
  A  

 Acceptance, reaching, and moving 
forward, 106–107 

 Accountability, 194, 196 
 ACE method: described, 95–96; 

using, to overcome games 
DNA and inertia, 171–175, 176; 
variation of the, to address 
executive game playing, 192–196.  
  See also  Awakening; Choice; 
Execution 

 Achievement need, 87 
 Action steps, movement toward, 

starting the, 195–196 
 Adams, S., 4,  5  
 Affi liation need, 85 
 Alternative solutions, fi nding, 142 
 Anxiety: and change, 172; and 

executive game playing, 182–183, 
189; and interrupting a game, 
136, 138; issue of, and choosing 
not to play, 108, 109–110, 
114, 119; and organizational 
environment, 10; and 
pervasiveness of games, 65, 66; 
principle involving, 204 

 Anxiety-reducing dialogue, 
facilitating, 138–146 

 Assumptions: challenging, 
94, 200; rethinking and 
reframing, 177 

 Attention need, 69 
 Authenticity and courage, 122–124 
 Awakening: within the ACE 

method,  96 ; defi ned, 95; 
described, 96–107 

 Awareness: assessing, 91; 
heightened, by executives, 
193–194, 196, 197; importance of, 
and understanding of games, 
7, 11; intellectual, moving from, 
to emotional awareness, 103; 
lack of, as a reason for not 
confronting games, 84; levels 
of, range in, 42–45.    See also  
Awakening 

  B  

 Bcc game, 214–215 
 Belonging needs, 109 
 Benchmarking, issue with, 204 
 Berne, E., 6, 12, 128 
  Beyond Budgeting  (Hope and 

Fraser), 56 
 Big Splash Career Hopper game, 

23–24, 55, 61, 69, 77, 143–144, 
160, 161 

 Bilateralism game, 159, 176, 218–219 
 Blame game: choosing not to 

play the, 115; described, 22; and 
executive game playing, 180–181, 

I N D E X
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190; and game ecology, 159; 
impact of the, 48, 59, 60; not 
confronting the, reasons for, 84; 
and organizational evolution, 
199; pervasiveness of the, 
reasons for the, 68, 73.    See also  
Scapegoat game 

 Blaming, propensity toward, 6, 52 
 Blind copy (Bcc) game, 214–215 
 Boss Said game: and awakening, 

102; and the challenge of 
change, 173; described, 14, 23; 
and game ecology, 149, 150,  151 , 
152, 153, 159; impact of the, 54, 
56–57; interrupting the, 127; not 
confronting the, reasons for, 86, 
89; pervasiveness of, reasons for 
the, 69, 72 

 Boundary crossing, supporting, 195 
 Budget as Firing Tool game, 222 
 Budget games, 39–42, 98, 118–119, 

149,  207 , 222–223.    See also   specifi c 
games  

 Budgeting, impact of games on, 
56–58 

  C  

 Cashman, K., 123 
 Categorizing employees, effect of, 

76–77 
 Central Approval game, 60, 86, 173, 

186, 217 
  CEO Paradox, The  (Horton), 183 
 Change: challenge of, moving 

toward a game-conscious 
model to address the, 164–178; 
cost of, determining the, 
176–177; high failure rate of, 
164–165; impact of games on, 51, 
60–61, 164 

 “Change the game” problem, 
172–173 

 Channel Stuffi ng game, 58, 223 
 Charting game-playing actions, 

133–134 
 Chief executive offi cer (CEO) game 

playing, 179–197 
 Choice: within the ACE method, 

 96 ; defi ned, 95; described, 
108–124; moving on to, 105 

 Chrysler, 185 
 Collective design, utilizing a, 194 
 Collingwood, H., 121 
 Collins, J., 45 
 Competence, presumptions of, 

establishing, 195 
 Complexity, issue with, 194 
 Con step, the: charting, 133; 

described, 128; example of, 129; 
interrupting at, identifying 
options for, 134; refusing to 
initiate, 131 

 Confronting games: assessing 
the reasons for not, 91–93; 
challenging assumptions about, 
94; reasons for not, 83–90 

