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Page numbers in italics refer to exhibits.

Acceptance (ADAPT concept),
21, 53-58
Action
PHAME concept, 99-103
SAFE concept, 149-151
ADAPT (Awareness, Denial,
Acceptance, Progress,
Transformation), 53-58
acceptance stage, 21, 55
adaptability, and decision
making, 151-153, 157
adaptability, seven steps to,
155-157
awareness stage, 54
denial stage, 14-15. 54-55
Internet histery and, 9
progress stage, 55
SAFE concept and, 150-151
technological change, 53-54
transaction cost economics
and, h6-5H8
transformation stage, 55—-56
See also Change
Airline industry
flexible workforce of,
109-110
loyalty programs, 85
Ambient intelligence, 145-146

Analytics
analytics-driven dashboard, 48,
115
data-driven ‘decision making,
97-102
data naning, 48
datas.orage, 45—47, 49
deca visualization technology,
145-146, 147-148
embracing, for adaptability, 156
Application programming
interfaces (APIs), 46, 68
Apps
as currency, 89-91
gamification for employees,
93-97
innovation of, 11, 37
Augmented reality, 35-36,
40-41
Awareness (ADAPT concept),
53-58

Book publishing industry,
e-books and, 17-18,
120-121

Branding, by individuals, 33

“Bring your own device”

(BYOD), 43-44, 109
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Business networks
fractalization and, 49-50
gamification in supply chain,

102
personal and business online
presence, 32—-34
utilizing, 30-32
Business plan, decision making
for, 153-154

Call centers, 109
Change
for continuous learning,
137-139
creative destruction, 121-122,
122
defensiveness and, 124, 132—
134
embracing technology and,
14-15
expectation and, 124, 134-135
habit and, 124-126, 131
identity and, 124, 126-131, 138
overcoming self-doukt for,
124, 134-136
punctuated equitibrium, 119,
120-121
resistance toy 123, 155
skills for success and, 136-137
social mobile cloud and, 1-4
systems thinking and, 143-144
technological change, 53-54
Chief information officer (CIO)
role
cloud capabilities and, 50
digital transformation and,
18-19
networked information
business model and, 75-77
Choices, intention and, 144-145

Chunking, 141-144
Cloud. See Social mobile cloud
Co-creation ecosystems
crowd sourcing and, 71-73
defined, 11
social networks and, 28-29
Collaboration
co-creation ecosystems, 11,
28-29, 71-73
employee-employer
relationship, 110-111
understanding power of, 156
Communication
for business. 26
chief inform:2tion officer
(CIC) role, 18-19, 50, 75-77
costt, 5—4
networked information
pusiness model, 75-77
problem solving and, 57-58
setting communication policy,
26, 34
social networks and
coordination, 24
with supply chain, 25, 27, 47
workplace change and, 105-107
Connectivity, mobile devices for,
35-36, 38—40
Consumption
consumer behavior and
smartphones, 79-82
customer service, 61
dynamic networked social
sales and support staff,
107-110
gamification in marketplace,
102-103
improving, 2
innovation and customer
input, 11-12
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IT consumerization, 43-44, 77,
109
persistent digital engagement
and, 59-63
retailer as customer agent,
81-82
social networks and, 30-32
Corporate-sponsored currency
delivery system for, 83-85
loyalty programs as, 85-87
Creative destruction, 121-122, 122
Crowd sourcing, 71-73
Currency. See MONEY 2.0
Cyborg, defined, 42-43

Dashboard, analytics-driven, 48,
115
Data
analytics-driven dashboard, 48,
115
data-driven decision making,
97-103
data mining, 48
data storage, 45—47, 42
data visualization technology,
145-146, 147148
embracing, far adaptability, 156
Decision making
adaptability and, 151-153, 157
for business plan, 153-154
co-creation and, 72-73
communication and problem
solving, 57-58
data-driven, for
experimentation, 97-103
SAFE (Spend, Act, Foundation,
Evolve), 149-153
systems thinking for, 141-148
Defensiveness (HIDE concept),
124, 132-134

