CK

CHRIS KOLENDA

Leader’s

Ed g With Chris Kolenda
o)

d —_—
-

~

Episode 2 Visual Guide

How to Use This Visual Guide

To help you get the most out of The Leader’'s Edge Mini Podcast Series, |'ve created a Visual
Guide that accompanies each episode. This downloadable PDF features key models, frameworks,
and diagrams | reference during the podcast. As you listen, you'll hear me cue specific visuals—
simply follow along in the guide to deepen your understanding and enhance your learning.

The Visual Guide is especially helpful if you're listening to the audio-only version. For a more
immersive experience, you can also watch the full video version, where | share my screen to walk
through the visuals in real time!

Visual #1: The Unshakeable Business Endurance Framework
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Amber Zone Truth: S e

Wil ing to try new

Red Zone Myth:
If it ain't broke,

Visual #2: The Unshakeable Business Endurance Pyramid

Dark Green Zone Truth:
Novelty: Scalable New Realities

Light Green Zone Myth:

es are Good Enough

Visual #3: Managing Change with Buy-In - Three Essentials

1. Clarity: People must be
clear on the initiative’s
What and the Why.

2. Confidence: People must
believe the initiative is
going to succeed.

3. Self-Interest: People need
to conclude the initiative
makes them better off.

Visual #4: Managing Change with Buy-In - Diagnosing Behaviors

1. Won't try: People believe
the change is doomed to fail
and won't put in the effort.

2. Resistance: People push-
back or sabotage the change;
others do the minimum to
get by.

3. Confusion: people either
wait to be told what to do or

go 100-mph in the wrong
direction.

Decisive Advantage
Inspiring Initiative
Champion Ownership

Accurate Forecasting
Continuous Improvement
Promote Commitment

3 Key Outcomes:
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Buy-in: People co-
create change, take
initiative to solve
problems and offer
fresh ideas, and
implement
effectively.
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create change, take
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implement
effectively.




Visual #5: Managing Change with Buy-In - Taking Action
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create change, take
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problems and offer
fresh ideas, and
implement
effectively

1. Co-create the change with
the people most affected - get their
fingerprints on the game-plan.

2. Ask people to assess advantages
and disadvantages; address them.

Set expectations with "X so that
Y by When."

. 2. Use the pressure gauge to

identify acceptable and not
acceptable behaviors (co-
create).

/ Use tests or pilots, employ social
proof, identify authoritative
examples, build trust and belief
using smaller steps.

Visual #6: The ABCs of Promoting Initiative - Diagnosing Behaviors

1. Fear of failure: Without backup, people won't try
new things out of fear of punishment.

Kodak employees feared challenging film status quo
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4. Innovation
mindset: People
experiment and try
new things to advance
the common good.

3. Misguided efforts: People go 100-mph
in the wrong direction or emphasize
personal glory over the common good.

New Coke. Need | say more.

BACK-UP

2. No action: Without agency,
people will keep good ideas to
themselves, perceiving they
lack authority to try new
things.

1980's IBM's PC division could not keep pace
with market changes due to cumbersome
processes and myriad approval layers.

Visual #7: The ABCs of Promoting Initiative - Action Steps
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4. Innovation e
mindset: people S
experiment and try
new things in
disciplined manner

aligned with the
common good.

1. Give people clear authorities and
boundaries (time, $, resources, etc.).

2. Actively encourage new ideas and
problem-solving initiative.

1. Use “X so that Y by When” to
communicate expectations.

2, Get back brief from people on
mission and goals.

1. Reward innovative behavior.

2. Never throw someone under the
bus when new idea fails.

3. Incorporate lessons.




Visual #8: Delegate Like A Boss
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/describesthe Dance Floor
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periodical
check-ins to
ensure they
have the
resources and Ga me'PIa n
support to
succeed.

own words.

Your delegate
outlines their
game plan.

You and your delegate agree to their decision-making
boundaries: Time, money, people, regulatory, etc. They must
report if they hit the dotted line.




