' is a term used to define various sorts of capital invested in culture industries in 

which symbolic consumption practices provide the basis for capital accumulation. In this 

sense, spaces have been altered (through the use of cultural signs and symbols) to 

generate cultural capital for the tourism industry (Zukin, 1995: 12). Local histories are 

commodified and used to sell various tourist activities. The SugarMill caSinO, as 

explained in Chapter Five. is an example of thi s. 

Public spaces are the primary site of public culture; they are the windows into the city's 

soul (Zukin, 1995:45). Public spaces are important because they continually negotiate the 

boundaries and markers of human society. Places and their images are fundamenta l to the 

practice of tourism and leisure. The demand for tourism commonly emanates from 

individual or collective perceptions of tourist experiences that are usually finnly rooted in 

associations with particular spaces, whilst promotion and marketing of these spaces 

depends heavily upon the dissemination of positive and attractive images (Williams, 

1998: 172). 

Casinos, as spaces of leisure, often portray colourful , attractive and ' inviting' spaces. For 

example, as an urban space, Las Vegas is a superlative text glorifying the hyper and the 

excessive: from the flow of people and cars constantly circulating across the 'Strip' to the 

s ize of the electronic billboards and the amounts of wealth they promise, the dimensions 

of the casinos, the proportions of the monuments. Casino billboards advertise 

entertainment shows as 'the world 's most daring,' 'most sensual,' ' most exciting' or 

' newest'. (Gottscha1k, 1995: 196). 

Some scholars, in analyzing the consumption space ofthe Las Vegas ' Strip', have seen it 

as a poslmodem space par excellence, a space where vast ly incongruous architectural 
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styles are forced in a senseless proximity (Gottscha lk, 1995:207). Thus a pedestrian 

starting at the Caesar' s Palace, a hotel simulating the Roman epoch/space/sty le, can wa lk 

a few blocks and reach the Excalibur hotel and its simulation of things medieval. The 

Excalibur itself stands across the street from the Luxor pyramid and its simulation of 

Pharoah's Egypt. Both face the new space-age MGM building whose entrance is located 

right under the jaw of a gigantic but harmless looking lion statue (Goltschalk, 1995:208). 

Gottschalk further states that next to Caesar' s Palace stands the sharp angled Mirage, 

foreground by a fake volcano that roars, erupts and shoots huge jets of fire to the great 

excitement of tourists and their camcordcrs. A block away stands Treasure Island, a hotel 

evoking an eighteenth-century Caribbean pirate theme. The experience of differences in 

these time/space environments feel s a little like ' live' channel surfing. Each hotel 

constitutes a total and overloaded theme space synchronised to its own logic (Gottschalk, 

1995:208). 

2.3.2 Spaces of Consumption and the Symbolic Economy of Casinos 

One of the biggest cultural shifts seen in developed countries is the change in attitude 

towards spending and buying, the change from generally buying what is necessary to the 

idea of shopping for shopping's sake (Bums, 1999). Urry (1990), explains the reasons for 

the change from a ' buyer' to a 'consumer' . I-le introduces us to the concept of the tourist 

gaze where part of the holiday experience is "to gaze upon or view a set of different 

scenes of landscape or townscapes wh ich are unique" (Urry, 1990: 1). The concept of the 

gaze is valuable because it helps us understand the processes both of construction of 

tourist spaces and their consumption, whilst the metaphor of visualization that is implicit 

in the tenn ' gaLe ' is central to comprehending modem tourism practices and their 

associated meanings (Williams, 1998:173). Urry ( 1990:3) states that peoples' basic 

motivation for consumption is to experience ·reali ty ', the pleasurable dramas they have 

already experienced in their imagination. But s ince ' reality' can never provide the 

perfected pleasures encountered in daydreams, each purchase leads to dis illus ionment 

and to longing for ever-new products. 
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WilJiams (1998: 173), elaborates on this notion by stat ing that the entire process of 

visualisat ion, experience and recall is socia lly constructed and strongly mediated by 

'cultural filters'. He suggests that we gaze at and record places in a highly select ive 

fashion, disregarding some places altogether and, from the remainder, removing the 

unappealing and uninteresting. In the process, wc are inventing (or rcinvcnting) places to 

suit our purposes. Wi ll iams (1998:174), further states that the gaze is also a detached and 

superficial process, as the tcnn itself suggests. 

This superfi ciality increases the role of cul tura l signs within the invention and 

consumption of leisure spaces. By this Will iams means not signs in the literal sense of 

directional indicators, but figurative signs - spaces or actions that represent, through 

simpli fication, much more complex ideas and practices. For example, shopping has 

become one of the most dominant social activities in contemporary society (Goss, 

1992:45). Shopping malls, centres and complexes are viewed as mirrors of the economic, 

political and cultural processes operating within contemporary society. 

Significant work has been done by geographers and others on a pnmary site of 

consumption in contemporary society, namely the shopping mall. With the aIm of 

deconstructing urban experiences. shopping areas have been analysed or questioned in 

terms of their architecture and technology, their association with safety and danger, and 

the patterns of consumption and behaviour which they apparently inspire (Zukin. 

1995:188). While the iron and glass buildings of the arcades, as well as the electric 

lighting found in department stores made fantasy accessible in c ity streets. the climate 

control and artificia l streets of shopping mall s made consumption a more individualistic 

experience (Zukin, 1995: 188). 

Zukin further states that in the late twentieth century, shopping malls have captured the 

attention of both social theorists (for example Benjamin. 1970, in Zukin, 1995) and the 

media as primary public spaces of postmodemity. People assume the importance of 

consumption to the public culture of modem cities. This is consumption of a different 

kind, in whjch we sample among superficial sensations, in order to hide the reality under 
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a facade of novelty, luxury and neon lights. It is this engineering of the space that makes 

onc spend money_ Oftcn this shopping is on impulse and is not what the consumer really 

needs or wants. In shopping malls, onc encounters people from a ll walks of life who may 

be j ust ' browsers', 'se rious shoppers' or those who 'just want to hang out' because often 

shopping malls arc suburbia's only public spaces. This space is therefore important to 

them in framing the ir social identities. This public space of shopping connects people to 

society. 

The consumption patterns at casinos are related to those at shopping malls in interesting 

ways. Casinos too, are spaces that are architecturally designed in ways that create spaces 

of consumption and compulsion. "Generally. casino design is a hybrid art, which 

combines architecture and interior design with a large dose of glamorous theatrics, a 

serious need for security. and a highly manipulative approach to space planning" 

(Henderson, 1999: I 0). But above a ll , contemporary casino des ign must amaze and 

amuse. This IS the architecture of entertainment and fantasy that are often less than 

fa ithful to the places represented (Henderson, 1999: I 0). According to Gottschalk 

(1995:206), it is the lure of making money and the bright neon lights of casinos that are 

the main draw cards of consumption. Gottscha lk (1995:206) states: 

"Casinos are not only factories but also gigantic temples glorifying in neon letters 
the supreme power, omnipresence and imminent manifestation of ' the do llar', 
They - the fa ithful - summon this manna by ritualistically and trance like pushing 
switches, pull ing levers and offering small sacrificial piles of coins, in the hope 
that they will endlessly multiply". 

Hence, this makes casinos very difficult to resist as spaces of consumption. 

Themed enterta inment architecture is universally employed in modem casino centres. As 

a lready noted, the design of Las Vegas casinos has always depended on fantasy. Today 

when people think of casinos they think of Las Vegas and this is rightly so because Las 

Vegas represents the acme of gambling, not only in America but internationally. Las 

Vegas has reinvented itself as the world center of themed ente rta inment architecture 

(Henderson, 1999:9). It is because of the themed architecture, described in the previous 

section, that these casinos are popular as public leisure spaces and family-oriented 
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dest inations that paradoxica lly derive much of their revenue from the non-fami lia l 

acti vity of gambling ( J-I endcrson, 1999:9). 

This has also been s uccessfully employed in the South Afri can example of the Sun 

City/Lost City complex. This South African example in the North West Province, further 

strengthens the view expressed by Gottschalk. While Sun Ci ty's gaming arca is relatively 

small in comparison with other South African casinos. tourist garners seem to accept it as 

an excursion into a ' lost African Empi re', complete with lush j ungles. a 'volcano' and a 

majestic palace (The Star, 29 November 2000). The theme carries over into the gaming 

areas with large leaves adorn ing the roof, and weathered stone walls and steps supposedly 

giving the impress ion of a fo rgotten empire declini ng through the ages (The Star, 29 

November 2000). The excursions at Kamp Kwena, which keep the children occupied as 

their parents gamble, fo llow in much the same vein. 

Gottschalk (1995:2 15), specifica lly explores the similarities be tween a postmodern 

therned casino space and a modem shopping ma ll. He uses the example of Caesar's 

Pa lace in Las Vegas. The Forum, a section of the Caesars Palace hote l/casino, s imulates 

an outdoor Roman marketplace, indoors. But the Forum is also a shopping mall because 

except for two "shows", the only activities possible in this space are consumpt ion and 

window-shopping at internationally renowned fashion stores. Gottschalk mentions that 

the managers of the Caesars Palace could just have as easily decided to construct other 

kinds of Roman space: the catacombs. the Capitol or a temple to Jupiter or Venus. 

Instead, the organisation of this space is reduced here almost exclusively to the dimension 

of a marketplace, a primary s ite for desire-production and credit card consumption. With 

its Californian cenlur ions and its grammatica lly incorrect Latin signs, the s imulated 

'Romanness' of the Forum is just a diversion to better organise desire and consumption, 

to give them a theme, an entertaining and cont rolled contex t. The context is contro lled 

because by comparison to real forums and marketplaces, the beggars and the homeless 

are strategically and conspicuously absent from within its gates (Gottschalk, 1995:2 15). 

Hence, ultimately then, it does not matter whether the shops, names, architectural des igns 
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and personnel of those spaces are disguised as Egyptian, Roman, medieval or Brazilian, 

the underlying logic under all these disguises is always the same - that of consumption. 

It must he noted that although shopping and gambl ing are two different act ivities, the 

underlying principle of consumption is present in both. One difference may lie in the fact 

that with shopping tangible products may be obtained but with gambling the end result is 

often intangible or an actual loss (but with the hope of spectacular ga in next time). 

However, the underly ing principle is that both activ ities involve consumption and have 

e lements of cultural compulsion, hence leading to the possibility of both becoming 

compulsive activities. 

2.4 The Social Context of Casino Development 

2.4. t Development Ethics as related to Casinos 

Development is considered to be above all else, a question of va lues and human att itudes, 

self defined goals and criteria for dClennining what are tolerable costs to be borne in the 

course of change (Goulet, 1997). These matte rs are far more important than optimal 

resource allocation, the upgrading of skill s, or the rationalization of administrative 

procedures. Goulet (1997), views development as an ambiguous adventure born of 

tensions between what goods are sought and how these are obtained. Innovations creates 

strains between new demands for infonnat ion, material goods, services and freedom, and 

the effective capacity of societies to meet these new demands. 

According to Goulet (1997), the discipline of development ethics is the conceptual 

cement which binds together many different problems with their policy implications, this 

through an explicit phenomenological study which exposes the va lue costs of various 

courses of action Hence, issues of environment, peace, securi ty, demography, human 

rights, equity, and meaningful existence constitute a vast agenda of development ethics. 

This is re levant in thinking about casinos as a means to development. In a study of the 

perceived impacts of a new casino venture in the towns of Adams and I-lull in 
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Massachusetts, Pizam and Poke la (1985) found that the major factor influencing 

respondents ' attitudes towards legalisation of gambling was the perception of the impact 

a hotel-casino would have on the character of the ir towns. Many respondents feared that 

casino gambling would reduce the quality of their residential neighbourhoods and 

completely alter the image of the town. 

According to Goulct ( 1997), development ethics ' essential task is to render development 

decisions and actions humane by ensuring that the changes launched under the banner of 

development do not result in anti development. which destroys cultures and individuals -

in the name of profit. Development strategies, programmes and projects have varying 

impacts on populations victimized by poverty, economic exploi tation or technological 

marginalization (Goulet, 1997). In a developing country or poor community, there is 

perhaps less awareness of impacts and more grasping at anything that seems like it will 

be a development st rategy, for example, the development of a casino. An ethic of social 

j ustice needs to harness concrete instruments in support of the struggle conducted by 

populations and societies at the bottom of the economic ladder. It is a shallow and 

hypocritical exerc ise to speak rhetorically about human dignity unless one builds social 

structures that foster dignity and eliminate obstacles to it. Contemporary development 

thinkers are victims to endless self-questioning. Books proli ferate, asking what are 

development' s goals (Goals of Development, 1988) and what strategies must be adopted, 

either in pursuing development or in rejecting it ( Inskeep, 1991). 

Economics. which is said to be the original development discipline, is likewise subject to 

a number of critical self-interrogations. These are especially evident in the case of 

casinos. Like many other forms of economic activity, the introduction of a casino into a 

community, produces many of the short-term responses that can be expected from any 

form of economic activity. But because of the externalities that surface in the form of 

gambling addiction, social dislocation, pathological behaviour and productivity loss, 

gambling attracts much more attention than other forms of entertainment (Felsenstein 

el.ai , i999) and musl perhaps be considered more carefully. 
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According to Fclsenstein et aI. , (1999) from a national perspective, these external ities 

impose a cost to non gamblers. From the perspective of the industry, these costs arc 

passed on to society. 

The positive effects are the economic and fiscal benefits attributed to the casino in the 

form of new investment, new tax sources and local employment. It is important to note 

that, if gambling acts as a pure "export" sector, servicing non- local demand, then 

additional new economic activity that is generated locally by the non local populations 

that frequent the casino is captured and all negative externalities are transferred back with 

these populations to their poin ts of origin. In this respect gambling demonstrates litt le 

difference from any other economic activ ity (Felsenstein et aI., 1999). I-Ience from a 

development ethics perspective, gambling is viewed as a double-edged sword. The 

economic benefits and costs of casino development are debated in more detail in the next 

section. 

2.4.2 Debating the Economic Benefits of Casino Development 

There are both positive and negative economic impacts associated with the introduction 

of gambling to an area or community. According to Felsenstein et aI., ( 1999), on the 

supply side, a large producer surplus is likely to be generated as casino operators reap 

super profits in a new market. Over time and with competition, this surplus is likely to 

diminish as the market becomes saturated and producers are able to extract only small 

economic rewards. On the demand side, the introduction of gambling into a community is 

likely to induce a large consumer surplus as gambling becomes avai lab le to a 

subpopulation that prt:viuu::;iy wa::; dt:nieu acct:::;::; to thi ::; good. Again, thi::; i::; likely to 

dissipate over time. 

It should also be noted that gambling is a package that includes eating and entertainment 

as well as wagers. Willingness to pay for gambling, therefore, might be a composite 

expression of these other fonns of consumption. As such, the consumer surplus arising 

from the introduction of gambling may be an overstatement (Felsenstein at aI. , 1999). For 
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example, Winchell et al. (1997), slate with regard to gambl ing on the Indian reservations, 

that whether or not a given Indian gaming operation is a boon to the local area depends 

on whether it is a basic or nonbas ic economic activity. Basic economic activities generate 

local or regional growth by exporting goods or services beyond the borders of the loca lity 

or area. Conversely. nonbasic economic activities serve the local area markets only: they 

bring in or import money from the outside. In this context , gaming is good for economic 

development only if you can import the gamblers from outside the area itsclf(Winchell cl 

al. , 1997). This is clearly not occurring in the case of the SugarMill casino, where most 

gamblers are local. 

On the other hand, in a study by Moffett and Peck (2001), conducted in Biloxi, 

Mississippi, they found that the city of Biloxi was changed for the bener by the 

legalisation of gambling in Mississippi. Although controversy wi ll a lways exist over 

casino gamhling, Motret and Peck found that the benefits it provided to the Biloxi 

community was undeniable. People who work, live in and visit Biloxi, receive a much 

higher level of service and police protection, in part due to the revenues generated by the 

legal isation of cas ino gambling. 

In South Africa, this scenario has yet to be achieved. According to Peter Miller, the 

KwaZulu-Natal finance minister: "casinos provide a once-ofT capital advantage - we are 

merely recirculating money already in the economy ... we arc not creating any new wealth 

at all. .. The same amount of money is in circulation, just a whole lot of it is now being 

diverted down the throats of gambling machines" (The Mercury - I March 2001 :2). 

A study by Felsenstein and Freeman (1998), uses a simulation technique to establ ish the 

probable economic impacts of introducing a casino at Israel's premier vacation resort, 

Eilat, s ince land-based casino gambling is not a lega lised activity in Israe l. The empirical 

simulation showed that in the case of Ei lat, the narrow nature of the local and regional 

economy means that much of the demand-generated impact flows out of the area. The 

economic impacts of the casino are felt much more dramatically at the national level than 

at the local level , and a potential local multiplier is lost. In addition, this leakage is more 
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pronounced in the case of demand generated by fore ign tourists than for demand 

generated by Israeli visitors. The implication of this for local economic development is 

that gambling is likely to have a redistributive rather than expansionary effect on the local 

economy. 

2.4.3 Outcomes of Compulsion : The Social Consequences oreasino Development for 

Poor and/or Small Communities 

According to Francis and Lubbc (1999: 13), the social impacts of gambling 3rc much 

more difficult to measure than the econom ic implications, since many of the possible 

socia l impac ts of gambling, such as on the work ethic of a society, arc difficult to 

measure. However, Rule and Sibanyoni (2000:21), suggest that the social and other 

pathologics to which gambling has been linked, although nOlnccessarily in a relationship 

of causal ity are: personal health, interpersonal relationships, financial problems. 

employment problems and legal problems. 

A commission recently appointed by the United States Congress to investigate the social 

effects of gambling found a great depth of pain and devastation from this activity. It 

showed a di rect link between gambling and divorce, chi ld abuse, domestic violence, 

bankruptcy, c rime and suic ide (Financial Mail, 17 March 2000). 

