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Introduction to the Educator Guide 
 
Welcome to the Knowledge to Action Educator Guide! This document was created to support 
World Savvy educators as they guide and support their students through the Knowledge to 
Action design thinking process and in the development of Global Competence. This guide 
includes resources to support the K2A process more generally, but with a particular focus on 
supporting the process with the use of the World Savvy Collaboratory. The K2A Educator 
Guide provides additional background knowledge and directions for each tool within the 
Collaboratory. Additionally, we have included important content resources and pedagogical 
resources to support the design process. We do not have all the resources that exist for this 
work, so please share recommendations- this is a live document that will continue to evolve. 
Additionally, there is a bibliography that recognizes and credits each source.  
 
 
For each K2A phase, the guide highlights - 
 
Purpose: This section provides a brief description of the purpose of that specific Knowledge to 
Action design phase, explaining important ideas and topics within the phase.  
 
Essential Questions: The listed essential questions are what educators will seek to 
understand throughout the phase. 
 
Student Learning Targets: The learning targets are centered on student learning. These 
highlight what we hope students accomplish in this phase. 
 
Global Competence Matrix: These are some of the competencies students will develop in this 
phase. These are the competencies that are highlighted the most in each phase.  
 
Collaboratory Tools:  This is a list of each tool/resource included in the Collaboratory for this 
phase. The list includes the tool name and a description of the tool. 
 
Additional Student Facing Tools: This table contains additional (World Savvy and external) 
student facing resources to support each phase. They are linked here and can be shared or 
printed with/for students. 
 
Additional Classroom Tools: This table is a compilation of different resources that support and 
strengthen each phase for educators and students. Please reach out if you have 
recommendations for this section!  
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Laying the Foundation 
 
Purpose: This phase is about building the foundation for collaborative high quality research and 
equity based approaches to design thinking with students.  

This phase includes resources in the following areas:  

● Organization: Resources to assist students with organization. The resources are 
specifically focused on organizational practices that facilitate synthesis and analysis. 
These resources provide clarity on what information could be important and where it is 
located over the course of their project.  

● Positionality: Resources to begin work around positionality, an important concept to 
explore within the research process. In examining positionality, students reflect on 
power, identity, and their place as a researcher.  

● Collaboration: Resources to help facilitate a classroom space that embraces 
collaboration and teamwork.  

● Equity in design: Resources on conducting the Knowledge to Action design thinking 
process with equity at the focus.  

● Finally, we share protocols that may be helpful within each phase that emphasize 
reflection, collaboration, inclusivity, and equity.  

● Tech Reminder*:  When students use the additional student resource provided in this 
resource, the link creates a copy of the resource.  Students then need to save the tool to 
their drive and share it with educators.  

 
Essential Question: 

● What are quality research sources?  
● What is quality research and what is my role within the research process?  
● How do I organize and plan meaningful systems in my classroom for research, reflection, 

dialog, and collaborative learning?  
● How do we examine identity and power in the design process to ensure equitable 

outcomes?  
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Student Learning Targets: GLOBAL COMPETENCE MATRIX 
 (Behaviors, values & attitudes, and skills) 

● I can input my research sources 
into organizational tools for later 
use and analysis 

● I can identify my positionality as a 
researcher  

● I can make choices and take 
actions that support my team  

● Valuing multiple perspectives 
● Investigates the world by framing 

questions, analyzing and synthesizing 
relevant evidence, and drawing 
reasonable conclusions that lead to 
further enquiry 

● Applies critical, comparative, and 
creative thinking and problem solving  

 

Collaboratory Tools: Explanation: 

● Team Research Folder 
 

The team research folder is designed to be a 
space to compile all sources and citations over 
the course of the project. This tool will be 
helpful when students need to analyze across 
sources. The “resource” column should include 
a link to the article or web address, or the 
citation for a book or other non-digital source. In 
the “description” column of this tool, students 
should provide a brief summary or description 
of the type of source. 

● How We Work This tool is designed to assist students as they 
define and discuss how they will work as a 
group. This could support them in delegating 
roles and making sure all voices are heard 
throughout the process. This tool is designed to 
be a place where notes are recorded based off 
of a wider group discussion on the questions. 

 
 
 

Additional Student 
Resources: 

Explanation: 

● Video:What Is Design 
Thinking? 

