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Executive Summary  
 
Innovation is a fundamental part of the human condition.  Everyone has the capacity to be 
innovative ï and the skills to produce innovation can be identified and taught to virtually 
anyone. 
 
That was the philosophical belief of 23 participants within the Continuous Quality 
Improvement Network (CQIN) when it was decided in October 2006, to take on the 
challenge that WIRED West Michigan presented to research the feasibility of developing a 
national curriculum to teach ñinnovation skills.ò  According to an overwhelming amount of 
data from state and local governments, the private sector, educational institutions and 
workforce think tanks, innovation skills would provide a critical new competency for workers 
to be able to compete in the 21

st
 Centuryôs global economy.   

 
Upon further review of this research, it indicated a unique market opportunity existed in 
taking a personal, not process, approach to innovation skill development.  Early on, the 
purpose of this work was about developing an individualôs internal capacity for innovative 
thinking so they can then apply those new skills to create wealth for themselves, their 
employers and our nation.  Our aim was to create curriculum content that could be equally 
effective and engaging for all levels of adult learners and would not be occupation specific.    
 
New assessment methods would help us customize an individualôs learning pathway to 
match their preferred thinking style and learning activities would be designed on a whole 
brain engagement model; equally emphasizing solid foundational skills in left-brained, 
logical, sequential, analytical skills, as well as right-brained, non-linear, spatial skills like 
ideation (iterative idea generation), curiosity and synthesis.  
 
The proposal was presented to the WIRED West Michigan Policy Council for Phase II 
funding consideration on May 10, 2007. Approval for Phase II was received and we began 
further concept development including design, production, and beta testing of components.  
 
During the Innovation Curriculum design phase (January-October 2007), we employed the 
expertise of product designers, experience architects, instructional designers, learning 
technologists, and media and innovation experts to push our thinking beyond traditional 
educational offerings to create not only innovative content, but an innovative approach to 
assessment and delivery.  The final design is a flexible, customizable curriculum framework 
that consists of 4 learner contexts and 23 areas of practice.  This framework is documented 
in the Worldwide Instructional Design System (WIDS) so it is ready to use by any 
educational institution, as well as training professionals that develop curriculum materials.  
 
Production of learning activities began in July 2007 with 3 prototypes on the modules of 
Synthesis, Iteration and Self-Reflection.  These modules are comprised of 34 learning 
activities including individual and group exercises, written stories, animated games and 
videos.  The early test data indicated a strong desire on the part of participants to see more.   
 
Feedback from over 2,000 people tested showed interest in this method of learning and the 
overall ñconceptò of the project, however there was not a sufficient number of skills modules 
developed (3 of 23) for people to determine whether using this method would achieve the 
overall intended results. 
 
With approval  from  WIRED West Michigan , we were able to extend our initial contract 
period from March 2008 to June 2008, with the same budget amount, to complete 12 
additional learning activities spread over the remaining four skills modules in the ME learner 
context: Imagination, Motivation, Situational Awareness and Experience.  Additionally, we 
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were able to test these new activities in a uniquely designed learning environment with 2 
sections of business students at Grand Rapids Community College. 
 
WIRED West Michigan funds seeded the research, concept development and prototyping 
phases.  During this 18 month period, we completed the following project deliverables:   
 

Deliverable Final Expenses by Deliverable* 

Established the Network Project Teams. $11,745 

Conducted early stage research. $85,750 

Pilot tested in 22 markets, with 100 employers and 
over 2,000 users on 3 prototypes & 48 activities. 

$276,580 

Developed a prototyped curriculum with 4 areas of 
competency and 23 traits. 

$248,397 

IDEO trained 22 liaisons in rapid prototyping for 
curriculum development. 

$17,198 

Trained 22 multi-media designers in 12 learning 
object templates. 

$23,998 

Prepared a financial investment plan for the full 
curriculum project.  

$76,035 

Developed an implementation plan for the build-out 
of the finalized curriculum map (currently 23 
modules). 

$60,278 

Researched complimentary assessment tools that 
can be used: HBDI, customized cognitive modeling, 
and GISAT. 

$22,550 

Designed and created project website and LMS 
(Moodle) for data capture during pilot testing with 
users. www.wiredforinnovation.com. 

$39,325 

Designed INTER learning environment based on 
feedback from college liaisons and end users. 

$32,300 

*TOTAL (this does not include all project overhead and 

indirect expenses) 
$894,156 

 

 
We are now at the point in our development where it is now timely to seek for ongoing 
private investment to support the following:  
 
1) Build the learning environment and activities to support the WIDS curriculum 

outline for level one ï Basic Literacy.  This product is now called INTER (Innovate 
Now Through Education & Retraining).   

