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Abstract

The purpose of this chapter is to improve the understanding of what makes
virtual teams effective. This is done by identifying the best practices for
individual team members, the best practices for leaders and sponsors of
virtual teams, and the best practices for the organizations that the virtual
teams are a part of. Best practices in these categories were identified from:
(1) empirical evidence from case studies of six existing virtual teams; (2) the
existing literature related to virtual teams; and, (3) traditional team (i.e.,
collocated) and telework literature. The chapter concludes with implications
for organizations and potential research directions.

This chapter appears in the book, Virtual Teams: Projects, Protocols and Processes, edited by David Pauleen.
Copyright © 2004, Idea Group Inc.  Copying or distributing in print or electronic forms without written
permission of Idea Group Inc. is prohibited.

701 E. Chocolate Avenue, Suite 200, Hershey PA 17033-1240, USA

Tel: 717/533-8845; Fax 717/533-8661; URL-http://www.idea-group.com

�������

IDEA GROUP PUBLISHING



Best Practices for Virtual Team Effectiveness   161

Copyright © 2004, Idea Group Inc. Copying or distributing in print or electronic forms without written
permission of Idea Group Inc. is prohibited.

Introduction

The use of teams as fundamental building blocks in organizations is growing
(Furst, Blackburn, & Rosen, 1999), as is the frequency of teams to be distributed
geographically (which we call virtual teams). Virtual teams are now being used
by many organizations to enhance the productivity of their employees and to
reach a diversity of skills and resources. Virtual teams are groups of individuals
who work on interdependent tasks, who share responsibility for outcomes, and
who work together from different locations. Information technology can support
their activities by reducing travel costs, enabling expertise to be captured where
it is located, and speeding up team communication and coordination processes.
Unfortunately, these distributed teams are not always productive. For example,
team members may have difficulties in coordinating work with their remote
colleagues, or they may not be comfortable using the technology.

Although working in geographically distributed teams is becoming more wide-
spread in organizations today, how to do it effectively is not fully understood. The
purpose of this chapter is to improve our understanding of what makes virtual
teams effective. This will be done by identifying the best practices that
individuals on virtual teams should follow (i.e., the team members), the best
practices for leaders and sponsors of virtual teams, and the best practices for the
organizations of which the virtual teams are a part.

Ideas for best practice were identified from three major sources:

1. Ideas were gathered from case studies of existing virtual teams.

2. The business press and academic literature related to virtual teams were
reviewed for best practice ideas.

3. We examined literature from two other areas related to virtual teams.
Specifically, these were traditional team (i.e., collocated) literature and
telecommuting literature (i.e., research on virtual work at the individual
level).

We suggest that there is value in combining the best practice perspectives from
the multiple sources. A synthesis of ideas from the tradition team literature,
individual-level virtual work literature, virtual team literature, and our own
empirical research can potentially offer a relatively complete picture of virtual
team best practices.

Our chapter is organized as follows. The chapter presents more background on
the sources of the best practices. The best practices are presented in the
following sections: “Organizational Best Practices”, “Management and Team
Leader Best Practices”, and “Team Member Best Practices”. Presented in the
last section is a summary of the findings and concluding remarks.
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