Index 21

Denial (ADAPT concept), 53-58
Digital kinesthesia, 32
Digital transformation
building business for social
mobile cloud, 15-16
cloud as infrastructure, 18-20
Internet as business model for,
12-15
Internet history and, 9-12
merging of technology for,
7-9
smartphone importance and,
8, 20-21
speed of, 17-15
timing and, 16-17
Digitizaticn; 656—69
Discoveravility, 28
Dotc¢ori bubble, 12

“hHooks, 17-18, 120-121
“Edge” devices. See Mobile
technology
Employee-employer
relationship, 105-115
changes in, 105-107
collaboration, 110-111
dynamic networked social
sales and support staff,
107-110
fractalization, 49-50
games as incentive, 93-97,
99-103
transparency and openness,
111-115
Evolving, for decision making
(SAFE concept), 149-153
Expectation (HIDE concept),
124, 134-136
“Experience Co-Creation”

(Gouillart), 71-72
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Experiment (PHAME concept),
99-103

Fear of failure, overcoming, 124,
134-136
Financial issues. See
Consumption; MONEY 2.0
Foundation, for decision
making (SAFE concept),
149-151
Fractalization
of marketplace, 49-50
of workplace, 112-113

Gamification, 93-104
accepting change and, 55
currency and, 86
data-driven decision making,

97-103
experience as motivation for,
103-104
games, defined, 95-97
social gaming, 97
work as game, 93-97
Generative systems. Jee
Co-creation ecosystems
Global positioring system (GPS),
65
Goals, for systems thinking,
143-144, 146, 148
Gouillart, Francis, 71-72

Habit (HIDE concept), 124-126,
131
Harvard Business Review, 71-72
HIDE (Habit, Identity,
Defensiveness, Expectation)
defensiveness, 132-134
defined, 124
expectation, 134-135

habit, 124-126, 131
identity, 126-131, 138
SAFE concept and, 150-151
Hierarchy, of organizations,
75-78
Hypothesis (PHAME concept),
99-103

Identity (HIDE concept), 124,
126-131, 138
Incentive design, 93-97, 99-103
Information. See Communication;
Information technology (IT)
Information techinology (IT)
cloud capabilities and, 50
consumecrization of, 43—44,
770159
dizitzl transformation and,
i8-19
‘mnovation
building business for social
mobile cloud, 15-16
of computer industry, 37
drivers of, 66
importance of, 10-12
improving, 2
Insurance, for corporate-
sponsored currency, 87-88
Intention, 144-145
Internet
as business model, 12-15
history of, 9-12
online sales competing with
brick-and-mortar retailers,
19, 79-82
persistent digital engagement,

59-63

Kinesthesia
digital, 32
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simulated kinetics and games,
98-99

Labor, erosion of jobs in, 107,
127-128
Law enforcement industry,
sophisticated sensors used
by, 41-42
Learning, resisting, 156-157.
See also Change
Loyalty
corporate-sponsored currency
and loyalty programs, 85-87
retailer as customer agent,
81-82 (See also
Procurement)
Ludd, Ned, 127
Luddites, 127, 129

Manufacturer’s representative,
retailer as, 80
Marketplace. See Consumption
Metrics, PHAME concept, ¢4-103
Mobile payment systeme; 31-32
corporate-sponsored currency,
83-91
MONEY 2.0..£2-85
Mobile technoiogy, 35—44
augmented reality and, 35-36,
40-41
“bring your own device”
(BYOD) and
consumerization of IT,
43-44, 109
cloud computing with, 19
connectivity and, 35-36,
38-40
extending physical capability
with, 42—43
mobile, defined, 8

Index 223

persistent digital engagement
of, 35-36, 38—40
sophisticated sensors and,
35-36, 41-42
technical capabilities of, 36-37
See also Smartphones
MONEY 2.0
corporate-sponsored currency,
83-91
cost of communication, 3—4
gamification and virtual
currency, 93-97
mobile payment syztems, 31-32
smartphones tor, 82—-85
Moore’s Law, 26
Motivatioz, gumification for,
9657, 103-104

Newspaper industry, classified
advertising and, 10

Openness
in employee-employer
relationship, 111-115
importance of, 11-12
of social networks, 33
Organizational antibodies, 54

