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Hofstede, G (1991). Cultures and organizations: Software of mind. New York: McGraw-Hill.
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Tool
Increases capability
ÅReduction technologies make 
targeted behavior easier to do 
ÅSelf-monitoring technologies 
perform calculations, measurements 
that motivate

Medium
Provides experience
ÅRehearsal technologies help people change 
attitudes or behavior in the real world 
ÅCause and effect technologies enable people to 

immediately link cause and effect

Social Actor
Creates relationships
ÅPraise technologies can lead users to 
be more open to persuasion 
ÅSimilarity technologies more readily 
persuade when similar to the user
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