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Here are some of the tricks of the trade to help innovation happen in your organization.

 
Master the art of SODOTO: See One, Do One, Teach One. Learning to innovate is like 
learning to speak a new language or to play a musical instrument—you need to do it and first 
fail at it before you can become good at it. Medical students become doctors by shadowing 
older doctors who are experts in their field. Over time, they master their craft and become the 
attending physician themselves, teaching and apprenticing future students. The same is true of 
innovation. Train future leaders in your organization in the art of creativity and growth and then 
those individuals can train the next generation of innovators.

 
Hide inside Trojan horses. This means taking your innovation initiative and hiding it inside a 
larger project already sanctioned by your organization. The rules and regulations of almost all 
organizations work against innovation by eliminating variation. By disguising your innovation 
inside something that your organization already supports, you can get the support necessary 
to make your idea a reality and you will achieve momentum. The goal is to move effortlessly 
through the organization’s bureaucratic walls undetected.
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Fail early, fail often, fail off Broadway. Failure is inevitable. You can use failure to your 
advantage by learning from your mistakes. The key is to fail when it doesn’t count so you can 
revise and get better for when it does count. Launch your innovation projects off Broadway, far 
away from the watchful eye of the ever-present critics. Don’t fail in front of your most important 
clientele. Instead, find your own New Haven or Boston where you can work on getting your 
show right before you open in your most important venue. In the 1960s, there was a musical 
called Camelot. When it opened in Toronto, it was over 7 hours, and people walked out. It then 
moved to Boston and it was over 4 hours, and people walked out. Next, it opened in New 
Haven, and it was over 3 hours, and people still walked out. All along the way, the producers 
made adjustments. When it finally opened in New York, it was 2 hours, and the President of the 
United States loved it so much that he made it the soundtrack to his administration.

 

Show; don’t tell. Give people proof that your idea is possible. Don’t just put it into words—
draw pictures, tell stories, make prototypes, be interactive and hands-on as you feel your way 
to the future. In the stages of its early conception, the iPod was carved out of a bar of soap. 
All the designers were asked to carry it around and interact with it. This is how they discovered 
it wasn’t going to work like a micro-computer. They discovered the size it needed to be and 
came up with the thumb-pad. All of these unique design elements came from the power of the 
prototype. 
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The cavalry isn’t coming. In the old Hollywood western movies, there was usually a moment 
when someone stormed into camp and told the other cowboys that the cavalry wasn’t coming. 
This meant that there were only a few things they could do in the camp: they could run away, 
they could stay and fight, or they could change their strategy and change their behavior. 
Innovation is exactly like this: you can leave, you can decide to fight the system and surely 
lose, or you change the way you act about making innovation happen. You can’t wait for an 
innovation to happen or come to you. That’s not how growth works. You need to take action 
yourself—engage in self-authorizing behavior: show ownership for innovation. Don’t innovate 
for other people—innovate because you see it as crucial to your personal growth.

 

Leave room for the stuff you don’t know now. Since there is no data on the future where 
innovation happens, you need to be open and flexible as you adjust your ideas and initiatives. 
Innovation is about building the bridge as you walk over it.
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1. How will you develop your ability to lead innovation?

2. How will you move your innovation initiatives forward?

3.  How will you make innovation happen in your organization?

• See One, Do One, Teach One
• Apprentice yourself

• Show, don’t tell
• Build prototypes

• Fail off Broadway
• Safely test new ideas

• Cavalry isn’t coming
• Demonstrate ownership
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