Persistent digital engagement
connectivity as, 356-36, 38-40
consumption and, 59-63
defined, 2-3
gamification and, 103-104

Personal digital assistants

(PDAs), 36-37
PHAME (Problem, Hypothesis,
Action, Metrics,
Experiment), 99-103
Physical capability, extending
with mobile devices, 42—43
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“Plork,” 20
Point of sale, 61-62
Political campaigns, call centers
of, 109
Power of Co-Creation, The
(Gouillart), 71-72
Printing press, advent of, 53-54
Problem solving
finding business model
solutions, 77-78
PHAME (Problem,
Hypothesis, Action, Metrics,
Experiment), 99-103
See also Decision making
Procurement, 79-91
business model solutions for,
75
consumer behavior, 79-82
(See also Consumption)
corporate currencies, 85—-88
mobile payment, accepting,
88-91
smartphone payment, 82-85
Production, improving, 2
Progress (ADAPT concept),
53-58
Punctuated egrilibrium, 119,
120-121

“Remote control.” See
Smartphones

Results-oriented work
environment, 114-115

Reward systems. See
Gamification; MONEY 2.0

SAFE (Spend, Act, Foundation,
Evolve), 149-153

Schumpeter, Joseph, 121

Security, of social networks, 34

Self-doubt, overcoming, 124,
134-136
Sensors. See Sophisticated sensors
Serendipity, 28, 31, 48
Servers, cloud computing and,
45-47
Sharing, social mobile cloud for,
17
Smartphones
for currency, 82-85
(See also MONEY 2.0)
digital transformation and, 8,
11, 20-21
fractalization o: workplace,
113
importance of, 8
as inmcvation driver, 66
ar line sales competing with
prick-and-mortar retailers,
79-82 (See also
Consumption;
Procurement)
persistent digital engagement
of, 38-40 (See also Mobile
technology)
as “remote controls,” 9
social network connection
through, 27
systems thinking with, 144-145
Social gaming, 97
Social media, 23-34
being connected through,
23
business network utilization,
32-34
co-creation and, 28-29
competition and, 29
See also Social networks
Social mobile cloud, 45-50
benefits of, 47-48
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business competition and,
49-50

change and, 1-4

connotation of term, 45

defined, 2, 8-9

drawbacks of, 48—49

as infrastructure, 18-20, 46
(See also Digital
transformation)

network architecture for,
45-47, 49

technology needed for, 45—47

Social networks
digital transformation of,
7-9
personal and business online
presence, 32-34
as step beyond social media,
24-28
utilizing, 30-32
Social production.

See Co-creation ecosystems
Social shopping, 30-32, 612
Software

cloud computing and, 45-47

digitization and 68-69
Solitary games, 2549
Sophisticated sensors

digitization trend and, 67

mobile technology as, 35-36,

41-42

workforce collaboration with,

110-111
Spending, of resources (SAFE

concept), 149-151
Stored value

employee-employer

relationship and, 108-109

gamification and, 94-95
See also MONEY 2.0
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Success, crucial skills for,
136-137
Supply chain
communication with, 25, 27,
47
gamification and, 102
MONEY 2.0 and, 86, 91
secure social networks and,
34
smartphone influence on, 7,
19
Systems thinking, 141-148
adaptability and; 157
change and, 7 2%
chunking for,'141-144
goals for, 143-144, 146, 148
intentien and, 144-145
toolsfor, 145-146, 147-148

‘TCP-IP, 46
Technology
change to organizational
structure, 106
digitization, 65—69
embedded, 57
labor jobs eroded by, 107,
127-128
merging of (See Digital
transformation)
technological change, 53-54
Telephony, mobile, 36-37, 67
Television industry, social media
used by, 18
Texting, advantages of, 128-130
Time issues
of digital transformation,
16-17
perspective of, 135-136
smartphone use in idle time,

27
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Traffic information, systems
thinking and, 145-146,
147-148

Transaction

improving, 2

transaction cost economics,
56-58

See also MONEY 2.0

Transformation (ADAPT
concept), 53-58

Video, mobile, 41-42

Word Lens (translation

program), 40, 47
x86 architecture, 4546