Critics argue that a scandalous feature of gambling is the consent of the state to vigorous 

promotion of gambling among the poor, less educated and senior populations. Gambling 

is advertised as the ticket out of poverty, offering riches and an end to one's problems. 

The gambling industry has thriveu in pain-rilled societies by exploiting greed and human 

weakness (Financial Mail, 17 March 2000). ] 

In South Africa, the advent of legal casinos in the Weste rn Cape is having a devastating 

impact on gambling addicts who cannot control their habit (Cape Argus - 03 March 

2001). According to counselors who assist problem gamblers, people have lost their 

homes, others have had to se ll cars, fridges, furniture, televisions and other goods to feed 
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their addictions. Some have even raised money for gambling by raising the bonds on their 

houses (Cape Arglls - 03 March 200 I). 

In the following sub-sections, two case studies explaining the social impacts of gambling 

and casino development in poor/small communities arc discussed . 

2.4.3.1 A Case Study of Indian Reservation Gaming in tbe United States 

In 1973, legalised casinos in the United States were still restricted to Nevada, At lantic 

City and a few other north-eastern states and by 1999, on ly two states had not yet 

legalised some form of gambling (Rule and Sibanyoni, 2000: 14). Casinos were 

established in twenty eight states, notably in Indian Cnative American') reservations 

throughout the country as well as along the Mississippi Gulf Coast, mining towns in the 

west and on riverboats in the Midwest (Rule and Sibonyoni. 2000: 14). 

Literature on gambling in the Indian reservations of America not only provides an in 

depth look into the development of casinos in impoverished areas but also locates 

gambling in terms of social, political and cconomic issues (see Winchell et al. 1997 and 

Useem, 2000). There are over 500 American Indian tribes which are officially recognised 

by the United States Government, ranging from those with no tribal land base to the 

Navajo Nation, which owns approximately 25 000 square miles of land. There are also 

extremes in population from tribes with less than ten tribal members to over ISO 000 

Navajo tribal members (Winchell et al. , I 997). Generally, Indian reservations were 

established in IUral areas, and in recent decades the expansion of urban areas, especially 

in the west has resulted in many reservations now being surrounded by or adjoining ci ties 

including San Diego and Palm Springs, California; Phoenix and Tucson. Arizona~ and 

Seallle, Washington (Wi nehell et aI. , 1997). Winehell et al. further state that for the most 

part, reservation economies suffer from persistent poverty. Lacking independent tax 

bases, tribal governments have remained dependent upon federal resources. 
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As a means of alleviat ing this poverty, to try to bui ld the local tribal economies. and as an 

outcome of the sovere ignty given to tribes to control their own communities, several 

tribes sought to introduce gambling activities as tribal enterprises in the 19605 and 1970s 

(Winche ll et aI. , 1997). According to Vinje (1996), by the I 980s several Supreme Court 

rulings provided tribes with the rights to establish bingo operations. Efforts by tribes to 

expand these operations resulted in the passage of the Indian Gaming Regulatory Act 

(IGRA) in 1988, which pennittcd tribes to operate a wide range of gaming operations 

including casinos with some restri ctions (V inj e, 1996). This was a gradual process, 

explained below. 

Up to the 1960s, not only gambling but even those traditional ceremonia ls which 

involved giveaways. such as the pot latches of the American Northwest tribes. had been 

illegal. However. during the 1960s and 1970s. some tribes began to openly carry out 

traditional gami ng acti vities, as we ll as bingo operations for profi t (Winchell et al.. 1997). 

By the late 1970s, some developments. such as the Seminole Bingo Hall in Florida and 

the Cabazon Band facility near San Diego, established high slakes bingo for non-Indian 

markets. When the state governments tried to stop these two operat ions, the courts ruled 

in favour of the tribes (Winchell et aI., I 997). 

Afler the 1987 Cabazon ruling, games on the reservat ions still had to abide by federal law 

and by state criminal laws. According to Winchell et al. ( 1997), if a part icular form of 

gambling, such as roulette, was prohibited altogether under state law, it was also illegal 

on Indian reservations. But forty- five states permitted bingo, while regulating where the 

games could be played and what prizes could be offered. O n a reservation, those 

restrictions did not apply (WincheIl et aI. , 1997). If the state decided to ban bingo 

outright, other groups that used the games for fund raising would be shut out as well. 

Thus the Indian reservation gambing supporters won the day. Their victory is reflected in 

the 1988 Indian Gaming Regulatory Act. 

According to Useem (2000:223). most of America's 1.7 million Indians. and especia lly 

those living on reservations, are poor. Native Americans have a poverty rate two and a 
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half times the national average, a suicide ratc nearly twice as high, and an alcoholism rate 

six times greater than average. While mega resorts like the billion-dollar-a-year 

' roxwoods ' (currently the largest casino on the planet) may be symbols of Indian 

gaming. they arc also its anomalies. Of the 556 federally recogn ised tribes, 36 1 have no 

gambling operations at all ; of the 195 that do, j ust 23 account for 56% of revenues -

mostly very small tribes near very big population centcrs (Useem . 2000:223). 

According to Winchell et al. ( 1997). overall , in the majority of cases, the positive 

economic and social ga ins have greatly outweighed the negati ve factors - at least in the 

short run. For example, from the socia l standpoint, the economic gains have raised the 

living standards of many tribes. Increased income, employment. new schools, water and 

sewer fac iliti es, roads. social centers and the like have exceeded the wildest dreams of 

many tribes in various parts of the country (Winchel l et al. , 1997). Conversely. there arc 

cases of increased crime, unwise spending and investments and breakdown of tribal 

cultures. Can gambling rea lly be seen as the ultimate answer to the pove rty s ituation of 

the Indian reservations. even if gamblers arc mainly imported from the urban centers? 

2.4.3.2 I-Iomclaods and Casino Development in Southern Africa 

In the Republic of South Africa, prior to 1996. gambling (with the exception of horse­

racing) was prohibited by law (Brand, 1997:vi i). Many South Africans travelled to 

ne ighbouring African countries. like Botswana. Lesotho and Swazi land in order to 

gamble legally at these countries' casinos (Crush and Wellings, 1983:205). Lesotho and 

Botswana achieved independence from Britain in 1966, followed by Swaziland in 1968. 

Colonial involvement in the <forbidden fru it ' genre of tourism which came to 

characteri ze Lesotho and Swaziland during the 1970s was soon finnl y established. 

Casinos symbolised this. According to Crush and Wellings (1983:677), the post colonial 

state in Lesotho and Swaziland was finnly committed to foreign capita l from the outse t 

and merely expanded upon an already booming industry. Also. large sums of money were 

spent on hotel conslruction by foreign (primari ly South African) capita l. The inflow of 

tourists continued to grow in a susta ined fashion in this period. 
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The presence of casinos and other fonns of gambling, and their aspect of amuence in the 

midst of poverty, undoubtedly exercised a strong "demonstration effect' on the local 

populations of Lesotho and Swaziland (Crush and Wellings, 1983:687). A large number 

of local Basotho and Swazi people, including hotel employees, patronized the gambling 

facilities, panicularly the s lot machines, in the hope of winning money. Crush and 

Wellings (1983:687), argued that the social impact of gambling on the average affluent 

White South African household was likely to be limited, compared to the impact on a 

poor Basotho and Swazi family. In a country like Lesotho where in 1978, 8 1 percent of 

a ll households had an income of less than M 600 (Mal uti) per annum, and where the 

average wage with in the hotel industry was less than M 750 per annum, the cash for 

gambling was obviously being used at the expense of basic needs. This produced further 

strains on health, family life and general welfare. 

The weakness of casino gambling as a tool of development was soon revealed. Changes 

in the conditions of capital accumulation in South Africa led to a fundamental economic 

and spatial restructuring of regional tourism in Southern Africa in the late 19705 and 

early 19805. One of these effects was a decline in the tourism and gambling industry, 

experienced by Lesotho and Swaziland (Crush and Wellings, 1983:686). By 1981 , South 

Africa had granted its own form of ' independence' to four out of its ten Black homeland 

states. but none of them had secured any recognition internationally. Independence was 

granted to Transkei in 1976, Bophulhatswana in 1978. Venda in 1979 and Ciskei in 1981 . 

Just as a decade earlier, tourism had beckoned as an economic saviour in Botswana, 

Lesotho and Swaziland, it now seemed to offer South African homeland states a welcome 

new source of income (Lea, 1988:21). This caused some controversy since money, which 

would othclWisc have becn invested in South Africa, was being spent in the homelands, 

ultimately topping up the economies of the said homelands (Kaplan, 1994:465). 

With South African Government support, new hotel-casinos were built in the homelands, 

effectively diverting many tourists from Botswana, Lesotho and Swaziland, to attractions 

c loser to home. This was made possible by the ability to offer ' forbidden fruit' attractions 

(for example. casinos) in homeland locations which werc now self governing and only 
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partially subject to South African law (Crush and Wellings, 1983:685). The fact that new 

casino-hotels were a lso a prime means of bringing South African private investment into 

the homelands was a bonus for the government. 

Two examples of these casino-hotels that were developed in the former homeland slates 

arc Sun City in Bophutatswana and the Wild Coast Sun in Transkei. These resorts are st ill 

major attractions today but within the borders of South Africa (North West Province and 

the Eastern Cape respectively). The South African casino industry restructured itself in 

1983 to maximize the benefits from the homelands developments and a single gian t 

corporation called Sun International Lld took over all the homeland casinos (Lea, 

1988:21). Sun Internat ional therefore became a multibillion Rand company that owned 

and contro lled the major casinos in the homeland states, which like Lesotho and 

Swaziland, were homes to impoverished people. This is a classic scenario where the aims 

of development ethics are ignored for the sake of capital gain. 

Post 1996, with the legalisat ion of gambling in South Africa, the casino industry has 

become more regulated with a number of changes. These changes are discussed in detail 

in Chapter Four, which provides a background to the study. 

2.5 Conclusion 

The literature considered in this chapte r, that is, literature relating to gambling as a leisure 

activity, the symbolic economy of casinos and social and economic impacts of gambling 

and casino development, combine to provide some theoretical insight into the way in 

which casinos operate as spaces of compulsion. The concept of symbolic economy and 

the urban redevelopment strategies based on local heritage, is of relevance to this study 

because the SugarMill cas ino's theme and symbolism refers to the history of sugarcane 

fanning in KwaZulu-Natal associated with growth and prosperity (the hardship now 

conveniently forgotten). Literature pertaining to leisure and recreational activ ities 

provides and understanding of casino gambling as a leisure activity and the economic, 

symbolic and hedonic reasons for gambling. 
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The development of casinos close to poor and/or small communit ies have being met with 

much criticism as explained by Winchell et a l. , 1997. Usecm (2000) and Crush and 

Wcllings ( 1983). This is relevant to this study because the SugarM il1 casino is located 

close to the low-income area of Phoenix (as discussed in Chapter four). The concept of 

development ethics is relevant in assessing whether the residents of Phoenix view the 

SugarMill casino as a space of development o r whether perceptions of exploitation 

dominate. 

Key questions that form the basis of the analysis of this study were derived from the 

readings described in this chapter. These questions aTC: )-Iow does the SugarMill casino 

operate as a space of compulsion, in terms of its internal structure, imagery and 

marketing, and in temlS of its reception by the Phoenix community? How oftcn do 

Phoenix res idents visit the fac ili ty for gambling and why do they choose gambling as a 

fonn of leisure act ivity? What is it about the experience of casino gambling that is 

attractive to Phoenix residents and what is their expenditure at the casino? What support 

structures arc available in Phoenix to assist those who become compulsive gamblers? 
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CHAI'TER THREE 

METHODOLOGY 

3.1 Introduction 

Research is about answering unanswered questions, or creating a narrative or explanation 

which does not currently exist. It is not just infonnation gathering. The creation of knowledge 

lies at the heal1 of the research. As Leedy (1989:xiv, in Melville and Goddard, 1996) 

explains, that research is "3 systematic quest for undiscovered knowledge". In order 10 

contribute to the progress ion of knowledge in this field of research, this study makes use of 

discourse analysis as a means to explore the symbols used in marketing the SugarMi ll casino 

and to analyse its architectural symbolism. In addition, a questionnaire survey was 

administered in order to collect qualitative data to assess the social perceptions of gambling 

in Phoenix. The first strategy aHempts to detennine how the casino operates as a space of 

social compu lsion : the second part to detennine whether it is currently succeeding, and why. 

Various marketing adverti sements were used to analyse the marketing strategies employed 

and visits were made to the casino itself, in order to analyse the architectural symbolism. A 

self-adminisl'ered survey technique, which provides more detail on behaviour, attitudes and 

motivation, was considered to be the most suitable in the collection of primary data. This 

chapter explains the way in which the primary and secondary data were co llected, analysed 

and interpreted. The research design, sampling method and the limitations and problems 

experienced during data collection is also explained. 

3.2 Research Design 

3.2.1 Discourse Analysis and the Study of Signs 

According to Robinson (1998:472), discourse ana lysis, in its simplest sense, is the analys is of 

speech, conversation and dialogue. However, Foucault (1972, in Robinson, 1998:472), 

extended such analysis to apply in particular to systems of statements (like texts, expressed in 

many fonns) that could only be understood within their context. This would app ly also to 

texiS that are part of pictures or cultural symbols. Fairclough (1992, in Robinson, 1998:473) 



34 

also describes discourse analysis as covering a very wide field, which has extended analysis 

beyond linguistics into other modes of social analysis. 

As a poststructuralisl and postmodemist method, discourse analysis has been applied beyond 

the .confines of literary texts. According to Cloke et al. (1991: 171), one of the premises of 

postmodemism, "is that we need to contemplate the human world less in terms of 'grand 

theories' and more in terms of humble, eclectic and empirically grounded materials". This 

suggests that postmodernism urges a great sens itivity to the 'differences' in ways that arc 

both obvious and subtle. This focus upon difference is an alertness to the many variations that 

distinguish onc phenomenon, event or process from another (Cloke et al. , 1991: 171). The 

term 'postmodem' has been applied to a variety of cultural products and it is possib le to 

identify a variety of artistic creations, for example, painting, novels, plays, film s, sculptures 

and architecture (Cloke et al., 1991 : 173). 

Cas inos as postmodernism spaces have been the focus of much interest by various authors. 

For example. Gottschalk (1995), views Las Vegas as "a postmodem space par exce ll ence, a 

space where vastly incongruous architectural sty les are forced in sense less proximity" 

(Gottschalk, 1995:207). Got1scha lk further argues that Las Vegas is a particularly strategic 

site that promotes and even exaggerates a postmodem logic and 'structure of feeling'. The 

research by Gottschalk provides an exemplary insight to cas inos as postmodern spaces, and 

this study draws upon his work in ana lysing how the SugarMill casino operates as a space of 

soc ial compuls ion . 

This study a lso makes use of semiotics (the study of signs and the construction of meaning) 

as well as discourse ana lys is in order to analyse the symbols used in marketing the casino, 

and the way in which visual markers are used in manipulating and shaping the space. 

Sem iot ics considers how texts, words, pictures, films and events represent or convey 

particular meanings at given times and places (Robinson, 1998:429). 

The ana lysis of the marketing of the casino via the use of the metaphor of 'sweetness' is a lso 

explored. According to Bames and Duncan (1992:9), one form in which discourses can be 

presented, shaped and can gain influence is as metaphors. They further state that whilst there 

had been much debate over the mean ing of metaphor, most agree that it stresses a s imilarity 

between two or more different things. For example, with reference to Figure 4.2 , the 
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metaphor of 'sweetness ' is used to show directions to 'the sweet spot', namely the SugarMill 

casino. Cas inos cannot always be viewed as 'sweet' because it is a place where one gambles 

with money resulting either in loss or gain. However, in the case of advert isements, the 

purpose of using the metaphor is rhetorical , to persuade the reader that the writer's view is 

correct (Barnes and Duncan, 1992: 11 ). According to Morgan and Reichert (1999): "metaphor 

has long been the domain of rhetoricians, who have asserted the persuas ive power of 

metaphor and symbol to attain a deeper level of understanding of the meaning and 

significance orthe text", Due to this ' persuasive power ' orthe metaphor, the advert isements 

used in the marketing of the SugarM ill casino are explored in detail in Chapter Five. 

3.2.2 The Self-Ad ministered Survey 

A survey technique is a method whereby primary data is collected about subjects, usually by 

selecting a representati ve sample of the population or "universe" under study, th rough the use 

of a question naire. As Robinson ( 1998:378) explains " the use of questionnaires in gcography 

was popularised when ana lys is of people's geographica l perceptions became a major part of 

behavioural geography in the early 1970s". Subsequently, quest ionnaires have been used in a 

variety of research projects as a means of obtain ing infonnation from target groups within the 

population, especially when re lative ly small numbers of people are being questioned. Their 

principal attraction has been the ab ility to produce data that can be analysed by standard 

procedures. espec ially through descriptive stat istics using readi ly avai lab le computer 

packages (Robinson, 1998:378). 

In this case, the se lf-adm in istered survey technique was used in order to obtain infonnation 

from Phoenix residents regarding their views and perceptions of gambling, as we ll as to 

detennine their acti vity patterns with regard to the cas ino and the amount of money they 

spent. This survey technique is in discussed in detail in section 3.4. Any survey that requires 

the respondent to complete the quest ionnaire himlherse lf is referred to as a self-adm inistered 

survey. This survey technique was chosen ror thi s study because it saved the researcher time, 

as it was not viable to conduct fifty interviews personally. It was a lready estab li shed 

(StatsSA, 1996) that majority or residents in Phoenix were literate and spoke English as their 

home language, so it was assumed that it wou ld not have proved difficu lt to answer the 

questionnaire. 
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For the purpose of this study, the 'delivery and collection method" was used to administer 

questionnaires to respondents. Robinson (1998:385), notes that thi s method allows for some 

personal contact between researcher and respondent and thi s can facilitate greater co­

operation than with mail surveys, especially jf the researcher can answer problems related to 

the requisite fann filling. However, it must be noted that respondents were free to express 

their own views and the author is aware that the empirical data and research findings cannot 

be generalised to all areas or communities in South Africa that are within close proximity ora 

casino. The way in which the data was collected is discussed below. 