This video gives a big picture view of what Design Thinking is 
and why designers use it. The video is created by the 
Stanford d.school. Knowledge 2 Action is modeled after their 
design thinking process.  
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● Timetoast Timelines 
● Timetoast Example 

This is an online tool where students can make a timeline 
with the important events they discover as they research their 
issue and collect data. Students can use this tool to catalog 
important dates and/or as a journal. For example, students 
can add important events they read about during each day of 
inquiry. 

● Live Journal 
● Live Journal Example 

Here, student can keep track of findings, observations and 
data on this livejournal Online.  This tool is similar to a blog 
and can be shared with teachers and teammates.  

● Journal  
 

Students have a lot of information at the end of this project. 
We recommend having a system for students to journal, 
reflect, and catalog their research. This can be an 
established note taking and organizational tool outside of the 
Collaboratory such as (Cornell notes, etc.). The Journal tool 
is a basic journal template and can also be used as a 
reflection tool, formative assessment, or exit ticket in order 
to help assist with assessment practices.  

● K2A Vocabulary 
Posters 

These posters are meant to start conversation in preparation 
for, and throughout, the K2A process. Each word is a core 
idea that is considered and operationalized during the K2A 
process. The posters are a resource for review and reflection 
as students are doing their Knowledge to Action projects. The 
posters are designed to print and be on display in the 
classroom or workspace.  

 
 

Additional Classroom 
Resources: 

Explanation: 

● Lesson Plan: Wading 
through the Web: 
Teaching Internet 
Research Strategies 

● Lesson slides  

“Overview: Because the Internet contains a vast amount of 
information from reliable and unreliable sources, wading 
through all the material could prove to be overwhelming for 
students. Learning to view Internet sites with a critical eye 
will help students become more efficient and effective 
researchers. In this lesson, students hold a class 
discussion about Internet research, including the 
differences between this type of research and traditional 
research and how to cite sources found on the Internet. 
Students view an interactive PowerPoint presentation that 
covers Internet search strategies, features of several 
search engines, and citation of Internet sources. As 
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http://www.timetoast.com/
https://drive.google.com/a/worldsavvy.org/file/d/0B6JMSwlXI7oRZVNBSjlsdS1JcEE/view?usp=sharing
https://www.livejournal.com/
https://drive.google.com/a/worldsavvy.org/file/d/0B6JMSwlXI7oRc09ma3djVkp3eEk/view?usp=sharing
https://docs.google.com/document/d/1T6zte_tRfpm4QZtzt0MGzF2FaMnLcN3nY2WaBnetiK4/copy
http://coe.jmu.edu/learningtoolbox/cornellnotes1.html
https://drive.google.com/open?id=1L36Tigg3PvJPnWcB8gA0Ob0FsG58VKUX
https://drive.google.com/open?id=1L36Tigg3PvJPnWcB8gA0Ob0FsG58VKUX
http://www.readwritethink.org/resources/resource-print.html?id=983
http://www.readwritethink.org/resources/resource-print.html?id=983
http://www.readwritethink.org/resources/resource-print.html?id=983
http://www.readwritethink.org/resources/resource-print.html?id=983
https://docs.google.com/presentation/d/183S2W7Fa0GouF7xLxE7QtdeqbrMEI-ODPU2hF3ZCYd0/edit#slide=id.p1


 

students watch, they conduct activities related to the topics 
introduced in the presentation.” - S. Dennis-Shaw 

● Blog: The Daring 
English Teacher 

This blog post shares ideas for starting a “research paper” 
project in an ELA classroom.  The educator discusses 
important ideas such as teaching the differences between 
reliable and unreliable sources in addition to practices such 
as brainstorming potential search words or phrases.  

● Article: Helping 
Students Become Better 
Online Researchers 

This article provides more context for how to assist 
students to become better internet researchers.  

● Getting Started with 
Design Thinking in the 
Classroom 

This overview is from John Spencer, one of the the authors 
of Launch, a book about facilitating design thinking with 
students. The page provides an overview of design thinking 
in the classroom. 

● Blog: Positionality and 
Identity 

This blog shares the importance of positionality when 
researching. It is not common for researchers to critically 
examine their own lens, which can be damaging to the work 
and its impacts. Positionality is based in identity and 
worldview and can be hard to address in classrooms.  At 
the bottom of blog page the author addresses some 
questions that may be helpful when exploring positionality 
with students.  

● Video: The Danger of a 
Single Story 

Novelist Chimamanda Adichie share her story and voice. 
She warns that if we hear a single story we risk great 
misunderstandings. 

