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Index

Abstraction, ladders of, 111–112
Acceptance concern, 274
Accountability, 54
Acknowledgment, 20
Action learning fair, 175–177
Action plans. See also Graphic Gameplan
 benefits of, 233
 challenges, 126
 gaining support for, 129–130
 key to, 117
 posted, 89
 small group, 119
Actions
 concrete steps, 187–189
 learning from, 27
 threefold view of, 214
Active group recording
 benefits of, 233
 challenges of, 234–236
 on iPads, 236–237
Adams, Marv, 91
AEIOU model, 74–76
Affection, 65
Affinity diagrams, 70
Agendas, 233
Agile development, 6
Agilent Technologies
 action learning fair at, 175–177
 founding of, 57
 situational leadership at, 69, 71
Ainscow, Geoff, 177–178
Alignment, 26–27, 46
Allocated resources, 44–45
Amelio, Gil, 190, 193
Animation. See Video animation
Apathy, 43
Apple Computers, 9, 192
Apple’s Leadership Expeditions, 113

Aptitude, 77
Arrow of time, 214
Artificial intelligence, 251–252
Artistry Unleashed: A Guide to Pursuing Great 

Performance in Work and Life (Austen), 
169–170

Art of Awareness, The (Bois), 105
Art of Convening: Authentic Engagement in 

Meeting, Gathering, and Conversations, 
The (Neal, Neal, Wold), 232

Arts projects, 246
Aryzta, 157, 158
Ashman, Ward, 267
Assessments
 opportunity mapping, 173–174
 performance, 171
 purpose of, 172
 strength mapping, 173–174
 system, development of, 172–173
 team, 171
Assigned roles, 44
Assumptions, explicit, 42
Attention
 focus choices for, 74–75
 full, power of, 75
 principles for, 75–76
Audio, 229, 232
Austen, Hilary, 169–170

Badlands metaphor, 28
Ball, Geoff, 17, 118
Basecamp, 243
“Behavior Over Time” graph, 161
Bennis, Warren, 80
Best practices
 common language, 109–110
 mobile technology, 249–250
 TPM, 195

Big paper, 158
Big picture thinking, 20
Birnbaum, Joel, 192
Black pen people, 197
Blanchard, Ken, 69
BLAST team, 4
 breakthrough idea for, 7–8
 challenges of, 4–5
 context map, 13
 engagement of, 8–10
 failure history at, 102
 formation of, 3
 goal of, 6
 ground rules for, 12–13
 impact of, 13–14
 initial assumptions of, 6–7
 presentation content, 13–14
 prioritization problem, 10–11
 profitability of, 9
 subteams in, 11–12
Blend video, 158
Blind squares, 198–199
Boise LaserJet Advanced Sales Team division. 

See also BLAST team
 history of, 4, 9
 new business for, 13–14
Boredom, 51
Boulding, Kenneth, 79, 205, 212
Bouncing ball metaphor, 35, 63, 159
Brainstorming, 125
Broad beamed focus, 75
Brooks, Dick, 162
Brown, Sunni, 166–167
Brown, Tim, xv, 256–258
Budgets, 233
Bulletin boards, 88–89
Burnout, 51
Businesses. See Organizations

Camino-Markowitz, Leslie, 177
Case stories
 mutual understanding, 114
 sharing of, 195–196
Caucus and E-campus, 244
Caution, 41
Celebration, 50
Challenges
 BLAST team, 4–5
 identification of, 126
 orientation, 38
 setting, 122–124
 tasks, 126
 visual teams, 16
Challenges chart, 259
Chandler, Buffy, 100
Change. See also Transitions
 formula for, 185–190
 managing, 50
 metaphors for, 179
 state, 215
Change by Design: How Design Thinking 

