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Learning climate/environment:
creating, 133-134; debriefing
experience creating, 67-68; im-
pregnating possibilities as part
of, 209

Learning games. See Games

Learning Map process (GM), 49

Learning organizations, 107

Learning and transfer: narrative
theory on, 40-47; role of con-
text and cognition in, 35-40;
TAP theory on, 38-40

Lease, L., 180
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Lewin’s Force Field-Mocel, 326fig
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367
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304505

Linteen G., 39
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Lockhart, R. S., 38

Loden, M., 290

Lombardo, M., 308, 309, 311

The Looking Glass Experience, 307

Looking Glass Inc. (LGI): context
and function of; 309-312;
debriefing, 312-316; described,
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challenge, and support,
316-319
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Lord of the Rings (Tolkien), 4243

Lost in Cyberspace (Richter & Willett),
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M
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Mager, R., 147
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tial activity), 218-221

Making Stories: (Gargiulo), 202

Management in Turbulent Times
(Drucker), 326
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O’Mara), 238

Mandler, J., 45

Markhall (simulation game), 345
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Marquardt, M., 94
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“TheMary Tyler Moore Show”
(I'V show), 339

Mass Narrative: Jumping Indicators,
49fig
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300
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Medi-Legal Consulting, 307

Mendez-Russell, A., 302

Mentoring diversity changes,
298-299

Metaphor Maps model, 76-77

Metaphors: “Conceptual Map”
visuals as, 335; experiential
simulation use of, 90-91, 186;
junkyard sports use of, 119;
promoting experiential learning
through story, 212
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Mundy Collection, 52-53
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47-49fig; root learning, 49-50;
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The Narrative Construction of Reality
(Bruner), 44

Narrative Discourse (Genette), 41

Narrative theory: linking learning
and transfer with, 43-47;
overview of, 40-43

Narratology: elements of, 41-43;
inquiry through, 40
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National Youth Development Policy
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New Games Foundation, 111
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North American Simulation and
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(NASAGA), 13, 83, 155,
185, 224, 227, 241, 256, 272,
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titudes and behavior step,
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28-32
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On Cloud Nine: (Gargiulo), 202

On-the-job training: of GURU
process, 234-236; technical
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(Silberman), 13, 272

Onega, S., 40
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251, 253
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Organizations: change manage-
ment capability of, 323-340;
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impacting, 289-290

Orr, J. E., 45
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267, 268
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Outward Bound, 176
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Paige, R. M., 355
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Participant-prepar=d skits, 25-26
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272,273
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Performance assessment model, 92

Personality differences, 305
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Piglish (simulation game), 347, 348

Pike, R. W, 136

Polti, G., 42

Positive emotions, 365-367
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The Power of Experiential Learning
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ticipants understand their own,
295-297. See also Diversity

Prep-Inc., 293

Prescribed role playing, 24-25

Presentation skills improv activities,
167-169

Price, H., 299, 300

Priest, S., 64, 69

Prime-Learning, 288

The Prisoner’s Dilemma, 4

Problem:olving objective, 106

Procedural simulations, 246

Process improvement change,
14-15

Process simulation activity, 126127

Production simulations, 246

Professional actors (role playing), 196

Professional development: action
learning objective of, 107-109;
GURU process used for,
230-231
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Adventure learning

Promoting Emotional Intelligence in
Organizations (Cherniss & Adler),
368
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changing attitudes and behavior
step, 16-17; as experiential
activity, 19-21
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Public Law 105277, 303

Pumping the Colors (simulation),
89,91

Pusch, M. D., 344, 345
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Quest Atlantis (video game), 51-52fig

Quest Diagnostics, 298-299

Questions: action learning, 97,
98-99; GURU Grounding, 227,
229-230, 234-236; GURU
Revise, 227, 228, 234-236;
GURU Understand, 227, 228,
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231, 234-236; GURU Use, 227,
228, 234-236; OQs (Open
Questions) technique, 251, 253;
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211-212; team building design,
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design, 269-271

Quinn, C. N,, 138139, 144
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R
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Race, P, 64-65
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Rathgeber, H., 339
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351-352

Real work learning events, 267, 268

Redundancia (game simulation), 347
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225-227

Reflection in the moment,
225-227

Reflective listening, 97

Reflective Observation phase, 228

Reflective practice: GURU process
for, 227-238; reviewing two
types of, 225-227

Remer, B., 224

Replay of life (role playing), 25

Resilience, 274-275, 338

Resolving conflict: checklist for
improving, 287; experiential
learning for, 280; as
interpersonal skill, 274