● Article: The Danger of 
the Story of "Both 
Sides" 

Combating “single stories” is no longer as simple as 
including “multiple perspectives” in the classroom. Whose 
stories we share and why should be part of classroom 
discourse. This article explores these ideas, and explicitly 
builds off of the themes in “The Danger of a Single Story.”  

● Article: 5 Strategies to 
Deepen Student 
Collaboration 

In this article, Edutopia shares strategies for educators 
hoping to strengthen and build effective student 
collaboration:  

1. Create learning activities that are complex  
2. Prepare students to be part of a team  
3. Minimize opportunities for free riding  
4. Build in many opportunities for discussion and 

consensus 
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https://www.thedaringenglishteacher.com/2016/03/ResearchPaperWriting1.html
https://www.thedaringenglishteacher.com/2016/03/ResearchPaperWriting1.html
http://www.edudemic.com/students-better-online-researchers/
http://www.edudemic.com/students-better-online-researchers/
http://www.edudemic.com/students-better-online-researchers/
http://www.spencerauthor.com/design-thinking/
http://www.spencerauthor.com/design-thinking/
http://www.spencerauthor.com/design-thinking/
https://weingartenlrc.wordpress.com/2017/01/09/research-writing-whats-your-positionality/
https://weingartenlrc.wordpress.com/2017/01/09/research-writing-whats-your-positionality/
https://www.ted.com/talks/chimamanda_adichie_the_danger_of_a_single_story?language=en
https://www.ted.com/talks/chimamanda_adichie_the_danger_of_a_single_story?language=en
https://www.tolerance.org/magazine/the-danger-of-the-story-of-both-sides
https://www.tolerance.org/magazine/the-danger-of-the-story-of-both-sides
https://www.tolerance.org/magazine/the-danger-of-the-story-of-both-sides
https://www.edutopia.org/article/5-strategies-deepen-student-collaboration-mary-burns
https://www.edutopia.org/article/5-strategies-deepen-student-collaboration-mary-burns
https://www.edutopia.org/article/5-strategies-deepen-student-collaboration-mary-burns


 

5. Focus on strengthening and stretching expertise  

● Article: Children must 
be Taught to 
Collaborate  

This article examines the research behind collaborative 
work in order to build the case for its instruction.  

● Article: P21 Skills for 
Today: What we Know 
about Teaching and 
Assessing Collaboration  

This article shares the crucial skills for collaboration that are 
essential for employees and how to build these skills with 
students.  

● Video: Design Thinking 
Teacher Training (Part 
1)  

● Video: Design Thinking 
Teacher Training (Part 
2) 

This is a two part video that documents middle school 
students going through the design thinking process around 
the issue of safe water access. The videos include teacher 
and student reflections and recommendations and video of 
student work.  

● Article: Racism and 
inequity are products of 
design. They can be 
redesigned.  

This article explores what it means to place equity at the 
center of design thinking frameworks. The article shares 
tools and activities that embrace an equity framework 
throughout the design process.  

● Article: Design 
Education’s Big Gap 

This article examines the power designers carry in the 
design process and makes suggestions on how to shift 
power imbalances. 

● Article: From the 
Technical to the 
Political: Democratizing 
Design Thinking 
(Reflex Design 
Collective)  