3.3 Data Collection 

3.3.1 Primary Data 

3.3.1.1 Collection of J>ata for Discou rse Analysis 

A number of visits were made by the researcher to the SugarMi ll casino in order to obtain 

primary data for the analysis of the architectural symbolism. Photographs of the interior of 

the SugarMill casino were taken with the use of a camera. The researcher had to gain special 

pcnnission from the head of the casino security department in order to do this, since 

photographs of the interior of the casino is not allowed by the casino policy. These 

photographs assisted in analysing the architcctural symbolism and theme used at the 

SugarMi ll casino, as discussed in Chapter Five. Infonnat ion rcgarding total number of 

employees at the casino and interior fixtures, for example carpets that was specifically 

des igned and manufactured for the SugarMill casino, was gained by means of personal 

communication with the SugarMill casino employees. 

As a means of experiential participation, visits to the casino also involved the observation of 

patrons whilst they were inside the casino, as we ll as for the researcher to absorb the 

atmosphere present in the casino. Observation was done to gain insight into the reactions of 

patrons when they either won or lost money. The researcher needed to absorb the atmosphere 

inside the casino to sense whether the casino prevailed as a space of compulsion or not. 

Marketing advertisements of the casino were collected from various newspapers, for example 

Doily News and Intlependen/ on Sa/m'day and thi s aided in interpreting the marketing 
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strategies employed by the casino owners. A number of newspaper articles containing genera l 

informat ion about the SugarMitl casino and cas inos in general were consulted. 

3.3.1.2 Collection of Data for Questionnaire Survey 

The collection o f primary data also involved the usc of questionnaires, which allowed for 

speci fic as well as detailed information 10 be extracted from respondents. The questionna ire 

was compiled using a number of closed -cnd cd and open-ended questions (Appendix 3). 

In a closed-cnded question, the responden t is limited to a number of given alternati ves in 

hislher response, whi lst in an open-ended question, there arc no pre-dctermined answers to 

choose from and the respondent uses hislher own words to answer the question. In this study, 

the closed-ended questions had pre-allocated numerical codes to answers, prior to conducting 

the survey and this is known as "re-coding. These codes were used 10 facilitate the easy 

keying of the responses into computer fonnat. 

The questions asked in Ihe questionnaire were related to the views people had regarding 

gambling in genera l and lhe SugarM ill casino. Questions asked related to the frequency o f 

use of the cas ino by Phoenix res idents as well lei sure activities in which the respondents 

engaged in . This helped to assess the importance o f gambling as a leisure activity amongst 

Phoenix res idents. Respondents' monthly income and gambling expenditure at the casino was 

questioned to assess the gambling costs to the community. The availability of support 

structures avai lable to compulsive gamblers in Phoenix was also questioned. Questions 

regarding Phoenix residents' views and attitudes towards the casino were asked to explore 

whether the casino is viewed as a space of development or exploitation. 

Population characteri sti cs of Phoenix were obta ined from the 1996 South A frican Population 

Census. 

3.3.2 Secondary Data 

An extensive literature review (presented in Chapter Two) is based on the collection of 

secondary data, in order to establish meaningful associations between the theory and 

collected data. Literature pertaining to casino development and research was consulted from 



38 

various disciplines, for example, Geography. Sociology, Psychology and Tourism. A number 

of journal articles were accessed online via the Internet and these proved to be very relevant 

for this study, for example, Cone (1999). Gaulct (1997), Juniu (2000) and Winchell et a1. 

(2000). This online search was conducted by firstly typing in key words, which then led to an 

advanced search ofjoumal tilles, volumes and issues. Section 3.4 describes in more detail the 

sampling method used for the questionnaire survey. 

3.4 Sampling Method for Questionnaire Survey 

A sample is used as a substitute for the population, and therefore represents the 

characteristics of that population as closely as possible (Robinson, 1998:28). The se lection of 

respondents was done according to the random sampling method, with two criteria. Random 

sampling is a sampling procedure that assures that each element in the population has an 

equal chance of being selected. A total of SO respondents were se lected . The two criteria 

necessary for selecting respondents were: they had to be over 18 years of age (18 years is the 

minimum legal age to gamble in South Africa, according to the National Gambling Act, 

1996) and they had to be current res idents of Phoenix. Whilst respondents were asked to 

provide their age, using age group categories, thi s infonnation was merely to ascertain that 

respondents were actually over 18 years of age. 

There are 26 identifiable community areas in Phoenix (City Engineers Report, 1999:7). A 

community area refers to an area that has been named and has its own facilities, schools etc. 

Two respondents from 24 of the 26 community areas were se lected. One respondent was 

selected from the Trenance Park and Sastri Park community areas, respectively. This is due to 

the close proximity of these community areas to each other. The respondents were se lected at 

the Phoenix Plaza shopping centre by firstly asking their age and then the community area in 

which they lived. Addresses of each respondent were taken so that the questionnaires could 

be collected from the respondents' homes. The aim was to have all community areas in 

Phoenix represented in the research. 

The SO questionnaires were handed out and collected by the researcher personally, and this 

was done during the month of July, 2001. There was a 100% return ratc as the researcher 

went to people's homes to collect the completed questionnaire. The method of data analysis 

is described in the next section. 
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3.5 Data Analysis 

Rob inson ( 1998:13), states that 'analys is' in its broadest sense can include initial eva luation 

of data, the generat ion or construction of data and the app lication of part icular analyt ica l 

techniques that examine data. For thi s research, the symbolic economy of the SugarMill 

cas ino was analysed using discourse analysis. This ana lysis was carried out on the symbo ls 

used in marketing the casino as we ll as the arch itectura l symboli sm. The analysis was 

conducted in relation to achieving the fo llowing research objective: 'To explore the symbolic 

economy of the cas ino in tenns of its marketing campaign and phys ical structure ' . 

The perceptions and attitudes of Phoeni x residents' towards gambling and the SugarM ill 

casino were a lso examined, The data obta ined from the questionnaires was ana lysed and 

interpreted in terms of certain key themes. These themes which were derived from the 

research objecti ves and literature compiled in Chapter Two, consists of the following; 

• Use o f the cas ino, location impacts and gambling in re lation to other leisure activities 

• Gambl ing costs to the community and the ava ilab ility of support structures 

• Views of the Phoenix commun ity regarding the SugarM ill cas ino 

The above-mentioned themes fac ilitated in ana lys ing the co llected data to answer the other 

research object ives of the study. For example, for achiev ing the following research objective: 

'To detennine the frequency o f use by Phoenix res idents, and to assess the importance of 

gambl ing in relation to other leisure activities', re levant data from the questionnaire survey 

was analysed under the theme of: ' Use of the cas ino, location impacts and gambling in 

relation to other leisure activities'. This was a lso the case for the fo llowing two objectives: 

'To detennine Phoenix residents' expenditure at the facility and the degree of support for 

those who become compulsive gamblers' and ' To explore Phoenix residents' views 

regard ing the casino's contribution to their community', In order to ach ieve these research 

objectives, they were analysed in relation to the fo llowing two themes, respect ive ly: 

'Gambling costs to the communi ty and the ava ilabili ty o f support structures', and 'Views of 

the Phoenix community regard ing the SugarMill cas ino', 
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Where applicable, data was analysed in the form of tables and figures, with the use of 

Microsoft Exce l. The pre-coding technique adopted in thi s study assisted in the easy 

fac ilitation of responses to closed-ended questions into computer format. for analysis. 

3.6 Limitations of the Study 

During the administration and collect ion of questionnaires, certain problems were 

encountered. The first relates to the sensitive nature of the topic. With regards to the 

Clayficld and Stoncbridge community areas of Phoenix, many people were approached 

before two respondents agreed 10 answer the questionnaire. Many felt that gambling is a 

sensitive issue and they did not want to be part of the research, even though they would 

remain anonymous. 

Secondly, some respondents misinterpreted the questions posed. The researcher had to 

reword and explain certain questions and this Icd to a delay in questionnaires being handed 

back to the researcher. A further problem was the failure o f some respondents to actually 

hand back the questionnaire on the agreed upon ' collection date ' by the researcher and 

respondent. This resulted in the researcher having to make more trips than anticipated to 

Phoenix, in order to collect questionnaires. Finally it turned out that many open-ended 

questions were not adequately answered and the researcher often had to ask respondents to 

elaborate on the answers that were given. 

It must be noted that although the above-mentioned problems were encountered, the 

researcher gained a whole new perspective and insight into gambling and also was never 

made to feel threatened in any way by respondents. This could have occurred since a number 

of questions could be viewed as 'personal ' and respondents could have got annoyed by being 

asked such questions. Some respondents al so re It pass ionately about the issue and were glad 

of the opportunity to express their views. 

3.7 Conclusion 

Influenced by the bodies of literature outlined in the previous chapter, the methodology of 

thi s study involved the undertaking of qualitative research. This was achieved through two 

main methods, namely, discourse analysis and the questionnaire survey. Discourse analysis 
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infonncd the architectural symbol ism and marketing strategies adopted by the SugarMi ll 

casino, leading to the analysis of strategies used by the SugarMill casino in operating as a 

space of socia l compulsion. The questionnaire survey deemed apt in understanding the views. 

perceptions and concerns that the residents of Phoenix have towards gambling and the 

SugarMill casino and the degree o f success of the cas ino in operating as a space of socia l 

compulsion. 

Phoenix residents' use of the facility, the importance of gambling in relat ion to other leisure 

activities, residents ' expenditure at the casino and the availability of support structures was 

a lso explored through the use of questionnaires. Random sampling method was adopted in 

the se lection of respondents. The analysis of the primary data by means of us ing certain key 

themes proved to be beneficial in understanding and interpreting the results. In the following 

chapter, Chapter Four, a background to the study is discussed. 
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CHAPTER FOUR 

BACKGROUND TO THE STUDY 

4.1.lntroduction 

This chapter provides a background to this study. It explains the current context of gambling 

in South AfTica, provides a bricfhislory of sugar cane fanning in KwaZulu-Natal and gives a 

description of the study arca as well as genera l infonn3tion regarding the SugarMill casino. 

This infonnation does not form part of the data analysis but is necessary in order to place the 

SugarMill casino in context and to make sense of the data. 

4.2 The New Context of Casino Development in South Africa. 

Organised gambling was formerly prohibited by law by the Gambling Act of 1965, which 

provided that "no person sha ll permit the playing of any game of chance for Slakes" (Brand, 

1997:vii). Gambling in almost a ll its fonns were prohibited on the grounds that it was 

antisocial , antibiblical and contrary to public morals (Wiehahn, 1995: 1). The onl y permanent 

exceptions were betting on horse-racing and lotteries, for which a number of inconspicuous 

allowances were made from time to time (Wiehahn, 1995:1-2). This puritanical attitude 

reflected the ' national Christian' ethos of the apartheid Nationalist Government - the same 

govemment that banned television until the late 1970's. 

With South Africa 's trans formation into a democracy, there was a turn-about in public policy 

on gambling. The Lotteries and Gambling Board, which was appointed under the Lotteries 

and Gambling Board Act of 1993 (Brand, I 997:vii), recommended that the gambling industry 

should be used to accommodate previously disadvantaged peop le~ redistribute wealth and 

assist w ith job creation and upliftment of communities. This led to the development of the 

'Natal-Lotto' - the on ly province in South Africa to have this fonn of gambling, whereby 

profits were distributed to charities and poor communities. 

The National Gambling Act was passed in 1996. and prescribes a maximum of 40 cas ino 

licences for the country, six of which have been allocated to Gauteng, five each to the Eastern 

Cape, North West, Kwazulu-Natal and Western Cape provinces, four in the Free State and 
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Mpumalanga and three each to the Northern J>rov ince and Northern Cape (Na tional Gambling 

Act, 1996). The Act also stales that no person may hold more than 161iccnccs or morc than 

two in any onc province. However, Sun International has 17 existing cas inos across the 

country and therefore will be required over time, to scale down operations, particularly if il 

wants to bid for new licences. 

Bidders have estimated the potential market at a fi gure of up to R20-bil1ion a yea r, but thi s 

has been disputed. It is widely agreed that the industry is probably worth an estimated 4-

billion Rand a year (Business Times, 25 May 1997: onlinc). In fact the new leg islation has 

been criticized for the way licences are and will be issued, which some argue will result in 

some casinos not being viable from the start. This is because the size of the markets in some 

provinces is too small and the disposable income of inhabitants too low (Business Times, 25 

May I 997:online). In the case where casinos are developed in areas where majority of 

residents have a low disposable income, they may view the casino and gambling as a means 

to 'get money'. However, this is not generally what happcns and gambling can have far 

reaching negative impacts on the person as well as social impacts. 

There has been overwhelming criticism against the gambling industry in South Africa. The 

unexpected popularity of casinos has startled many South Africans. According to Peter 

Coli ins of the University of Cape Town's National Centre for the Study of Gambling, " In a 

developing country, you havc to be careful. People are inadequately educated and they can be 

beguiled into believing that gambling is an easy way to solve their financial problems. We 

have a large population of poor people and they don't have to gamble very much before they 

are damaging their family" (Singer, 2000:2). 

The views expressed ahove are of particular importance to this study, since the casino under 

study is located on the outskirts of a poor economic area. This is di scussed further on in this 

chapter. 

4.3 Brief History of Sugar Farming in KwaZulu-Natal 

Visitors to the coastal city of Durban may pay little attention to the undulating green 

sugarcane fields that surround the city to the north , south and west. Fewer still may have 

considered the enonnous impact that sugarcane and the sugar industry have had on the 
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development of the c ity. and the province of KwaZulu-Natal (fonncrly known as Nata l) since 

it was introduced as a commercial crop more than 150 years ago. 

The hi story of sugar in Natal began before the arrival of the Eng li sh or the Beers. Chief 

Dingiswayo was growing sugarcane acquired from the Portuguese at Delagoa Bay in the 

early 1800's (Me/robeo,. 15 September-IS October 2001 :13). Before becom ing a thriving 

industry, the sugar industry in Nata l was facing problems of inferio r quality sugarcanc, 

capital shortage, land settlement policies and poor infrastructure (Hcnning, 1993:87). In 

1846, Edward Morewood. a European settler who was deeply interested in agricul ture, visited 

Mauritius and Reu nion. and returned to South Africa with new stocks of seed-cane and 

knowledge of indentured labou r from India (KwaZulu-Nalal Touri sm Authority, 200 I). 

The s ite of Morewood's first sugar mill on his farm in Compensation. situated between 

Tongaat and Ballito is now a national monument. While Morewood was credited with 

founding the sugar industry, it was the conLribution of knowledge of French, Creole and 

Indian planters and technical experts that were brought to Natal from the island of Mauritius 

that formed the basis upon which the earl y success of the industry was founded (Me/robea/, 

IS Seplembe,-I S OcloOO, 200 I : 13). 

By the 1870's, the sugar industry was a driving force behind economic growth in the Durban 

area. The development of ra ilways is attributed to this. Freund ( 1995: 11 ), notes that it was the 

development of railways in Nata l that provided the revenue which trans formed the economic 

power of the colony. The landscape of Natal was soon covered by sugar and sugar was 

responsible for the build ing of towns, villages, c ities, add itional railways, harbour and roads. 

King (1995: 14), notes that the sugar plantations in Nat'a l produced commodities for export as 

part of an intemationally integrated agricultura l and manufacturing system . As Nata l's sugar 

industry began to flourish, like sugar economies e lsewhere, it depended increas ingly upon the 

avai lab ility of labour. The local African population could not provide thi s labour since the 

social and economic structure of the Zulu kingdom was still intact, making it unnecessary for 

Zulu men to work for others. 

The demand for indentured labour arose from the need of white fanners who were 

experimenting with sugar production for a secure supply of labour (Dhupelia-Mesthrie, 

2000: 10). The first indentured Indian labourers arrived in Nata l in 1860. 
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Accord ing to Frcund ( 1995:2), the indenture contract a llowed for the employment of wage 

workers, under cond itions wh ich gave a high level of control to employers and usually 

involving transportation, for a fixed term. Indentured workers were bound by contract for five 

years in South Africa. There was incentive for a second contract ora further five years with 

the offer of a free return passage to India or the grant o f some land, however, the land grant 

was dropped in 189 1 (Dhu pe lia-Mesthrie, 2000:1 1). Conditions were tough for the 

indentured labourers, and as Meer et a l. (1980:7), notes: "the labourers on the plantations 

worked from sunrise 10 sunset and returned much 100 exhausted to cons ider their immediate 

environment". Despite thi s, afte r their indenture contract was over, many Indians chose to 

stay in South A rri ca and establish themselves as market gardeners, fi shermen, hawkers and 

traders. 

When the Zulu kingdom was destroyed. large numbers of African labourers came to work in 

the sugar industry, and by 1900 Blacks worked s ide by side with the Indians on the sugar 

estates (Hcnning, 1993). The indenture system was phased out in 1917 and by this time, Natal 

received a total of 152 184 Indian indentured labou rers, of which 62% were men, 25% were 

women and 13% were children (Dhu pelia-Mesth ri e. 2000: I 0). Women, too, had worked at 

hoeing, weeding and even cutting cane on the sugar plantations. 

Today, the South African sugar industry plays an integra l part in the economy by generat ing 

income and employment. The industry is positively impacting on the wider society through 

infonnation transfer, research, skill s and train ing. The history of the sugar industry in 

KwaZu lu-Nata l is re levant in understanding the theme and sym bo ls used by the SugarMil1 

casino as a means of attract ing gamblers to the casino. This relevance and significance IS 

discussed in Chapter Five. 