Transforms Organizations and Inspires 
Innovation (Brown), xv, 258

Changeworks transition curve, 190
Charrettes
 defined, 172
 galvanizing action from, 181–182
George Charrier, 53
Charts
 challenges, 261
 Gantt, 88, 242–243
 iceberg flip, 107–108
 line of sight, 98
Chat windows, 234–235
Chief operating officer (COO), 147
Chunking, 208–209
Cintiq tablet, 249
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Circles, sitting in, 99
Clarification
 goals, 117–118, 121–124
 purposes, 97–98
 stage, 42–43
 tools for, 85–87
The Clearing, 181–182
Cloud computing
 function of, 250
 tools for, 24–25
 working in, 243–244
Clustering, visual, 113
Cog’s ladder, 53–4, 266
Collaborate 98, 24
Collaboration
 case for, 15–16
 cross-geographical, 177
 design as, 5
 game-fueled, 255
 goal setting and, 117–118
 groupware for, 20
 norms, 255
 organizational development and, 211
 software for, 109, 224, 241–243
Collage creation, 64
Collegial decisions, 134
Command and control, 135–136
Commitment stage
 archetypal team roles in, 67
 purpose of, 131
Common ground matrix, 68
Communication. See also Language
 competency in, 67–69
 management of, 79–80
 open, 107
 purposes, 97–98
Communities of Practice Development 

Model, 207–208

Community building, 246
Competencies
 assessment of, 113–114
 communication, 67–69
 development of, 66–67
Competition, irrelevant, 43
Conflicts, 47
Conscious capitalism, 260
Consensus decisions, 134
Consultations
 decision making with, 136–137
 initial meeting, 4
 mental software of, 6–7
Context maps, 13, 114
Contractual decision making, 137–138
Control
 command and, 135–136
 concern, 274
 costs, 153
 description of, 64–65
 energy flow and, 78
 evolutionary process variables, 91
Cooperation stage, 54
Copple, Susan, 3–4
CORE PRIME, 181–182
Coro Foundation, 216
Council Processes for Interactive Meetings, 

266
Cover story vision, 103–104
CoVision, 238
Credit crisis, 257
Creativity, 61
Cross-boundary teams, 46
Culturally diverse teams, 46
Curtis, Jennie, 159
Customer care portfolio, 145
Cutting and pasting, 235

Data concerns, 274
Data mining, 251
Deadlines, 47
Decision funnel, 142–143
Decision making
 choices for, 131–133
 clarity in, 45
 collaborative, 134–135
 drivers of, 133
 executive, 135–137
 negotiation style, 137–138
 organizational infrastructure and, 

147–148
 resource allocation and, 142–144
 responsibilities for, 136
 role allocation and, 145–147
 rule-based, 138–139
 strategies matrix, 140–141
 tactics for, 139–142
 team, 26–27
 tradeoffs and, 148
 trial closes for, 142
Decision Strategies Framework, 131–132
Decision-support software, browser-based, 

86
Dedicated websites, 244
Delegative decision making, 136
Dependency, 45
Descartes, Rene, 30
Design
 importance of, 90
 projects, 245
 teams, 5–6
Desk icons, 104
Desktop publishing, 9
Desktop sharing, 234
Dialogic decisions, 135
Dialogue groups, 247

DISC Personal Profile, 266
Disciplined execution, 47
Discontent, 185
Disharmony, 49
Disorientation, 39
DLR Group, 119
Document management, 241
Dot vote, 143
Doyle, Michael, 181
Drawing, 91–92
Drexler, Allan, 29, 31
Durnell, Laurie, 53, 166–167

E-mails, 88
Ecological models, 210
Elevator speech, 62
Emergent order, 91
Emotional Intelligence: Why It Can Matter More 

Than IQ (Goleman), 76
Emotions
 cognitive, 170
 management of, 76–79
 working memory and, 77
Energy
 management of, 76–79
 preferences mapping of, 78
Engagement, 20
Englebart, Doug, 17
Enterprise resource planning (ERP) process, 

157–158
Eskridge, Rob, 144
Esprit stage, 54
Evolutionary biology, 260
Evolutionary thinking, 91
Executive decisions, 135–137
Expectations, 97–98
Experience sharing, 112
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Facade, 41
Face-to-face
 leadership, 83–85
 meetings, 22
 tools for, 83–85
“Face the Rear” videos, 115
Facilitator’s Guide to Participatory Decision 

Making, The (Kaner), 131
Faxes, 88
Fear, 39
Feedback reports, 172–173
Fellowship, 16
Fifth Discipline: The Art & Practice of the Learn-

ing Organization, The (Senge), 60
Filter Bubble, The (Pariser), 248
Five Dysfunctions of a Team, The (Lencioni), 