Abstract: Design thinking has recently garnered widespread 
recognition across a variety of sectors including education, 
business, and development, in the non-profit, private, and 
public spheres alike. In contrast to some other areas of 
design, advocates of design thinking focus on human 
needs, aka those of the end-user, as a space for increased 
empathy and potential social impact. Innovation of this type 
is then implicitly (and oftentimes explicitly) linked to social 
progress. In this paper, we will explore the ironies around 
the use of design thinking for social impact in its 
contemporary market-friendly iterations. Namely, 
mainstream design thinking methodologies are limited by 
their myopic focus on technological innovation and failure to 
address political power dynamics. After identifying a need 
to reformat design thinking for the social good, we present 
a curricular framework that integrates design thinking with 
social justice to transcend these flaws and address 
complex social problems. 
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https://www.edweek.org/ew/articles/2017/05/17/children-must-be-taught-to-collaborate-studies.html
https://www.edweek.org/ew/articles/2017/05/17/children-must-be-taught-to-collaborate-studies.html
https://www.edweek.org/ew/articles/2017/05/17/children-must-be-taught-to-collaborate-studies.html
http://www.p21.org/component/content/article/36-general/2169-skillsfortodaycollaboration
http://www.p21.org/component/content/article/36-general/2169-skillsfortodaycollaboration
http://www.p21.org/component/content/article/36-general/2169-skillsfortodaycollaboration
http://www.p21.org/component/content/article/36-general/2169-skillsfortodaycollaboration
http://www.p21.org/component/content/article/36-general/2169-skillsfortodaycollaboration
https://www.youtube.com/watch?v=qqM8lf3zfFo&list=PLAD1F87125529A918&index=4&feature=plpp_video
https://www.youtube.com/watch?v=qqM8lf3zfFo&list=PLAD1F87125529A918&index=4&feature=plpp_video
https://www.youtube.com/watch?v=qqM8lf3zfFo&list=PLAD1F87125529A918&index=4&feature=plpp_video
https://www.youtube.com/watch?v=ziADZVyLTqo&t=7s
https://www.youtube.com/watch?v=ziADZVyLTqo&t=7s
https://www.youtube.com/watch?v=ziADZVyLTqo&t=7s
https://medium.com/@multiplyequity/racism-and-inequity-are-products-of-design-they-can-be-redesigned-12188363cc6a
https://medium.com/@multiplyequity/racism-and-inequity-are-products-of-design-they-can-be-redesigned-12188363cc6a
https://medium.com/@multiplyequity/racism-and-inequity-are-products-of-design-they-can-be-redesigned-12188363cc6a
https://medium.com/@multiplyequity/racism-and-inequity-are-products-of-design-they-can-be-redesigned-12188363cc6a
https://medium.com/greater-good-studio/design-educations-big-gap-understanding-the-role-of-power-1ee1756b7f08
https://medium.com/greater-good-studio/design-educations-big-gap-understanding-the-role-of-power-1ee1756b7f08
https://static1.squarespace.com/static/5a8b9933d7bdce4550ab9637/t/5ab41fda6d2a7301c7d760fe/1521754081249/Contested+Cities+Paper.pdf
https://static1.squarespace.com/static/5a8b9933d7bdce4550ab9637/t/5ab41fda6d2a7301c7d760fe/1521754081249/Contested+Cities+Paper.pdf
https://static1.squarespace.com/static/5a8b9933d7bdce4550ab9637/t/5ab41fda6d2a7301c7d760fe/1521754081249/Contested+Cities+Paper.pdf
https://static1.squarespace.com/static/5a8b9933d7bdce4550ab9637/t/5ab41fda6d2a7301c7d760fe/1521754081249/Contested+Cities+Paper.pdf


 

● Article: Before the 
Backlash, Let’s 
Redefine User-Centered 
Design 

This article from the Stanford Social Innovation Review 
examines user-centered design with a new equity focused 
definition.  

● Resource list: An 
Incomplete List of 
Resources for the 
Equity-Centered 
Designer 

A collection of exercises, frameworks, and ideas that serve 
to advance how fields of design think about systems that 
perpetuate oppression.  

● Article: Everyone is 
Biased: How Reboot 
Builds Bias Checks into 
Design Research 

Provides a framework of 3 broad points for designers to 
examine bias:  

1. Understand the background  
2. Uncover bias with local researchers  
3. Clear up assumptions with visual tools  

 
 
 

Protocols: Explanation: 

● Big Paper: Building a Silent 
Conversation  

 

Also known as Big Paper. Students silently write their 
responses to text excerpts posted around the room, 
including posing questions or responding to other 
students. 

● World Cafe World Safe is a large group discussion and dialogue 
methodology based in 5 components: setting, 
welcome and introductions, small group rounds, 
questions, and harvest.  

● Appreciative Listening 
Protocol  

The purpose of this protocol is to share with a partner 
a story that connects you personally to the learning. 
It provides space for listening, asking questions, and 
further thinking.  

