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“If you are over 35, chances are you view 
video games as, at best, an occasional 

distraction…If you’re under 35, games are 
major entertainment and a part of life.  In 
that sense, they are similar to what rock 

‘n’ roll meant to Boomers.”

Kevin Maney, Tech Guru Dials into Social Side of Gaming.  USA Today, November 17, 2004



Games

“A game is an intricately designed world that encourages certain sorts of 
actions, values, and interactions. . .”

James Paul Gee, Ph.D.



Video Games

Source: Elizabeth Svoboda, Wired, April 2006. 132-133



Blurring the Generational Lines

• Boomers

• Gen Xers

• Gamers



Boomers:
• 1943-1960
• 78 million

http://en.wikipedia.org/wiki/Image:The_Flying_Nun.jpg
http://en.wikipedia.org/wiki/Image:Bill_Clinton.jpg
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Nintendo targets Boomer generation



Gen Xers
• 1961 - 1981
• 60 million

http://www.imdb.com/name/nm0000129/photogallery


Invented – Pong (1971)

Founded – Atari (1972)

Launched – Chuck E. Cheese  (1977)

Nolan Bushnell



Millennials
• 1982-2002
• 80 million



Millennials  Digital Natives Gamers

•Internet
•Email
•IM

•Cell Phones

•PDAs

•iPods, MP3 Players





Gamers

“Digital Natives are accustomed to the twitch-speed, multitasking, random-
access, graphics first, active, connected, fun, fantasy, quick-payoff world of 

video games, MTV, and Internet.”

Source:  Laura Wisely, Web Services Coordinator 
Indiana University at Bloomington, Registrar’s Office



Gamers



Who Are Gamers?



Who Are Gamers?



Gamer Parents



Gamer Skills

“My son, Sean, and I had started playing The Sims together when he was 
just 5 and not yet in school.  One day as we walked past the school 
playground, he suddenly commented, ‘Mom, this playground is very 
expensive.’ ‘How do you know?’ I asked.  ‘Well, in The Sims I can buy a 
playground for my family that costs $1,250 and it’s just a small one,’ he 
replied, ‘so I think this playground cost about $20,000.  I think a lot of
people went to work for a lot of days to make it.”

Marc Prensky, Don’t Bother Me Mom—I’m Learning



Gamer Background Info

•Online access to everythingeverything

•Socialization is key



Gamer Background Info

•MMORPGS

•Clans

•Themes

•LAN Parties

•Interaction NO boundaries

•Modding



Video Games as Educational Tools

Pokemon    Data structures

Tycoon games   Economics and complex 
systems

Flight simulators  Aeronautics and estimation

Caesar II and/or Age of Empires Marketing and history

Sim City  Community formation/ social 
identity/architecture



Gamers’ Skills

•Value Heroism, Skills

•Embrace Teamwork

•Multitask Well

•Decisive 

•Flexible

•Commit to professional excellence

•Think Globally

•Care about the organization (tribe)

Measured risk takers



Gamers’ Skills

•Love Data

•Have a Strong Sense of Competence

•See the World Through the Lens of Competition

•Don’t Count on Fixed Organizational Structures

•Expect Themselves to Actually Deliver



The Experience 
Economy

Picture Source:  Grand Canyon Resort West  -
http://www.destinationgrandcanyon.com/activities.html



The Experience Economy

“What can be done to improve the esthetics 
of the experience?  

“The esthetics are what make your guests 
want to come in, sit down, and hang out. 

Think about what you can do to make the 
environment more inviting, interesting, or 
comfortable. 

You want to create an atmosphere in which 
your guests feel free ‘to be.’”

Source:  The Experience Economy, Pine and Gilmore



Suggestions for Higher Education

“Another way to cross the generation gap for leaders—and we say this in 
all seriousness—is to give Games Boys to your board. . .If they’re ever 
going to understand the customers, staff, and executives rising inexorably 
through the ranks, they need to feel for themselves the addictive power of 
certain games, the independence and satisfaction of taking a five-minute 
Tetris break, and the practical problem-solving challenges that lurk just 
beneath the edgy surface of many games.”

Beck and Wade
Got Game:  How the Gamer Generation is Reshaping Business Forever



Suggestions for Higher Education

•Search your Web site
•“Gamer”
•“Lan Party”
•“Video Games”

•Hold a LAN party for your students

•Use robust CRM solutions

•Humor



Suggestions for Higher Ed Interactive Storylines
•Big Ad 
•Humor
•Film References
•Classical music

•William Woods University

•Franklin and Marshall

•CalPoly – San Luis Obispo

•Ferris State University

http://www.bigad.com.au/
http://www.gotduck.com/
http://www.benjohn.org/episode1.cfm


Suggestions for Higher Education Podcasts

•Duke University

•Drexel University

•Stanford

Disney.com



Suggestions for Higher Education  Practices

•Campus visit programs

•Class registration

•Integrated calendar systems

•Orientation

•Business Services



Time for Questions
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