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OKAY, WAIT. CAN SOMEONE PLEASE EXPLAIN AGAIN WHAT THE HECK INNOVATION INSTITUTE EVEN 

IS? WE HEAR YA. “INNO” OR “I2” IS A TWO-YEAR PROGRAM AT PUXI CAMPUS HIGH SCHOOL WHERE 

HALF A STUDENT’S ACADEMIC SCHEDULE REVOLVES AROUND OPEN-ENDED, COMPLEX QUESTIONS ON 

HUMANITY’S MOST PRESSING PROBLEMS. TEACHERS FROM FOUR DIFFERENT DISCIPLINES FUEL PROJECT-

BASED LEARNING AND THE STUDENTS BECOME DEEPLY CRITICAL THINKERS.

T H E  M A K I N G  O F  T H E  I N N O V A T I O N  G A M E
Watching the Innovation Institute teachers figure out how to tell the story of a day in their teaching lives was a fascinating 
social experiment in itself. Would they take up Ascent’s offer to simply collaborate on a basic timeline that would outline their 
average work day? No, no, no. 

A series of group meetings were scheduled, and what ensued there can only be described as a grown-up manifestation of 
the wildly creative, brainstorming, Project-and-Problem-Based explosion of ideas and connections that the Innovation Institute 
program and its students are known for. 

The dynamics of this group revealed a team that knew each other well, seamlessly embracing various learning styles and 
skills, while simultaneously poking fun at funny habits and finishing each other’s sentences. They drew on the walls, changed 
gears a hundred-and-one times, regularly called each other back to the driving question, and refused to settle for anything that 
felt too prescribed. More than anything else, even though no students were watching, it was clear that they were collaborating 
and working and grappling together in the same ways they ask their students to do. And while so many skills and minds caused 
sessions to race from cartoons to Native American mazes to QR code voiceovers, this committed group of educators, in 
examining how to tell their story, found themselves walking a mile in their student’s shoes. 
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Welcome to the game! Project is  
engaging  
but not  

authentic.  
Miss a 
turn.

Wake up at  
3:00 a.m.  

with angst about rigor 
in the curriculum.

Move back one space.

Your team is divided on the 
project. Take a  detour.

Write daily  
schedule on the 

board before  
school starts.

th
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 orig
inal idea. 

Sp
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d 
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ho
ur
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rainstorming,

Yo
u 

ar
e 
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n a planning day. 

Choose a player to m
ove

because you read a great article.

Email teammates while on holiday

forward one.

H
ave a long conversation 

about how we can  

im
prove education. Miss a turn.

Discuss th
rowin

g 
ou

t t
he

 

curriculum becau
se

 it
 w

ou
ld

 b
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easier. Then re
aliz

e yo
u 

ca
n’
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Ke
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thinking of connectio
ns
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Plan  
content-area 

 teaching. 
Choose  

a path to 
follow.

Develop a new driv
ing

Rewrite a rubric. A
gain. 

Spend your one hour 

planning m
eeting trying to 

create a schedule. 

Must roll a 
3 to exit the maze. 

Develop a  
real-world  

driving question 
that is both  
open and  

compelling.

Student re-
quests a lesson 

on a subject  
related to 
 topic that  

is not a  
standard. Move  

forward  
three spaces. 

Skype call an expert; 
students ask  

intelligent questions! 
Move forward 
four spaces. 

Have a really  
great small-group 

conversation  
with students. 

WeChat your  
teaching partners 
at 7:00 a.m. with 
change of plans. 
All players move  

forward one space 
except one player, 

who moves  
back one. 

Schedule an 
assessment for all 

48 students to take 
at the same time. 

Move forward 
three spaces.

Rewrite daily 
schedule to 
accomodate  

teaching partner’s  
last-minute idea.

TANGENT 
TRAP! 

Follow the
path before 

moving forword.

Find a great 
Youtube video.

TANGENT 
TRAP! 

Follow the
path before 

moving forword.

Sick? No need to call 
a sub. Your team has 
your back. Choose 
one player to move 
forward one space. 

Find perfect  
fit in which 

curricula  
overlap. 

Must land  
on this square

in order to
 advance to
LAUNCH.

Give students a great idea  
to improve work; watch 

them ignore your advice and  
do what they want.  

Move forward OR back 
one space.

Watch students use 
collaboration skills to 

solve group  
dynamic problems. 

Parent comes 
in to share 

expert advice 
or feedback. 

