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About This Book
Why is this topic important?

It is almost impossible to underestimate the knowledge gap that will be caused by the retire-
ment of the baby boomer generation. Scientists, CEOs, senior faculty members, nuclear tech-
nicians, doctors, lawyers, sales managers, seasoned trainers, and other highly skilled individuals
are not walking out the door; they are running out. Simultaneously, a new generation of
employees, dubbed gamers, are entering the workforce with a different focus, mentality, and
learning style from any previous generation—a mentality forged by playing video games, com-
municating with handheld gadgets, and Internet surfing.

The knowledge of the departing boomers must be successfully transferred to the incoming
gamers. The consequences of inaction or failure are high. But what methods work, and how?
Why is knowledge transfer needed? What technology is already in place for this transfer? What
organizational commitment is required? Are there examples to follow? Gadgets, Games, and
Gizmos for Learning answers those questions and more. It serves as a resource providing learn-
ing and development professionals, executives, academics, and organizational leaders with the
information they need to address this growing issue in a practical and sustainable way.

What can you achieve with this book?

This book provides you with practical and innovative solutions to the impending boomer-to-
gamer knowledge transfer problem. It describes how gamer values—such as the use of cheat
codes, the love of gadgets, the need to play games, and the desire to be constantly connected—
can be leveraged as methods for moving knowledge from the heads of the boomers to the minds
of the gamers or, in some cases, to their gadgets and gizmos. As a result, you will not just be
helping your organization survive this transitional time period; you will help it profit and thrive.

How is this book organized?

The first chapter of the book introduces several concepts critical to the remainder of the work:
the impending boomer retirement wave, boomer traits, and their current control over the
workplace. It also defines gamers and describes their traits and the influence that technology
and video games have had on them. Finally, it describes the need for innovative methods of
transferring knowledge from boomers to gamers.

Each subsequent chapter in the book describes a trait, value, belief, or habit of gamers and
how it can be used effectively to transfer knowledge from the boomers to the gamers. The
final three chapters discuss how to integrate the knowledge transfer process into an organi-
zation, how to sell the concept of gadgets and games to business skeptics, and personal action
items a reader, boomer, or gamer can take to understand the other side.
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Foreword

WH EN MITCHELL WADE and I sat down to conduct research for Gor Game:
How the Gamer Generation Is Reshaping Business Forever, we never imag-
ined the results we would uncover. We, like many other boomers, had over-
looked the force that video games had become. We still viewed them as a
niche item that teenagers played to pass the time. Although we expected the
research to reveal some differences between gamers and nongamers, what we
found was amazing. Quite frankly, we were blown away.

In a survey of twenty-five hundred professionals, we found that those who
reported playing more video games when they were young reacted to busi-
ness situations differently from those who did not—in fact, very differently.
Weaned on video games, we call this phenomenon the gamer generation.

The gamer generation has grown up in the video game world of immer-
sion, unlimited do-overs, and instant feedback. The result is that they have
verifiably different mind-sets, attitudes, and behaviors regarding business,

education, and culture from those who did not grow up playing video games.

xvii
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Foreword

As a boomer myself, I didnt grow up playing that many video games. I
remember desperately wanting Pong as a Christmas present when I was a boy.
My parents told me that it was too expensive. (I have lived with those emo-
tional scars ever since!) So my coauthor (who has similar emotional scars) and
I definitely cannot claim we were part of the gamer generation. Then when
the results from our survey came in and were surprisingly positive, they
changed my attitude of how I would deal with my kids and their electronic
game habits. It also changed how I saw the role of gamers in the workplace.

For one thing, our research revealed that gamers learn differently from
boomers. During the boomer generation’s matriculation, kindergarten teach-
ers expected children to show up knowing their colors, numbers, and some
basic words. Now, gamers not only know the basics but also show up at
kindergarten as budding strategists, having already learned problem-solving
strategies from electronic children’s games like Scholastic’s /i Ready for Kinder-
garten: Hugleys Sleepover, THQ’s Scooby-Doo: Knight of 100 Frights, and Sound
Source Interactive’s 7he Land Before Time: Math Adventure, not to mention
hundreds of similar games. The expectation of instructors who expect the old
industrial age style of teaching to endure in this new environment is as quaint
as expecting society to go back to black and white television. It’s just not going
to happen.