● Wagon Wheel Protocol  The purpose of this protocol is to stimulate lots of 
generative thinking in a short time. It also stimulates 
powerful thinking between people and builds a sense 
of common purpose.  
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https://ssir.org/articles/entry/before_the_backlash_lets_redefine_user_centered_design
https://ssir.org/articles/entry/before_the_backlash_lets_redefine_user_centered_design
https://ssir.org/articles/entry/before_the_backlash_lets_redefine_user_centered_design
https://ssir.org/articles/entry/before_the_backlash_lets_redefine_user_centered_design
https://medium.com/equal-space/an-incomplete-list-of-resources-for-the-equity-centered-designer-4f57b410e606
https://medium.com/equal-space/an-incomplete-list-of-resources-for-the-equity-centered-designer-4f57b410e606
https://medium.com/equal-space/an-incomplete-list-of-resources-for-the-equity-centered-designer-4f57b410e606
https://medium.com/equal-space/an-incomplete-list-of-resources-for-the-equity-centered-designer-4f57b410e606
https://medium.com/equal-space/an-incomplete-list-of-resources-for-the-equity-centered-designer-4f57b410e606
https://reboot.org/2017/05/10/everyone-biased-reboot-builds-bias-checks-design-research/
https://reboot.org/2017/05/10/everyone-biased-reboot-builds-bias-checks-design-research/
https://reboot.org/2017/05/10/everyone-biased-reboot-builds-bias-checks-design-research/
https://reboot.org/2017/05/10/everyone-biased-reboot-builds-bias-checks-design-research/
https://www.facinghistory.org/resource-library/teaching-strategies/big-paper-silent-conversation
https://www.facinghistory.org/resource-library/teaching-strategies/big-paper-silent-conversation
http://www.theworldcafe.com/key-concepts-resources/world-cafe-method/
https://drive.google.com/open?id=12uzPSVxZSp48VmOwCQJuxxf9LkahnNP7
https://drive.google.com/open?id=12uzPSVxZSp48VmOwCQJuxxf9LkahnNP7
https://drive.google.com/open?id=1l8l7I5l2GgPELAKYuO5B0AdDcEaVrky1


 

● Concentric Circles Protocol  The purpose of this protocol provides participants 
with a structure to actively engage in discussions 
around short text, questions, opinions, or debates on 
any topic with several different partners.  

● Connect, Extend, Challenge 
Protocol  

This protocol facilitates making connections between 
new ideas and prior knowledge. It also encourages 
students to take stock of ongoing questions, puzzles, 
and difficulties as they reflect on what they are 
learning.  

● Feedback: Constructivist 
Tuning Protocol  

Protocol for students to provide feedback on Student 
Work, Brainstorming Ideas, etc.  

● The Feedback Carousel 
Protocol  

The purpose of the feedback Carousel is to get 
different types of feedback from a large number of 
people in a relatively short period of time. We have 
found the carousel to be particularly effective for 
getting feedback on a plan for work moving forwards.  

● Reflection Protocol This tool supports students in their reflection process 
by aligning their thoughts to specific components 
within their projects. It asks them questions such as 
“What evidence led you to that solution?,” assisting 
them to reflect on why they feel or think the way they 
do.  
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https://drive.google.com/open?id=1iB7XMxiRH46f-qYkkOtUAAsiM2AotzQG
https://drive.google.com/open?id=1fk5RGMsjsI0V5uUTdB0PJVOCzlfhXMiu
https://drive.google.com/open?id=1fk5RGMsjsI0V5uUTdB0PJVOCzlfhXMiu
https://drive.google.com/open?id=1JlT5gJwfUZrD82Mr2fhU2DtSTOwisyy1
https://drive.google.com/open?id=1JlT5gJwfUZrD82Mr2fhU2DtSTOwisyy1
https://drive.google.com/open?id=19yx0GELPC9oPY-Nz1no6IOHRyQrneZ3e
https://drive.google.com/open?id=19yx0GELPC9oPY-Nz1no6IOHRyQrneZ3e
https://cms.azed.gov/home/GetDocumentFile?id=57e16dceaadebe0a58dbe3cb


 

 

Choose An Issue  
 
Purpose: The purpose of this phase is for students to be generative and explore ideas. 
Students should examine what they are most passionate about in order to determine a topic to 
focus on for their project. Often, students do this independently first and then share out. When 
students share their ideas with other students, they build off and expand each others’ thoughts, 
which can create more robust ideas.  Collaborative student groups form through mutual passion 
and interest. There are different approaches to the process of choosing an issue from a broad 
global challenge and grouping student teams. We recommend each educator determine the 
most effective approach for their students. Here are a few approaches we have observed and 
recommend:  

1. Provide students with 4-6 World Savvy case studies that connect to a common theme or 
idea as a way for students to broadly examine issues. From there, students generate 
ideas within that case study set and narrow to a specific topic.  

2. Focus on one case study as a class and each student group examines a different focus 
within that case study.  

3. The SDG’s can be used as a starting point in generating ideas and passion. Students 
can examine this resource as a way to identify what topic they want to focus on.  

4. Choose topic or focus areas options based on previous unit content. 

 
Essential Questions: 

● What are my students most passionate about and how do I assist students to be 
generative with these ideas? 