  Conquering Organizational Change  
(Mourier and Smith), 164–165 

 Consciousness, game, range in, 
42–45, 97 

 Consensus, arriving at, 142, 200 
 Contagious effect, as a game-

playing trait, 16 
 Control: illusion of, 183, 185; need 

for, 67–68; and paranoia, 189 
 Controversy, 6 
 Conversations: moving forward, 

193–194; tough, initiating, 139–145 
 Coping mechanism, 65, 66–70, 

78–79 
 Copy game: choosing not to play 

the, 110; described, 29–30; and 
game consciousness, 43; and 
game ecology, 149, 150,  151 ; impact 
of the, 50–51, 60; interrupting 
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the, 136–138; not confronting the, 
reasons for, 87; pervasiveness of, 
reasons for the, 67, 70 

 Costa, J. D., xi 
 Counterproductive games: defi ned, 

15; humor derived from, 
example of, 4–5 

 Courage: authenticity and, 122–124; 
feeling good about having, 136 

 Cross Up step, the: charting, 134; 
described, 128; example of, 130; 
interrupting at, identifying 
options for, 134 

 Cross-functional approach, 
supporting, 195 

 Culture.    See  Organizational 
culture 

  D  

  Dance of Change, The  (Senge and 
others), 165 

 Decision making: about whether 
or not to play games, process 
for, 110–112; impact of games 
on, 55–56 

 Deliberate Leak game, 86, 214 
 Denial, 17, 104 
 Diagnosis of games, 154–156, 174 
 Dialogue, open and ongoing: 

evolution of an organization 
refl ecting, 199–202; as a natural 
antidote to games, 205; steps 
toward, 138–146, 192–194 

 Dialogue skills, 141–142 
 Dilbert cartoon, 4,  5 , 198 
 Dirty little corporate secret, 51–53 
 Distrustful atmosphere: 

diminishing, 200; effect of a, 
73–74, 157–158; and executive 
game playing, 189.    See also  
Mistrusting DNA 

 Diversion need, 69–70 
 Diversity, inviting, into 

dialogue, 193 
 Divide and Conquer game, 38, 

115, 161 
 DNA of games. 
  See  Organizational games DNA 
 Dunlap, A., 223 

  E  

 Ecology of games.  See  Game 
ecology 

 Egotism becoming narcissism, 
183–186 

 Either-Or game, 56, 210 
 Emotional and intellectual 

process: awareness as an, 
102–106; choice as an, 118–122 

 Emotions and feelings, coming to 
terms with, 145–146 

 Entitlement game, 59, 210–211 
 Environment.  See  Organizational 

environment 
 Esteem needs, 109 
 Excess Preparation game, 55, 216 
 Excessive game playing, result of, 

52, 63 
 Exclusive DNA, 159, 163, 166–167 
 Execution: within the ACE 

method,  96 ; defi ned, 96; 
described, 125–146 

 Executive game playing, 179–197 
 Exit choice, 114 
 External and internal factors: 

assessing the impact of, 79–82; 
promoting a game-playing 
environment, 70–77, 147 

 External focus vs. internal focus, 
53, 195 

 Externally oriented assessment, 
62–63 
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  F  

 Facts, focusing on, 139–140, 141 
 Fear: assessing, 93; and executive 

game playing, 191; paranoia 
turning into, 189, 190; presence 
of, in making a choice, 122; as 
a reason for not confronting 
games, 88–90, 145 

 Feedback: and game 
consciousness, 43; game 
playing involving, 12–14; on 
interrupting a game, 135–136; 
receiving a wake-up call 
through, 104–105.    See also  No 
Bad Feedback game 

 Feelings and emotions, coming to 
terms with, 145–146 

 Fienberg, M., 183 
  Fifth Discipline Fieldbook, The  (Senge, 

Kleiner, Roberts, and Ross), 152 
 Force fi eld analysis, 126–127 
  Ford Motor Co.,   Grimshaw  v., 88 
 Fraser, R., 56 

  G  

 Game consciousness, range in, 
42–45, 97 

 Game damage, 4, 5, 6, 14, 46–64 
 Game DNA.  See  Organizational 

games DNA 
 Game ecology: defi ned, 

1, 148; example of,  151 ; 
executives recognizing and 
accepting responsibility 
for, 196; identifying, 152–153; 
inertia created by, 167–168; 
interconnections of, described, 
147–163; refl exes in, 168; role of, 
in not confronting games, 90; 
and the trance-like state, 104 