Work with another 
teacher to give feedback 

from two different perspec-
tives to a group. Choose one 

player to move forward one space.

Watch students 
discover they 
can do things 
they thought 

were  
impossible. 

Watch as students are 
hightly engaged and work 
independently for hours 

during project time.  All 
players move forward 

one space.

A parent tells 
you that students 
presented better 

than their own 
employees. All 
players move 

forward 
one space. 

See students  
work in ways 

you dont get to in 
other classes.  

Understand them 
better. Build stronger 

relationships.

Spend 5 hours  
grading  
final  

projects as a 
team. 

Move back 
one space.

Interview 
student groups 

and note 
increasing 
complexity 

 in 
 responses. 

Manage to 
send parent 
invitations, 

organize  
hospitality, and  

coordinate  
details for  

final  
presentations on 

time.  

See a crowd 
of smiling, 
engaged  
parents. 

Move
forward 

one space. 

Innovation 
alumni share 

positive 
feedback 
on current 
projects. 

Find no  
furniture in 

your teaching 
space because 

of previous 
meetings. 

Class sits on 
the floor. 

THE INNOVATION GAME

Sac
rifi

 ce lunch, planning & grading

to re
ad articles for other

disc
iplines.Go around

circle again.
   ENGLISH

A
RT

  SCIENCE

Student idea 
changes the 

project. 
Move back 
to the last  

square that  
advances you  
the furthest.

M
ust land here fi rst

to m
ove forw

ard.

If not, go around again.

Identify content-
area standards 

that are “best fit” 
for the project.  
Move forward 
five space.

Spin your 
wheels

until you land 
on green. Now spin 

for yellow.

Mobile walls backfire.
Trapped in classroom 

until you roll a 5.

Rewrite daily 
schedule to 
accomodate 
technology 

needs  
for teaching 

partner.
Move back one 

space.

SOCIAL STUDIES

Take project in a new direction based on

contemporary issue in the new
s.

Move forward two spaces.

Project is
n’t coming together

as planned. Follow the

dotte
d line back to

brainstorming.

Caffeine 
levels low.

Go on a 
coffee run.

Brainstorming 
& Planning

Curriculum 
Design

STAR T 
HERE

LAUNCH

Reflection

Final  

Response

Project  Complete!

Discover a new 
reading that 

could make a 
project better.

Start
 again  

tomorrow.

Realize the  
continuously  

collaborative work  
environment has led  

to strong teacher  
relationships.

Ask yourself, 
“why do we do 
this?” Realize 

you have a 
better answer 

this time. 

Realize you 
are part of 

something that is 
greater than the 
sum of its parts. 

A junior tells 
you he or  

she misses a 
program.

Realize that all 
your hard work 

has led to students 
who are incredibly 
well-prepared for 
a highly complex 

world.

H O W  T O  P L A Y  
Find a die and pick somesmall token that represents you to be your 

game piece.

C H O O S E  A  T E A M  
First gather three friends of varying ages, genders, temperaments, 
and areas of expertise. Make sure they are curious, adaptable, 
passionate about the world, and have work ethics that would make 
a Clydesdale hang its head in shame. Confirm that each has the 
commitment, stamina, patience, and, most importantly, the sense of 
humor to finish the game right by your side. (See note on potential 
length of game.)

START  Everyone rolls a die, highest number starts. Just before 
the person who rolled the highest number advances their token, the 
shortest player needs to shout “I have an idea!” and then plays ‘rock-
paper-scissors’ with the person who rolled the highest number to 

determine who will actually start. 

TURNS  Play continues clockwise.

HOW TO WIN  Complete the track. Together. 

INTERACTIVE  If you roll a 6, you must either tell a personal story or 

make somebody laugh.

D U R A T I O N  
Game play can last anywhere from 20 minutes to several years. Bring 
a snack.

T H I N G S  T O  N O T I C E  
• There are many stages to completing a project. You will notice 
that it starts with the brainstorming/planning stage, followed by the 
curriculum design, launch and implementation, project time, final 
response, and finally, the reflection. 

• You may also notice that the game has many small steps 
back, because there are so many little challenges that can feel 
overwhelming; but the steps forward tend to be large, reflecting some 
of the truly rewarding experiences that come from this style 
of teaching.

• The game board is loosely based on the Innovation Institute space 
and Makerspace, and was designed by an Innovation Institute alumna.
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