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Who is Capsim? 
 Since 1985 

 Leader in Business Simulations, Assessments & Business 

Training 

 Leader in Experiential Learning 

 

 Academic Market 

 Used by over 100,000 students last year 

 Used in over 900 Universities 

 Corporate Training 

 Fortune 100’s to small companies 

 Leadership, Strategy, Business Acumen, Agile, Project 

Management, Sales Enablement, and Finance 

 



Today we will cover: 

 
 Learning Tools- what that really means 

 Thoughts on badges, leaderboards, and gamification 

 Adult Learning Theories  

 Considerations for using Adult Learning when choosing 

tools 

 How Adult Learning Theories are used in learning tools 



Learning Tools 

The right tool for the job 



Badges & Leaderboards 
Are often associated with  

gamification and simulations 



Pedagogy 



Do they motivate? 

Do they engage? 

  Too often the only parts 

 Badges & Leaderboards don’t always = motivation 

 In fact at bottom of board can be de-motivated 



Do they motivate? 

Do they engage? 

 HOWEVER 

 Both can be successful in a game or sim based learning 

solution  

 If done right = 51.6% increase in motivation 

 



Questions you should think 

about: 

 
 Do we really believe that badges & leaderboards engage 

learners? 

 Will they motivate learners? 

 Will they help with transfer of learning? 

 Is completion the goal? 

 Addictive game mechanics? 

 Is the game helping them or are they memorizing repetitive 

activities? 



Now think about this….  

 Around 50% of all U.S. jobs are at risk of being 

automated and replaced by robots 

 Easiest replaced are the ones requiring repetitive tasks 

and memorization  

 
 
 
 
 



 
 
 
 
 



 
 
 
 
 



Learning & Development 

Needs 
 Leadership 

 Critical thinking 

 Strategic thinking 

 Decision making 

 Innovation 

 Collaboration 

 Agility 

 



What you need to know: 

 Badges & Leaderboards aren’t enough 

 In fact they can be demotivating 

 Boredom can set in 

 The use of gamification must be thought out 

 Does this game have a story line that helps 

engage 

 Is it relatable to their job 

 Can it be tied to other learnings 

 Present & Future 



Micro-Learning 
Pros Cons 

Drives Innovation Breadth of subjects 

Easy to remember Lack of Focus on topic 

Mobility Casual 

Media Makes the Process Interesting Disorganized Or Fragmented Experiences 

Reduces Cognitive Overload Preexisting Knowledge 

 Improves Knowledge Retention and Recall May Be Ill-Suited For Long-Term Goals 

Provides "Moment of Need" Support 

Saves Time And Money 



MicroLearning 

What you need to know: 

You should probably avoid microlearning if a topic: 

 needs to be explained in-depth 

 Conjunction with other materials  

 Contextual or conceptual  

 Understood alongside additional information. 



Adult Learning Theories 
Oh yeah, there is more than one 

 Andragogy 

 Experiential Learning 

 Transformational Learning 

 Neuroscience 

 Self-Directed Learning 

 



Adult Learning Theories 
Understanding the theories can help us 

design  
 Create relevance  

 by mapping courses with perceived learner needs 

 Devise Instructional Strategies  

 with real learning contexts 

 Choose technology  

 that best supports the instructional strategy 

 Plan strategies  

 relevant for the digital age and on the go learners 

 



Theory: Andragogy 



Pedagogy = paidi (child) + ago (guide) 
 
Andragogy = andras (man) + ago (guide) 



Theory: Andragogy 



Theory: Transformational 

Learning 
 3 Stages of Learning 

Realization 

Personal 
relevance 

Reflection 



Theory: Experiential Learning 

 



Four Criteria 



Don’t Forget when evaluating a tool 

to Flip Kirkpatrick 



Lets check out some tools 



Games 



Games 

Don’t forget the idea of automating jobs 
that do repetitive tasks  

Are they just for memorization? 
 
Will these games change a behavior?  
      Level 3 



Scenario Based Games 

Lead your team 

to survive and 

escape the 

island 

Lead a skating 

team to success 



Scenario Based Games 
Very Cool!  
 
Will the learning transfer? 
Can they relate: 
Stuck on an island  
Coaching a skating team  
Experiences at work 

Will these games change a behavior? 
Level 3 



CapsimInbox  
 Relevant & Realistic 

 Adult experience based 

 Experiential 

 Feedback for reflection and continued development 

 







 Don’t get caught with shiny new 

objects 

 Don’t worry about buzzwords 

 Not all Learning tools work for all 

situations 

 Does the tool take into account adult 

learning theories? 

 Know your goals-flip Kirkpatrick 

 Evaluate if tools meet behavioral 

outcomes 

 Use the right tool for the right job 

 

 



Look forward to seeing you at ATD 

In San Diego 

Speaker Session 

Optimize the DNA of Your Leadership Development Program 

Wed, May 09 | 8:15 AM - 9:30 AM | Room: 23B 

Or stop by Booth 619 to say hello  

& try out our New Escape Room Demo 

 
Upcoming Webcast 

THE LEADERSHIP AWARENESS RECIPE: DEVELOPING 

LEADERS THROUGH EXPERIENTIAL LEARNING 

Wednesday, May 23, 2018 2:00pm - 3:00pm EDT  

 

 



Questions? 
Connect with Joseph LiVigni on   
Email: Joe.livigni@capsim.com 

 
Videos from the Capsim Kitchen on YouTube or Capsim website 

 

 

 

 
For More Info About Capsim Contact: 

Kiersten DeBrower 

Kiersten.debrower@capsim.com 

312-477-7256 
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