 Game sequence: steps in the, 
128–132; writing the, 133–134 

 Game theory, elements of, 12 
 Games: additional, list of,  

207 – 208 ; budget, 39–42, 222–223; 
frequently played, list of,  20 , 
 207 ; history of, 65; insidiousness 
of, 46, 49; interpersonal, 19–31, 
206, 209–215; leadership, 31–39, 
215–221; odds of reducing, 7; 
perception of, 51–53; purpose of, 
65; responses to, variation in, 
1; theory and practice of, 12–14.  
  See also   specifi c games and aspects 
of games  

 Games diagnosis, 154–156, 174 
  Games People Play  (Berne), 12 
 “Gamocide,” 205 
 Gavin, B., 121 
 Gimmick step, the: charting, 133; 

described, 128; example of, 129; 
interrupting at, identifying 
options for, 134; refusing to 
initiate, 131 

 Glossing Over game, 219 
 Goleman, D., xii 
 Gorbachev, M., 213 
 Gossip game: described, 27–28; 

and the Dilbert cartoon, 198; 
and executive game playing, 
189–190; and game ecology, 
149, 151, 152; impact of the, 50, 
58–59; interrupting the, 132; 
pervasiveness of, reasons for 
the, 68–69, 70, 73, 77 

 Gotcha game: and awakening, 103; 
and the challenge of change, 
169; described, 14, 19–21; and 
game consciousness, 43; and 
game ecology, 149, 150, 151, 
152, 157–158, 159; impact of the, 
47–48, 50, 58, 60; interrupting 
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the, 132; not confronting 
the, reasons for, 86; and 
organizational evolution, 202; 
pervasiveness of, reasons for 
the, 68–69; transforming a 
company to diminish the, 199 

 Gray Zone game: and the 
challenge of change, 169, 176; 
choosing not to play the, 115; 
described, 31–32; and game 
ecology, 149, 150,  151 , 157, 159; 
impact of the, 53, 61; not 
confronting the, reasons for, 
84; pervasiveness of, reasons 
for the, 70, 74, 78 

 Great Idea game, 55–56, 60, 215 
  Grimshaw  v.  Ford Motor Co.,  88 
 Group activity, as a game-playing 

trait, 17 
 Gutfreund, J., 187 
 Gyi, U. M., 212–213 

  H  

 Habits, 16,  96 , 97, 167, 168 
 Half-Truths game, 86, 214 
 Hands Off game, 61, 187–188, 206 
 Haves and have-nots, gaps between 

the, effect of, 75–76 
 Helping forces, increasing, while 

reducing hindering forces, 
126–127 

 Helplessness, sense of, 6 
 Hey Big Spender game, 188, 208–209 
 Hide Behind Written Documents 

game, 217 
 Hierarchical structures, effect of, 

75–76 
 Hierarchy of needs, 109 
 Hindering forces, reducing, while 

increasing helping forces, 
126–127 

 History: of game ecology 
evolution, creating a, 155; 
of games, 65 

 Home-Field Advantage game, 
212–213 

 Homer, 187 
 Honesty, fear of, 190 
 Hope, J., 56 
 Horton, T., 183, 185 
 Host dialogue, 193 
 Hubris, 187–189 
  Human Motivation  (McClelland), 

84–85 
 Human nature, game playing as 

part of, 1, 6, 84, 204 

  I  

 Iacocca, L., 185 
 Identity issues, 123, 140, 141 
 Illusion of control, 183, 185 
 Individually based work, likelihood 

of game playing during, 18 
 Inertia: described, 167–168; example 

of, 170–171; overcoming, 171–175 
 Innovation, impact of games on, 

50–51 
 Intellectual and emotional process: 

awareness as an, 102–106; choice 
as an, 118–122 

 Internal and external factors: 
assessing the impact of, 79–82; 
promoting a game-playing 
environment, 70–77, 147 

 Internal focus vs. external focus, 
53, 195 

 Internalizing level, 113 
 Internally oriented assessment, 

63–64 
 Interpersonal games, 19–31, 149, 

199, 206,  207 – 208 , 209–215.    See 
also   specifi c games  
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 Interrupting games: example 
illustrating actions taken 
for, 136–138; knowing the 
intervention points for, 127–132; 
to only change the games, 
problem of, 172–173; steps for, 
132–136; in a sustainable way, 
138–146 