4.4 The Location of the Study: The Community of Phoenix 

4.4.1 Geographical Location of Phoenix 

Approx imate ly 20km north of Durban in the undulat ing hill s that were formerl y sugar cane 

fields lies the township of Phoenix, which is bounded by KwaMashu to the south, MR 93 to 

the west, MR 92 to the east and Ottawa and Veru lam to the north (City Engineers Report, 

1999: I) . The area of Phoenix is approximately 25.74 km ' (StatsSA, 1996). 
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4.4.2 A Brief History of Phoenix 

Phoenix was developed by the Durban City Counc il in conjunct ion with the Department of 

Community Developmenl, as a means of relieving the critical shortage of housing for the low 

income earning members of the Indian community in Durban (City Engineers Report, 

1982: I) . 

The Indian population of South Africa endured many hardships during the Apartheid years 

and before. The Group Areas Acts of 1950 was one arthe key instruments used to reinforce 

the ideology of Apartheid. It served as a too l for staLe intervention in controlling the use, 

occupation and ownership of land and buildings on a rac ial basis, and emphas ised separate 

residential areas. educational services and other amenities for the different race groups. The 

main goa l was rac ial residential segregation (Maharaj, 1993. in Subban. 1994:20). 

The implementation of the Group Areas Act in Durban led to the massive removal of people 

and a decrease in thc amount ofland available for Indian occupation. In 1956, it was reported 

that the Whites would gain almost 3 000 acres in the c ity. at Indian expense (Subban, 

1994:29). Although the legis lation was passed in the 1950's, expropriation of property and 

forced removals only started getting under way in the 1960's. In the earl y 1960' s, the new 

group areas township of Chatsworth was developed but there was not enough a lternative 

housing availab le, which created wide-scale problems. In 1967 it was reported that 6 146 

Indian fam ilies had been re located in Durban as a result of the Group Areas legislat ion and a 

further 13 000 Indian fami lies were estimated as still under threat. This meant that a tota l of 

just over 120 000 individuals affected by the Act, either moved or threatened with removal 

(Subban, 1994:29). It must also be noted that Indians were moved out to undeveloped areas 

where infrastructure was poor and services inadequate. 

Hence, as a response to the growing Indian popu lation and a need for housing, as well as the 

Group Areas legislation, the township of Phoenix was developed. Also, Phoenix was 

developed because Chatsworth was fu ll y developed and occupied by this time. The first 

houses in Phoenix were occupied in March 1976 and it was anticipated that by February 

1986, 35350 houses would have to be buill (Cily Engineers Report, 1982: 1). 
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Phoenix was developed in terms of the current planning thinking, which was to move away 

from the o ld concept of residentia l areas compri sing pa ra lle l streets with two lines of fronti ng 

houses, to a concept of siting groups of units around open spaces and play areas (F igure 4.1). 

The groups would operate in re lation la the open spaces a nd be linked to the concept o f 

pedestrian footpath structures (Figure 4.1 )(City Engineers Report, 1999:2). A full range of 

house lypes was built, w ith house size and type dependa nt on family size and individua l 

income. The tra nsport system was designed consis ting of a hierarchy of roads ranging from 

major arte rial to c ui -dc-sacs and footpaths (City Engineers Report, 1982:9). 

According to the C ity Engineers Report ( 1982:4), the fo llowing goals were set for the 

planning of Phoenix in consultation between future residents and town planners designing the 

new town: 

• To provide a ffordable housing for low income Indian househo lds as rapidly as poss ible. 

• To establish an attractive environment with a full range of soc ia l fac ilities in para lle l with 

the housing programme. 

• To ensure a high leve l o f access ibilily 10 all othe r areas within the c ity of Durban. 

• To contro l pedestri an! vehicle conflict by the care ful routi ng of th rough traffic and the 

creation of tra ffic free housing areas. 

• To allow nexibility in the pla n to cater fo r the future as pirations o f the people and 

uncertainties of long tenn fo recasting. 

Whilst the goals mentioned have not been fully realised, low-income housing with a few 

social facilities (for example. libraries, swimming pools, shopping centres) have been 

provided to date. However, due to the growing population in Phoenix and the deve lopment of 

surrounding areas, traffi c congestion during peak times has become a major concern. 

4.4.3 Current Population Characteristics and Employment Profile 

The total population o f Phoenix for 1996 was 159295, with a total male population of 77 635 

and total fem ale population of 8 1 660 (StatsSA, 1996). Of this total population, the 

population groups are as follows (SlatsSA, 1996): Black, Coloured, Indian and White (refer 

to Table 4. 1 for the actual number and percentage o f each population group). According 10 

Ihe 1996 Population Census, there is a mix oflhe vari ous race groups evident in Phoenix. 
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There are a number of Africans and even Whites that are now li ving in Phoenix (Table 4. 1). 

This is largely due to the softening of apartheid controls since the earl y 1990's. 

Table 4.1: Population Groups in Phoenix 

Population Group Black Coloured India n White Unspecified Total 

Number People 3578 639 153 878 112 1220 159427 

Percentage (%) 2.24 0.40 96.52 0.Q7 0.77 100 

The community areas in Phoenix have an average population of approximately 6 000 people 

per community except for the Caneside community which has a population in excess of 10 

000 (City Engineers Report, 1999:3). A community area refers to an area that has been 

named and has its own facilities, schools etc. 

The following table indicates the employment status of the res idents of Phoenix. The data 

was obtained from the 1996 South African Population Census. 

Table 4.2: Employmcnt Status of Phoenix Rcsidents 

Employment Status Number of People 

Employed 53065 

Unemployed, looking for work 10765 

Unemployed. nollooking for work I 628 

Not working - housewifelhome-maker 20356 

Not working - scholar/full time student 13835 

Not working - pensioner/retired person 7647 

Not work ing - di sabled person 2681 

Not work ing - not wishing to work 1097 

Not working - none o f the above 2388 

Unspec ified 202 

Aged < 15 years 45341 

NA : Institution 290 

TOTAL 159295 
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It is evident from Tablc 4.2, that there arc a significant number of people who arc 

unemployed in Phoenix. This portrays a rather bleak picture for those that are unemployed 

because overall in South A frica, the unemployment ratc is on the increase. Hence, due to 

peoples' desperation , one could expect an increase in crime in Phoenix 10 support add ictions 

and compu lsive behaviour. This issue is already of concern in Phoenix (Sunday Tribune, 28 

January, 2001). 

4.4.4 General Spatial C haracteristics of ))hoenix 

Phoenix cons ists of 26 identifiable community areas (C ity Enginee rs Report, 1999:7). Most 

community areas have their own centrally placed community centre. These centres provide 

shopping and other soc ial facilities such as libraries, community hall s and swimming pools. 

In addit ion, most community areas have its own high school in a central position and two or 

three primary schools (City Engineers Report, 1999:7). It must be noted that not all of these 

fac ilities exist in every single community area. Some exist and some do nol. 

Many people rely on public transport, consequent ly bus routes have been spaced so that the 

maximum walking di stance to catch a bus is 400 meters or five minutes (City Engineers 

Report, 1982:5). The road design takes a hierarchica l form with the major roads being Spine 

Road and Phoenix Highway, followed by the bus routes, collector roads and access roads and 

cui-dc-sacs, as illustrated in Figure 4.1. Initia lly houses in Phoenix were clustered together 

around open spaces with communal car parking areas (City Engineers Report, 1982:7). T his 

situation has changed since the communal car park did not prove to be popular and today, 

where poss ible, vehicle access has been provided to all houses (City Engineers Report, 

1999:7). 

There are various hous ing types in Phoenix ranging from owner-builder houses which were 

so ld as service sites, selfhelp houses and private developments. The majority is Council-bu ilt 

houses, for example, semi-detached, terrace housing, duplex units and Oats (City Engineers 

Report, 1999:7). The semi-detached and terrace housing had been originally planned as 

saleable units and over the years, home owners have invested a considerable amount in the 

alterations and improvements to their orig ina lly small homes. Counci l housing such as 

terrace, duplex units, semi-detached units and Oats, is presently being done away with 

because of the limited government funding (Ci ty Engineers Report, 1999:7). The provision of 
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housing today is undcnakcn in terms of the current Provinciall-lousing Board subsidies based 

on the joint income of the spouses. Also, Counci l-built duplex units and Oats are in the 

process of being so ld by sect ional title to the tenants. 

As noted , Phoenix has been planned with an efficient road network system. The Phoenix 

Highway and Northern Drive arc major roads in Phoenix and carries a high volume of traffic. 

The distributor roads and co llector roads from each community area feeds on the highway, 

which in turn leads traffic in or out of the area. Footpaths in Phoenix provide a good form of 

linkage have been designed to provide easy access to, for example, community facilities. 

schools and bus stops. 

To the south of Phoenix lies the North Coast Road, which forms onc of the major external 

linkages to the N2 freeway, Mount Edgecombe, Umh langa, Duffs Road arca, RcdhilJ , 

Briardene, Umgeni and the Durban Centra l Busincss District (City Engincers Report, 

1999:9). The MRlJ3 road, links Phoenix/Phoenix Industrial Park to KwaMashu, Nluzuma and 

Inanda Districts, and to the north and cast areas, Phoenix is linkcd to Ottawa, Vcrulam. 

Tongaat, Umhlanga and La Lucia via the M41 road (City Engincers Report, 1999:9). 

Phoenix is comprised of approximately 1200 hcctares of green space which falls under the 

control of the Durban City Parks Department (Durban Parks Department, 2001). Thcre are 

110 playlots with playground equipment which is approximately 52 hectarcs. There arc also 

large tracts of open space, which is used for sowca lJed "pass ivc" recreation. Of the 38 sports 

fields that exist in Phoenix, four have turf wickcts and there are five with synthctic wickets 

(Durban Parks Department, 200 1). 

There are a number of shopping complexes in Phoenix in addition to the Phoenix Town 

Centrc. Somc of thesc shopping complexcs arc Phoenix Plaza, Gem City, Raza Plaza, 

Whitchouse Shopping Centre and the adjoining Mount Edgccombc shopping complex. 

Phocnix also has a very we ll developed town centre. 

Phoen ix has its own Industrial Park wh ich is approximate ly 230 hectares in extent (City 

Engineers, 1999:18). Thc Industria l Park is situated within the borders of Phoenix and is in 

close proximity to KwaMashu, Ntuzuma and Inanda. It is cons idered as a successful 

investment area and provides employmcnt opportunities to the res idents of Phoen ix, 
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KwaMashu, N luzuma and Inanda (City Engineers Repon, 1999: 18). According to the City 

Engineers Report ( 1999), there are also a number of infonnal trade activities present in the 

a rea. 

From the discussion , it is ev ident that Phoenix is a predominantly Ind ian a rea, with a high 

unemployment rate. The majority of the popu lation is not very wealthy. Therefore the 

rat iona le behind developing a casino on the doorstep of th is suburb remains a contentious 

Issue. 

4.5 The SugarMiII Casino, Mou nt Edgccombe 

The R200-million SugarM ill casino is the first casino to operate in the Durban metro. It is 

jointl y owned by Afri sun KwaZulu-Natal and Sun Internat ional (Daily News, 02 February 

200 1). This temporary casino opened on 2 February 2001, at Mount Edgccombe, about 

fifteen minutes ' drive from Durbiln's Centrall3usincss District (Figure 4.2). 

The first legal cas ino in KwaZulu~Nata l , the Monte Vista Cas ino, in Newcast le, together with 

SugarMill Casino is operat ing from temporary sites. Temporary casinos are estab li shed to 

ensure a cash flow into the province as well as to the operators. However, prior to the 

granting of these cas ino licenses, cas ino operators had to provide a contingency plan for 

alternate sources of funding should the anticipated cash fl ows from the temporary casinos not 

be forthcoming (The Mercury. 24 October 2000). 

The SugarMill casino consists of 26 gaming tables and approximately 800 slot machines. 

Some of Sun Internat ional's famous slot machines wh ich are featured here are Millennium 

Mania, Dream Machine and Poker magic, wh ilst the gam ing tables offers Roulene, Blackjack 

or Punto Banco. Six gam ing tables and 56 slot machines arc set-as ide for high-spending 

players in the exclus ive privacy of an area called the ' Plantation Club PrivC'. The Magic 

Company who offers a variety of amusement games caters for people under the age of 18 

years. This ensures that children can be kept occupied whilst parents gamble. There are also a 

number of fast food and snack out lets, walk-up bars, as well as a 140-seater buffet restaurant 

ca lled 'CaneCutters '. 



Figure 4.2: Map Showing Directions to the SugarMiII Casino 
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Regular patrons of Sun International casinos who arc members of the 'Most Valued Guest 

(MVG)' Club, can make use of the same benefits at the SugarMill casino and some of these 

include, free entry and undercover parking as well as the exclusive use of the MVG Gold 

Card lounge for gold card holders. For silver card holders, there is free en try only. 

An in-depth analysis of the architectural symbolism and theming, as well as the marketing 

strategies employed by the SugarMi ll casino is provided in Chapter Five. 

4.6 Conclusion 

This chapter provided an in depth knowledge into the background of this study to enable the 

reader to conceptualise the issues under discussion later on in the study. Casino development 

in South Africa, although a relatively new concept, is occurring at an unprecedented rate. 

According to Singer (2000), in 1996 casino gambling was legalised in South Africa and by 

2000, 21 casinos were developed across the country in a very short space of time. It is 

important to emphasise this rap id development in order (0 place the present study in context 

It has also been estab li shed that Phoenix is a predominantly Indian area, with a high 

unemployment rate therefore the development of a casino on the doorstep of thi s suburb has 

been subject to much criticism. 

It is also necessary to highlight the development of the sugar industry in KwaZulu-Natal, 

since the suga r industry paved the way for the growth of other industries. Of particular 

relevance to this study is the symboli sm of the Indian indentured labourer on a sugar cane 

plantation, and this has been employed as a theme by the SugarM ill casino. Greater detail 

regarding this issue is e laborated upon in Chapter Five. 
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CHAPTER FIVE 

ANALYSIS OF DATA 

5.1 Introduction 

This chapter reflects the analysis and interpretation of the data collected. First, data 

pertaining to the architectural symbolism, theming and marketing of the SugarMiU casino 

is analysed. Second, Phoenix residents ' use of the casino as well as attitudes and 

perceptions towards the casino is also analysed .. The data is analysed in relation to the 

literature discussed in Chapter Two, as well as the objectives of the study. Various 

marketing advertisements are used to analyse the symbolism of the SugarMill casino. The 

questionnaires are analysed according to specific themes, for example, use of the casino, 

location impacts and gambling in relation to other leisure activities; gambling costs to the 

community and the availability of support structures, and views of the Phoenix 

community regarding the SugarMill casino. These themes are important in analysing the 

data pertaining to the research objectives of this study. Where applicable, graphs are used 

to depict findings from the questionnaires and these are followed by a brief explanation. 

5.2 Analysis of the Symbolic Economy of the SugarMiII Casino 

In analyzing the symbolism employed at the SugarMill casmo, it IS imperative to 

highlight some of the theory that provides a conceptual background to the analysis. The 

set of architectural themes which plays a leading role in urban redevelopment strategies 

based on historic preservation or local heritage (Zukin, 1995), is a key tool in analyzing 

the architectural symbolism and theming at the SugarMiU casino. Culture is the prime 

motivator for the symbolic economy in the tourism industry because the symbolic 

economy is composed of cultural signs that re-represent space (Zukin, 1995). This 

section, then, attempts to show how the use of cultural signs and symbols in space has 

meaning and significance attached to it and the manner in which this creates a space of 

compulsion at the SugarMill casino. It must be noted that the SugarMill casino is 
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currently a temporary casino and a new, permanent casino is expected to be built by latc 

2003 at Umdloti, north of Mount Edgecombe. Thus the financial investment is probably 

less than can be anticipated in the permanent casino building. SliB, theming has occurred 

in both the organisation of space and in the marketing campaign. 

S.2.1 Architectural Symbolism and Theming at the SugarMiIl Casino 

The SugarMill casino consists of a blend of characteristics. The main theme adopted 

cenlers around sugarcane cultivation and milling, and sub-topical vegetation that is found 

around the area in which the casino is located. The first introduction with regards to the 

location and theme of the casino was a Daily News advertisement in January 200 I : 

"Amongst the lala palms, the wild banana trces and the green hills that still echo the 

sound of sugar millions made and lost, there's a sweet surprise in store for aU those who 

dare to experience KwaZulu-Natal 's newest gaming experience" (Daily News, 30 January 

200 I). The specific location of the casino is also of great significance in the 

establishment of the casino's main theme. The SugarMill casino is built on the former 

staff quarters of the Mount Edgecombe sugar mill (a site approximately 6 560 m') 

(Sunday Times, 14 March 1999). Most patrons are unaware of the history of this site. 

These staff quarters housed the Indian indentured labourers who worked at the Mount 

Edgecombe sugar mill. Thus the theme is both history (the sugarcane experience, which 

is of particular significance to Indian South Africans); and physical setting (suh-tropical 

vegetation). 

The architecturaJ features 0 f the casmo are deaJt with first , and then the marketing 

campaign is analysed. The only visitor entrance to the SugarMill casino, is situated in 

Siphosethu Road, Mount Edgecombe, and one can see the back view of this casino from 

the M41 road, either driving towards Phoenix or in the opposite direction towards 

UmhJanga Rocks. The back view looks like little more than a factory or warehouse and 

probably is similar to a sugar mill. According to Rob Bolton, general manager of the 

SugarMill casino, the casino is destined to be transfonned into a warehouse once the 

permanent Umdloti casino complex is complete (Sunday Tribune, 07 January 200 I). 
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However, the main entrance into the casino is quite impressive. The front architectural 

design of the casino is similar to that of a colonial 'manor house', which was typical 

colonial architectural design found in South Africa in the late 1800's and early 1900's. 