● What drives my students’ learning?  
● What do students want to know more about?  
● How do I support students to examine global issues and identify connections to the 

challenges they face or their communities face?  
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http://www.worldsavvy.org/case-studies/#
https://sustainabledevelopment.un.org/sdgs


 

Student Learning Targets: GLOBAL COMPETENCE MATRIX 
 (Behaviors, values & attitudes, and 

skills) 

● I can determine the global issues or 
challenges I am most passionate 
about.  

● I can make connections with and 
between my teammates’ ideas. 

● I can work with my team to choose a 
global issue to focus on that the whole 
group is invested in solving. 

● I can identify relevant information to my 
chosen issue. 

● I can identify historical events that have 
had consequences for my issue area. 

● I can identify policies that have 
influenced the issue.  

● I can identify different sides of the 
argument or problem. 

● Desire to engage with others 
● Openness to new opportunities, 

ideas, and ways of thinking 
● Approaches thinking and problem 

solving collaboratively 
● Shares knowledge and encourages 

discourse  
● Listens actively and engages in 

inclusive dialogue 
● Reflection on context and meaning 

of our lives in relationship to 
something bigger 

 

Collaboratory Tool: Explanation:  

● Issue Brainstorm Issue brainstorm is meant to be a tool where students reflect 
on global issues they are most interested in. This tool is a 
place where teams record ideas from a team brainstorm. It is 
best used after an independant brainstorm to ensure all 
students have an opportunity to consider their own voice on 
topics to study. Some boxes include prompts that teams can 
use to get them thinking in different ways.  

● Issue Decision 
Chart  

The Issue Decision Chart is meant to be a place to record 
notes from a team discussion on 4 “top” ideas from their team 
brainstorm. Here students begin to discuss why they are 
passionate about the topics, what’s challenging, what would 
motivate them, etc. They begin to determine how the issues 
are both global and local. Teams will use the reflections 
documented in this chart to decide which topic they will pursue 
as a team. To do this, they must discuss how to balance and 
consider each criteria. Students and teams may need 
additional scaffolding to decide on a final topic.  

● Our Issue Our Issue is a tool for teams to fully define the issue they have 
chosen to study. This tool helps students collaboratively 
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determine what they already know about the issue- building 
their foundation for the topic. Students should be encouraged 
to include personal experiences and perspectives here, as this 
is meant to be part of building an assets based teaching and 
learning approach. From there, they can determine what they 
“wonder” about the issue and see where their teammates’ 
interests and motivations for this topic lie. Finally, they start 
making connections to how they as individuals connect to this 
issue, which could influence the direction of the study. This is a 
good place for students to reflect on the identity and 
positionality work they did during the foundation phase. This 
tool can be used as a reflection tool and formative 
assessment for educators to inform the upcoming class 
sessions. 

● Know, Wonder, 
Connect 

The Know Wonder Connect tool is meant to be a tool that 
students can return to throughout the project to document new 
learnings, inquiries, and questions. This document should 
change over time and will be important for students to see their 
growth throughout the project. This can be done as a team or 
independently (students can label their notes with their name 
and share them out to the team). There are several prompts 
throughout the Collaboratory for students to return to this tool. 
This tool can be used alongside the Our Issue tool for 
formative assessments.  

 
 
 

Additional Classroom 
Resources: 

Explanation: 

● World Savvy Case 
Studies 

Case studies are tools included in World Savvy’s 
Educational Approach. Each case study frames global 
issues through a specific case and includes a set of 
resources to launch student exploration. Case studies aim 
to reveal the complexity of the issue.  

● Sustainable 
Development Goals  

The Sustainable Development Goals were developed by 
the United Nations and are used as a blueprint to achieve a 
better and more sustainable future for all. They address the 
global challenges we face including those related to 
poverty, inequality, climate, environmental degradation, 
prosperity, and peace and justice. The Goals interconnect, 
and in order to leave no one behind, it is important that we 
achieve each Goal and target by 2030. These issues can 
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be used with students to determine passion and interest, 
and also examine need.  

● Independent Brainstorm 
Tool 

This resource is designed to provide students a space to 
be reflective on what topics and issues interest them 
personally.  It’s a place from which students can move into 
the Issue Brainstorm (p. x) where they work collaboratively 
on brainstorming these issues.  It encourages all voices to 
be shared.  

● Website: The World's 
Largest Lesson 

The World's Largest Lesson introduces the Sustainable 
Development Goals to children and young people 
everywhere and unites them in action. 