 
Demo site available at: http://beinnovative.ning.com/ 

 
2) Pursue major scale funding in partnership with the League for Innovation in 

Community Colleges, to cover the ongoing development of levels 2 & 3 which 
include new forms of assessment and cognitive modeling.  

 

http://beinnovative.ning.com/
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Collaborative Design Model & Infrastructure 
 
Upon receipt of the WIRED West Michigan funding, and as a baseline for the work to follow, 
the following assumptions were acknowledged: 
 
Å Innovation is on the minds of CEOs, government officials, academic and community 

leaders as they look for ways to survive and thrive in this increasingly complex and 
connected world.  

 
Å A new set of skills is required by individuals to create and support innovation 

processes 
 
Å There are new types of work to be done such as:  product development, branding, 

consumer observation, etc. 
 
Å There needs to be a disciplined, systemic approach to disseminating the learning 

just as there was nearly 30 years ago with the quality movement. 
 
In conceptualizing this project, we first set out to establish a national network of thinkers and 
doers who would be involved in taking the vision from concept through implementation.  This 
included a Core Project Team ï later to be split into design and production teams, a college 
liaison team, and a West Michigan Regional Advisory Team made up of business and 
industry representatives that would serve as the voice of the customer.  
 
 

 
 
The CQIN group is a network of over 44 community colleges from eleven states, 
representing over four million potential students within their service areas.  It also includes 
an IT vendor, Datatel, with a college and university client base of over 1300 institutions. 22 
of the CQIN community colleges decided to participate in the Innovation Curriculum project. 
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The following process was first envisioned as a way to move from design/map to actual 
learning modules and to guide how the network of teams would work together: 

Curriculum Authoring Team 

Å From the pool of 23 curriculum authors from each college/participant, a team of 2-3 
people were assigned to develop a specific course.  Each course was reviewed by 
the Core Project Team before going to Peer Review. 

Peer Review Process 

Å Once the course was approved by the Core Project Team, the authors made a 
presentation to the entire Liaison team during a one-day peer review session.  The 
courses were adjusted and readied for pilot testing.  

Pilot Testing Process 

Pilot tests were conducted at selected CQIN sites by the authoring team.  Once the pilot 
tests were completed, the authors will conduct extensive follow-up activities with the 
participants including surveys and selected individual interviews. The Design Process:  
At our first meeting in January 2007, the Core Project Team was assembled to tackle the 
question of ñHow do we design a curriculum to develop innovation skills that itself models the 
concepts of innovation?ò   Participants included people with a wide diversity of backgrounds 
from the sciences, psychology, instructional design, product design and the arts as outlined 
here:  

Å Innovation Content Specialist ï a known practitioner in the field of innovation; 
Å Instructional Designer (ASTD certified) ï an individual with experience and 

professional credentials in instructional design and development; 
Å Visual artist ï an individual who can convert concepts into visuals and designs; 
Å Creative performing artist ï an individual drawn from theatre, dance or music; 
Å Experience Architect ï an individual responsible for creative experience design; 
Å Professional Trainer- an individual with extensive corporate training experience; 
Å Learning Specialist ï a psychologist with a focus on learning styles; 
Å Technical Advisor ï an individual with skills in organizing innovation research; 

Å Researcher/Professional Writer ï an individual with extensive research background 
who is also an accomplished writer; 

Å Product Designer ï an individual who has designed commercial products or 
services; 

Å Media Producer/Publisher- an individual with experience in producing television.  
Ideally, an individual with additional background in the publishing 

Å Both the WIRED West Michigan Innovation Champion and the CQIN Project 
Coordinator were also members of the initial Core Project Team 

(See Appendix A for member names and biographies) The team was intent on 
building learning ñexperiencesò not ñcoursesò in a standard corporate training mode. 
The goal was to develop the most cutting edge concepts on learning and the 
delivery of that information to a diverse learning community. 

Project Scope/Design:   
ï The curriculum modules will be developed in a non-credit format (Grand Rapids 

Community College will also move it through their credit program development at 
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the same time) and staged for deployment quarterly until all of the modules are 
completed.   

ï CQIN will require that the curriculum standards set forth by the project are adhered 
to by the CQIN providers. The process by which this will be accomplished will be 
developed in concert with the CQIN participating organizations. 

 
Curriculum Research 
 
The Innovation Curriculum Core Project Team also received/utilized input and 
recommendations from local and state governments, the private sector, educational 
institutions and workforce think tanks. Many of these sources concluded that the American 
worker often has outmoded skills or a lack of skills and is in need of training/retraining, 
especially in problem solving and innovative thinking.   
 
An extensive literature search on the traits of innovators, as well as additional primary and 
secondary research was undertaken by Grand Rapids Community College staff during the 
fall and winter of 2006. This process continued with contributions from our 23 CQIN 
community college/ partner liaisons. 
 