Playing electronic games has created a learning style for the gamers that:

 Aggressively ignores formal instruction.

* Leans heavily toward trial and error (the Reset button is only a click

away).
* Encourages exploration and interactive adventures.
* Includes learning from peers but little learning from boomers.
¢ Is consumed in very small bits, exactly when the learner wants and

usually right before it is needed.

Gamers have learned to manipulate electronic information in games, on
the Internet, and through electronic gadgets. These gamers are definitely gad-

get oriented. They think about them, they care about them, and they learn from
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a very young age to know when a new controller is out or when the next ver-
sion of a game platform is released. Gadgets and video games are part of their
ethos in ways that boomers can maybe appreciate but never fully comprehend.
This new relationship with technology will remain with our society forever.

Businesses need to act quickly and decisively to help these gamers, with
their new and aggressive self-learning style, to assimilate into the boomer-
controlled workplace. Boomers need tools and methods to effectively transfer
their knowledge to this new generation—a generation they barely understand.

In lectures and speeches that we have delivered since the publication of
Gor Game, we have made it clear to organizations—business, nonprofit, and
governmental—that work and learning systems need to be adapted to this
gamer generation. We are regularly surprised by how many boomer execu-
tives recognize that there is a disconnect between them and their younger
employees, but how few have realized that one of the sources of that genera-
tion gap is really the hours upon hours upon hours of video game play that
these youngsters logged before entering the workforce. Those who don’t rec-
ognize games as the source of a gap say that it is the Internet that differenti-
ates them.

And while gamers are facile with the Internet, boomers have almost uni-
versally adopted the Internet (at least for e-mail and search functions). But
boomers don’t know the first thing about games: they don't know the titles,
they don't know the metaphors, and in most cases they can’t even manipulate
a controller. And very important, they didn’t grow up with games.

We argue in our book that the way gamer generation minds work is dif-
ferent from those who haven’t grown up playing video games. Basic neural
pathways in the brain form in our brains until the early teenage years. (The
hardening of these neural pathways is exactly why we can naturally learn a
new language before that age and have to connect it to a language we already
know after we hit about age fifteen.) We believe that those who grow up on
games have different models about how the world works, how to succeed,
how to learn, how to teach, and how to work together.

What we try to impress on all of the executives with whom we work is

that it is simply not enough to become aware that this generation exists. It
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is important that organizations begin to change the way they interact with
employees. As Kapp explains in this book, tapping into the technologies and
mind-sets that are second-hand to the gamer generation is ultimately the only
way to transfer the knowledge of the boomers to the minds of the gamers.
Any professional concerned about the future workforce will be interested in
the ideas and concepts contained in this book—concepts that explain how the
boomer generation can transfer its vast knowledge to the gamer generation.
If you are an executive, Gadgets, Games, and Gizmos for Learning will open
your eyes to the need to establish an infrastructure for transferring knowledge
from your existing workforce to these gamers. If you are a manager, this book
provides practical examples of how to oversee this emerging workforce. If you
are a frontline supervisor, you will learn how you can take simple but effec-
tive steps to move some of the knowledge from your older workers to these
up-and-comers. If you are working side-by-side with gamers, you'll under-
stand a little bit more about what makes them tick and how you can work
together to accomplish goals. If you are a gamer just entering the workforce,
you'll learn strategies for understanding how boomers think and relate to you.
As video games become an even bigger influence on our culture and our
economy, we all will need to pay attention to the ins and outs of what gamers
are thinking both today and tomorrow. There is no doubt that it is a combi-
nation of gadgets, games, and gizmos that will lead the way to bridging this

new generation gap.

February 2007 John Beck



Preface

t UN.”

“Awesome.”

“It was so great, I couldn’t put it down.”

“We have to share this with our friends.”

These were the comments I kept hearing from my basement as my two
boys played their new video game. New games always translate into neigh-
borhood kids congregating in our basement and investing hours and hours
of time trying to reach, and ultimately defeat, the final level. Collaboration,
shared vision, working together to achieve a common goal, fun, excitement,
and high levels of energy all accompany a new video game’s entry into our
house.