 Intervention points, knowing the, 
127–132 

 Intimacy choice, 114–118, 120, 139.  
  See also  Execution 

 Invisible links, 149–152 

  J  

 “Journey, The” (Oliver), 124 

  K  

 Keep Them Guessing game: 
choosing not to play the, 
115; described, 32–33; and 
executive game playing, 186; 
and game ecology, 155, 160; 
impact of the, 53, 57; not 
confronting the, reasons for, 
85; pervasiveness of, reasons 
for the, 68 

 Kets de Vries, M., 112, 189 
 Key principles, 204–205 
 Kill the Messenger game, 35–36, 77, 

86, 154, 161, 186, 199 
 Knowledge exchange, limiting, 50 

  L  

 Labor-management negotiations, 
115–118 

 Labor-management strife, 
company’s history marked by, 157 

 Leaders, great, traits of, 45, 123–124 

 Leadership, defi ned, 123 
  Leadership from the Inside Out  

(Cashman), 123 
 Leadership functions and tasks, 

effect of games on, 53–61 
 Leadership games, 31–39, 199, 

 207 – 208 , 215–221.    See also   specifi c 
games  

 Leading people, impact of games 
on, 60 

 Learning, impact of games on, 
49–50 

 Learning stance, adopting a, 139, 
202–203 

 Let’s Not Rock the Boat game, 61, 
217 

 “Level 5 Leadership” (Collins), 45 
 Lewin, K., 126 
 Lewis, M., 187 
  Liar’s Poker  (Lewis), 187 
 Locked in Brainstorm game, 223 
 Love and belonging needs, 109 
 Lowballed Baseline game, 41–42, 

77, 84, 87 

  M  

 Machado, A., 205 
 Machiavellian behavior/attitude, 

8, 44, 65, 86 
 Management Only by Objectives 

game, 59–60, 216 
 Manipulation, as a game-playing 

trait, 15 
 Marginalize game: and change, 

166–167; described, 21–22; and 
game ecology, 159, 160; impact 
of the, 50, 54, 59, 60; not 
confronting the, reasons for, 
86, 88; within an organizational 
context, example of the, 2–3; 
and organizational evolution, 
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199; pervasiveness of, reasons 
for the, 76 

 Maslow, A., 109 
  Maverick  (Semler), 117–118 
 McClelland, D., 84–85 
 Measuring performance: in a 

game-reduced environment, 
201, 202; impact of games on, 
58–60 

 MicroStrategy, 223 
 Mistrusting DNA, 158–159, 163, 

168, 169, 171, 173–174.    See also  
Distrustful atmosphere 

 Modeling, 199 
 Morale, impact of games on, 50 
 Morgenstern, O., 12 
 Mourier, P., 164–165 

  N  

 Narcissism, 183–186, 187, 195 
 Needs: real, identifying, 140, 141; 

satisfying, using games for, 
67–70, 108; sharing anxieties 
and, 114, 138; theory of three, 
payoffs from games building 
on, 84–87; understanding, 
109–110 

 Negative forces, reducing, while 
increasing positive forces, 
126–127 

 Nepotism game, 60, 219 
 Neumann, J. von, 12 
 No Bad Feedback game, 59, 110–111, 

185–186, 217 
 No Bad News game: as an 

antidote to scapegoating, 
181; and awakening, 106; and 
the challenge of change, 173; 
choosing not to play the, 
110–111; described, 28–29; and 
the Dilbert cartoon, 198; 
and game consciousness, 43; 

and game ecology, 154, 155; 
impact of the, 54, 59; interrupting 
the, 143–144; pervasiveness of, 
reasons for the, 76 

 No Decision game: and the 
challenge of change, 174; 
described, 33–34; and game 
ecology, 154; impact of the, 60, 
61; not confronting the, reasons 
for, 87; pervasiveness of, reasons 
for the, 69, 72, 77, 78 

 Nonavailability game, 211–212 
 Not My Problem Anymore game, 

217 

  O  

 Objective setting, impact of games 
on, 58–60 

 Obsessive DNA, 160–161, 163 
 Occam’s razor, 194 
 Old War Hero game, 55, 188, 

209 
 Oliver, M., 124 
 Onboarding, 85 
 Open and ongoing dialogue: 

evolution of an organization 
refl ecting, 199–202; as a natural 
antidote to games, 205; steps 
toward, 138–146, 192–194 

 Opportunistic level, 113 
 Organizational climate, effect of, 

72–73 
 Organizational culture: diagnostic 

for the game-playing aspect 
of, 154–156; and game DNA, 
166; games as part of the, 2, 6; 
prevalence of games based on 
type of, 17–18 