52-53, 267
Fletcher, Don, 216
Focus, 16
Follow-through, 17
Ford Motor Company, 89, 91
Forner, Tiffany, 168
Forrester, Russ, 172
Forthrightness, 40
Four flows model, 74–75
Fourfold reality, 215, 275–276
Fractals, 208
Fragmentation, 16–17
Fritz, Robert, 61, 253
Fundamental Interpersonal Relations Orien-

tation-Behavior (FIRO B) model
 categories of, 64–65
 creation of, 64
 tools of, 268
Fundamental of Visual Language, 199
Fuzzy statements, 122

Gameology, 255

Gantt charts, 88, 242–243
Geier Learning, 266
Geier, John G., 266
General Motors, 12
Genius Project, 243
Geometry of Meaning (Young), 276
Getting Your Organization to Change: A Guide 

for Putting Your Strategy into Action 
(Jaffe, Scott), 190

Gibb, Drexler, Weisbord team-building model, 
29, 274

Gibbs, Jack R., 53, 273–274
Gifts, 109
Global Leadership Forum, 175–176
Global Warming Strategy Working Group, 

167
Globalization, 257
Go-arounds, 70, 100
Goal clarification stage
 action planning process and, 121–124
 assumptions of, 42
 central task of, 42–43
 defined, 32
 Graphic Gameplan and, 117–118
Goals. See also Expectations; Graphic 

Gameplan
 clear integrated, 42–43
 example of, 122
 formation concerns, 276
 key questions for, 117
 personal, 124
 setting challenges, 122–124
 SMART, 59–60
 smart, criteria for, 121
Goldberg, Michael, 162
Goleman, Daniel, 76
Good news reporting, 179–180
Graphic case stories, 114

Graphic Facilitation: Tapping the Power of 
Groups Through Visual Listening (Sib-
bet), 199

Graphic Facilitation: Transforming Group Process 
With the Process With the Power of 
Visual Listening (Sibbet), 205

Graphic Gameplan
 application of, 128–129
 creation of, 120
 description of, 119–120
 first draft, 128
 function of, 94
 origins of, 118–119
 setup, 117
 sharing of, 198
 steps to, 120–128
 template, 118
Graphic Guides, Inc., 222
Graphic interviews, 98
Graphic language, 31–32, 34–35
Graphic templates, 70–71
Graphical user interface (GUI), 243
Greater Baltimore Committee, 110–111
Greater Baltimore Committee’s Leadership 

program, 61
The Grove Consultants International
 leadership and education group, 74
 meeting design at, 85–86
 online store, 265
 self-study guides from, 199–200
 stairwell board at, 88
 strategy alignment by, 105
 virtual lobby of, 245
 vision poster of, 104
Groan zone, 131
Group graphics keyboard
 archetypes in, 212
 China’s use of, 200

 description of, 206–207
 features of, 205
Group graphics system, 30–31, 192
Group histories, 101–102
Group norms, 115–116
Group portrait, 114
Group Vision, 226
Groupware User Guide, 225
Groupware Users Project
 cluster display used by, 229
 conception of, 221–222
 creation of, 222–223
 defined, 20
 development of, 20–21
 early days of, 241
 exchanges, 225–226
 first meeting, 223, 225
 first report of, 22
 four square map of, 23, 83
 goal of, 21
 initial research projects, 225
 lessons from, 229–230
 MIT capture lab visit by, 226, 228–229
 social media and, 24–25
 spin off, 230
 tools explored by, 226
 visualization embedded at, 230
 weather map for, 224
Grove Consultants International, 3
Grove Facilitation Model, 207–208
GUI. See Graphical user interface (GUI)

Haas, Robert, 107
Hackborn, Dick, 9
Hamade, Ahmad, 157
Hamel, Gary, 256–257, 259, 261
Hard Copy Observer, The, 14
Harnessing Complexity (Axelrod, Cohen), 91
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HCL, 258
Hershey, Paul, 69
Hewlett Packard
 integrated circuit division, 179–180
 operating system of, 201–202
 printer division, 3
Hewlett Packard Lab, 192
Hewlett Packard task group. See BLAST team
Hi-lo grid, 143
High performance, 33, 45
 achieving, 15, 160, 164–165
 artistry of, 169–170
 catalysis for, 60
 change and, 35
 consciousness and, 76
 leaders, 73
 shared vision and, 43
 stage, 48–49
 standard for, 161
History template, 102
Hohmann, Luke, 255
Hopes and fears exercise, 108
Houbolt, Jan, 61
“How Complexity Leads to Simplicity,” 254
Human awareness, 75–76
Human word processors, 100