Revans, R., 95, 96

Review and close improv activities,
169-170

Revise questions (GURU process),
227,228, 234-236

Revolutionary prototyping, 150

Rhinesmith, S., 345

Richter, A., 127, 300

Riedlinger, A., 41

“Ripples on a Pond” learning
model, 6465

Roediger, H. L., 38, 39

Role expectations, as arena
of change, 15
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Role play principles: 1. attach role

play to learning objective,
187-188; 2. define the experi-
ence you want learners to have,
188-189; 3. make roles as nat-
ural as possible, 189-190;
4. build situations, not roles,
190-191; 5. create observation
checklist, 191-192; 6. everyone
has a role, 192-193; 7. give
every role motivation, 193-194;
8. role play, debrief; repeat,
194-195; 9. approximate work
settings, 195196

Role play variations: fishbowl,
196-197; round-robin, 197

Role playing: change management,
331-333; debriefing, 194195,
200-201; described, 24; ending
the, 200-201; improving feed-
back on, 197-200; improvisa-
tion, 24, 155-170; principles fot
effective, 187-196; reflecting
reality through, 186127,
scripting options liste/i-for,
24-26, 196; seleeting appropriate,
128; variaticuz of, 196-197

Root Learniug;42-50, 335

Ross, B. H., 3¢

Rotating viyers (role playing), 196

Routid:robin (role play variation),
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Saphiere, D. H., 347
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Scenario-planning exercises,
332-333

Scenarios: learning with, 153; plan-
ning exercises using, 332-333;
when to use simulation,
153-154

Schank, R. C., 45, 46
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Schoel, J., 61

Schon, D. A, 225
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(SIT), 345

Schooler, C., 38

Schubach, 1., 183

Scielzo, S., 53

Scripting: described, 24; six options
for role playing, 24-26, 196

Sechehaye, A., 41

Seelye, H. N., 345

Self-monitoring activity, 29

Self-regard, 362, 363-364

Semi-prescribed role playing, 25

Sengc b 227

“Serwing, Transforming, Acting”

debriefing model, 65

Serfaty, D., 39

Shackleton, Sir E., 181

Shell Group, 332

Shields, M., 47

Shifting gears skill: checklist for
improving, 287; experiential
learning for, 281; as interper-
sonal skill, 274-275

Shirts, R. G., 19, 83, 345, 350

Show-and-tell demonstrations, 26

SIETAR International, 342

SIETAR USA, 341

Signified, 41

Signifier, 41

Signs, 41

Silberman, M., 13, 196, 197,
272,277

Silk Six Times activity, 291-292

Simulated experience design: analy-
sis phase of, 147-148; cycle of,
146f1g-147; evaluation of,
150-152; implementation phase
of, 149-150; scenarios used in,
153-154; specification process
of, 148-149

Simulation of Society (Simsoc), 89

Simulation Training Systems
Inc., 83

Simulations: Baka BaFA, 19, 85, 341,
347, 349, 350; Barnga, 345, 347,
Big Top: Serving Circus Per-
formers, 33643374 computer-
based, 138-154; considering
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new attitudes/behaviors
through, 21-27; continuum of
low and high sophistication of,
187fig; A-Day-in-the-Life Simu-
lations approach to, 244;
Ecotonos, 345; Experi-
enceChange, 327-330, 328fig,
334; games compared to, 38-89;
Instant Aging, 21; integrated
game and, 247-250; Inter-
Nation Simulation (INS), 89;
Looking Glass Inc. (LGI), 24,
309-319; low fidelity PC-based,
39; Markhall, 345; “metaphori-
cal,” 90-91, 186; Park Li,
331-332; Piglish, 347, 348,
Pumping the Colors, 89, 91;
The Race Game, 90; Redundan-
cta, 347; selecting appropriate,
126-128; Simulation of Society
(Simsoc), 89; Starpower, 90, 91;
technical training using, 246,
247-250. See also Experiential
activities; Experiential simula-
tion; Games

Simulators, 246

Single-problem action learning,
100

Situation cognition, 36-37

“Six Thinking Hats” debriefing
model, 66, 73

Sjuzhet (telling), 41

Skills: asserting needs, 273274,
278-279, 286; CARB model
on, 264-265; Competency M.ap
on facilitator, 214-215fig, 216;
conflict resolution, 274, 280,
287; developing interpersonal,
273-287; emotional intelligence
(EI), 362-367; essential for in-
tercultural learning, 347-348;
expressing yourself clearly, 273,
278, 286; feedback, 274, 279,
286; influencing others, 274,
280, 286-287; shifting gears,
274-275, 281, 287; understand-
ing people, 273, 277-278, 286.
See also Knowledge