 Organizational environment: 
assessing the, 79–82; current 
state of the, 47–48; fi nger-
pointing, 9, 10; game-playing, 
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internal and external factors 
promoting a, 70–77, 147; 
game-reduced, benefi ts of, 
organizational evolution 
refl ecting, 199–203 

 Organizational fl attening, effect 
of, 74–75 

 Organizational games DNA: 
accountability for, executives 
accepting, 196; defi ned, 148; 
effects of, on change efforts, 
assessing, 175–176; example of, 
168–171; generating new, 177; 
negative effect of, 166–167; 
overcoming, 171–175; types of, 
described, 156–163 

 Organizational survival, 10 
 Outsourcing Management to 

Consultants game, 149, 150, 
 151 , 221 

 Overlap, 19 
 Overstrict Policies game, 219–220 

  P  

 Pampering a VIP game, 86, 213 
 Paradoxical consequences, as a 

game-playing trait, 15–16 
 “Parallel universe,” describing 

the, 155 
 Paranoia, 189–192, 195 
 Patterns, identifying, 154 
 Payoff step, the: charting, 134; 

described, 128; example of, 130; 
interrupting at, identifying 
options for, 134; interrupting, 
example of, 143–144 

 Payoffs: assessing the, 91–92; as 
a reason for not confronting 
games, 84–87; recognizing, 131; 
refusing, 131 

 Pecking Order game, 57, 60, 215 
 Performance management: and 

categorizing employees, effect 
of, 76–77; in a game-reduced 
environment, 201, 202; impact 
of games on, 58–60 

 Persona Non Grata game, 191, 211 
 Personal identity, 53 
 Pervasive game playing, reasons 

for, 65–82 
 Physiological needs, 109 
 Populist game, 219 
 Positive forces, increasing, while 

reducing negative forces, 
126–127 

 Power need, 86–87 
 Pragmatic approach, 192–196 
 Pre-Alignment game, 215 
 Pre-Deal game, 30–31, 157, 159, 216 
 Premature Sales Recognition 

game, 222–223 
 Prevalence of games, 17–18 
 Primary effect, 166–167, 169–170 
 Principles, key, 204–205 
 Processes and structures, 

pragmatic, creating, 193–194 
 Project-based work, likelihood of 

game playing during, 18 
 Protection need, 67, 79 
 Pseudo Science game, 57–58, 198, 

222 
 Public Challenge of Your Loyalty 

game, 86–87, 213 

  Q  

 Quality Assurance game, 215 
 Quarterly Earnings game, 42, 

121–122, 161 

  R  

 Rational decision making, 110, 112 
 Rationalization: assessing, 92–93; 

as a reason for not confronting 
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games, 88; sharing one’s, 
140–141 

 Rationalizing level, 113 
 Reagan, R., 213 
 Realist game, 55, 209 
 Reality, out of touch with, 184 
  Red Book  (Tse-tung), 213 
 Refl ection, time for, 177 
 Regulatory environment, effect of 

the, 70 
 Renamed Project game, 220 
 Repetitiveness, as a game-playing 

trait, 16.    See also  Habits 
 Resistance to change: direct vs. 

indirect, 168; natural, 165; 
source of, 51 

 Response step, the: charting, 133; 
described, 128; example of, 129; 
interrupting at, identifying 
options for, 134 

 Responsibility: of executives, 
196–197; on a personal level, 205 

 Reverse evolution, 97 
 Rewarding performance, impact of 

games on, 58–60 
 Risk-taking, impact of games on, 

50–51 
 Roman time period, 65 
 Rubber-Stamp game, 220 
 Rumor mill, games using the, 

27–28 

  S  

 Safety needs, 109 
 Salomon brothers, 187 
 Sandbagging game: and 

awakening, 98; choosing not 
to play the, 115; contagiousness 
of, 16; described, 39–40; and 
game ecology, 149, 160, 161; 
impact of the, 57; interrupting 

the, 128–130; not confronting 
the, reasons for, 89–90; 
pervasiveness of, reasons for 
the, 67, 75 

 Sarbanes-Oxley rules and 
regulations, 70 

 Saving Sales game, 222 
 Saylor, M., 223 
 Scapegoat game: described, 38–39; 

and the Dilbert cartoon, 198; 
and executive game playing, 
181; and game ecology, 161; and 
organizational evolution, 199; 
pervasiveness of, reasons for 
the, 76; and the Rubber-
Stamp game, 220; and traits 
of game playing, 18.    See also  
Blame game 