During the first few months of this project, we asked 19 CQIN liaisons to conduct primary 
research in their markets, with a minimum of five employers.  Employers were asked to 
respond to questions about their workforce needs and the premise of creating an Innovation 
Curriculum.  In most cases, the video we produced on our first Core Project Team work 
product (using the theme park metaphor ï InnoWorld) was previewed before the 
interview/conversation was had.  While we gave each liaison freedom to acquire the 
research in the means most conducive for them, we did ask them to specifically answer 
these questions related to the need for a body of study around INNOVATION.  The main 
questions were: 
 

¶ If a curriculum existed, how could it be used?  

¶ Is this a worthwhile endeavor? 

¶ What are the skills needed to fill the ñinnovation gapò?     
 

While this was not a scientific study, and responses were received in a variety of formats, 
the Core Project Team reviewed all of the feedback and identified the common threads.  
Specifically, their input resonated around the need for such a product and the readiness to 
move forward with a model that would fill the current skill gaps.  We are used their feedback 
to prioritize the first modules that will be prototyped and tested in market. 
 

Key Research Findings:  
 

Å Employers want innovation, but cannot clearly articulate what it is or what it 
means to them.    

Å There is no focused program of study on innovative thinking, so we are 
creating a new national model.  

Å This curriculum needs to support the iterative process of innovation.  
Å Several potential partners exist to create and sustain this work. 

 
A complete list of reference materials can be found in Appendix F. 

Validation and synthesis of this research was led by the Core Project Team from January-
April 2007, resulting in an initial curriculum design focused on 14 core competencies 
supported by 59 traits.   
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Curriculum Framework / First Iteration  

The initial design map developed these 14 competencies along a learning continuum at 3 
levels: Awareness, Learning & Practice, and Simulation & Mastery. Each learning module 
had a behavioral outcome, and each performance level had individual learning objectives. 
Each competency was supported by several ñtraitsò, and the learning experience was to be 
comprised of granular chunks of content, or ñlearning objectsò supporting each trait.  

14 Competencies with 59 Traits 
(The entire first iteration map is located on the Project CD) 

1. Curiosity ï the ability to be curious  
2. Vision ï the ability to be visionary  
3. Ideation ï the ability to generate ideas  
4. Courage ï the ability to take risks  
5. Flexibility ï the ability to be flexible and adaptive  
6. Discovery ï the ability to be a creative problem-solver  
7. Synthesis ï the ability to make connections  
8. Leadership ï the ability to lead and act  
9. Introspection ï the ability to self assess and self actualize 
10. Ethics ï the ability to think and act ethically  
11. Integration ï the ability to appreciate design thinking  
12. Collaboration ï the ability to be situation ally collaborative  
13. Communication ï the ability to communicate ideas effectively in various 

modes  
14. Persistence ï the ability to persevere  

In order to make sense of these 14 competencies and how they might work together in a 
process orientation, the following model was created:  

 

 

 

 

 

 

 

 

 

 

 

 

Communication

Persistence

The Innovation Cycle and It's Associated Competencies

Stage One:

Observe

Listen

Reflect

Stage Two:

Think

Make Connections

Generate Ideas

Stage Three:

Design

Prototype

Pilot

Stage Four:

Launch

Adoption

Scaling

Curiosity

Vision

Ideation

Courage

Flexibility

Discovery

Synthesis

Leadership

Introspection

Ethics

Integration

Collaboration
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Additionally a Curriculum Design Hierarchy was created, along with a customized learner 
pathway to help others understand how the work of building a learning module would occur 
and how learners might experience and participate in the curriculum materials.    

 

 

 

 

 

 

 

 

 

A competency is 
deconstructed into 
several ñtraitsò 

Each competency trait forms a 
single module of the 

curriculum 

Each module of the curriculum has an 
overall learning objective 

Each module overall learning objective is 
broken down into three levels of learner 

development -: 
 Level One ï information and awareness 

    Level Two ï knowledge and skill 
development 

    Level Three ï simulation and mastery 

Each level of learner development has 
behavioral learning objectives 

Each behavioral learning objective has a 
group of instructional activities associated 
with it which we call ñlearning objectsò 

Each learning object has a learner assessment embedded 
in its design; the learner cannot progress to the next 

learning object until they have mastered the current content. 

Each module of the curriculum has a 
Wiki that describes the overall 

content of the module as well has 
links to the learning activities. 

The Innovation 
Curriculum 

Design Hierarchy 
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It was clear as we moved through the first few months of the project and defined a project 
scope for the work ahead; WIRED West Michigan would not be able to financially support 
the complete vision for the Innovation Curriculum project.   
 