Iceberg flip chart, 107–108
Identity logo, 162
IDEO, 259
IFTF. See Institute for the Future (IFTF)
Image, The (Boulding), 79, 205
Imaging together, 20
Implementation
 blended meetings for, 158
 large-scale projects, 157–158
 Otis Spunkmeyer example, 151–158
 tools for, 87–88

Implementation stage, 46–47
In Search of Excellence, 116
Inattention to results, 54
Inclusion, 64
Industrial Light & Magic, 88
Informal role negotiations, 138
Information
 design, 3
 management of, 79–80
 road maps, 30–31
Inner focus, 74
Innovation
 challenges, 259
 clarification/commitment meetings, 

85–87
 complexity continuum of, 254–255
 cultural constraints on, 256–258
 implementation work, 87–88
 important movements in, 260–

261 pioneers in, 254–256 smoky 
mirror concept in, 260–261 
support for, 56, 90

 trust building meetings, 83, 85
 workspace, 88–89
Innovation Games, 255
Insights, 91–92
Institute for Research on Learning, 193
Institute for the Future (IFTF), 220
 creation of, 222
 groupware project and, 223, 226
 purpose of, 221, 223
 Technology Horizons project at, 230
Institute for the Study of Consciousness, 217
Intentions 
 defined, 60
 ownership of, 63
 setting, 64
 visual practices for, 62

Interaction Associates, 266
Interaction, spontaneous, 48
Interactive slides, 128
Interactive whiteboards, 87
Interactive whiteboards, shared, 129
Interdependence, 18
Internal markets, 261
Interviews
 graphic, 98
 self, 64
 sponsors, 62
Intuition, 105–106
“Inventing the Future of Management” sum-

mit, 256–261
Investment portfolio, 144
iPad recording, 236–237
Irrelevant competition, 43

Journal activities, 103
Journal work, 64
Jung, Carl, 31, 74

Kahane, Adam, 133
Keirsey, David, 267
Kelly, Terri, 259, 262
Keys to Personal Success (Lowry), 267
Kickoffs, 98
Kimball, Lisa, 244
Kinesthetic graphing, 78
Kinesthetic modeling, 114
Kiosks, 89
Knower, 215
Knowledge, 76

Ladders of abstraction, 111–112
Lady Gaga, 246
Language. See also Communication
 common, 108–109

 graphics and, 31–32
 purpose, 96–97
 trust-building and, 107–110
Large murals
 benefits of, 7, 28
 selection of, 8
 standard framework for, 10
Laser printing, 9
Leadership
 basics of, 57
 clear charter creation by, 58–59
 communication management by, 

79–80
 competency development, 66–71
 direction setting by, 58–59
 energy/emotion management by, 

76–79
 enrollment of, 190–192
 face-to-face, 83–85
 facilitative, 268
 goals, 122–123
 group participation techniques, 70–71
 information management by, 79–80
 mastery and, 60–61
 norm setting by, 115
 operating level of, 81–82
 operations management by, 80–81
 purpose/intention setting by, 59–60
 relationship facilitation and, 64–65
 result driven, 71–72
 situational, 69–71
 tasks of, 58–69, 66
 team attention and, 75
 vision of, sharing, 64
Leadership Experience workshop, 192
Leading Business Teams: How Teams Can Use 

Technology and Group Process Tools to 
Enhance Performance, 22, 225
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Learning
 activities for, 193–196
 differences, 193
 process, universe as, 277
 via reflection, 198–199
 results generated by, 20
 virtual worlds for, 246
 in visual meetings, 199–200
Lencioni, Patrick, 52, 267
Lind, Lenny, 222
Line of sight charts, 98
Live chat software, 87
Live music, 246
Living systems, 208, 210, 261
Logos, 104, 162
Los Angeles music center, 100
Lotus Notes, 20
Loyalty, 133
Lucas, George, 88
Lyons, Jim, 4–5, 14
Lyra Research, 14