 Scharmer, C. O., 177 
 Secondary effect, 167–168, 170–171 
 Selective Transparency game, 

190–191, 217 
 Self-actualization needs, 109 
 Self-assessment, 62–64, 91–93 
 Self-identity, issue of, 123, 140, 141 
 Self-protection, need for, 50 
 Semler, R., 117–118 
 Senge, P., 152, 165 
 Short-term performance, pressure 

for, 70 
 Show Up Differently game, 

86, 218 
 Simplicity, focusing on, 194 
 Situational game playing, 18 
 Sleeping Beauty metaphor, 96, 97 
 Slush Fund game, 40–41, 57, 98, 

110, 160 
 Smith, M., 164–165 
 Smoke-Filled Rooms game, 214 
 Social systems, changing, using 

force fi eld analysis for, 126–127 
 Solutions, alternative, fi nding, 142 
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 Soothing Guilt game, 218 
 Spies game, 220 
 Stealing Credit game, 212 
 Strategic planning, impact of 

games on, 54–55 
 Stress, coping with, mechanism 

for, 66–70, 109–110 
 Stressful environment, 9, 10 
 Strikes, avoiding game-playing 

during, rules for, 117–118 
 Structures and processes, 

pragmatic, creating, 193–194 
 Structures, hierarchical, effect of, 

75–76 
 Subconscious activity, 4, 11, 14, 97 
 Sunbeam, 223 
 Supply-Date Management 

game, 222 
 Survival need, 68–69, 79 
 Sustainable approach: to 

interrupting games, 138–146; 
to transforming organizations, 
198–205 

 Switch step, the: charting, 133; 
described, 128; example of, 130; 
interrupting at, identifying 
options for, 134 

 Systems thinking, tools of, 152–153 

  T  

 Tarrant, J., 183 
 Teams, game-playing, example of, 

77–79 
 Territorial DNA, 160, 161, 163 
  Theory of Games and Economic 

Behaviour  (Neumann and 
Morgenstern), 12 

  Theory U  —  Leading from the Future as 
It Emerges  (Scharmer), 177 

 360-degree feedback, 12–14, 104–105 
 Three needs theory, 84–87 

 Timing: addressing, 135–136; 
question of, 121–122 

 Token Involvement game: and 
awakening, 103; and change, 
166–167; described, 14, 34–35; 
and the Dilbert cartoon, 4–5, 
198; and executive game playing, 
185; and game ecology, 149, 150, 
 151 , 159, 160; impact of the, 56; 
pervasiveness of, reasons for 
the, 72, 73; and What I Want to 
Hear game, 221 

 Tough conversations, initiating, 
139–145 

 Traits of game playing, 15–18 
 Trance-like state: becoming 

alarmed by the, 102–106; 
described, 96–100; waking from 
a, and seizing the opportunity 
from, 106–107; warning signs of 
a, 100–102 

 Transformation model: described, 
175–178; moving toward a, 
164–175 

 Transforming organizations, 
sustainable approach to, 
198–205 

 Trends and events, impact of, 
assessing the, 79–82 

 Tse-tung, M., 213 
 Turnover, 178, 203 

  U  

 Uncertainty: fostering, 191; 
response to, 66–70, 79, 
109–110 

 Under-the-radar problem, 3–4, 11 
 Union-management negotiations, 

115–118 
 Unmanaged game playing, effects 

of, 49–51, 49–51 
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  V  

 Vague Big Vision game, 61, 218 
 Victim game: and the challenge of 

change, 169; described, 24–27; 
and game ecology, 149, 150,  151 , 
158, 159, 161; pervasiveness of, 
reasons for the, 75, 77 

 Virtual environment, effect of a, 
70–71 

 Vision, fresh, communicating a, 177 

  W  

 Wake-up call, emotion serving as 
a, 102–106 

  Wall Street , 84 
 Warning signs, 100–102 
  What Do You Say After You Say 

Hello?  (Berne), 128 
 What I Want to Hear game, 

191, 221 
 Whyte, D., 123 
 Window Watcher game, 36–37, 74, 

158, 159 
 World on My Shoulders game, 

58–59, 188–189, 210   
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