The plan we proposed to the WIRED West Michigan Policy Council in May 2007 stated: 
 
1) From a financial perspective, our task at hand is much larger than what WIRED West 

Michigan alone can support. We realize the best outcome for our West Michigan region 
and DOL/ETA would be to use WIRED investment funds to jump start the Innovation 
Curriculum project to a point where it creates a compelling case for larger investors.  

 
 We believe it will be necessary to: 
 

- Commit up to $1 million of WIRED West Michigan funds to leverage another $4-5 million 
to complete the build out/development of 59 modules within the curriculum. 

 
2) From a West Michigan region adoption perspective, we need to begin to dialogue with 

our other partners in the region: community colleges, universities and employer partners, 
about creating a regional system of sustainability. How can this new competency can be 
recognized, credentialed, delivered and integrated into our education and workforce 
systems to drive  the West Michigan economy forward. 

 
 
Based on the concept and design work of Phase I and a detailed work plan for 
production of learning prototypes in Phase II, the WIRED West Michigan Policy 
Council approved $803,968 of Phase II funding. 

The Learner is 

assesed and their 

innovation profile is 

developed

The Learner is guided 

to develop  a personal 

development plan

The Learner 

experiences the 

curriculum

The Learner self-

assesses and 

continues  their 

development plan

The Learner masters 

foundational 

innovation 

competencies

The Learner's portfolio 

is catalogued in the 

InnovationWorks 

database

The Learner is certified 

to explore 

InnnovationWorks with 

other graduates.
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PHASE TWO: 
Design, Curriculum Iteration, Template Training and Beta Testing 
May 2007 ï June 2008 
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Curriculum Design 
 
In The Myths of Innovation, Scott Berkun writes, ñWhile there are no maps to innovation, 
there are attitudes that can help.  Any good survival training course teaches not just skills, 
but ways to think.ò  This curriculum delivers both skills as well as new ways to think.    
 
This new curriculum connects the underpinnings of current academic research on innovation 
to real world relevancy and application. The curriculum becomes a sort of survival training 
course, teaching learners a new way of thinking that they can take out and apply in their 
regional, national and global economies. 
_______________________________________________________________________ 
 
Once the WIRED West Michigan Policy Council approved Phase II funding for the Innovation 
Curriculum project, work continued on prototyping the initial learning activities.  By 
September 2007 the Core Project Team was divided into two teams. A Production Team, 
which had the task of building out the Learning Objects/activities, and a Design Team, which 
had the task to study the first iteration of the Innovation Curriculum and to reiterate the 
curriculum into a smaller, more manageable form. 
  
Everything about the design, expectations, and outcomes of the project was radically 
rethought, including the teaching methods. Moreover, innovative assessment strategies 
were explored as a means to assist and verify that skills are acquired as well as transferable 
to the workplace. 
 
 

Innovation Curriculum Stages 
The Innovation Curriculum is implemented at three levels of learning:  

Stage One ï Basic Skills ï During this stage, each practice is 
taught as a separate topic of study.  The learner will develop 
basic skills and conversational knowledge around these topics 
and will be able to actively participate in dialogue.  These skills 
will be focused around basic understanding of the subject matter 
through simulated activities at three levels of ability:  Level 1- 
Information and Awareness; Level 2 ï Knowledge and Skill 
Building; Level 3 ï Practice and Simulation. 
 
Stage Two - Competent ï During this stage, the practices will be 
integrated by the learner as she/he works through problem-based 
activities related to real-world issues requiring innovative thinking.  
The learner will become capable and fit to practice the subject 
matter through the development of a more rounded base of 

experiences. 
 
Stage Three - Proficient ï Through collaborative problem-based activities 

with others (virtual or real), the learner will develop the ability to perform with 
autonomy and become independent, efficient, and accurate with the subject matter.  
Demonstration of proficiency will require the learner to teach, mentor and lead 
innovation activities. 

 
Stage 1 can be taught in a classroom environment or on-line using learning objects on a 
computer.   
 
Stage 2 and 3 can be taught in a classroom or an on-line environment and using virtual 
collaborative work environment to give practical experience in innovation.  An example of 
this can be found at www.worldwithoutoil.org  

 

http://www.worldwithoutoil.org/
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Worldwide Instructional Design System (WIDS) 
The design of the innovation curriculum utilizes the Worldwide Instructional Design System 
(WIDS) to allow for performance-based assessment of individual learners.  The WIDS 
system is academically recognized as an effective design tool to: 

¶ provide a consistent framework for developing curriculum and training in any 
discipline or delivery mode; 

¶ link curriculum to external college-wide standards; 

¶ create syllabi, performance assessments, learning plans, teaching plans, 
program designs, and DACUM charts and surveys; build learning outcome 
matrices. 

