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1. Course Description
a. Title of a Course 
Effective Management of Virtual Teams
a. Pre-requisites 
General Project Management course
b. Course Type (compulsory, elective, optional)
elective
c. Abstract
The global markets, changes in the companies’ organizational structure, communication and collaboration technologies are the most important factors in fundamentally transformation of the ways in which teams operate. Virtual teams are becoming as common as face-to-face teams. 
Course is designed to in-depth understanding of practices and issues of virtual teams effective management and leading.
During the course students get hands-on experience with virtual teams building and mastering.
2. Learning Objectives 
The purpose of course "Effective virtual teams management" is to help students understand the distributed work, the principles of project management in a virtual teams, as well as practical skills in the use of information products to support distributed management processes.
3. Learning Outcomes 
Through lectures, class discussion, and research project, students will able to:
· Define virtual team. Know their advantages and disadvantages. 
· Explain how technology trends and globalization impact on society and enterprises
· Understand critical success factors of virtual team 
· Develop a kick-off meeting agenda, ground rules, communication plan for virtual team
· Manage  and coordinate virtual team’ members  performance by focusing on results
· Understand the role of technological tools for virtual team and relevance between the tools and tasks.
· Use technological tools for communication with geographically dispersed employee
· Use the technics and approaches to information/knowledge sharing with employees in multiple locations and making decisions. 
· Develop trust in virtual team
· Lead and coach virtual team’ members  on performance and development
· Overcome cross-cultural communications problems
· Understand  the required skills and competencies for team leader
· Use the best practice of virtual team management 
4. Course Plan
	№
	Theme name
	Total hours
	Hours
	Homework

	
	
	
	Lections
	Practice
	

	1
	An Introduction.
Technology and globalization impact on society and enterprises.
Future Systems & Technologies discussion. Case study.
	11
	1
	2
	8

	2
	Understanding Virtual Teams. Case study.

	12
	2
	2
	8

	3
	Mastering Virtual Teams. 
Team life cycle. Managing Conflict Virtually. Case study.
	12
	2
	2
	8

	4
	Building a Virtual Team. Case study.
	12
	1
	3
	8

	5
	Technological tools for virtual team.
Research project begins
	14
	1
	3
	10

	6
	Mid-term Exam
	11
	1
	0
	10

	7
	Knowledge management in virtual team. Virtual team assessment. Case study.
	11
	1
	2
	8

	8
	The Multi-Cultural Virtual Team. Case study.
	12
	2
	2
	8

	9
	Leading virtual team. Case study.
	14
	2
	2
	10

	10
	Best practice of virtual team management
	14
	2
	2
	10

	11
	Teams presentations and research projects discussion.
Class discussion and conclusion.
	15
	1
	2
	12

	12
	Exam
	14
	2
	0
	12

	
	Total:
	152
	18
	22
	112


1. Reading List
a. Required
· Social identity cues to improve creativity and identification in face-to-face and virtual groups, Computers in Human Behavior December 2017 77:140-147, Elsevier Ltd , 2017
· The impact of self-avatars on trust and collaboration in shared virtual environments, Pan, Ye
Steed, Anthony, PLoS ONE; 12/14/2017, Vol. 12 Issue 12, p1-20, 20p, 2017 
· Working Across Boundaries: Current and Future Perspectives on Global Virtual Teams, Journal of International Management December 2017 23(4):341-349, Elsevier Inc., 2017.
· The Virtual Team Maturity Model : Performance Improvement of Virtual Teams, Friedrich, Ralf, Springer. 2017.
· Strategies for building effective virtual teams: Trust is key, Business Horizons January-February 2017 60(1):25-34,Elsevier Inc., 2017.
· A QUALITATIVE ANALYSIS OF THE BALANCE BETWEEN WORK AND LIFE, Novo Znanie, Vol 6, Iss 2, Pp 7-14 (2017), 2017. https://doaj.org/article/e86144cb19404cebb6e38db02c07fbcf
· The Handbook of High Performance Virtual Teams: A Toolkit for Collaborating Across Boundaries, Jill Nemiro, Michael M. Beyerlein, Lori Bradley, Susan Beyerlein, John Wiley & Sons, 2015
· Combining Virtual and Face-to-Face Work, Nancy Dixon, https://hbr.org/2015/07/combining-virtual-and-face-to-face-work, July 2015
· Creating Effective Teams: A Guide for Members and Leaders 5th Edition, by Susan A. Wheelan,  Ringgold, Inc, 2015.
· Leading Global Teams: Translating Multidisciplinary Science to Practice, Jessica L. Wildman, Richard Griffith, Springer, 2014
· Getting Virtual Teams Right, Keith Ferrazzi, Harvard Business Review, December 2014
· Leading Virtual Project Teams: Adapting Leadership Theories and Communications Techniques to 21st Century Organizations (Best Practices and Advances in Program Management), Margaret R. Lee,  Boca Raton: Auerbach Publications. 2014
b. Optional
1. How to Lead an Effective Virtual Team, Lepsinger Rick, DeRosa Darleen, Ivey Business Journal. May/Jun, 2015, p2-6. 5p. 
2. Social gaming is inSIDE: Impact of anonymity and group identity on performance in a team game-based learning environment, Computers & Education March 2015 82:84-95, 2015.
3. International Virtual Teams: Engineering Global Success (IEEE PCS Professional Engineering Communication Series), Wiley-IEEE Press, 2015
4. Virtual Teams: Mastering Communication and Collaboration in the Digital Age, Kurtzberg, Terri R,Santa Barbara : Praeger. 2014 
5. Leadership Attributes for the Virtual Environment: A Qualitative Study Paperback – December 16, Elisabeth M. Musil, 2014.
6. The Third Wave of Virtual Work: knowledge workers are now untethered, able to perform tasks anywhere at any time. What do the best of them want from your organization? By: Johns, Tammy; Gratton, Lynda. In: Harvard Business Review. 2013, Vol. 91, Issue 1-2, pages. 8; Harvard Business School Press, 2013. 
7. Сенге Питер М., Клейнер Арт, Робертс Шарлотта, Росс Ричард Б., Рот Джордж, Смит Брайан Дж. Танец перемен: новые проблемы самообучающихся организаций. Издательство: Олимп-Бизнес, 2012.
8. Бард Александр, Зодерквист Ян. Netократия. Новая правящая элита и жизнь после капитализма. Издательство: Стокгольмская школа экономики в Санкт-Петербурге, 2004.
1. Grading System 
Grade scale: 
· Excellent - 8-10 points 
· Good - 6-7 points
· Satisfactory - 4-5 points
· Unsatisfactorily - 0-3 points.
Guidelines for Knowledge Assessment
• Classroom work  – О1 (0..10); 
• Mid-term exam – О2 (0..10); 
• Homework  – О3 (0..10);  
• Essay – О4 (0..10). 
Total:
О= (О1+О2+О3+О4 )/4. 
Classroom work is active participation in business cases solving. 
Mid-term Exam is a test for course materials and readings. 
Homework  includes participation in the development of the research project in a virtual team of 4-5 students. 
Essay contains description of the research project; student’ role and tasks; analysis and conclusions of the team collaboration; learning lessons and proposals to improve the efficiency of the virtual teams. The volume of the essay is 7-10 pages.
1. Special Equipment and Software Support (if required)
None
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