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This Toolkit is brought to you by Design for Change USA

For Educators



Empathy Warmup

This Toolkit is brought to you by Design for Change USA

The Empathy Warmup serves to center student and community voice, activate students’ 

prior knowledge and connect students to various perspectives about social issues.
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Boost Energy
Thirty Second Dance Party 

1. Instruct students to close their eyes. 

2. Play music. 

3. Instruct students to dance like no one is watching for 30 seconds. 

Skill Focus
Story Exchange 

1. Partner students. 

2. Instruct Partner A to tell a 30 second story about a recent experience.

3. Instruct Partner B to retell Partner A's story in 30 seconds by saying, "I think what I 
    heard you say is..." 

4. Instruct Partner A to clarify or add a detail in 10 seconds.

5. Switch and repeat.

Launch
Choose one or more of the following activities to either boost student energy, focus students around 
the lesson skill or build peer-to-peer connection.

Peer Connection
Seeing Strengths 

1. Instruct students to write down one word that describes a personal strength and      
    thinkof a gesture or motion that represents that strength.

2. Instruct students to form a circle. 

3. Instruct one student to share their strength and gesture or motion.

4. Instruct the whole group to repeat the one word and the gesture. Repeat for all  
    students.
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Facts-Questions-Quotes-Connections
1. Present the issue. Instruct students to identify the issue by writing in the "Issue"                                  
    section. 

2. Instruct students to write down as many facts as they know about the issue in the  
    “Facts” section. 

3. Instruct students to write down questions they have about the issue in the        
    "Questions” section. 

4. Play the podcast, pausing as needed. 

5. Instruct students to record quotes they heard in the “Quotes” section.

6. Instruct students to brainstorm and record connections they are making     
    personally with what was shared in the podcast in the “Connections” section.

7. Refer back to the “Facts” section and ask students to add new facts they learned   
    from the podcast. 

8. Refer back to the “Questions” section and instruct students to annotate the      
    questions they posed before the podcast.  

9. Engage students in discussion.

Activity 
Activate prior knowledge and spark students’ curiosity as they consider a specific social issue.

Closing 
Encourage students to think critically about the way they are describing the social issue.

6-Word Stories
1. Introduce 6-Word Stories.

2. Instruct students to write 6-Word Stories that describe the issue. 

3. Engage students in sharing their 6-Word Stories.



Feel

This Toolkit is brought to you by Design for Change USA

The Feel Stage serves to connect students to a deeper understanding of their and others' 
experiences and analyze an issue for underlying factors.
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Boost Energy
Here We Go! 

1. Instruct students to circle up. Explain that, as a class, you are going to create a         
    collective mission statement.

2. Instruct one student to begin by saying one word. After one word is shared,          
    instruct students to engage in a quick affirmation (i.e. shimming shoulders and         
    saying, “yesssss…” or tapping fingers together and saying, “mhmm…” 

3. The person next in the circle continues by adding one word. 

4. Repeat.

5. When the collective mission statement is complete, instruct students to say, “here       
    we go!”

6. Discuss.

Skill Focus Understanding an issue

Why-Why-Why 

1. Choose or ask students to choose a simple and relevant fact (i.e. “I wear a coat in the  
    winter.” “We eat lunch at school.”). Write the fact on the board. 

3. Ask students to answer the question: “Why?” (i.e. Why do I wear a coat in the winter?)

4. Choose one answer provided and write that answer on the board.

5. Ask students why that answer might be true.

6. Repeat 3-4 times and then discuss the process.

Launch
Choose one or more of the following  icebreakers to either boost student energy, focus students around 
the lesson skill or build peer-to-peer connection.

Peer Connection
How It Started

1.Instruct students to think of one of their hobbies or skills.

2. Partner students. 

3. Instruct each partner to tell the story of how (and/or why) they developed that     
    hobby or skill. 

4. Engage students in sharing. 
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Root Cause Analysis
1. Revisit 6-Word Stories from the Empathy Warmup. 

2. Instruct students to complete the Empathy Sketch (or the Think, Feel, Say, Do grid)   
    by considering what community members shared in the podcast. 

3. Discuss the importance of starting with community members’ experiences. 

4. Introduce the Root Cause Analysis Tree and write the issue (i.e. the topic of the    
    podcast) in the trunk of the tree. 