White cottage-paned windows, a green ' tin' roof and natural brick are the main materials 

used. A dark green colour is used as a means of accentuating the contrast between the 

white window frames and natural brick walls. The entrance is brightly lit up and the 

fluorescent red , yellow and green signage of the casinos name provides a '"warm" 

welcome into the casino. A number of tall palm trees line the right-hand side and front, of 

the exterior of the casino. 

Just before entering the casino, there is signage informing patrons, amongst other things 

that the casino is a 'No-Smoking' casino and that no photographs are aUowed inside. As 

mentioned earlier, special permission had to be obtained to take photographs included in 

this thesis. Upon entering the casino through rotating glass doors, one is confronted with 

a bright, busy space. To the right of the entrance foyer is a security check point and to the 

left is the Magic Company's children's entertairunent area and the 'Uthando Creche ' 

(plate 5.1), where parents can leave their children under supervised care for a fee, whilst 

they gamble. 

UTHANnD fl1fJCHE 

Plate 5.1: Entr-.mce to the children's entertainment area at the SugarMiII casino 
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As one walks towards the end of the foyer and towards the gaming area, there arc a 

number of eye-catching signboards (Plate 5.2), depicting the casino's various offerings. 

On either side of the foyer are restrooms and fluorescent e lectronic information boards 

informing the visitor of the payouts available from the casino's high-paying slot 

machines (Plate 5.3). This would undoubtedly create a feeling of excitement in the visitor 

who would want to gamble at those particuJar slot machines in the hope of winning 

thousands of Rands. 

Plate 5.2: Electronic signboards depicting the SugarMiII casino's various offerings 

Plate 5.3: Monetary payouts available from the SugarMiII casino's slot machines 
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At the very end of the entrance foyer, the NewsCafe restaurant is located on the right 

whilst the CaneCutters restaurant is located on the left. Up to this point, there arc no entry 

restrictions in tcnns of age. But at this point. one encounters the "Most Valued Guest" 

desk, with security personnel. This is the entrance to the gaming area which only aUows 

people of 18 years and older. 

Although tht:: casinu is not designed like a sugar miU inside, the 140-seater 'CaneCutters' 

restaurant is named in keeping with the theme of labourers at a sugar cane farm (plate 

5.4). On onc side of this restaurant is a wall-to-wall painting ofa sugar plantation, again 

in keeping with the main theme. 

Plate 5.4: Entrance of the 'CaneCutters' Restaurant 

Within the gaming area, there are a number of slot machines, gaming tables, Automatic 

Teller Machines (ATM), walk-up bars and restrooms. There is also a "Most Valued 

Guest (MVG)" lounge and a separate gaming area called Plantation Club Prive for gold 

card MVG holders. The use of the word 'plantation' for this space is clearly related to the 

theme ora sugar plantation. At the entrance of the Plantation Club, there are a number of 

original framed historical photographs on the wall, of work being done on a sugar cane 
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farm and mill, however. these lack captions or explanations. Denominations for the slot 

machines range from 1 Qc to RI 00 and are grouped in different areas, with the top 

denominations in the Prive area. The dominant background colour of walls and pillars 

throughout the casino is cream. 

Unlike in the entrance foyer which has a covered ceiling with cornice and decorative 

moulds, within the gaming area, there is a suspended metal fi-ame ceiling which is not 

covered by any other material and this creates a feeling of openness, even of being 

outdoors. However, the ceilings are fitted with extensive lighting and a number of 

security cameras. A striking feature of the ceilings in the entrance foyer as well as the 

gaming area, is the presence of magnificent large chandeliers with images of palm leaves 

incorporated into the design (plate 5.5) . 

. , "1 .. -~ .... .. ~ 
,~ 

Plate 5.5: Example of a chandelier at the SugarMill Casino 

Whilst the floors in tbe entrance foyer and restaurants are tiled, the floor in the gaming 

area is carpeted. The carpets were especially designed for the casino (Casino employee, 

pers. comm. 15 July 2001), and consist of green palm leaves made into a 'square' pattern 

by being surrounded by the ' cane' of the sugar cane plant. The tiles in the entrance foyer 

are a mixture of beige porcelain tiles and green granite inlays, again in keeping with the 
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colours associated with a sugar plantation. Added to this theme of planting and nature, all 

the walk-up bars in the gaming area are named after rivers in KwaZulu-Natal, namely, 

Umfolozi, Tugela and Umgeni. 

Within the interior of the casino, there are a number of palm trees growing in plant pots. 

with smaller artificial plants at the base of the palm tree. At the centre of the gaming area 

surrounded by approxi.mately ten huge pillars, are the gaming tables of the casino. These 

tables are confined under a circular lowered cream ceiling with many ' downlights', 

security cameras and a chandelier (as described previously). This is the only part of the 

gaming area that has a 'covered ceiling' . The circumference of this lowered ceiling is 

covered by wall paper depicting the 'cane' portion of the sugarcane plant and this 15 

designed in such a way that at first glance, it looks like a 'crossed- design' wallpaper. 

While all the general information signage at the casino is done in green font (electronic) 

on a cream background, bright red, yellow, orange and blue colours illuminate the slot 

machines. This creates a warm glow in the gaming area. Some of the slot machines are 

also named after the main theme of the casino, for example. 'Palm Magic' and 'Fields of 

Fortune' . Thus, as Gottschalk (1995), stated it is the lure of making money and the bright 

neon lights of casinos that are the main draw cards of consumption, and this is heightened 

by the theme. 

Whilst the exterior structure of the casino is a rectangular shape, this shape in the interior 

is less distinct because of the use of curves, arches and pillars in the architecture that 

creates an 'open-plan' interior where one form of activity flows into the other. There are 

no solid walls separating, for example, the restaurants from the gaming area, but merely 

wood (cream) and brass (gold) balustrades. Also, the lowered ceiling at the centre of the 

gaming area has a tendency to 'draw' one to walk around the diameter of this central 

space and hence of the entire gaming area. It must be noted that there is a distinct 

presence of security and security cameras both inside and outside (parking area) of the 

casino. This creates a sense of safety amongst patrons of the casino. There is also a lot of 

noise: continual sounds are emitted from the various slot machines and 'upbeat' music is 

ruso constantly played creating a very hypnotic atmosphere within the space. 
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The SugarMiII casino clearly draws on cultural capital and cultural symboHsm as a means 

o f marketing itself and attracting patrons. The casino makes use of the history of Indian 

cane-cutters and its locat ion (Mount Edgecombe), in it s direct appeal to the Indian ethnic 

group. In order to gain further insight to the historical and cultural symbolism of the 

SugarMill casino, it is necessary to brieny compare the ' history' presented at the 

SugarM ill casino with the actual experience of Indians in Natal. 

In Natal, between 1860 and 1917, approximately 152 184 Indians arrived as indentured 

labourers to work in the fledgling sugar industry. They arrived by shjp. not knowing 

exact ly what lay ahead in South Africa (Plate 5.6). 

Plate 5.6: Arrival of the indentured Indians in Natal (1860) 

Source: Local History Museum's Collection, Durban. 

While many worked on the sugar plantations (Plate 5.7), others worked on the wattle and 

tea plantations and in the coal mines. Some came as domestic servants and waiters. 

Although the indentured Indians suffered many hardships, they however managed to set 

up residence, build their own homes, temples and engage themselves in a variety of 

festivals. 
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Indian traders arrived in South Africa shortly after the arrival of the indentured Indian. 

This was to be expected as the indentured Indians were unique in their manner of 

dressing, religion, customs, folklore and general life-style, and the Indian trader was able 

to provide for the indentured Indians' needs of clothing, musical instruments, specific 

foods and religious artifacts. 

Plate 5.7: Indian cane cutters on a sugarcane plantation 

Source: Local History Museum's Collection , Durban. 

The Indian trader prospered and was able to make a successful living. This invoked the 

envy of white traders, who pressured the government of the day, to pass numerous anli­

Indian legislation which restricted the Indian trader as to where he could live and trade 

(Dhupelia-Mesthrie, 2000). Indians were restricted to specific locations and bazaars. In 

the mean time, after the expiration of indenture, the ex-indentured Indian also prospered. 

He rented and leased land, grew vegetables and sold them at the market or went from 

door to door selling his products. 

In a sense, the symbolism of the SugarMill casmo is 'sanitising history ' because the 

theming seems to gloss over the indentured labour experience, which was certainly not 
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"sweet", However, it can also be viewed as a positive theme because it symbolizes the 

Indian pride in surviving the experience of being an indentured labourer. The developers 

and marketers of the casino are not only playing on the continuity of place (Mount 

Edecombe Sugar Mill staff quarters), but also playing on a sense of local tradition, since 

the majority of the Lndian population in South Africa lives in KwaZulu-Natal, in or near 

Durban. 

As mentioned in Chapter One, the SugarMill casino is only a temporary casino and a 

permanent casino called: 'Sibaya Resort and Entertainment World'. is expected to open 

in Umdloti, north of Mount Edgecombe, in late 2003. The central theme of this new 

casino draws will apparently draw its inspiration from Zulu culture - it hopes to combine 

traditional Zulu art, architecture and legends with the latest technology and modem 

design (The Mercury, 24 October 2000). One would therefore wonder whether the same 

clientele as that of the SugarMill will patronise the new casino. 

Upon analyzing the architectural symbolism and theming of the SugarMill casino, it can 

be concluded that the casino does operate as a space of compulsion for a specific group of 

people, Indian South Africans. From luxurious padded swivel-back chairs for gamblers to 

the numerous A TM machines available (for those down on their luck), the casino creates 

a space that is comfortable and appealing to gamblers. For example. the slot machines 

make use of 'smart card 'technology. that is coins are not used for gambling, instead the 

'smart card' is inserted into the machine and gamblers then insert Rand notes into the slot 

machine. Credits are then recorded onto the card. The 'smart-card' can be used on all 

denominations of slots and gaming tables and will automatically adjust to the value of 

what the gambler is playing. Although some might miss the familiar sight of coins filling 

the tray, the machines are able to reproduce the clanging sound of coins falling with 

music and flashing lights when one wins. 

The strong presence of security personnel and cameras at the casino creates a feeling of 

security amongst gamblers since gambling is an activity which involves the use of 

money. The use of colour and signage are a major draw card that lures one into gambling. 
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This casino uses cultural signs and symbols as a means to generate cultural capital for 

itself. This is not only evident in the architecture and arrangement of space. The use of 

'cultural capital' as a means of marketing the casino is explored in the next section. 

5.2.2 The Sweet Taste of Money - Marketing tbe SugarMiII Casino 

The marketing campaign launched to promote the SugarMill casino, rather tban the 

architecture, is the arena in which most effort has gone into the manipulation of the 

symbols to re-represent space. As already explained, this is probably because the casino 

is only temporary and will soon be moved further north of Durban. However, the 

launching of the casino was timed to coincide with an effective marketing campaign, also 

built around the theme mentioned. The main concept behind the marketing campaign is 

linked to the sweetness of sugar, and thus evokes the positive history of the sugar 

industry in KwaZulu·Natal. 

First, the name of the casino as well as its marketing advertisements (Plates 5.8, 5.9, 5.10 

and 5.11), are luring people into gambling by using the words "sugar" and "sweet" • 

words and analogies which signifY enjoyment and positive gain. The use of the verbal 

metaphor of 'sweet ' by the advertising creators conveys meaning, with regard to the 

money that could be won at the 'sweet spot ', namely the SugarMill casino. 

According to Morgan and Reichert (1999), metaphors are interesting because they 

stimulate curiosity about the brand and consequently they result in deeper levels of 

processing. They further state that the use of verbal metaphors which are reinforced by a 

visual image, is advantageous in obtaining and sustaining the attention of the reader. This 

certainly seems to be the case for Plates 5.8, 5.9, 5.10 and 5.11. By reinforcing the 

metaphor of 'sweet' in all of the advertisements, readers will become accustomed to 

which product is being advertised, that is the product of casino gambling, but more 

specifically the actual location of the product, the SugarMill casino. 
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The writing font used in the advertisements is a font style that is normally used to 

describe a bygone era or something of the past. This creates a feeling of nostalgia in the 

reader. It is also interesting to nOle that the advertisements as shown in Plates 5.8, 5.9, 

5.10 and 5.11 , all appeared on ' page one' of either the Daily News or independent on 

Saturday. This suggests that it would prove very difficult for the reader of these 

newspapers not to notice and take cognizance these advertisements. 

Plates 5.8 and 5.9, show the exact style and layout used in the advertisements. In keeping 

with the subtropical vegetation theme, a few branches of Slrelilzia nicolai (wild banana) 

are seen at the left and right hand sides of the advertisement, the name of the casino is 

nestled at the bottom of the advertisement between Erylhrina caffra (flower of the coral 

tree) and that of the figure "7", which is the key symool in the advertising of any casino. 

This is symbolic because in many casinos (for example, the Wild Coast Sun and Sun 

City), a number of slot machine jackpots or high winnings are paid out when a player 

gets three or more "7" symools in a line. The positioning of the name of the casino in the 

advertisement, would imply that great winnings and jackpots are waiting to be won at the 

SugarMill casino. 

In Plate 5.8, the phrase: 'Surrender to the sweet lure of Lady Luck' emits a strong 

message of one 'surrendering' to gambling. The use of language suggests that the 

' temptation' to gamble should not be resisted. In Plate 5.9, the phrase: 'Looking for an 

experience that isn 't run of the mill?' is a word play on the 'sugar mill' concept. 

Generally, the expression ' run of the mill ' refers to a mundane, almost ooring experience 

or task. This advertisement clearly 'invites' the reader to an experience that is not 

mundane or ooring - an experience of gambling. The word "mill" is cleverly used to 

invoke the recognition of the casino. The advertisements in Plates 5.8 and 5.9, appeared 

in local newspapers just after the SugarMill casino opened. They were part of an 

' introduction' campaign at the start of the casino's life to make the opening and existence 

of the casino known. 



Surrender 
to the 
sw-eet 
lure of 

I Lady Luck. 

Plate 5.8: Advertisement luring people to gamble 

Source: Daily News, 16 February 2001, p. 1 
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Looking 
for an 

• experIence 
that isn't 
run of 

the mill? 

Plate 5.9: Advertisement using a ' word play ' on the sugar mill concept 

Source: Daily News,S February 2001, p. I 
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In Plate 5.10, a different style, layout and colours are used. The symbols used specifically 

represent 'gambling' : at the top of the advertisement there is the presence of playing 

cards, a roulette machine and the triple "7" sign. These are again nestled among sub­

tropical vegetation. namely Strelitzia nieolai and Erythrina caffra. This advertisement is 

more informative to the reader, giving himlher information about the ' Bwnper Bonanza' 

attractions available at the casino for a limited period only. It is also interesting to note 

that both cars and cash prizes can be won. and the advertisement depicts both of these by 

showing large amounts of money lying in a car bumper. 

[n Plate 5.11, similar colours to Plates 5.8 and 5.9 are used. However, the font size is 

much smaller and there is once again the use of symbols to represent gambling, namely 

the playing cards and the roulette 'chip' . This advertisement informs the reader of a 

forthcoming attraction at the SugarMill casino that can 'change one's life with as little as 

1Oc'. This would entice the reader to 'watch that space' because in a society filled with 

poverty and unemployment, 10 cents is affordable to anyone - the lure is that by 

investing this small amount of money, one might change one's life and escape from 

poverty. This advertisement suggests that poor people are being targeted by the 

marketing campaign. 

[n Plates 5.8, 5.9, 5.10 and 5. I I , the sub-tropical vegetation theme is present. This creates 

a warm and relaxed ambience and is also indicative of the indigenous vegetation found in 

the area where the casino is located, namely the coastal belt ofKwaZulu-Natal. 

In all advertisements bright and bold colours are used, which would immediately catch 

the attention of the reader, building up the desire to experience this ' sweet' attraction, 

ultimately leading to gambling. The use of colour in advertisements is an enormously 

powerful influence that infiltrates the subconscious of everyday life, creating new 

patterns of awareness, thus increasing one's desire to see the places or spaces portrayed. 
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, ' 

, ' 

Plate 5.10: Advertisement informing the public of forthcoming attractions 

Source: Daily News, 9 October 2001 , p. I 



To change your life 
for the better, 

all it takes . 
IS common cen t . 
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Plate 5.11: Advertisement introducing tbe launch of tOe slot machines 

Source: The Independent on Saturday, 10 November 200 •• p. I 
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As previously stated, the SugarMill casino is jointly owned by Afrisun KwaZulu-Natal 

and Sun International. However. at the bottom of all the advertisements is the presence of 

only the Sun International logo and not that of Afrisun KwaZulu-Natal. This is possibly 

because the SugarMill casino is only the second legalised casino in operation in 

KwaZulu-Natal. Prior to this, one gambled at either an illegal casino or at one of the Sun 

International casinos. Sun International is well established in people's minds, and patrons 

of the SugarMill casino would therefore feel 'safe' in the knowledge that they are 

gambling at a reputable casino that is 'Making more millionaires more often', since this 

is the main marketing phrase used by Sun International. 

Discourse analysis of contemporary leisure and tourist advertisements and brochures, 

reveals texts that are often unashamedly escapist in their lone and which, when combined 

with photographic representations, emphasise difference, excitement, timelessness or the 

unspoilt tradition or romance - according to the perceived market at which the publicity 

is aimed (WiIliarns, 1995: 175). This is certainly true for the advertisements of the 

SugarMill casino. 

The use of the metaphor as a rhetorical device is important in these advertisements 

because they demonstrate the 'persuasive power' of this literary tool. The phrases used in 

the advertisements are a means of commercial persuasion. Persuasion is through the texts 

of 'luring customers' to purchase the sweet experience of gambling. 