 

Preferred Learning Styles and Assessments 
 

There are several different forms of assessment being used in various ways throughout the 
curriculum.  During the development process, the focus remained on content and delivery.  
We explored different learning theories, including the Herrmann Brain Dominance Instrument 
(HBDI) as one possible method to account for different learning styles.  Whole Brain 
ThinkingÊ is the science of cultivating the ability for individuals to act outside of their own 
preferred thinking styles. Research has shown that peopleôs learning styles match their 
thinking styles, and that aligning to a personôs preference will increase their level of 
motivation and engagement in the learning process.  It continues to be a goal of the project 
to use the HBDI to identify learner preferences and then deliver the Innovation Curriculum 
based on the personal uniqueness and specialized learning styles of participants.     

While the HBDI is not yet widely understood or used in the educational sector, it has been 
widely used in the business world.  Over 70% of the Fortune 500 companies and over one 
third of the Fortune 100 companies have used HBDI. 

In addition to the HBDI, we have also explored the use of a tool created by the Conference 
Board of Canada, called GISAT.  It is created to align to the Innovator Skills Profile used in 
their workforce applications for identifying innovation skills.  We have received permission to 
modify and adapt the GISAT to the profile we have created in INTER. 
 
As part of the WIDS documentation, each skills module has a capstone or performance 
driven assessment activity.   
 
 

Curriculum Framework/ Second Iteration 
(The entire 2

nd
 iteration of the Curriculum Map is also supplied on the Project CD) 

 
By December 2007, the Design Team had taken the initial competency map, and 
contextualized the learning framework around 4 learner contexts and 23 practices or 
characteristics of innovation and its related inputs, outputs, and behaviors.   
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**Please note that as of this writing, the learning objectives have only been defined for 
Stage One instruction as follows: 
 

Learner Context: Capacity and Capability (ME) 
Goal:  Develops the skills of the individual to be a contributor, catalyst, and 
thinker within the innovation process.  
 Imagination 
 Stage One Learning Objective: Explore your imagination 
 
 Experience 

 Stage One Learning Objective: Examine how your frame of reference is 
dependent on your experiences 

 
 Situational Awareness (Emotions and Feelings) 

 Stage One Learning Objective: Analyze how situational stimuli impact 
emotional responses 

 
 Motivation 
 Stage One Learning Objective: Define what motivates you as an  individual 
 
 Self-Reflection 

 Stage One Learning Objective: Evaluate thoughts, feelings, events, and 
interests to shape future actions 

 
 Learner Context: Methodology and Application (PROCESS) 

 Goal:  Exposes and develops the innovatorôs tool box of approaches and 
techniques used to explore potential paths within the innovation process. 

 
  Discovery 
  Stage One Learning Objective: Uncover the seeds of concepts and ideas 
 
 
  Ideation 

Stage One Learning Objective: Develop concepts and ideas 
 
 
 

Learner Context: 
Capacity & 
Capability (ME) 
*completed 

Learner Context: 
Methodology & 

Application 
(PROCESS) 

Learner Context: 
Collaboration & 

Connection (WE) 

Learner Context: 
Adoption & Impact 

(OUTCOMES) 

Imagination Discovery Contextualization Perspective 
Experience Ideation Champion Leadership 
Situational 
Awareness 

Filtering Teamwork Expression 

Motivation Knowledge 
Management 

Communication Validation 

Self-reflection Synthesis Culture Sustainability 
 Experimentation Environmental 

Engagement 
 

 Iteration   
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Synthesis 
Stage One Learning Objective: Show how more than one idea may be 
combined, modified or redefined into something new 
 
Experimentation 
Stage One Learning Objective: Utilize tools and processes for the 
refinement of concepts and ideas 
 
Filtering 
Stage One Learning Objective: Develop criteria for the refinement and/or 
selection of ideas 
 
Knowledge Management 
Stage One Learning Objective: Store ideas for future development 
 
Iteration 
Stage One Learning Objective: Engage in iteration by revisiting,  refining, 
and renewing ideas or concepts 
 
 

Learner Context: Collaboration and Connection (We) 
Goal:  Develops the skills of the individual and the greater team to 
collaborate with all the available creative resources and to leverage ideas and 
concepts throughout the innovation process. 

 
  Contextualization 

Stage One Learning Objective: Formulate a common understanding for the 
application of a concept or an idea 
 
Champion 
Stage One Learning Objective: Inspire others to adopt concepts and ideas 
 
Teamwork 
Stage One Learning Objective: Collaborate with others to reach a common 
goal 
 
Communication 
Stage One Learning Objective: Express ideas with diverse communication 
tools 
 
Culture 
Stage One Learning Objective: Foster a culture of innovation 
 
Environmental Engagement 
Stage One Learning Objective: Value the importance of external inputs 
 
 

Learner Context: Adoption and Impact (Outcomes) 
Goal:  Ensures that the innovation process gains momentum and delivers the 
 expected and sometimes serendipitous results to all stakeholders. 