5. Engage students in sharing points from their Empathy Sketch.

6. Instruct students to write points shared in the “Symptoms” section.

7. Select (and/or add) appropriate questions from the “Symptoms” section                                     
    and instruct students to answer those selected questions in the             
    “Symptoms” section. 

8. Refer back to the “Facts” section and ask students to add new facts they learned     
    from the podcast.  

9. Select (and/or add) appropriate questions from the “Root Cause” section and     
    instruct students to answer those selected questions in the “Root Cause” section. 

10. Discuss.

11. Select a root cause by engaging students in one or more of the following: self-  
      selecting into small groups, voting on one to pursue as a class, discussing to                     
      reach consensus, or debating to decide on one root cause.

Activity 
Engage students in a Root Cause Analysis to further analyze an issue for its underlying factors.

Closing 
Engage students in framing their design question. 

Framing Up
1. Introduce and show the framing question: How might we address          
    ____________________ in a world where ___________________?

2. Instruct students to fill in the framing question by adding the selected root cause      
    in the first space.

3. Instruct students to complete the framing question by adding selected symptoms   
    in the second space.



Imagine

This Toolkit is brought to you by Design for Change USA

The Imagine Stage serves to connect students to their creativity.
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Boost Energy
Yes, Let’s! 

1. Instruct students to write down potential scenarios (i.e. “Let’s pretend we are   
    swimming.”) 

2. Instruct one student to share their scenario. 

3. Instruct all students to respond with “Yes, let’s” and then act out the suggestion. 

4. Continue the cycle. 

Skill Focus Creativity

Of Course It Is… 

1. Present an object (i.e markers, pipe cleaners). 

2. Instruct students to think creatively or use their imagination to consider what this   
    object could be (i.e. a microphone).

3. Instruct one student to share their imaginative description of the item by saying,      
    “This is…” 

4. Instruct all students to respond by saying, “of course it is!”

5. Repeat and, then, discuss.

Peer Connection
Lemonade

1. Circle students up. 

2. Instruct one student to share a small challenge they experienced today or this   
    week (i.e. “I spilled my drink.”) 

3. The next person, then, turns the challenge into a positive (i.e. “And now you have    
    a fun pattern on your sweatshirt.”) They, then, share their small challenge. 

4.  Repeat and, then, discuss.

Launch
Choose one or more of the following  icebreakers to either boost student energy, focus students around 
the lesson skill or build peer-to-peer connection.
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Rapid Brainstorming
1. Refer to and discuss framing question from the Feel stage. 

2. Engage students in a written brainstorm, answering the framing question, “How     
    might we…?” Encourage students to write as many ideas as they can.

3. Engage students in additional brainstorms around the framing question, adding    
    one or more of the following (or any other) lenses: 

4. Engage students in a constraint brainstorm around the framing question based.    
    Below are examples:  

5. Categorize the ideas based on similarity of concept (and feasibility). Clarify, define   
    or replace categories as necessary for student understanding. Below are example   
    categories:
 

6. Select an idea or set of ideas to pursue by engaging students in one or more of   
    the following: self-selecting into small groups, voting on one to pursue as a class,    
    discussing to reach consensus, or debating to decide on one idea or set of ideas. 

7. Instruct students to engage in written reflection about their idea or idea set in one  
    or more of the following ways: 

Activity 
Facilitate rounds of brainstorming that engage students in creative thinking and encourage them to 
consider a variety of perspectives.

a. Advocacy or 
Support b. Awareness c. Education d. Access to 

Resources

e. “Blue Sky” (i.e. 
ideas that are 
not currently 

feasible)

f. “Bandaids” (i.e. 
ideas that do not 

connect to the 
root cause)

a.  How might we… 
if we had unlimited 

money?

b. How might Harry 
Potter…? How might 

[character from 
relevant text]...? 

c. How might we… 
in space? How 
might we… in a 

relevant location?

a.  How might 
we… with no 
technology?

b. How might we… 
with no money? 

c. How might we… 
with limited time?

a.  Pretend to 
describe the idea 

to a younger sibling 
or younger peer.

b. Pretend to 
describe the idea to 
a relevant character 

in a text. 

c. Pretend to 
describe the 

idea to a specific 
community 
member.

d. Pretend to 
describe the idea 
to a school leader 

or community 
leader.
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Closing 
Facilitate reflection in which students consider what might be true if they implement their idea. 