The SugarMill casino is advertised as 'The Sweet Spot'. a positive space wherein one can 

indulge in a leisure activity, namely gambling. However, this could be a 'bitter' instead 

of a 'sweet' experience. This is relevant to the next section of the data analysis whereby 

the Phoenix community's use of and, attitudes and perceptions regarding the SugarMill 

casino is documented. 
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5.3 Phoenix Residents Responses to the SugarMiII Casino 

Having analysed the way in which the marketing campaign was intended to work. this 

section, addresses the responses and views of Phoenix residents towards the SugarMiU 

casino. It asks the question: is the campaign working and why? This question is answered 

by analyzing the usage patterns of Phoenix residents, the importance of gambling in 

relation to other leisure activities and the expenditure ot the facility, in relation to 

monthly income. The availability of support structures in Phoenix to assist those who 

become compulsive gamblers is also assessed. Finally this section seeks to ascertain 

whether Phoenix residents view the casino as an opportunity for development, or as 

exploitation of their poverty. 

The SugarMill casino, it is true, provides a number of job opportunities. A total of I 052 

jobs are provided to people occupying the foUowing positions at the casino: casino 'floor' 

staff, Casino Information Technology department, security (which is outsourced to a 

private security company), gardeners, cleaning staff and clinic staff (Casino employee, 

pers. comm., 31 October 2001). However, on a national level, many argue that the jobs 

provided by casinos cannot be compared with the negative social and economic impacts 

of gambling. According to Peter Miller, the KwaZulu-Natal Finance Minister and person 

formally in charge of gambling in the province, hundreds of millions of rands are being 

spent 'unproductively' by poor people in South Africa on the lottery, at casinos and on 

illegal gambling machines (The Mercury, 0 I March 200 I). But do Phoenix residents view 

their expenditure in this way? 

First, in this section the demographics of the sample are given, smce this is general 

infonnation about the sample, which is relevant to the study. Thereafter, this section is 

divided into three sub-sections in order to provide a clearer understanding of responses in 

relation to the objectives of this study. 
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5.3.1 Demogrdphics of the Sample 

Figure 5. 1, shows that of the 50 respondents, the majority, that is, 30% were in the age 

group of between 25-35 years. Overall, the majority of respondents were in the age 

groups of between 18 - 65 years. This is important because it is generally people in these 

age groups who are economically active and therefore may possess a disposable income, 

which can be used in a variety of ways. 8% of respondents were in the age group of 65+ 

years, indicating that they were either pensioners or receiving a disability grant from the 

Government. It was also found that 56% of respondents were female and 44% were male. 

This is due to the fact that questionnaires where handed out to more females than males, 

at the Phoenix Plaza shopping centre, as gender was not a sampling criteria for this study. 

Figure 5.1: Age Ratio within Sample (Male and Female) 
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5.3.2 Use of the casino, Location Impacts and Gambling in relation to other Leisure 

Activities. 

The following graphs, explanations and responses are documented with relevance to 

Objective Two of the study as mentioned in Chapter One. The aim here was to determine 

the frequency of use by Phoenix residents, and to assess the importance of gambling in 

relation to other leisure act ivities. In this sub-section, the frequency of use of the casino 

by respondents, impacts of location and the importance of gambling in relation to other 

leisure activities are analysed. 

5.3.2.1 Use of the Casino 

From Figure 5.2, it is evident that the majority of respondents (84%) have visited the 

SugarMil1 casino. It must be noted that this does not suggest that 84% of respondents 

have gambled at the casino, since the reason for visitation could be, for example, 

curiosity. This significantly high percentage of respondents who have visited the casino 

suggests that the majority of the population of Phoenix has visited the casino either out of 

curiosity or for gambling. This high percentage of visitation suggests that the casino in 

itself is a major draw card, because people may not necessarily have the money to 

gamble, but nonetheless they have been there for a visit. 

Figure 5.2: I'ercentage of Respondents who have visited the SugarMiIl Casino 
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As mentioned previously. respondents may have visited the SugarMiIl casino, but this 

may not necessarily mean that they visited in order to gamble. Figure 5.3 indicates that of 

those respondents who gamble (refer to question 3. 1 of Appendix 3). 32% of respondents 

visit the casino for gambling on a monthly basis, whilst 6% of the respondents visit the 

casino to gamble on a daily basis. In total, 68% of respondents gamble at the casino. This 

indicates that the casino certainly acts as a major space of attraction due to this 

significantly high percentage of respondents who gamble there. The 32% of respondents 

who faU under the "N/A" category, have either not visited the casino or have visited, but 

not for gambling purposes. 

Figure 5.3: Frequency of gambling at the SugarMill Casino 
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5.3.2.2 The Impact of Location: Too Close for Comfort? 

The total area of Phoenix is 25,74 km' (StatsSA, 1996). From Figure 5.4, 42% of the 

respondents live between 1-10 kilo meters of the SugarMiIl casino. 20% of respondents 

live between 20-30 kilometers of the casino. This means that the casino is easily 

accessible to Phoenix residents. A much shorter distance has to be traveled when 

compared with other casinos, for example, the Wild Coast Sun. This then saves the 

gambler trave ling costs. In fact, it is certainly due to this accessibility that the casino, to a 

large extent operates as a space of compulsion. For example, in a study by Rule and 

Sibanyoni (2000), it was found that ease of access to casinos was seen to be a major 

incentive to gambling and a major problem for compulsive gamblers. 

Figure 5.4: Distance from Residence to the Casino 
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Respondents were asked whether they were pleased with the location of the casino (refer 

to question I.S of Appendix. 3).78% said 'yes' , whilst 22% said ' no'. These responses 

are summarised below. 

Reasons given for responding 'Yes': 

.. It is closer than the.! Wild Co~L Sun". 

"The casino has boosted the image of Phoenix". 

'"Has brought revenue to Phoenix". 

"Easily accessible to Phoenix residents". 

"I am a pensioner, so there is less travelling costs to the SugarMill casino than other 

casinos". 

"The casino is closer to home". 

"Good entertainment and closer to home". 

"The casino provides sight-seeing and entertainment". 

It must be noted that the most popular reason given was that the casino <is closer to 

home'. This suggests that the accessibility of the SugarMiIl casino certainly plays a maior 

role in attracting gamblers. However, 22% of the sample did respond ' no '. 

Reasons given for responding 'No': 

"Too close to a residential suburb". 

"Close to a poor socio-economic area - people have very little discretionary income". 

"Lose money that one cannot afford to lose". 

" It is a huge temptation for poor residents of Phoenix" . 

.. Phoenix is a low income area - people cannot afford this pastime". 

"Casino is in a dangerous area - a lot ofhijackings occur at night" . 

"Close to an area with high unemployment rate". 

"The casino is too close to a built-up area". 
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Strong sentiments have thus been expressed regarding the issue of the casino being 

located close to a low-income area with a high unemployment ratc. The point that people 

have very little money for this pastime was emphasized. These are concerns which need 

to be taken into consideration when permanent casinos are being developed in South 

Africa. However, only a minority of respondents seemed to have thought about them. 

5.3.2.3 Gambling in Relation to other Leisure Activities 

Figure 5.5 shows that 52% of respondents do not engage in gambling as their malO 

leisure activity, whilst 48% of respondents do engage in gambling as their main leisure 

activity. This is almost half of the entire sample, suggesting that gambling is an important 

leisure activity in Phoenix, for this sample. 

Figure 5.5: Percentage of Respondents who engage in Gambling as their main 

Leisure Activity 
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Of the 48% of respondents who do engage in gambling as their main leisure activity, 

prior to the opening of the SugarMill casino, most gambled at the Wild Coast Sun, 

followed by two illegal casinos in Phoenix called ' Gem City' and 'Queens' and lastly at 

Sun City in the North West Province. The Wild Coast Sun was the closest legal casino 

for many years, for residents ofKwaZulu-Natal. Rob Bolton, the general manager of the 
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SugarMill casino, stated that the new casino would probably have an impact on gambling 

at the Wild Coast Sun (although he argued that other facilities like the Wild Coast Sun's 

hotel and golf course will not be affected) (Sunday Tribune, 07 January 200 I). 

Some of the leisure activities that the 52% of respondents whose main leisure activity is 

not gambling (Figure 5.5), engage in are: watching movies, going to the gym, attending 

family functions, sporting activities, gardening. going to religious places, for example, 

Church and Temple, socialising with friends either at the Phoenix Plaza or La Lucia Mall. 

It was found that many respondents viewed the visitation of religious places as a leisure 

activity. This suggests that religion is considered as an important aspect of their lives. 

Also when respondents were asked whether they socialise and 'go-out' with friends or 

family (refer to question 2.8 of Appendix 3), 44% of respondents go out with friends 

whilst 56% of respondents socialise and 'go-out' with family. It should be noted that 

many respondents cited family 'outings' as a leisure activity, suggesting that family plays 

a major role in their lives. 

Respondents were also asked whether Phoenix had enough recreational alternatives (refer 

to question 2.5 of Appendix 3). 92% of respondents answered 'no', whilst 8% of 

respondents answered 'yes'. The general feeling was that Phoenix lacks different types of 

recreational facilities and alternatives, and that more should be developed. 

Some of the recreational facilities that respondents would like to have developed m 

Phoenix are: 

movie theatres, squash courts, tennis courts, indoor basket ball court, a theatre for arts 

and culture, a sports stadium, variety of restaurants, a swimming pool similar to that of 

"Waterworld" on Durban's 'North Beach', additional shopping malls, more libraries, 

mini golf and entertainment centres with video games. 
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It was emphatically stated by many respondents that Phoenix does not have a single 

cinema complex, and one should be built because there is certainly a need and demand 

for it. 

Another question posed to respondents was whether they think that with the opening of 

the SugarMill casino, more people would engage in gambling as a form of leisure (refer 

to question 2.7 of Appendix 3). An overwhelming 94% of respondents answered 'yes" 

whilst 6% of respondents answered ' no ', 

Some of the reasons given for answering 'yes' are: 

"Many people would be tempted by other people winning". 

"There are not many recreational facilities in Phoenix" , 

"People are attracted by the money", 

"The casino is a new craze", 

"Closer to peoples ' homes", 

" Public transport to the casino is available", 

"Phoenix is boring". 

"Gambling is enjoyable and relaxing". 

The above responses show that people may resort to gambling with the opening of the 

casino because (a) the casino is 'close to peoples homes' and (b) there are few 

alternatives and ' Phoenix is boring'. The impact of the location of the casino is once 

again evident. And there is a definite need for more recreational alternatives in Phoenix. 

The fact that public transport is available to the casino, makes the lure of gambling even 

more tempting. because people without private transport can still get to experience this 

'new craze' . 

Respondents who answered 'no' to the above question stated that gambling cannot be 

forced upon anyone, it depends entirely upon the individual whether they want to gamble 

or not. 
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In summary, from this subsection, it is evident that the accessibility of the casmo to 

respondents is a key factor in the SugarMill casino operating as a space of compulsion. 

68% of respondents gamble at the SugarMill casino, 6% daily, 12% weekly, 18% 

fortnightly and 32% monthly. This indicates that the casino certainly acts as a major 

attraction for Phoenix residents. Whilst gambling is not the main leisure activity that 

respondents engage in, 48% of respondents cited gambling as their main leisure activity. 

This is a significantly high percentage, suggesting that the SugarMill casino certainly is 

operating as a space of social compulsion. 

5.3.3 Gambling Costs to the Community and the Availability of Support Structures 

The foUowing graphs, explanations and responses from questionnaires are documented 

with relevance to Objective Three of the study as mentioned in Chapter One. The aim 

here is to determine Phoenix residents' expenditure at the facility and the degree of 

support provided for those who become compulsive gamblers. In this sub-section, 

monthly income and expenditure on gambling as well as the availability of support 

structures to assist problem/compulsive gamblers is analysed. 

5.3.3.1 Montbly Income 

From Figure 5.6, it is evident that the majority of the respondents are low to middle 

income earners. This can be generalized as the characteristics for the majority of the 

Phoenix population. This also indicates that many respondents and members of the 

Phoenix population have very little disposable income at the end of each month. 

According to Rule and Sibanyoni (2000), prevIOUS studies in South Africa or 

internationally, showed that low-income and unemployed groups were more likely to 

become problem gamblers than middle and high-income groups. The gambling of 

unemployed and low-income groups was more likely to be problematic because it allows 

them an escape from their worries and raises the possibility of a win to supplement their 
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Income. This certainly seems to be the case for the respondents, since as evident from 

Figure 5.6, 800/0 of the respondents earn below R4000 per month. 

Figure 5.6: Monthly [ncome of Respondents 
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Respondents were also asked whether they were or were not, the so le financial providers 

in their household (refer to question 3.4 of Appendix 3). 48% of respondents were not the 

sole financial providers, whilst 52% of respondents were the sole financial providers. 

This indicates that along with the responsibilities of satisfYing the basic needs of the 

family, on a meager salary, money is still spent on gambling, since 68% of respondents 

have gambled at the casino (refer to Figure 5.3). 

When asked what was their main source of income (refer to question 3.2 of Appendix 3), 

58% of respondents stated that they were employed; 20% of respondents are on pension; 

2% of respondents receive a disability grant and 20% of respondents responded as 

'other'. Those respondents in the 'other' category could be unemployed. 
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5.3.3.2 Monthly Expenditure on Gambling 

Figure 5.7 shows that 32% of respondents spend less than R500 per month on gambling. 

A small percentage (4%) of respondents spend more than R2000 per month on gambling. 

There seems to be a relationship with regard to the monthly income (Figure 5.6) and 

monthly expenditure on gambling. The lower the monthly income, the less is spent on 

gambling and vice versa. 38% of respondc:nts do not spt:nd any mum:y un gambling per 

month. Still. 18% spend between R500 and RI OOO! A very high figure for people with 

this income. 

Figure 5.7: Monthly Expenditure on Gambling 
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5.3.3.3 Availability of Gambling Support Structures in Phoenix 

It has been established that a significant percentage of the population indulges in 

gambling as the main leisure activity, therefore there should be the presence of gambling 

support groups available in Phoenix to assist compulsive or problem gamblers. Figure 5.8 

indicates that only 16% of respondents were aware of any support groups in Phoenix that 

are able to assist compulsive gamblers. All 16% of these respondents ment ioned the 

' Phoenix Child and Family Welfare' organisation as being able to assist compulsive 

gamblers. 84% of respondents were unaware of any support groups in Phoenix that are 

able to assist compulsive gamblers. 

Figure 5.8: Awareness of Gambling Support Groups in Phoenix 
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Respondents were asked whether they think that Phoenix has adequate support structures 

to assist victims of gambling (refer to question 5.3 of Appendix 3). 84% answered 'no', 

8% answered 'yes' and 8% answered as ' not sure'. 



Some ofthe reasons given by respondents for thinking that Phoenix does not have 

adequate support structures to assist victims of gambling are: 

" I think that these groups still need to develop". 

"There is no community help. Not even churches give support to gamblers" . 

"There is no such thing as helping people who gamble, there is no community help". 

"People go to social workers if they need help", 
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"There is a lack of support groups for most of the problems that exist in Phoenix, not only 

gambling". 

'"Not aware afany. There are other social issues that receive attention - like child abuse". 

"There are other more serious issues to contend with like drugs, alcohol abuse, abuse of 

children and women and therefore the community cannot cope with the added burden of 

dealing with gambling problems". 

"1 have not seen the presence of ' Gamblers Anonymous' in Phoenix" . 

"Basically Phoenix needs support structures to assist people in aU areas e.g. abuse, 

suicide etc. Gambling will definitely not feature since it is not a priority - yet!' ," 

"Not presently. However, with the casino being a new development in Phoenix, I think 

that given some time, some support structures might be available". 

"In fact, support groups should be established, maybe one in every three units" . 

"If there are any support groups, it means that they are not being adequately advertised to 

the community and their benefits will obviously go unnoticed much to the detriment of 

the community". 

From the responses above it is evident that many believe that Phoenix is plagued by more 

serious social issues, for example, child abuse and drug abuse, and that gambling is not a 

serious issue as yet. Respondents believe that more support structures are needed for 

these issues. Some, however, predict that with the SugarMill casino operating, it is only a 

matter of time before gambling becomes a serious problem. At the SugarMiU casino, 

there are pampWets available containing general information regarding compulsive 

gambling and the 'National Responsible Gambling Programme' . A national toll-free 

helpline number is also given. This national responsible gambling programme was 
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founded and sponsored by Sun International. However, at the casino itself, there are no 

counselors physically present to assist compulsive gamblers. 

It is interest ing to note, from Figure 5.9, that 72% of respondents answered that they 

would seek professional help for compulsive gambling, whilst 28% answered that they 

would not. AJthough the questionnaire did not allow for further elaboration on this 

answer, it could be assumed that perhaps some compulsive gamblers are in denial, too 

proud or embarrassed to seek professional help. This would undoubtedly have negative 

impacts on family life as well as work, if the compulsive gambler were employed. 

Figure 5.9: Percentage of Respondents who would Seek Professional Help for 

Compulsive Gambling 

In summary, this sub-section indicates that 80% of respondents eam below R 4000 per 

month, with 18% of respondents who gamble spending between R500 and RI 000 per 

month on gambling, This is a very high figure for people with this income, It has been 

found that Phoenix lacks support structures to assist victims of problem gambling. Some 

respondents feel that there are other social issues, for example, child abuse, which are 

more serious than compulsive gambling and therefore needs more support structures. 
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5.3.4 Views of the Phoenix Community Regarding the SugarMiII Casino 

The following responses are documented with relevance to Objective Four of the study as 

mentioned in Chapter One. The aim here is to explore Phoenix residents' views regarding 

the casinos contribution to their community. In this sub-section, the general attitudes, 

fears and comments regarding the SugarMill casino are analysed. 

