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Gadgets, Games and Gizmos:
How to Better Understand Technology to Reach 

Training Goals

Karl M. Kapp,Ed.D. CFPIM, CIRM
Nathan M. Kapp, Gamer 4.0

Training Goals

Dissemination of Information
Behavior Change
Employee Action
Make Better Decisions
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Two Main Themes

Technology is Impacting How We:
Learn
Deliver Learning Interventions

Technology is People Driven
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Exercise—What Level of Gamer are You?
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Gamer 1.0
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Where is my 
opponent

going to go next?

In what direction 
should I try to move 

the ball?

How will the ball 
bounce off the 

wall?
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Gamer 2.0

Should I shoot the 
aliens on the end or in 

the middle or all the 
bottom aliens first?

How long do I have 
to shoot before an 

alien shoots at me?

What is the pattern 
these aliens are 

following?

Gamer 3.0

Where do I explore 
first?

What activities are 
of the most value?

What must I do to 
achieve my goal?
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Gamer 4.0

What is the value of 
my items for 

trading?

What activities give 
me the most return 

for my efforts?

Can I trust this 
person who wants 
to team with me to 
accomplish a goal?
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Not Just Games…Gadgets

84% of teenagers own at least one 
personal media device

Desktop/Laptop Computer
Cell Phone
Personal Digital Assistant

44% have two

According to the Pew Internet foundation

Most Targeted for Electronics

Teenagers ages 14-18
Tweens ages 10-13
More than 50% of teenagers will spend 
over $100 on their next electronic 
purchase
25% will spend more than $200
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Block II Apollo Guidance Computer (AGC)

- 36,864 bytes of Read Only Memory (ROM)
- 2,048 bytes of Random Access Memory (RAM)
- 2.48 MHz Clock Speed

Putting Gadgets in Perspective

PlayStation Portable (PSP)PlayStation Portable (PSP)

-- 32 Megabytes of Read Only Memory (ROM)32 Megabytes of Read Only Memory (ROM)
-- 4 Megabytes of Dynamic Random Access Memory (DRAM)4 Megabytes of Dynamic Random Access Memory (DRAM)
-- 333 MHz Clock Speed333 MHz Clock Speed

Putting Gadgets in Perspective
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DonDon’’t think classroom or training,t think classroom or training,
think Learning Eventthink Learning Event
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Communications Technology

Instant Messenger 
Web Log (Blog)
PodCast

Nate are you there?
natepirates: Hi Dad, are we almost done?
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Job 
Announcements

Employee Training

Employee 
Announcements

Scheduling
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Podcasting at Drexel
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Mini Games

Word Search
Free the Road Runner
Bop The Fox
Bop The Word
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Replace Education with Automation
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Replace Education with Automation

FAQs
Tutorials
Quick Reference Guides
Cheat Codes

Cheat Codes

For Working At 

University



16

Understanding Technology

Understand Training Goals
Use the Technology
Learn from Others 
Experiment 

QUESTIONS?

For more information see:
www.karlkapp.com

Also, look for upcoming book
Gadgets, Games and Gizmos in Q1 2007


