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ential team learning events and,
267–269; organization demand
for, 257; understanding the real
situation, 258–265

bindex.qxd  1/24/07  12:44 PM  Page 384



Index 385

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-
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