If-Then
1. Instruct students to visualize the idea or idea set considering the question, “What   
    might be true after we implement our idea?” 

2. Instruct students to write or draw their visualization. 

3. Instruct students to write their idea or idea set in the “Idea” section of their                   
    If-Then map. 

4. Instruct students to consider potential results or impact of their idea and write   
    them in the spaces stemming from the “Idea” section of their If-Then map.



Do

This Toolkit is brought to you by Design for Change USA

The Do Stage serves to amplify student agency.
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Boost Energy
Yes, And…

1. Partner students up. 

2. Introduce a relevant theme (i.e. recess, field trip). 

3. Partner A suggests an idea connected to the theme. 

4. Partner B builds on that idea, starting their sentence with, “Yes, and…” 

5. Repeat. 

Launch
Choose one or more of the following  icebreakers to either boost student energy, focus students around 
the lesson skill or build peer-to-peer connection.

Skill Focus Planning

Design It 

1. Choose a short... (as it is)

2. Instruct students to draw the design (or describe in a short essay) and then list all   
    the steps they would take to create their design.

3. Discuss.

Peer Connection
Marvelous Mistakes

1. Instruct students to circle up and count off by threes. 

2. When every student has called out a number one through threee, instruct    
    students to repeat but replace “ones” with claps.

3. Repeat, replacing “ones” with claps and “twos” with snaps.

4. Repeat, replacing “ones” with claps and “twos” with snaps and “threes” with stomps. 

5. Create an affirmation or encouragement to use anytime a student makes a mistake.

5. Repeat, replacing “ones” with claps and “twos” with snaps and “threes” with stomps. 

6. Create an affirmation or encouragement to use anytime a student makes a mistake. 
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Storyboard Plan
1. Refer to and discuss the If-Then Map from the Imagine stage. 

2. Instruct students to consider the idea they selected and list out all of the action   
    steps that might be required. 

3. Engage students in the activity “Oh, Tell Me More” by selecting one student to   
    share one action step listed. Then state, “oh, tell me more” and another student   
    adds detail to the action step shared. Repeat this process a few times.

4. Group similar action items and prioritize the most important steps. 

5. Instruct students to create a storyboard that outlines the most important steps.  

6. Annotate the storyboard using one or more (or any other) of the following       
    annotations:  
 

7. Discuss the annotations.  

8. Engage students in further developing their Action Plan by selecting the first     
    action step and defining on more of the following:  

9. Repeat with selected action steps (or all action steps).  

`

Activity 
Engage students in the process of action planning.

Add a question mark 
(and the question) 
next to any point 

that is still unclear. 

Add a plus sign next 
to any point that 
needs additional 

information. 

Add a star sign next to 
any point that indicates 
a strength or an asset 

in the community. 

Add a triangle 
next to any point 
that may require 

modification.

What to Do: 
Write a simple 

statement of the 
action step. 

By Whom: 
Delegate the action 
step (or parts of the 

action step).  

Alongside Whom: 
Name additional 

individuals that will be 
involved in the action 
step (i.e. community 

members). 

By When: 
Set a date to 
complete the 

With What: 
Name the 

resources that 
will be necessary 
to complete the 

Action Plan. 
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Closing 
Engage students in initial reflection about the changemaking process. 

I Like, I Wish, I Wonder
1. Instruct students to reflect on their Action Plan. 

2. Instruct students to consider parts of their Action Plan they prefer or like and   
    indicate them in the “I Like” section. 

3. Instruct students to consider changes or modifications they would like to make       
    to their Action Plan or the circumstances or context around their Action Plan and      
    indicate them in the “I Wish” section. 

4. Instruct students to consider parts of their Action Plan about which they are still    
    curious and indicate them in the “I Wonder” section. 

5. Discuss each of the sections: I Like, I Wish, and I Wonder. 



Share

This Toolkit is brought to you by Design for Change USA

The Share Stage serves to engage students in reflection around their work and the 
changemaking process, while sharing with others to inspire further action.
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Boost Energy
Telephone

1. Circle students or line students up. 

2. Instruct the one student to think of a word or phrase and whisper the word or   
    phrase in the ear of the student sitting or standing to their left. 

3. Instruct students to continue sharing until the last person in the circle or in the   
    line has heard the word or phrase. 