● Breaking Barriers 
Overview 

The current World Savvy Classrooms theme is Breaking 
Barriers. This overview goes deeper into the theme and 
includes a set of potential essential questions.  

● Reflective Practice: 
Positionality  

It is critical that students to consider how they are 
positioned within the issues they are passionate about. 
This consideration supports students in examining how 
global issues are not distant, but are local and affecting 
their communities. Below are a few reflective questions that 
can be used in a free write to help students examine the 
way they are positioned within their issue. How students 
are positioned could impact the way they think about 
solutions or who they call on as stakeholders in the next 
phase.  

1.      What issue(s) are you passionate about? 
2.      Why do you think you’d be a good-fit to solve 

these issues? 
3.      Why would you not be a good fit to solve these 

issues? 
4.      How do you personally connect to the issue? 
5.      What impacts do you face or does your 

community face with this issue? 
6.      How are you “positioned” to help bring change 

to this issue?  
 

● Activity: What are you 
most passionate about?  

Below is a list of breaking barriers themes (and sub 
themes).  For this activity we encourage teachers to read 
each bullet point topic below and allow students to make 
an exhaustive list of all of the sub topics they can think of. 
For example, call out “environment” and allow students to 
write down as many environmental challenges they can 
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think of- (Deforestation, greenhouse gasses, chemical 
run-off from yards, polar cap melting etc.). After each 
theme, allow students to share different sub themes they 
identified as a whole group.  
 
After students finish brainstorming each theme allow them 
to highlight three they are most passionate about (example: 
Environment, human immigration, and global health).  A 
next step could be hosting a “curiosity day” (see below) 
where students can further explore topics and themes of 
their interest!  

● Lesson: Curiosity days
 

With Curiosity days, students are given the opportunity to 
research, wonder, and inquire!  The idea is rather 
straightforward, provide students time to research and 
wonder- go down “rabbit holes” and continue asking further 
questions. At the end of the hour students should be able 
to summarize their day and ask additional questions. 
These days help student think critically but also see critical 
thinking modeled from other students.  
(Spencer, J. & Juliani, A., 2016) 

● Article: A Three Step 
Collaborative Brainstorm 
Process 

This article share tools and tips to assisting educators with 
brainstorming in collaborative groups. The process starts 
with multiple individuals’ ideas and streamlines to a more 
narrow focus of ideas.  

● Tool list: Eight Good 
Mind Mapping and 
Brainstorming tools for 
teachers  

This is a list of web based tools for students that support 
mind mapping and brainstorming collaboratively.  

  
 

Breaking Barriers Themes and Sub Themes 

● Access to Health Care 
● Activism 

○ Art 
○ Protest 
○ Students rights- protesting 

rights in school 
● Agriculture 

○ Migrant workers’ rights 

● Gender 
○ Bathrooms 
○ Gender gap 
○ Bathrooms 

● Global Health 
● Globalism/Internationalism 
● Homelessness 

○ Mental and social barriers 
● Human and Civil Rights 
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○ Farming Monopoly- changing 
market 

● Barriers around Identity 
○ Racism, gender, sexual, age, 

religion, disability/ability 
● Clean Energy 
● Design of Structures around energy 

use 
● Education 

○ Public vs. private vs. charter 
○ Access to Higher Ed. 
○ Racial justice and 

achievement 
● Economics 
● Environment 

○ GMO’s 
○ Monarchs/pollinators 
○ Migration 

● Food 
○ Food and culture- stereotypes 
○ Food deserts 
○ Food sources due to climate 

change 

● Human Development 
● Human Migration 
● Immigration 
● Law Enforcement 
● Mental Health 

○ Global perspectives- culture 
and mental health 

○ Intersections 
● Natural Disasters 

○ Access to recovery 
○ Preparedness 

● Technology Revolution 
○ Job replacement 
○ Human advancement 

● Youth voice in politics 
○ Youth on board, councils- more 

formal structures for youth voice 
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Empathize 
 
Purpose: Empathize (V): Understand and share the feelings of another.  (Merriam-Webster’s collegiate 
dictionary, 2018) 