Mackey, John, 257–258
MacProject, 243
Magazine formats, 230
Majority vote, 138
Managing change, 50
Mandalas, 62, 100
Mandelbrot, Benoit, 208
Management. See Project management
Mapping. See Road maps
Martin, Alexia, 223
Master aptitude, 77
McDonough, Bill, 89
McGoff, Chris, 172, 181–182
McKinsey, 256
Mechanical models, 209
Media, 192

Mediated decision making, 137
Meetings
 annual, 167–169
 blended, 158
 clarification/commitment, 85–87
 face-to-face, 22, 85
 initial, 4
 reports on, 187
 same place, 24
 without slides, 196–197
 training in, 199–200
 trust building, 83, 85
 virtual, 22–23
 workgroup, 163–164
Melohn, Tom, 116
Meltzer, Robyn, 153–155
Mental models
 construction of, 194
 guide to, 204–206
 as living system, 212
 twofold operators, 213–214
MetaNet, 244
Metaphors
 exploration of, 146–147
 gender differences in, 229
 intuitive thinking and, 30
 team building, 25–28
Microsoft Project, 242–243
Milliken Carpet, 174–175
Minority votes, 139
Mintzberg, Henry, 256–257
Mission. See Purposes
Mission posters, 104
Mission statements, 233
Mistrust, 41–42
MIT Capture Lab, 226, 228–229
Mobile technology
 best practices, 249–250

 complexity continuum of, 254–255
 developments in, 250–252
 implications of, 252–253
 innovative use of, 255
Modified slides, 128–129
Mosaic browser, 20
Murals. See also Large murals
 for consultative decision making, 

136–137
 orientation, 155
 Storymap, 157
Music, 246
Mutual regard, 40
Myers-Briggs Type Indicator (MBTI), 2
 adaptation of, 174
 description of, 267
 Jung modalities in, 31

Narrow focus, 75
National Semiconductor (NSC), 174–175, 

190, 193
National Training Laboratories (NTL), 273
Nayar, Vineet, 257–258
Neal, Craig, 232
Negotiation style decision making, 137–138
Nesting
 models for, 216–218
 process of, 208–209
Networks. See also Social networks
 development, 211
 learning, 184, 189
 OD, 83, 115
 simulation, 189
 SmartBoard, 239–240
 teams as, 247–248
 telephone, 86–87
 whiteboard, 86–87
Nike, 192

Nonalignment, 47
Norms
 behavior and, 197
 collaboration, 255
 group, 115–116
North American Tool & Die, 116

Obituary, writing, 103
Old Navy, 102, 112
Online templates, 128
Open systems, 211–212
Operating systems
 defined, 201
 flexibility in, 201–202
 fundamental assumptions of, 209–210
 wholeness in, 209–211
Operations management, 80–81
Opportunities mapping, 173–174
Organisms, 209–211
Organization Development Network. See 

Collaborate 98
Organizations
 C level in, 66
 development of, 211–212
 functions alignment at, 152
 infrastructure of, 147–148
 learning styles of, 193
 maximizing potential for, 261
 norms of, 197
 operating systems in, 201–202
 pillars of, 209
 transformation of, 63
 virtual worlds for, 246
 visualization and, 261–262
 wholeness of, 210–211
Organized
 competing ideas of, 202, 205
 conceptual diagram of, 203
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 defined, 202
Orientation
 challenges to, 38
 face-to-face, 83–85
 murals, 155
 normal, 30
 purpose of, 34–35
 reflection on, 102–104
 space for, 102–104
 stage, 38–39
Otis Spunkmeyer, 50, 83
 business functions alignment at, 152
 human resources at, 153–155
 large-scale projects, 157–158
 parent company of, 158
 profile of, 151
 road map at, 154
 strategic vision of, 151–152
 visual tools used by, 155–156
Out of Control: The New Biology of Machines, 

Social Systems, and Economic World 
(Kelly), 212

Outward focus, 74
Overload, 49
Overnight mail, 88
Ownership, 63

Pacing, 77
Pairs, working in, 99
Paley, Martin, 192
Panoramic thinking, 240
Pariser, Eli, 248
Participation, 78
Path of Least Resistance: Learning to Become 

the Creative Force in Your Own Life 
(Fritz), 61

Pegasus Conference, 91
Performance. See also High performance; 

