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Innovative design is using a new, unique, or unexpected approach in your design process. It doesn’t usually “just happen,” but rather it requires work, perseverance, and thick skin (after all, few innovations are extremely successful on their first attempt). Following are several steps you may wish to explore as you develop learning programs through innovative design.
Begin With a Challenge or Problem
Innovative design is intended to find ways to boost the engagement and effectiveness of a learning solution. 
What’s the challenge or problem that you believe an innovative approach to design will help address?
Brainstorm Possible Solutions
Whether you call it brainstorming, ideation, or simply thinking, the more ideas and possible ways to address a challenge or problem you’re able to generate, the more options you’ll have at your disposal. As Nordgren and Lucas (2021) point out, “prior research has shown that people’s first ideas are rarely their most creative. Coming up with just one breakthrough idea typically requires a lengthy brainstorming process, in which you generate and iterate on a large pool of potential options before finally reaching your most creative idea.” 
If you’re stuck, it can be extremely helpful to talk with a colleague to help kickstart some new ideas. Every example involved more than one person coming up with ideas and possible solutions.
What’s the first idea that comes to mind as you think about a new, unique, or unexpected way to address the challenge or problem?
What are at least two other ideas?
Who else might be able to think of ideas and build on your initial thoughts?
Pick One Idea
Coming up with ideas is the fun part, but narrowing in on one idea and honing it to a workable solution can be a lot of work. This is also where doubts can creep in. Is my idea too basic for extremely experienced professionals? What if the cool feature on the e-learning module breaks? What if we try a learning game in front of a group and it isn’t as well received as we’d hoped? When it comes to applying innovative design, you can’t let perfect be the enemy of good, and you can’t succumb to analysis paralysis. Choose a path, put it together as best as possible, then try it out. That’s the only way you’ll be able to answer any of these questions.
What’s the best idea you’ve come up with? 
Why is that idea the best?
Test Your Idea
(Note that this is ideally done in a low-stakes environment.) Getting your idea out of your own head and putting it in front of other people to use, poke holes in, test, break, or otherwise play with your idea is an important step, and it’s not for the faint of heart. You will get feedback, and that feedback may not always be positive. Ideally, you’ll be able to test your ideas with a small group in a low-pressure situation (such as bringing a few trusted colleagues into a conference room and doing a dry run with them). If you can focus on listening to feedback and avoid being defensive about your choices, the lessons you learn from this test will be invaluable in refining your innovative ideas.
Who is the best audience to give you your initial feedback?
What feedback did they offer? 
How can that feedback help improve your ideas?
Iterate
Don’t assume you’ll have everything right the first time. The reason you test is to find out what doesn’t work, not necessarily to prove that it does work. Having the mindset that changes, revisions, and iterations can make your ideas even better will be something you’ll want to embrace.
What did you learn from your testing and feedback?
What small (or large) changes do you think are necessary based upon your testing and the feedback you received?
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