 
  Perspective 

Stage One Learning Objective: Incorporate diverse perspectives to promote 
acceptance for a concept or idea 
 
Leadership 
Stage One Learning Objective: Influence others to accomplish an objective 
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Transformation 
Stage One Learning Objective: Move an idea or concept into purposeful 
action 
 
Validation 
Stage One Learning Objective: Confirm the adoption of the concept or idea 
 
Sustainability 
Stage One Learning Objective: Demonstrate ongoing viability of the concept 
or idea 

 

Curriculum Delivery 
 
This Innovation Curriculum can be used in conjunction with college courses, as part of a 
degree or certificate program, or as an employer-directed training class. Entry into and 
movement between activities is flexible and learners can explore activities in small groups, at 
an employee seminar or at an individual pace. 
 
We recommend that instruction be held in a facilitated environment.  
 
We also recommend that any independent learner, not able to engage in group environment, 
pay a nominal subscription fee to engage an existing facilitator from one of the participating 
institutions to assist with customizing his/her learning pathway, and provide feedback and 
assessment. 
 

 
This curriculum contains a hybrid of 
individual online and offline activities, and 
instructor-led group activities, allowing the 
curriculum to function as a customizable 
collection of practices based on 
individualized learning pathways. We are 
utilizing up-to-date reusable learning object 
concepts for the majority of the Stage One 
instruction.  The practices within each 
Learning Context can potentially be viewed 
as individual training opportunities to 
augment the skills and understanding of an 
individual or team.  In addition, the practices 
can be used in conjunction with other 
previously developed training or certification 
programs to reinforce key topics or 
workplace scenarios.   
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Flash Tutorial - Learning Object Template Training  

As a final liaison assignment for the Innovation Curriculum project, we asked each of the 23 
schools/participants learn to create a rudimentary learning object using the ñflash format.ò 
The purpose of the assignment was to give each college the ability to create additional 
material for the modules based on their local needs and to share these objects with the rest 
of the participating schools. They were given the option to add a learning object to any of the 
3 beta test modules.  

Kay Chitwood and her team from Fox Valley Technical College developed easy-to-use 
templates that the Liaisons could use to create their learning objects. To learn to use the 
objects, Kay developed a tutorial lasting approximately 30 minutes and uploaded it to the 
project website under Liaison Assessment Discussions on January 14, 2008. Liaisons were 
provided with a Go To meeting session to answer questions for the assignment on Friday 
January 18

th
. This meeting was recorded and added to the project website site for those that 

could not attend.  

Beta Testing Summary 
 
The beta testing experience began at a conference in Grand Rapids, Michigan on 
September 13 &14, 2007.  The 23 CQIN liaisons and their CEO/President or representative 
were all in attendance.  
 
At the dinner on September 13

th
, the first prototype was unveiled and the Synthesis video 

was previewed.  On the following day, CQIN presidents focused on designing an ongoing 
business plan. The liaisons met for a day of ñTrain the Trainerò with the goal of each school 
conducting beta testing in their respective markets.  During this meeting, the Synthesis 
module and the projectôs learning environment (Website/Moodle database) were unveiled 
and experienced.  The meeting consisted of large group discussions, demonstrations and 
small group experiential sessions.  The day concluded with a question and answer period 
with the instructional designers. 
 
Deployment strategies were then discussed.  The liaisons were asked to test at least 100 
people in their regions and to target 4 groups with the testing.  Recommended test 
audiences included: displaced workers, existing/incumbent workers, students from the 
community colleges and instructor/workforce trainers from their colleges.  Strategies for 
engaging the workforce in the liaisonsô regions were also brainstormed as well.   
 
Beyond this initial module, the production/planning schedule for the next two prototypes 
were shared: Iteration was to be released on November 10

th
 and Self Reflection on January 

10
th
.  All testing was to be completed by the beginning of February 2008 (date later extended 

to March 1, 2008).  Each liaison had the choice to test any or all of the 3 modules with 100 
participants. 
 
At the release of both the Iteration and Self Reflection modules, a Go To virtual conference 
call was created to preview the new modules.  Throughout the entire 6 months of beta 
testing, the Associate Project Coordinator was in charge of overseeing liaison testing and 
was available to answer any questions or difficulties with the process.  
 
Several liaisons created breakfast and luncheons to invite leaders of workforce training 
organizations to their schools to introduce the pilot program.   
 
Companies involved in the testing included manufacturing, healthcare, government, 
education, printing, insurance and small businesses.  Most of the testing occurred in 
workshops at the individual colleges or on line after a small introductory meeting at a 
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college.  Some liaisons worked with their colleges Continuing Education departments to 
recruit outside businesses. Other liaisons had difficulty engaging the workforce community 
and decided to test the Innovation Curriculum in-house with students and faculty.  
 

