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153-154; specification process
of, 148-149
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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
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(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-
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Toohey, S., 183

Trabasso, T., 45

Track and field teams, 266

Traditional learning events, 267
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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

385

U.S. Peace Corps, 344, 351

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

User testing, 150151

A%

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
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