5.3.4.1 Attitudes Towards the Casino 

Respondents were asked about what their general attitude towards the casino was (refer 

to question 4. J of Appendix 3). The general attitude of 60% of the respondents towards 

the casino is a positive one, whilst 30% of the respondents have a negative attitude 

towards the casino. 10% of the respondents presented both a positive and negative 

(,neutral') attitude towards the casino. 

Some ofthe positive comments about the casino are: 

" It is interesting, exciting, leads to getting more money and you can bide your time". 

"I enjoy visiting the casino because it gives me hope of winning". 

"It is good because something that is fun has been built in Phoenix". 

"It is extremely good for tourists". 

"I enjoy going there because it is interesting and recreational". 

"I really enjoy going there and I am really looking forward to winning a million rands at 

the casino". 

"It is interesting and you meet new people". 

"It's exciting. You could win the jackpot at anytime so it's a thrill. It has made life more 

exciting". 

"I enjoy gambling because I won some money". 

''It's a good way of socialising and getting more money_ Also a good way of going out". 

"lt is a great fonn of entertainment". 
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From the responses, it is evident that respondents view the casino as a means of getting 

money, that the casino provides a means of entertainment, and that it is also a venue for 

socializing with others. rt is quite unfortunate that due to the lack of recreational facilities 

in Phoenix, many view the casino as fun and entertainment, when in actual fact it could 

be a very expensive and painful activity. A major draw card is the possibility of winning 

money or because money has been won previously, the respondents think that it can 

happen again. These responses show the powerful influence lhat the prospect of winning 

money has on the lives of these respondents, thus reinforcing the way this casino operates 

as a space of compulsion. 

Some of these positive attitudes, and motivations for gambling o f respondents are 

graphically presented in Table 5.1. This is done in relation to Colte's (1997) motivational 

taxonomy of gambling, namely: economic motives, symbolic motives and hedonic 

motives. 

Table 5.]: Motivations for Gambling given by Respondents in relation to 

Colte's (1997) Motivational Taxonomy of Gambling 

Economic Motives Symbolic Motives Hedonic Motives 

"The casino leads to getting ''I enjoy visiting the casino "I enjoy going there 

more money and you can because it gives me hope of because it is interesting and 

bide your time" winning" recreational. 

"I enjoy gambling because I "I am really looking "It's a good way of 

won some money" forward to winning a socializing. Also a good 

million rands at tile casino". way uf going out". 

''I see the casino as an "You could win the jackpot It is a great form of 

opportunity to win and get at anytime so it· s a thrill". entertainment". 

some money". 
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From Table 5.1, it is evident that the malO economic motive for gambling gIVen by 

respondents is to win money and the hedonic motives suggest that the casino is viewed as 

a form or recreation and entertainment. As a symbolic motive, the hope of winning 

money signifies respondents' need to change their destiny from being poor to that of 

becoming rich. 

Some of the negative comments about the casino are: 

"The casino is the winner aJ\ the way. If people were to get back incentives, then it is a 

different matter" , 

"I do not feel that the existence of a casino in the area is a good idea. Reason being we 

are encouraging our youth to gamble. Is gambling not considered unethical?" 

"Gambling is a bad habit to develop". 

'~any of the poor become desperate and tend to spend what little they have with the 

hope of winning. It has provided some employment but in the long run it will contribute 

to much more unemployment ' . 

" People tend to spend most of their money at the casino causing conflict in the home" . 

" I think that the location of the casino was given a lot of consideration, in that it is in an 

area where many people are not well educated and not financially well off. Therefore, 

they will be seeking ways of making money, which they believe lies in gambling. Sun 

International has done so in poor taste". 

«It causes a lot of chaos. People spend money lavishly because there isn ' t a lot of 

recreational facilities, people are compelled so they decide to go to the casino, therefore 

spending a lot of money on gambling which is actually a waste of money" . 

These negative responses towards the casino cannot be viewed lightly. They reflect the 

opinions of people who are part of a community faced with a myriad problems and the 

introduction of gambling has just become an added burden. It is strongly felt by 

respondents that the casino is the ''winner all the way" and that the developers did not 

consider the issues of location In a low-income area and unemployment rates. One 

respondent states that people feel 'compelled ' to gamble because of inadequate 
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recreational facilities in Phoenix, whilst another respondent viewed gambling as 

unethical. One respondent felt that the developers did consider this carefully - that it was 

a deliberate strategy of exploitation. Another concern was that gambling and spending 

money unwisely could lead to conflict in the home environment. These negative 

responses suggest that many of the negative social and economic impacts need to be 

weighed against the positive, in order to have a clear overview of the impacts of 

gambling on a community. 

Some oflhe more ' neutral' comments expressed by respondents are: 

"I enjoy visiting the casino but I am also fuUy aware of the negative impact the casino 

can have on individuals and their families. I feel that if a person can financially afford to 

visit a casino frequently then shelhe should do so but those who cannot afford to should 

exercise some restraint and prioritise their needs" . 

"There are many pros and cons that can be seen. If each individual uses his or her own 

discretioIl; then the new casino will be a positive venture that was embarked upon" . 

.. I like the idea because it creates more jobs. It is bad for people who are compulsive 

gamblers because more often than not the family suffers because ofa lack of money". 

"Enjoyable at times but also leads to a breakdown of families because you can enjoy 

yourself and win a lot of money and at times husbands or wives can have affairs". 

The above responses suggest that some Phoenix residents recognise that one needs to 

gamble with caution. Not every gambler will become a compulsive gambler, however, 

one needs to gamble responsibly. 

With regards to respondents attitude towards the casino, responses suggests that the 

respondents can be separated into three groups: overwhelmingly positive (60%), negative 

(aware of social effects) (30%) and cautiously optimistic (10%). 
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5.3.4.2 Development or Exploitation? 

Respondents were asked whether they thought the casmo, although it is only on a 

temporary site, would promote the development of Phoenix in any way (refer to question 

4.3 of Appendix 3). Responses were very varied and interesting. 72% of the respondents 

answered that the casino will bring development to Phoenix, whilst 28% of the sample 

answered that the casino would not bring any development tu Phoenix. 

Some of these responses as to why the casino will bring development to Phoenix are: 

"This major and much needed structure will promote growth in our area", 

Jt has stimulated an increase in employment for the residents of Phoenix". 

"People from all over KwaZulu-Natal will come to the casino", 

" It maybe an attraction to tourists and these tourists may want to come and visit Phoenix 

again", 

The casino has positively promoted the development of the roads leading to the casino", 

''The casino will serve as a tourist site", 

"People from other areas will visit the casino sometime or the other, Accommodation will 

be needed and they can be provided with 'bed-and-breakfast' accommodation in 

Phoenix", 

"Since there is no hotel at the casino, accommodation will be needed in Phoenix for those 

gambling at the casino", 

Respondents' reasons centre mainly around the casino being a tourist attraction and 

therefore a lot of money would be brought into the area from outside for gambling as well 

as visiting other sites in Phoenix, Also roads leading to the casino will be developed and 

improved upon, It is also stated by some respondents that accommodation will be needed 

by some gamblers and since there is no accommodation at the SugarMill casino, perhaps 

some accommodation can be developed in Phoenix, 
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However, 28% of respondents answered that the casino would not bring any development 

to Phoenix and some of the reasons given are: 

"Only a few jobs are currently being offered to Phoenix residents. No money is being 

used in the upliftmenl of Phoenix as a suburb", 

''No evidence of such development in the greater Phoenix area as yet". 

"Since the casino is privately owned, all gain:s and profits are retained by the casino and 

no funds will be towards the improvement or development of Phoenix". 

"1 see it as detrimental to the community. Many people are going to stay away from work 

etc. believing that the solution to their financial situation lies in gambling", 

"1 think that the casino would only take money from the residents of Phoenix and move 

away to another area. Basically any business is established with the sole reason of 

making a profit". 

"Although the people are patronising the casmo, there is no kickback towards the 

community. The casino is not involved in any community projects". 

"For the past few months since the casino ' s opening, no new developments have occurred 

in Phoenix". 

These sentiments show that although fewer respondents felt that the casino would not 

bring any development to Phoenix, there is considerable negativity towards the casino 

and the fact that it operates as a business with the sole aim of making a profit. This raises 

the issues of development ethics. Goulet (1997), stated that the task of development 

ethics is to assure that the painful changes launched under the banner of development do 

not result in "antidevelopment", which destroys cultures and individuals and exacts 

undue sacrifices in suffering and societal well bt::ing - all in the name of profit. In the 

case of the SugarMill casino. some respondents believe that the casino owners would use 

the residents of Phoenix to make money and thereafter move permanently to another area, 

hence transgressing development ethics. Also, respondents feel that no new physical 

structures that would benefit the community, have resulted, and there has been no 

community outreach on the part of the casino. Therefore, the casino is looked upon by 

these respondents as exploiting the corrununity rather than benefiting it. 
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5.3.4.3 Opportunities and Threats posed by the Casino 

A question posed to respondents was whether they view the casino as an opportunity or 

threat to community life (refer to question 4.4 of Appendix 3). 50% of respondents 

viewed the casino as an opportunity to community life whilst 34% viewed it as a threat. 

16% of respondents viewed the casino as both an opportunity and a threat. 

Some of the reasons given by respondents as to why the casino is viewed as an 

opportunity are: 

"Opportunity to win and get more money". 

"Opportunity to become rich quickly and for employment at the casino". 

"More job opportunities for those who live in Phoenix". 

"The economy will increase because of all the tourists". 

"Because morc money will come to the Phoenix community through gambling". 

"More money can be invested into this area". 

"With the opening of the casino a number of job opportunities came, which provided 

quite a few Phoenix residents with employment". 

"You never know when your luck will come and you will strike it rich". 

Generally, the respondents felt that the main opportunity posed by the casino is that of 

winning and getting more money. However, this is a very simplistic and rather na'ive 

view of gambling and casinos, since one does not always win money. Many felt that the 

casino would create a number of job opportunities. but as stated previously. this has to be 

weighed against the costs uf gambling. Also, respondents felt that more money would be 

invested into Phoenix. but to date no physical improvements have been noted. 

Although fewer respondents felt that the casino would not bring any development to 

Phoenix, there is considerable negativity towards the casino and the fact that it operates 

as a profit-making enterprise. 



Some of the reasons given by respondents as to why the casino is viewed as a threat are: 

«Working class people would spend all their wages at the casino", 

«Because of the many different things that occur like divorce, vio lence. conflict ete." 

"Gambling wi ll have a negative impact on friends and family" 

«Unemployed people and pensioners may see the casino as a means of getting money", 

" People are losing a lot of money allhe casino", 

"Breakdown of family values and morals", 
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" Social upheaval in homes and families - disruptions such as violence. breakdown of 

marriages, alcoholism", 

"The casino is seen as a threat to community life. It wi ll encourage consumption of 

alcohol and spending of hard earned money" , 

"The casino is too convenient and too close for comfort". 

"Can result in a community encouraging gambling and probably lead to impoverishment 

of certain families". 

«I think that it is more of a threat to the community. Housewives often fear that their 

husbands' will spends their earnings at the casino. Many people have lost their homes as 

a result of gambling" . 

The above responses highlight a number of perceived threats to community life ranging 

from the breakdown in family life and marriages, to the loss of hard earned money. Fear 

of social breakdown in fami ly life is exceptionally strong suggesting that family plays a 

major role in the lives of these respondents. Also, as mentioned earlier, the majority of 

respondents socialise and 'go-ouC with family - again lending irnponance to the role of 

family . 

These are very real threats that plague families and communi ties in poor areas around the 

world where casinos have been developed. For example, Crush and Wellings (1983), 

found that in the 1970's, due to casino development in developing countries like Lesotho 

and Swaziland~ the local population resorted to gambling as a means to get money at the 

expense of basic needs. Once again, the location of the casino is seen as ' too close for 
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comfort'. that is it is easily accessible and close to the residential area, therefore posing a 

threat to the community. 

Reasons for respondents vlewmg the casmo as both an opportunity and a threat to 

community life are: 

" ]t could be two-fold. An opportunity in the sense that more economic or monetary value 

to businesses. A threat in the sense that people can become compulsive gamblers". 

" It is both an opportunity and a threat. But I think the effects of the threat outweighs 

those of an opportunity. Since a breakdown in family and social life can be brought about 

by compulsive gambling definitely outweighs any financial gains". 

"It can be a threat if one is a compulsive gambler but to others who use it as leisure it is 

seen as an opportunity". 

From the above responses, it is evident that whether the casino is seen as an opportunity 

or threat, people fear that the effects of compulsive gambling on individuals and families 

can be very severe. The financial gain from gambling seem less important to these 

respondents, if compulsive gambling results in social breakdown. 

In summary, this sub-section indicates that the majority of respondents view the casino as 

an opportunity and therefore have a positive attitude towards it. One of the main reasons 

for viewing the casino as an opportunity is 'winning money and striking it rich'. This 

does not seem as an unrealistic perceived opportunity, since the majority of respondents 

are not wea1thy and for them this 'method ' of acquiring money will be viewed as an 

opportunity. The perception of majority of the respondents is that the casino will 

ultimately lead to the development of Phoenix in various ways, for example, improved 

infrastructure and the development of accommodation for gamblers from areas outside of 

Phoenix. However, some respondents viewed the casino as a means of exploitation on the 

part of the developers because their main aim is to make a profit , without considering the 

negative impacts that this casino would have on the residents of Phoenix. 
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5.4 Conclusion 

This chapter explored the symbols used in marketing the casmo, its architectural 

symbolism as weU as Phoenix residents' responses to the casino. It was found that the 

casino makes use of cultural symbols and signs as a means to exploit cultural capital, thus 

operating as a space of social compulsion. Responses of Phoenix residents' towards the 

SugarMill casino, reiterates the notion of it acting as a compelling space because the 

majority of respondents have visited the casino for gambling or otherwise. 

The location and accessibility of the SugarMill casmo to Phoenix residents certainly 

plays a key role in the SugarMill casino operating as a space of social compulsion. Whilst 

gambling is not the main leisure activity amongst respondents, it is a significant form of 

leisure, with 48% of the respondents citing gambling as the main leisure activity that they 

engage in. In total 68% of respondents gamble at the casino and 32% of these 

respondents gamble on a monthly basis, with 6% gambling on a daily basis. 

Approximately one third of respondents spend less than R500 per month on gambling. 

However, it is also interesting to note that approximately one quarter of respondents earn 

less than RSOO per month, suggesting that people are gambling even though they are 

earning meager salaries. It has been noted that there is a lack of support structures 

available in Phoenix to assist victims of compulsive gambling. Overall, there is a positive 

attitude towards the casino as it is believed that it will aid in the development of Phoenix. 

However, the perceived threats of the casino suggest that there is a strong fear of social 

breakdown. Concluding comments and recommendations regarding this study are cited in 

Chapter Six. 
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CHAPTER SIX 

CONCLUSION 

6.1 Conclusions from the Data Analysis 

Widespread participation In gambl ing is a new phenomenon in this country. The 

legalisation of gambling and the granting of 40 casino licenses, has made gambling 

accessible to a much larger proportion of the population, especial ly in metropolitan areas. 

This opportunity seems to have been grasped by thousands of new punters throughout the 

country, many of whom appear to be spending large amounts of money and time on this 

activity. Another concern is that the new legislation has been criticised for resulting, 

(because of the way licenses were issued) in some casinos being unviable from the start, 

since the size of the markets in some provinces is too small and the disposable income of 

inhabitants too low. 

In South Africa a number of temporary casinos have been built (for example, the Monte 

Vista in Newcastle and the Sundome in Gauteng) because temporary casinos are viewed 

as a stepping stone measure designed to fill the gap until permanent faci lit ies are 

establ ished. Although the temporary structures are being established to raise funds in the 

interim, the extent of the reliance on temporary casino cash flows for the funding of the 

permanent development was considered by the KwaZulu-Natal Gambling Board during 

the casino bidding process. Casino Applicants were required to provide a contingency 

plan for alternative sources of funding should the anticipated cash flows from the 

temporary casinos not be forthcoming. With regard to the SugarMill casino, a pennanent 

facility is expected to be built at Umdloti in late 2003. In the meantime it seems as if in 

order to accumulate the needed capital , rigorous advertising and marketing needs to be 

done in order to lure gamblers to the casino. 

The purpose of this study was to investigate how the SugarMill casino operates as a space 

of social compulsion for Phoenix residents, and its degree of success in doing so. Using 
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the literature and contextual background together with the associated research 

methodology. it has been possible to infonn this research and provide a framework in 

which to situate the engineering of casino architecture as spaces of compulsion and the 

responses of patrons towards gambling. The set of architectural themes which plays a 

leading role in urban redevelopment strategies based on historical preservation or local 

heritage (Zukin, 1995), proved to be very useful as a key tool in analyzing the 

architectural symbolism and theming al1he SugarMill casino. By analysing the symbolic 

economy of the SugarMill casino, it was found that the casino uses cultural signs and 

symbols, relevant to that of a sugar mill and canc cutters on a sugarcane fann, to re­

represent space. In so doing it creates cultural capital, which is used in the very effective 

marketing of the casino among the Indian community in Phoenix. Thus the SugarMill 

casino, although only a temporary facility, combines architecture and interior design with 

sophisticated security, creating a highly manipulative approach to space planning, and 

ultimately a space of social compulsion. 

With regards to the responses of Phoenix residents towards the SugarMill casino, results 

showed that for this sample, the most important personal meanings for casino gambling 

was the chance of winning money, and the casino providing a means of socializing and 

entertainment. Thus the results for this study support Cotte's (1997) motivational 

taxonomy of gambling. She suggested three important components of gambling 

motivations: economic motives for gambling (gamblers are in it for the money), symbolic 

motives for gambling (this includes gambling to symbolize risk-taking, gambling to 

maintain a symbolic sense of control over onc's dest iny and gambling to symbolically 

replacc love or sexual desire). and hedonic motives/or gambling (gambling is pursued for 

purely hedonic reasons, including positive reinforcement, self esteem enhancement and 

pure pleasure seeking or play). It is also because of these motives that majority (60%) of 

the sample had a positive attitude towards the casino. 