SMEs (subject-matter-experts),
147-148, 149

Smith, J., 339

Snowden, D., 47, 48

Sodexho Inc., 293

Solem, L., 136

Soundball (improv exercise), 159160

South Africa: diversity site visit in,
301-302; facilitating life-
changing moments in, 299-301

“Spaceship earth” story, 333

Sperry, L. L., 45

Sperry, R. W, 68

“Spinning plates” debriefing
metaphor, 65

The Springboard (Denning), 47

Springboard (leadership program),
180181

Squirrel Inc. (Denning), 47

Stage-as-simulator (role playing), 196

Stanford Programs on Intercultural
and Cross-Cultural Education
(SPICE), 345

Starpower (simulation), 90, 91

Stats (icebreaker), 164

Status Games (improv activity),
168-169

Steinwachs, B., 345, 347

“Sticky” learning,4.-C

Stories: facilitating ~i:ange through,
339; facilitator ompetencies es-
sential fo: v orking with,
214-218; link between experi-
ence and, 203-205; nine func-
cons of, 2056-207; nine ground
rules for working with, 207-211;
path of, 204£ig; promoting expe-
riential learning through,
211-214; sample experiential
activity with, 218-222

Stories at Work: (Gargiulo), 202, 210

Story Collaging technique, 210

Story ground rules: 1. be able to
expand or collapse a story, 207;
2. incorporate material relevant
to group into stories, 207-208;
3. be willing to be vulnerable
with a group, 208; 4. be authen-
tic, 208-209; 5. ensure congru-
ence between stories and your
behavior, 209; 6. elicit more sto-
ries than you tell, 209; 7. be
open, respectful, and nonjudg-
mental of shared stories, 210;
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8. connect stories to one an-
other, 210-211; 9. build in more
room for story sharing when
designing learning, 211

Story Seeds (improv activity),
169-170

Storytelling: characteristics of
springboard, 47; improvisation
and art of, 162-163; Lord of the
Rings example of plot types of,
42-43; narrative theory on,
40—41; narratology of, 41-43;
“pseudo-mathematical formu-
las” of], 41-42

Storytelling applications: game-
based, 51-54fg; organizational
narra'ive, 47-49; root learning,
45-59; text-based, 50fig—51

Strang; D. R., 60

Strangeness characteristic, 47

7 he Strategic Use of Stories in Organiza-
tional Communication and Learning
(Gargiulo), 202, 214, 218

Structured sharing, 246

Subgroup feedback discussion, 199

Summer Institute for Intercultural
Communication, 341

Swap, W, 47

Swedish Management Institute, 96

Symbols, 90-91

Syncretics Group, 181

Synergy (computer-based simula-
tions), 142-143

Synergy Learning Systems,
Inc., 172

T

TAP (transfer appropriate process):
context and, 37-38; theoretical
issues of context, simulations
and, 38-40

Taylor, H. L., 39

Team building: action learning
objective of, 107; considering
type of team, 265-267; design
questions for, 269-271; experi-
ential team learning events and,
267-269; organization demand
for, 257; understanding the real
situation, 258-265
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Team learning events: design ques-
tions for planning, 269-271; four
categories listed, 267; other activ-
ities, 268; outdoor, 267-268; real
work, 268; traditional, 267

Team members: CARB model on
commitment of;, 258-260;
CARB model on relationships
among, 262-264

Team players: checklist on improv-
ing as, 287; experiential learn-
ing for, 281; as interpersonal
skill, 274

Teams: action learning formation
and use of, 97, 101-102, 104;
basketball, 265; CARB model
on effectiveness of, 258-265;
diversity impacting, 289-290;
improv activities for, 167; nine
ground rules for working with
stories and, 207-211; story-
telling to change energy of,
212-213; track and field, 266;
training individuals versus,
266-267. See also Groups

Teamwork changes, 14

Technical Manual (Bar-On), 362

Technical training: blending experi-
ential learning with e-learning,
250-254; characteristics of;
242-243; different experiential
approaches to, 244-246; Four-
Door Approach strategy, 250-254;
integrated simulation game,
247-250; integrating con‘ent
and activity in, 246-257; key
principles of effective experien-
tial learning for, 254-255