Meanwhile, back in the office, clients and fellow faculty members kept
complaining about boring e-learning, irrelevant training programs, archaic

teaching styles, and the increasing pressure to transfer knowledge to new

XXi
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employees or students quickly and effectively. “What is wrong with these kids?
Why can’t they learn? These kids don't read, and they’re always watching TV,
listening to music, and working on the computer—all at the same time.”

Many of my clients also expressed concern about the impending massive
retirement of baby boomers: “We need to capture the knowledge of these
boomers before it is too late. What do we do? How do we capture the knowl-
edge and then train the newbies quickly and completely? Why aren’t our cur-
rent methods working?” Trying to find answers to these questions kept me
awake at night.

One of those sleepless nights, I found myself watching a televised poker
tournament at 2:00 A.M. Through half-open eyes, I noticed twenty-one year
olds playing against fifty-five year olds, the grand masters of poker, and win-
ning. How could that be? Why were these young guys, kids really, winning?
How could they hold their own against such experienced and knowledgeable
players?

Then the announcer, as if reading my mind, provided the answer: “One
of the reasons relatively unknown poker players can defeat thirty-year poker
veterans is because of online poker.” What? Did I hear him correctly: online
poker? What do you mean? How is that like “real” poker? Before he could
fully explain, he was interrupted by a commercial.

I was fully awake when he returned. The announcer explained that online
poker allows a gambler to play as many as eight hands at once against unseen
but real opponents. The experience of playing so many hands over and over
again while receiving almost instant feedback on good or bad bluffs allows
twenty-one year olds to gain as much experience in two years as someone who
has been playing poker all his life.

Wow! It hit me. Maybe this generation of kids, my kids, my gamer kids,
has a different expectation for learning, an expectation built on a framework
of video games providing instant feedback and constant interaction. A frame-
work augmented by constant access to gadgets and a comfort level with tech-
nology that boomers and Generation Xers can only imagine.

My boys are obviously able to learn enough to progress through video
games at a fairly rapid pace. They have fought with Donkey Kong, built roller

coasters, commanded armies, outwitted bad guys as James Bond, and helped
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Link rescue the princess. Kids are learning skills from these games and apply-
ing those skills over and over again in other games to achieve success.

In addition, they are techno-savvy. My boys know more about the func-
tions of my personal digital assistant than I do. They multitask effortlessly and
talk about strategy, economic trade-offs, and online bartering as if they were
seasoned M.B.A.s. They pace back and forth with a cell phone like a stock-
broker and exchange knowledge and information with each other in huge
online communities. Maybe the problem isn’t with the kids at all. Maybe it’s
with us. Maybe it is with our clumsy attempts at knowledge transfer.

That sleepless night resulted in many more, but for entirely different rea-
sons. I realized that baby boomers are trying to use an old paradigm to trans-
fer knowledge to a new generation, and our traditional methods, hundreds of
years old, have begun to crumble. I was fascinated (my wife would say
obsessed) with the search for new and innovative methods for knowledge trans-
fer, and I found them. They exist in creative efforts in large and small compa-
nies, academic institutions playing with the latest in Web technology, and the
gadgets, games, and gizmos of this upcoming generation—the gamers.

The result of my late-night insight and subsequent research is this book.
It contains techniques and recommendations, gleaned from colleagues, pro-
fessional acquaintances, and people in all kinds of fields, transferring all types
of knowledge. Gadgers, Games, and Gizmos for Learning attempts nothing less
than a recasting of existing knowledge transfer and computer systems into
tools that can be used to transfer knowledge from the experienced boomers
to the incoming gamers. It seeks to create an understanding between two
groups who have a critical need to communicate with each other for the sur-
vival and success of many organizations.

I hope that future corporate and academic knowledge transfer efforts will
elicit the same terms I hear from my basement when a new game is brought
home: “Fun.” “Awesome.” “It was so great, I couldn’t put it down.” “We have

to share this with our colleagues.”

February 2007 Karl M. Kapp

Danville, Pennsylvania www.gadgetsgamesandgizmos.com
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