4. The final student then shares the word or phrase out loud. 

5. Discuss how the word or phrase has changed and how this might relate to the   
    Share stage.

Launch
Choose one or more of the following  icebreakers to either boost student energy, focus students around 
the lesson skill or build peer-to-peer connection.

Skill Focus Telling their story of change

Speed Sharing 

1. Instruct students to write a summary of the work they did during the Design for   
    Change process on a notecard. 

2. Line students up in two lines so that each student is standing in front of (face-to-    
     face with) another student and shoulder-to-shoulder with the students in their line. 

3. Instruct students from Line A to share their reflections and students from Line B       
    to listen. 

4. Switch and repeat. 

5. Once students from Line A and Line B have both shared, instruct students from       
    Line A to take one step to the left, lining up with a new student with whom they       
    can share. (The student at the front of Line A should move to the back of Line A as  
    everyone in Line A shifts to the left.) 

6. Repeat. 

7. Discuss the process, what they shared, what they heard and how their sharing    
    might have changed over time. 
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 Limitless Lessons
1. Revisit one or more of the artifacts from the previous stages. Below are examples:

 2. Consider one or more of the following questions with regards to the artifacts and      
     engage students in written reflection or verbal discussion. 

3. Rewrite the framing question from the Imagine stage (i.e. “How might we…?) into    
    a statement, using the sentence started, “We planned to….” in the “Plan” section. 

4. Instruct students to engage in written reflection about their plan in one or more     
    of the following ways and record their reflection in the “Plan” section:

 

5. Engage students in written reflection (and a discussion) around the following:

6. Instruct students to prepare to share one lesson learned through a written   
    reflection, class or partner or group discussion, poster or an in-class presentation.

Activity 
Engage students in a series of reflections to identify and solidify their lessons learned. 

Peer Connection
Marvelous Mistakes

1. Pass around various images (i.e. those included in the Appendix pg. 36) or small     
    items (i.e. an eraser, a pencil, a paperclip) and instruct students to choose an item. 

2. Instruct students to consider a lesson learned or a reflection from the Design for       
    Change process that connects to or links in some way to their selected image. 

3. Engage students in sharing their reflection. 

a. Facts-
Questions-Quotes-
Connections from 

the Empathy 
Warmup.

b. 6-Word Essay 
from the Empathy 

Warmup.

c. Root Cause 
Analysis from the 

Feel stage.

d. If-Then map 
from the Imagine 

stage.

e. I Wish, I Like, I 
Wonder from the 

Do stage.

a. Pretend to 
describe the plan 

to a younger sibling 
or younger peer.

b. Pretend to 
describe the plan 

to a relevant 
character in a text.

c. Pretend to 
describe the 

plan to a specific 
community 
member.

d. Pretend to 
describe the plan 
to a school leader 

or community 
leader.

a. One or more 
lessons learned 

about yourself in 
the “Self-Reflection” 

section.

b. One or more 
lessons learned 
about the issue 

in the “Issue 
Reflection” section.

c. One or more lessons 
learned about your 

community (and, especially, 
the assets or strengths of 

the community) in the 
“Community Reflection” 

section.

d. One or more 
lessons learned 

about the process 
of making change in 
the “Changemaking 
Reflection” section.

a.  What more do 
we know? What 

have we learned? 
What might we add 

to this artifact? 

b. What changes 
have we observed? 

What changes 
might we make to 

this artifact?

c. What do these 
changes make us 

think?
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Closing 
Encourage students to further consider their action and the changemaking process. 

What’s Next?
1. Engage students in a rapid brainstorming session. Instruct students to consider        
    ideas for next steps and write one idea per post-it note, giving students a set   
    amount of time to write their ideas.

2. Instruct students to share their ideas and post their post-it notes. 

3. Engage students in written reflection or a discussion around one or more of the   
    following: 

     Write these answers on the board. If there are ideas written on post-it notes from the previous step that   
     align, place them next to the question.

4. Instruct students to create an artifact (i.e. written reflection, drawing, storyboard,   
    etc.) to illustrate their response to one of the questions above.

a. What might we 
do next if we had 
unlimited money? 

No money? 

b. What might we 
do next if we had 
unlimited time? 

A limited amount 
of time (i.e. set a 

realistic limit)? 

c. What might we 
do next to engage 
more community 

members? 

d. What might we 
do next to share 
our action with 

more community 
members? A larger 

community?
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