Gathering Feedback 
 
Feedback from beta testing was gathered via the projectôs learning environment demo site.  
Each module had built-in feedback journal options and a comments section which allowed 
for differentiated feedback on technical and content issues.   If a school used the projectôs 
official site, the feedback was automatically captured.  
 
Some schools opted to use their own learning management systems (like Blackboard) in 
place of the project site.  The feedback received by those schools had to be manually 
tabulated by the Asst. Project Coordinator to be included into the final feedback report. 
 
User experience feedback was separated into folders organized by module, and then 
specific learning activity.  
 
Additionally, a project summary survey was conducted and analyzed via a Survey Monkey 
tool.  Survey results are provided on the projectôs CD. 
 

Beta Testing Evaluation 
 
Out of the 2300 test subjects that we had anticipated, we had 2059 learners log in and 
participate in the testing.  We had a total of 4530 unique visitors visit the various sections of 
the project website that did not have login access to the learning activities.  The additional 
2,471 unique visitors who viewed the site included people from over 13 countries in Europe, 
Asia and South America.  As of 3/25/08 the website has had over 501,000 hits.  (See the 
accompanying Beta Testing Stats in Appendix D) 
 
In summary, results revealed a high degree of satisfaction for both the content and delivery 
style.  The response to the whole brain learning model was overwhelmingly positive.  We 
were also able to gather very good critical feedback about the ease and use of the technical 
components of the experience as well.  This feedback will be taken into consideration for the 
building of future modules. 
 
Our lead school, Grand Rapids Community College incorporated the 12 learning activities of 
Synthesis into an existing credit curriculum for 5 sections of their marketing and 
management students.   For the capstone field-based assignment, Thinking Outside the 
Lunch Box ï students prepared both written and oral presentations to the professor who 
served as the corporate investor for a new restaurant concept.   Of the 20 student teams that 
participated, each class chose one group as ñwinnerò based on content, creativity, and 
likelihood for success.   
 
Some students were so enthusiastic about the assignment that they created uniforms, 
menus, custom logos and prepared food for their new restaurants.  One group even created 
a 3D model with movable parts to showcase their vision.  
 
The faculty member was extremely pleased about the level of overall performance, and was 
pleasantly surprised by the level of engagement that surpassed all of his expectations.   
Students are anxious to test other learning activities in upcoming modules, as well as excited 
about the opportunity to have their feedback and recommendations incorporated into the 
ongoing design/development.  
 
The excitement from the beta testing has also piqued interest from the private sector 
community in several of the collegesô regions.  Several of the beta testing schools are 
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requesting the completed curriculum so that they can offer the curriculum on their 2009 
schedules. 
 
Participation in this process varied among schools, and only 17 of the CQIN 23 partners did 
conduct some beta testing.  One reason cited for the lack of participation in the final survey 
was current workload and time demands, as well as clear understanding of the 
goals/objectives of the assignment.  
 
General notes for all modules: 

1. Several schools indicated interest and readiness to test more modules.  Two 
schools want to add the curriculum to course schedules for 2009 or as soon as 
possible.  We have strong interest especially from schools in the Northeast to 
develop the curriculum as a whole.  

2. The pre and post assessments need to be different than the one tool used in testing.   
3. The LMS we used ï Moodle - is not the most effective choice as it takes too long for 

dial-up users in rural areas of the country.  Also many users found the site difficult to 
use without the blue underlined hyperlinks (that they are used to seeing) for finding 
the modules. 

4. There needs to be more training for the trainers. 
5. In the current design, the classes/modules work better as an instructor-led class 

than an online, self-paced Internet class. 
6. There needs to be a better way to tie in the concepts of the modules with the 

objects.  A textbook perhaps?  Ending summaries? 
7. A more specific target audience must be decided upon before more objects are built.  

Is it for an 8
th
 grade or college reading level? 

8. The spell check functionality needs to be done within the individual learning objects. 
9. The facilitatorôs guide needs to be made more comprehensive and user friendly. 
10. People were unhappy with the journal capabilities and were not sure if they recorded 

their entries or what happened to their entries once they had saved them. 
11. The look of the website needs to be more sophisticated.  Less animation.   
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Recommendations for the Future 
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The Value of This Curriculum 
 
In reflecting on the importance of this Innovation Curriculum, we have looked at its potential 
value for an array of end users: 
 
Local/Regional Economic Development agencies: Local/Regional economies 
differentiate and promote themselves based on varying levels of innovation literacy, 
improving the employability of the workforce and providing an increasing level of new 
job opportunities. 
 