Teller, T. C.., 295, 296, 301

Terrell, J., 362, 367

Textra games, 246

Theories: narrative, 40-47; TAP
(transfer appropriate process),
37-40

Thiagarajan, R., 64, 69

Thiagarajan, S., 64, 69, 129, 131,
186, 241, 345, 347

The Thiagi Group, 155, 156,

241, 347
The Tipping Point (Gladwell), 4
Tolikien, JR.R., 42

Toohey, S., 183

Trabasso, T., 45

Track and field teams, 266

Traditional learning events, 267

Trainer-takes-lead (role playing),
196

Trainers. See Facilitators

Training the Active Training Way
(Silberman), 6, 13, 272

Training, See Experiential training

Training to Imagine: (Koppett), 155

Transfer Vehicle (Pike & Solem), 136

Transformation economy, 154

Triple-role playing (role playing),
196-197

Trouble on the Inca Trail (Ukens), 127

Troubleshooting simulations, 246

Trust: ability to, 264; building,

157-159; commitment and, 259

Tshabalala, N., 301

Tuckman, B., 177

Tulving, E., 38

Turntable model, 78-79

Tyler, S., 37

“Iyranny of the urgeat.” 99
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Ukens, Ll 3, 124, 127, 131, 132,
133 134

Ltascbomvu Youth Fund (UYF),
301-302

Understanding people skill: check-

list on improving, 286; experien-

tial learning for, 277-278; as
interpersonal skill, 273

Understanding questions (GURU
process), 227, 228, 231,
234-236

Uniformed Services University of
the Health Sciences, 349

University of Central Florida’s
Institute for Simulation and
Training, 52

University of Pretoria (South
Africa), 299

University of Surrey, 62

UNtraining: Untraining White
Liberal Racism, 296-297

“Urgent drowns out the important”

axiom, 99
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U.S. Peace Corps, 344, 351

Use questions (GURU process),
227,228, 234-236

User testing, 150151
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Van Merrienboer, J.J.G., 144

Van Velsor, E., 306, 307, 308, 309,
316, 319

Vantagepoints on Learning and Life
(Eikenberry), 256

Video feedback, 200

Visualization (Dealing with Difficult
People), 22

Vitale, P, 291

w

Warman, G., 321-322

Warner, E. G., 345

Web-based games, 246

Websites: African American History Game
(video game), 52; African-
American History Education and
Culture, 52; Bernie DeKoven,
112; Brian Remer, 224; Clark
Quinn, 139; Consortium for
Research on Emotional Intelli-
gence, 368; Cynefin, 48; David
Metcalf, 34; The Diversity Con-
sulting Company, 299; EDNA-E
(Event-Driven Narrative Analysis
Engine), 50; Ellen Van Velsor,
307; Garry Shirts, 83; Greg
Warman, 322; Indiana Univer-
sity’s Center for Research on
Learning and Technology, 51;
James Chisholm, 322; Joan
Gurvis, 307; Judith M. Blohm,
342; Julie O’Mara, 289; Kat
Koppett, 156; Kevin Eikenberry,
256; Les Lauber, 185; Lorraine
Ukens, 124; Marcia Hughes,
360; Mark Lord, 172; Mel
Silberman, 13, 272; Michael
Marquardt, 94; Quest Atlantis
(video game), 51; Roger Green-
away, 59; Root Learning, 49,
335; Rudy McDaniel, 34; Sandra
M. Fowler, 342; Sivasailam
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Thiagarajan, 241; Stephen M.
Fiore, 34; Terrence L. Gargiulo,
203; University of Central
Florida’s Institute for Simulation
and Training, 52; UNtraining:
Untraining White Liberal
Racism, 296; XPLANE, 335

Wechsler Adult Intelligence Scale,
361

Wechsler, D., 361

Weil, M., 39

Weldon, M. S.; 38

The Well-Played Game (DeKoven), 111

Wells Fargo Card Services, 292, 293

What Would_____Do? (impro activity),
166

What You Herd activity, 133

“What? So What? Now What”
debriefing model, 64, 66
When I Felt Different activity, 289
Where in the World Are Tou Going?
(Blohm), 342

White, R., 308

“Why Executives Derail: A
Cross-Cultural Perspective”
(Van Velsor), 306

Wight, A., 72

Willett, C., 127

Wilson, J., 3

Winter Survival (exercise), 281

The Wizard of Oz, 206

Working PeopleSmart (Silberman), 13,
272

World Bank, 40
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Y

Yearwood, A. A., 38

Yes, and Stories (improv activity), 167
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Youthbuild USA (YB), 295-296
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Zones Model (Adventure Learning),
1821

Zork (video game), 51