It was found that the close proximity of the casino to the homes of Phoenix residents was 

a key factor in the SugarMill casino operating as a space of social compulsion. Some 

respondents slated that residents would feci 'compelled ' to visit this new attraction in 
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Phoenix and a lso residents save travel time and money, as compared to travc ling to the 

Wild Coast Sun casino. 

Although the majority of respondents have visited the casino, it was found that gambl ing 

is not the main leisure activity that they engage in. However, 48% of the sample stated 

that gambling was their main leisure activity. This could be reason for concern in the 

future because Phoenix could become home to a number of problem or compulsive 

gamblers. Although problem gambling is not yet a serious social issue in Phoenix, it has 

been established that Phoenix does not have adequate support structures to ass ist problem 

or compulsive gamblers. It is therefore recommended that the SugarMill casino in the 

interim provide counselors at the casino to deal w ith victims of problem gambling. Whilst 

this is not the solution to the lack of adequate gambling support groups in Phoenix, it 

provides a temporary solution whilst a more pemlanent one. namely the development of a 

Gamblers Anonymous branch at Phoenix can be worked upon. 

The findings of this study suggest that participants in casino gambling at the SugarMill 

casino do so because of a lack of entertainment and recreational facilities in Phoenix. 

This needs to be addressed by the Durban City Engineers department, who at the time of 

planning the town of Phoenix, emphatica lly stated that one of the main goals of Phoenix 

was 'to establish an attractive environment with a full range of socia l facilities in parallel 

with the housing programme' (City Engineers Report, 1982:4). Almost three decades 

afte r the first homes were occupied in Phoenix, this essential goal has not been fulfilled. 

It is therefore possible to conclude that gambling could be a substitute for other fonns of 

recreation and entertainment. 

It can be concluded that the overall research aim of this study has been achieved in that 

the SugarM ill casino does operate as a space of social compulsion for Phoenix residents 

and it is certainly successful in doing this, since 68% of the respondents gamble al the 

casino. The findings of the study have also fulfi lled the research objectives. First, in 

exploring the symbolic economy of the SugarMilI casino it has been found that the casino 

uses historical symbols as its main architectural theme and with the aid of an effective 
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marketing campaign, lures people into gambling. Second, the majority orlhe respondents 

(32%) gamble at the casino on a monthly basis, whi lst 6% of respondents gamble on a 

daily basis, suggest ing that the casino is a space that people like to usc. It has been found 

that whilst gambling is not the main leisure activity that respondents engage in, it is a 

significant leisure activ ity with 48% of respondents citing gambl ing as their main leisure 

activity. 

Third, 80% of the respondents earn below R4 000 per month. Sti ll , 18% of those 

respondents who gamble spend between R500 and RI 000 per month on gambling. This 

is a very high figure for people with this income. It has also been established that Phoenix 

has inadequate support structures to assist those who become compulsive or problem 

gamblers. 

Fourth, in exploring Phoenix residents' vicws regarding the casino's contribution to the 

communi ty, 60% of respondents have a positive attitude towards the casino because they 

view it as a means of gett ing money and that the casino provides a means of 

entertainment. Those respondents who have a negative attitude towards the casino, feels 

that the casino is "'the winner all the way" and that the developers did not consider the 

issues of location in a low-income area and unemployment rates. Of critical concern to 

some of the 34% of respondents who view the casino as a perceived threat, is the fear of 

social breakdown amongst families, suggesting that the role of family is very important to 

these respondents. Whilst 72% of the respondents felt that the casino would bring 

development to Phoenix, 28% of the respondents fe lt that there would not be any 

development in Phoenix on the part of the casino, since the casino operates as a business 

with the sole a im of making a profit. 

6.2 Further Research Directions 

The rapid rate of casino development and casino consumption in South Africa, provides 

the potential for consumer research into motives and consumer goals, and further 

research on leisure consumption. People gamble for diverse and sometimes complex 
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reasons, s ince gambling can be risk-taking, thrill-seeking or something new to do. 

Research on ' problem or compulsive gambling' is also needed in South Africa, since this 

progressively additive behaviour can result in physical and emotional health problems. 

These problems in turn have an adverse effect on interpersonal relations as well as cause 

financial problems such as bankruptcy, misappropriation of money, and the non-payment 

of financial obligations. 

Also, in time, it will be possible to do research that will establish the real socio-economic 

effect of the new casinos on the population in proximity to which they arc located. The 

SugarM ill casino has now been operating for nine months and this wi ll soon be possible. 

It would be intriguing to analyse the relationship between gender and gambling patterns, 

because gender has been shown to be an important variable in adult le isure and recreation 

experiences. For example in a study by Jang et al. (2000), gender differences in gambling 

involvement was found for male and female participants. Male participants tended to 

view gambling as a fonn of self-enhancement or self-expression more strongly than did 

the female partic ipants. 

6.3 Personal Reflections and Recommendations 

In conducting the research for this study, I was exposed to the harsh realities of gambling 

in South Africa. Being a South African of Indian descent, it disturbed me that a business 

can make use of many aspects of South African history, a large proportion of which is 

relevant to the Indentured Indian labourer, as a means of creating a space where this 

history is depicted using cultural signs and symbols, and in so doing they are making a 

profit. Upon several visi ts to the SugarMill casino, it must be stated that always, the 

majority of patrons gambling were Indian. This is no doubt due to the fact that the casino 

is located close to Phoenix, which is largely an Indian residential area . There was li ttle 

sign of ' tourists ' from the outside using the faci lity. 

The gaming explosion in South Africa. has resu lted in many cases where people have 

profited from this new national obsession. Some instant mill ionaires have been made and 



103 

some brand new cars have been won. Besides the gambling function, casinos are 

experiencing a transformation into a complete entertainment experience. The SugarMil1 

casino' s design, lighting and accessories are becoming part of that experience, 

stimulating those who enter its confines and enticing the visitor into the gaming rooms, 

hence, creating a space of social compulsion and consumption. 

I strongly believe that there arc too many casino licenses granted in this country and 

regrettably only the negative social and economic problems associated with gambling 

will convince the politicians. During the nine months that the SugarMill casino has been 

open, some of the scenarios depicted by detractors of casinos have al ready been realised. 

A former employee has been charged with theft of R2,2 million; a visitor was killed after 

driving into a ditch leaving the casino and a Chatsworth housewife asked the Durban 

High Court to freeze her husband ' s bank account after he squandered R40 000 of his 

R65 000 pension on gambling (The Independenl nn Salurday. 27 October 2001). These 

are only examples of reported impacts and one therefore has to wonder about the 

unreported impacts of gambling. Even though the acquis ition of money seems attractive 

for those who gamble. a significant minority of Phoenix residents understand the negative 

and adverse impact of gambling on the 'social fabric ' of society, and do not view it 

positively. 

Advertising of gambling opportunities should be monitored to ensure that they do not 

become excessively forceful and manipulative because the manner in which we view 

tourist sites and (sights) is partly a product of our own social, educational and cultural 

backgrounds, and partly as a result of the systematic production and presentation of 

leisure spaces within the media. 

There have been instances where parents leave children unattended at casinos. Parents of 

chi ldren who are left unattended should be given a warning. If they repeat the offence 

they should be prevented from entering casinos. Gamblers who are intoxicated should be 

required to leave gambling venues: I have observed that these are the people who become 

extremely loud and rowdy in casinos. 
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The recommendations arising from this research are summarised as follows: 

• The lack of entertainment and recreational facilities in Phoenix needs to he addressed 

by the Durban City Engineers department. 

• Due to the lack of support structures to assist victims of problem or compulsive 

gambling in Phoenix, the SugarMill casino in the interim should provide counsellors 

at the casino to deal with victims of problem gambling. 

• Parents of children who arc left unattended should he given a warning. If they repeal 

the offence they should be prevented from entering the casino. 

• Gamblers who are intoxicated should be required to leave gambling venues. 

The following view expressed by onc of the respondents aptly provides a concluding 

comment for this study: '"I feel that gambl ing is a rich man ' s luxury and that people 

responsible for bringing casinos to the public should build these casinos in or near 

commun ities that can afford to indulge in this leisure activity, For every advert that 

promotes a particular casino, there should be one that follows wh ich brings to light the 

negative impact of gambling. much like the effect the "warning" labels have on cigarette 

boxes", 
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, -
Afrisun and Sun 
International have come '· .still For many InPhoenix.life· 
, ;, l a roulette wheel- a one-ill·36 chance 
'under fire from critics ~ it - and the casino will selve 

. • ('f~ only to dOll.bie thebdds. 
for locating the new '"Tbe positives of creating jobs could 

.'. be rendered meaningless by the paten­
SugarMiII Casino on the ' tially devastating soctal consequences," 

he warned. 
doorstep of Phoenix, University of Natal geography acade-

mic Brij MIiharaj said there had often 
writes Suthentira been a tendency to overemphasise the 

economic benefits and underestimate 
the social costs associated with casinos. Govender 

D
ays before the grand open­
ing of the R2()().million 
SugarMill Casino at 
Mount Edgecome. some 
critics have predicted that 

the violence, street crime, prostitution 
and drug abuse that plague Phoenix, a 
low-income suburb in north Durban, 
would get worse when thousands of res· 
idents flock to the new entertainment 
complex ir. the DOpe of striking it rich. 

Boasting 26 gaming tables and BOO 
smart card-operated slot machines, 
Durban's Hrst legal casino is eJqXrled to 
attract 8 000 visitors daily. The casino 
will operate for 22 months at its present 
site before it moves to Umdloti. 

While the Afrisun/Sun International 
venture is exPeCted to create 1000 jobs 
and boost tourisnl on the North Coast, 
critics are concerned Phoenix residents' 
easy access to the casino could lead to 
compulsive gambling - a "quick fix" to 
escape the misery of po~ 

Sociologist Ashwin Desai told the 
Tribune Herald the social implications 
of a casino's being a stone's throwaway 
from Phoenix could be far-reaching. 

"Pensioners, Ihe young and the 
desperate could lose out gambling, and 

Kagiso Ntanga, SugarMill Casino's 
public relations manager, said in addi­
tion to providing a great time for visi­
tors, the casino was committed to Sun 
International's National Responsible 
Gaming IYOgramme. 

Probiem~ 
''A first for South Africa, the pro­

gramme has been devised to prevent tile 
development of problems with gam­
bling and to provide help to people who 
develop problems." 

Mount Edgecombe psychiatrist Or 
Hemant Nowbath said the decision 10 
locate the casino on the doorstep of 
Phoenix was short-sighted. 

"Pathological gambling is a recog· 
nised lmpulse-control disorder and the 
psychosocial consequences can \:x> 
severe," Nowbath said. 

Director of the National Council of 
Problem Gambling, Raj Govender. said 
research showed that the presence of <l 

casino near residential areas inadver· 
tently led to an increase in fmanciaJ 
problems, domestic violence, prostitu­
·tion and crime. 

Sulosh Pillay, co·ordinato)' of the 
Domestic Violence Helpline in Phoenix, 
said the economy would be given a boost 
at the expense of Phoenix res ident s. 
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APPENDIX 2: DEFINITIONS 

The following definitions are considered to be useful in understanding the context of 

gambling and are extracted from the South African National Gambling Act (1996): 

• "Bet": To stake any money or thing of value or, expressly or 

impliedly, undertake, promise or agree to stake any money or thing of va lue on the result 

or contingency of or re lating to any sporting or ath letic contest, competition, tournament 

or game usually attended by the public. 

• "Casino" : Premises in or on which gambling is conducted under a 

casino licence issued by a provincial licensing authority. 

• "Gamble": To play any gambling game, bet or wager on any 

lawful event, excluding any lawful lottery or sports pool. 

• "Gambling Game": Any game, whether or not the result thereof is dctcnnined 

by chance, played with playing cards, dice, gambling machines or gambling devices for 

money, property cheques, credit or anything of value other than an opportunity to play a 

further game, including, without derogating from the generality of the aforegoing, 

roulette, bingo, twenty-one, blackjack, chemin de fer and baccarat, and excluding any 

lawful lottery. 

• Compulsive or Problem Gambling: 

It is also important to explain the concept of compulsive or problem gambling. This has 

been explained in ' The Independent on Saturday ( 10 March 200 1: 13)', by Pierre Voges, 

former licensing officer of the Western Cape Gambl ing and Racing Board. 

Problem gambling is the situation where a person's gambling activity harms the 

individual player and/or his or her family and encompasses all of the patterns of gambling 

behaviour that compromise, disrupt or damage personal, family or vocational pursuits. It 

may a lso be characterised by a loss of control over gambl ing. 
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APPENDIX 3: QUESTIONNAIRE 

INSTRUCTIONS FOR THE COMPLETION OF THE QUESTIONNAIRE 

This questionnaire has been compiled with structured (closed) and unstructured 
(open) questions. Closed questions requires you to tick CV) your choice of answer 
whilst open questions requires you to kindly furnish a brief explanation. 

The questionnaire has been designed to obtain information for computer analysis 
and to obtain perceptions and attitudes towards the Sugar Mill C asino. 

The information that you provide is extremely valuable and will be treated as 
"CONFIDENTIAL". 

PLEASE ANSWER ALL QUESTIONS AND THANK YOU FOR YOUR 
SUPPORT! 
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SURVEY OF SOCIAL PERCEPTIONS OF GAMBLING IN PHOENIX. 

(A CASE STUDY OF THE SUGARMILL CASINO) 

Gender: Male 0 Female 0 

Age 18 - 25 years 0 

25 -35 years 0 

35 - 45 years 0 

45 -65 years 0 

65+ years 0 

I. LOCATION 

1.1. Have you been to the SugarMill Casino? 

YES 0 01 NO 0 02 

1.2 How far away do you live from the casino? 

a) 1-10 kilometers 0 01 

b) 10-20 kilometers 0 02 

c) 20-30 kilometers 0 03 

d) Other 0 04 

116 

If your answer to the above question is other. please specify the distance in the space 

provided. ________________________________________________________ _ 

1.3 Is the casino easily accessible to you in terms of: 

a) Private transport. 

YES 0 01 NO 0 02 

b) Public transport, for example mini bus taxi and bus. 

YES 0 01 NO 0 02 
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1.4 Do you think that the location of the casino has led to an increase in traffic in order to 

gel to other areas in Phoenix? Explain brieny. ________________ _ 

1.5. Are you pleased with the location of the casino? Explain full y. 

2. GAMBLING IN RELATION TO OTH ER LEISU RE ACTIVITI ES 

2. 1 Is casino gambling the main leisure activity that you engage in? 

Y ES 0 01 NO 0 02 

2.2 If you answered 'yes' to the above question, prior to the opening of the SugarMill 

Casino. where did you gamble? _____________________ _ 

2.3 (f you answered ' no' to Question 2. 1, what then is the main leisure acti vity that you 
engagein? _______ ______________________ __ 



118 

2.4 What are the different forms of recreation that one can engage in, in Phoenix? 

2.5 Do you think that there are enough recreational alternatives in Phoenix (for example, 

movie theatres, shopping malls, nite~clubs )? Explain. 

2.6 Are there any other recreational facilities that you would like to see developed in 

Phoenix? Specify these facilitics. _____________________ _ 

2.7 Do you think that with the opening of the casino, morc people would engage in 

gambling as a form of leisure? Explain bricny. 

2.8 Do you norma lly socialize and "go out" with: 

FRIENDS o 01 FAMILY o 02 

What recreational activities do you engage in as a group? 
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3. INCOME 

3.1 How often do you visit the SugarMill casino to gamble? 

a) Daily 0 01 

b) Weekly 0 02 

c) Fortnightly 0 03 

d) Monthly U 04 

e) Not Applicable 0 OS 

3.2 What is your main source of income? 

a) Employed 0 01 

b) Pension 0 02 

c) Disability Grant 0 03 

d) Other 0 04 

3.3. If your answer to the above question is "other", briefly explain. _______ _ 

3.4. Are you the sole financial provider in your household? 

YES 0 01 NO 0 02 

3.5 Approximately, what is your monthly expenditure on gambling? 

a) Less than R500 

b) R500 to RIOOO 

c) RIOOO to R2000 

d) More than R2000 

e) Not Applicable 

o 

o 
o 
o 
o 

01 

02 

03 

04 

05 
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3.6. Approximately, what is your monthly income? 

a) Less than R500 0 01 

b) R500 to R2000 0 02 

c) R2000 to R4000 0 03 

d) More than R4000 0 04 

4. DEVELOPMENT ETHICS 

(ATTITUDES AND PERCEPTIONS REGARDING THE CASINO) 

4.1. What is your attitude towards the casino? 

4.2 Do you have any fears or concerns regarding the development of the casino so close 

to a major residential suburb? _________________ ___ _ 



4.3 Although this casino site is only temporary. do you think that it will promote the 

development of Phoenix in any way? Explain fully. 

4.4 Is the casino secn as an opportunity or a threat to community life? Explain. 
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4.5 Do you think that the development of the casino has had an impact on peoples va lues 

and morals? Explain briefly. 
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5. SUPPORT STRUCTURES 

5. 1 Are you aware of any support groups in Phoenix that arc ava ilable to help compulsive 

gamblers? YES 0 01 NO 0 02 

S.2.1f you answered 'yes' to the above question, stale the names of the support groups. 

5.3 Do you think that Phoenix has adequate support structures to assist victims of 

gambling? Explain brieny. 

5.4 If you have a gambling problem, would you seek professional help? 

YES 0 01 NO 0 02 

5.5 Are support groups important. Explain briefly. 



ARE THERE ANY ADDITIONAL THOUGHTS OR SUGGESTIONS YOU HA VE 

REGARDING YOUR PERCEPTIONS OF GAMBLING? 

123 