In the near future, local/regional economies will want to grow their base of successful 
businesses as well as attract new businesses to their respective communities/regions.  
Improving innovation literacy allows local businesses the opportunity to be more successful 
when analyzing business or manufacturing processes, developing new products or services 
for existing/ new markets, and cultivating new business alliances with other innovation 
literate firms.  The newly trained talent pool could create a solid base of innovative 
knowledge workers to attract new projects and business opportunities locally.     
 
Private Sector Companies: Creating a larger pool of people who can help create new 
wealth and propel their companies into the future. 
 
The global economy is pressuring businesses to tap into different markets or identify new 
usersô needs in ways never before imagined.  Innovation literate companies can adapt 
current and create new ways to address new market or user needs.  New wealth creation 
will be possible as well as increased development and proliferation of new intellectual 
capital.  Just as economies look to differentiate themselves from other economies, 
businesses will not only differentiate themselves from the competition, but also create 
unique, sustainable competitive advantages in the marketplace. 
 
Learners and Employees: Better problem solving and visioning skills as well as 
creative tactical skills applicable to projects from concept to reality. 
 
Displaced workers are looking to be retrained and potential workers are seeking skill sets 
and experiences that allow them to obtain meaningful work as well as new job opportunities.  
Acquiring new skills and tools will prove meaningless unless new ways of thinking are used 
in the development and application of the tools to challenging, real-world situations.  The 
acquisition of literacy around innovation improves the marketability of potential workers as 
well as a new skill set that could most likely become the new currency in seeking and 
obtaining new employment.  Existing employees achieve a sense of overall well being, job 
satisfaction, and the fulfillment of being valued by their respective companies.  As learners 
and employees improve their innovation literacy through new thinking and real-world 
application, they will be developing a marketable ñinnovatorôs profileò that could likely 
become the ñnew resumeò of the 21

st
 Centuryôs creative culture. 

 
 

INTER - Stage 1 Product 
 
INTER (Innovative Now Through Education and Retraining) is a customizable foundational 
curriculum that teaches learners how to think more innovatively.  It can be used for both 
credit and non-credit instruction as an entire curriculum, or in smaller chunks: by learner 
context, by module (i.e. Imagination) or by activity. 
 
Benefits to Faculty 

¶ Training on the how toôs ï web-based and online ï modeled for them in the online 
environment. 
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¶ Social networking with other faculty around the world for collaborating, sharing and 
contributing ideas and content. 

¶ Curriculum Resources 
o 23 innovation skills developed in competency-based learning objectives and 

learner outcomes.  
o Suggested classroom activities, learning objects & flexible learning plans. 

 
Benefits to Learners: 

¶ Gain contemporary thinking skills for the 21
st
 Century. 

¶ Engaging, interactive learning environment ï available online ï anywhere, anytime. 

¶ Collaborate and contribute ideas with other online learners worldwide. 
 

Benefits to Corporate Partners ï Business & Industry: 
o The product for current and emerging needs of getting their employees to ñthinkò 

innovatively. 
o Training that can be used in the office or on mobile devices. 
o Highly customizable learning & pricing plans ï pay as you go 

 
Why we know it Works: Impact/Learning from Beta Testing:  
 
Based on feedback from initial beta testing, we know we are on to something great.  Here 
are some quotes from participants:  
 
"The learning exercises were applied to practical experiences. Most of my team thought it 
was helpful and interesting. Many don't have college degrees or training beyond high school, 
but now realize that their ideas and input count.  I have definitely seen a change in how open 
they are to trying new things, or to looking at things differently.  They see innovation as an 
important part of their jobs and critical for the future of manufacturing."  Mark Lindquist, 
CEO, Rapid Line Manufacturing. 
 
ñFirst off I just want to say that this project really opened my eyes to the idea of Synthesis.  
This was a term that I was aware of but it didnôt really mean anything to me until after this 
project.  Synthesis and this project have already made an incredible difference in both my 
life and the way that I view the future. It provided me with the beginning to a solution for what 
I want to do after college.òAaron Kutsche, GRCC Student. 
 
ñLike the folks who participated as learners, I felt that helping design and develop the 
curriculum on innovation caused me to see and do in different ways.  Iôve also become more 
sensitive to and aware of what workplace characteristics relate to ñbeing innovativeò which 
may mean nothing more than avoiding doing things the way weôve always done them, 
seeing how things fit together, taking risks, challenging the norm and self-reflecting.ò 
Patrice M. Hess, Director of Organizational Learning, Illinois Central College. 
 
ñStudents shared with me how much they learned in working on this project. I witnessed the 
students improve their level of learning in various subjects by making new connections and 
exploring new possibilities. I could see substantial improvement in their work on assignments 
and projects. Students were excited that they were participating in research that was cutting-
edge and at an early stage of ground floor development. Innovation is a key skill required of 
todayôs knowledge worker.ò Felix Pereiro, Associate Professor of Marketing, Management, 
Entrepreneurship and International Business. 
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