Team performance model (TPM)
 assessments, 171
 checklists for, 57
 quality team, 172–173
Persistence, 78
Personal best, 110–111
Personal goals, 124
Personal vision, 186
Photons, 274–276
Pinch point, 131
Pink, Daniel, 90
Pioneers of Change, 254–255
Planc Max, 275
Planning sessions, 8–9
Platforms. See also specific platforms
 project management, 88
 selection criteria for, 234
 virtual worlds, 245–247
 web conferences, 231, 234
Playing around, 90
Polite stage, 53
Portfolio Graphic Guide, 144
Posters
 expectations, 98
 as learning tool, 195
 mission, 104
Powell, Colin, 192
Power, 133
Power and Love: A Theory and Practice of Social 

Change (Kahane), 133
Power stage, 54
Predesigned graphics, 235
Presentation design, 3
PRIMES: How Any Group Can Solve Any Prob-

lem, The (McGoff), 181
Principles
 attention, 75–76
 goals, 123

 visual team operating, 262
Printers. See Laser printing
Problem solving, 27
Procedural decision making, 139
Process perspectives
 clarification of, 46
 fourfold operator, 215–216
 threefold operator view of, 214–215
 twofold operator, 213–214
Procter & Gamble, 53, 109, 192, 221
Progress reviews, 26–27
Project Fusion, 158
Project management
 attention gaining challenges, 259 

by objectives, 57–58
 communication, 79–80
 emotions/energy, 76–79
 historical turning points of, 256–257
 information, 79–80
 operations, 80–81
 platforms, 88
 software, 242–243
 walls, 88–89
Proposals, 143
Proposed process, sharing of, 198
Prune the Product Tree, 255
Purposes
 clarification of, 97–98
 communication of, 97–98
 divergent, 95–96
 graphic commemoration of, 104–105
 group histories and, 101–102
 language of, 96–97
 proxies for, 96
 reflection on, 102–104
 team orientation to, 98–100
 values and, 100–101
Push/pull idea, 8

Quality team performance, 172–173

Rafting metaphor, 25–27
Rasi role clarification, 146
RE-AMP
 annual meeting tradition of, 167–169
 behavior over time graph, 161
 history of, 163
 identity logo, 162
 road map, 165
 story map, 168
 systems map, 159
 visual tools used by, 162–163
RE-AMP Infrastructure Team
 challenges of, 161–162
 early progress of, 159–161
 evolution of, 164
 factors addressed by, 159
 high performance of, 164–167, 

169–170
 members of, 159
 success scenario template, 166
 workgroup meetings, 163–164
Recognition, 50
Recording. See Active group recording
Red pen people, 198
Reed, Rick, 159, 162, 167
Reflexive Universe, The (Young), 276Relation-

ships
 building, 110–111
 development, 65
 exploration of, 118
 facilitation of, 41, 64–65
 threefold view of, 214
Reliability, 40–41
Renewal
 action learning fair, 175–177
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 assessments and, 172–174
 good news reports, 179–180
 ritual and, 177–178
 sharing rallies and, 174–175
 strategic plans, 178–179
 strategies for, 171–172
Renewal stage, 33, 50–51
Reports
 feedback, 172–173
 good news, 179–180
 graphic meeting, 187
 groupware users project, 22
 research, 114
 results generated by, 20
 weather, 110
Research reports, 114
Resistance, 45, 190–191
Resizing, 235
Resources
 allocated, 44–45
 allocation of, 142–144
 assessment of, 120–121
 plans for, 144–145
Results
 inattention to, 54
 leadership driven by, 71–72
 learning and, 20
 surpassing, 48–49
 visualizing, 71
Rituals, 172, 177–178
Road maps
 groupware, 224
 information, 30–31
 numeric data, 30
 opportunities, 173–174
 posted, 89
 preference, 78
 RE-AMP’s, 165

 reality levels, 31
 selection of, 233
 strength, 173–174
 technology horizons, 230
Roles
 allocation of, 145–147
 archetypal, 67
 assigned, 44
 clarification, 146
 preparation for, 229
 view of, 56
Rominger, Ruth, 162
Rubber band metaphor, 62–63
Rule-based decision making, 138–139

Same place meetings, 24
San Francisco Foundation, 192
Saturn Corporation, 12
Scaling, 208
Schiavo, John, 151–152
Schutz, William, 64, 266
Scientific management, 58
Scott, Cynthia, 190
Seashore, Edie, 115
Second Life, 232, 245
Self-expanding mental models, 204
Self-moving mental models, 204
Self-organization, 260
Self-reflexive mental models, 204
Self-regulating mental models, 204
Self-reproducing mental models, 204
Self-sustaining systems, 212
Seminars, 247
Senge, Peter, 60
Seven-stage arc of process, 276
Seventh Generation, 256–258
Shared interactive whiteboards, 129
Shared vision, 43

Shared working display, 17
Sharing rallies, 171, 174–175
Simplicity-complexity continuum
 groupware tools, 21–22
 mobile technology, 254
Simulations, 246
Sitting in circles, 99
Sitting in silence, 103–104
Situational leadership model, 69–71
Skepticism, 43
Sketchbook Pro, 235–236
Sketching
 small group, 70
 software, 235
Small group sketching, 70
SMART goals, 59–60, 121
Smart Technologies, 239
Smartboards, 87, 239–240
Smartphones, 249–250
Smith, Rachel, 236–237
Smoky mirror, 260–261
Social networks
 conventions, integrating, 242
 team communications via, 24–25
 team room interfaces for, 241
 technology of, 252
Solving Tough Problems (Kahane), 133
Spann, Scott, 160
Spirit, 76
Sponsors, 62
Spontaneous interaction, 48
State changes, 215
States, threefold view of, 214
Static mental models, 204
Staying power, 51
Sticky notes, 123–124
Storming, 52, 64–65
Storymaps

 mural, 157
 posting of, 88
 RE-AMP, 168
Strategic plans, 178–179
Strategic Visioning process, 17
Strength mapping, 173–174
Structural tension, 61
Subteams, 11–12
Success
 factors, 126–128
 models, 112
 personal vision of, 186
 scenario template, 166
Sunseed, 245
Support sites, 242
Surpassing results, 48–49
Surveillance, 251
Sustainable organizations models
 defined, 207
 function of, 209
 principles of, 208–209
 refinement of, 207–208
Swim lane discussion, 147
Synergy, 48

Tablets
 active recording on, 86, 236
 clean graphics with, 234
 popularity of, 250–251
 window display size, 235
Target visuals, 232–233
Tasks
 challenges, 126
 identification of, 125–126
 leadership, 58–59, 66
 setting aside, 44
Team Leader’s Guide, 57
Team Performance Indicator, 173–174
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Team performance model (TPM)
 best practices for, 195
 bias of, 212–213
 case studies, sharing of, 195–196
 Cog’s ladder versus, 53–54
 commitment stage, 44–45, 67
 competency development, 66
 defined, 184
 five dysfunctions mapped to, 53
 framework for, 32–33
 goal clarification stage, 42–43
 graphic language in, 34
 high performance stage, 48–49
 implementation stage, 46–47
 inspiration for, 30–31
 introduction of, 111
 intuitive assessment of, 36
 key question integration in, 32
 operating system for, 201, 206–208
 operations management and, 81
 organization of, 70
 orientation stage in, 38–39
 purpose/intention and, 59–60
 renewal stage, 50–51
 situational leadership in, 69
 stages of, 31–35
 team direction with, 71
 team performance and, 57
 tools from, 265
 trust building stage in, 40–42
 Tuckman model versus, 52
 use of, 36–37
Team Performance Online Survey, 173
Team performance puzzles, 194–195
Team performance system, 201–202, 265
Team rooms
 approaches to, 241–242
 dedicated websites for, 244

 fully equipped, 84
 large files, support for, 243–244
 platforms for, 245–247
 project management, 242–243
 standing displays in, 89
Team-building models. See also Team perfor-

mance model (TPM)
 archetypes from, 31
 traditional, 29
Teams
 advantage of, 16–17
 assessment/tool links for, 265–267
 building of, 32–33
 challenges for, 16
 classical pattern of, 197
 consultation by, 4
 cross-boundary, 46
 culturally diverse, 46
 development of, 267
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