The purpose of the empathize stage is to identify the people deeply impacted by the issue, the 
stakeholders, and gather their voices and perspectives to inform and shape the process. The 
stakeholders might be students in the classroom, they may be outside of the classroom. The 
design thinking process calls on students to design solutions that reflect the needs and desires 
of those who will be most impacted by the problem and any proposed solutions. This stage is 
critical in ensuring this outcome. In this phase, students will explore the causes and effects of 
the impacts stakeholders experience. Teams will begin to consider and examine what the 
stakeholders feel, think, experience, and understand about the issue. Teams gather both 
spoken and unspoken (physical environment, artifacts, etc.) information in this stage. This 
stakeholder information and data should be at the center of the process moving forward. This 
allows teams to begin to design a solution that is designed for the “right” heart of the 
issue/problem, as identified by stakeholders. To build empathy, students must find ways to 
identify and communicate with key stakeholders, and the tools and resources in this stage are 
designed to support fieldwork as an essential part of K2A research. Additionally, the resources 
support the consideration of one's perspective, lens, and power - a crucial act for researchers 
gathering information from stakeholders.  

 
Essential Questions: 

● How do I facilitate stakeholder identification and engagement with an issue? 
● How do I assist to build students’ ability to empathize generally but also with 

stakeholders? 
● How do I support students in centering stakeholders as sources of knowledge? 
● Who are the most visible or powerful stakeholders? Whose voices are going unheard or 

potentially powerless? 
● How do I facilitate dialogue that assists students in acknowledging their own positionality 

and power as individuals, as researchers, and as changemakers?  
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Student Learning Targets: GLOBAL COMPETENCE MATRIX 
 (Behaviors, values & attitudes, and skills) 

● I can identify multiple 
perspectives and 
stakeholders in an issue 
that will provide array of 
data. 

● I can identify stakeholders 
affected by the issue and 
center their knowledge and 
perspectives. 

● Openness to new opportunities, ideas, and 
ways of thinking 

● Desire to engage with others 
● Valuing multiple perspectives 
● Listens actively and engages in inclusive 

dialogue 
● Shares knowledge and encourages discourse  

 

Collaboratory Tool: Explanation: 

● Video:Design Thinking: 
Empathy 

This is a video from the Academy for Innovation & 
Entrepreneurship at UMN. There are 3 videos in this 
series, and each are linked at the related stage of the 
Collaboratory. The videos follow a team through their 
design process focused on redesigning the on campus 
bike experience at their school to encourage more 
students to bike. In this first video (13 minutes), the 
students discuss the importance of the empathize stage, 
the mindset to get in to interview, how to prepare to 
interview, and shows them going around campus to 
interview different stakeholders.  

● Empathize reflection This reflection prompt is meant to start off the phase by 
considering its importance. The Empathize stage is 
identified as the most important stage in the design 
process by many and this prompt challenges teams to 
consider why this may be. This reflection prompt should 
be supported with additional work as a class, discussing 
the necessity of this stage.  

● Stakeholders This tool is designed to assist teams in identifying both 
stakeholder “groups” in their issue as well as specific 
individuals in each stakeholder group that they can 
reach out to. In the circles, there are 5 different broad 
stakeholder categories (economic, health & safety, 
knowledge & opportunity, political & legal, and 
environmental) to get teams thinking about different 
types of stakeholder groups connected to the issue.  
Encourage students to think of stakeholder groups for 
each category, as well as multiple groups within each 
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category. Identifying a diversity of stakeholders reveals 
multiple perspectives and the complexity of the issue. 
The question prompts in each category challenge 
students to consider stakeholders that are impacted by 
the issue and in different ways and have different types 
of power within the issue. For example, economic 
stakeholders within the issue of income inequality are 
not just people with lower or higher incomes, but also 
corporations that set wages and control employment 
opportunities for many.  

● Fieldwork  This table is used to record what students learn from the 
people impacted by the issue. Students should record 
notes from fieldwork in this chart.  
 
Stakeholder: Here teams should record the 
stakeholders name or title and their stakeholder group 
(as identified in the Stakeholder chart).  
Power: The first question here links to a power graph 
that visually illustrates how power and impact may be 
distributed among stakeholders in an issue. The graph 
includes a description and prompting questions for 
students to consider how not all stakeholders have 
equal voice or power in an issue and are not equally 
impacted by an issue. The second question prompts 
student to share the graph with the stakeholder so they 
can identify their power and impact from their own 
perspective.  
Say: This is a place for students to record key quotes 
from interviews or other field work they do. Students 
could also post a link to an audio or video file from an 
interview. Students should record exact quotes here, 
working to maintain the stakeholder’s voice. 
Do: Here, students can record examples of actions 
stakeholders are taking in response to or to contribute to 
the issue. This may include seemingly contradictory 
actions, which is okay. For example, if students 
interview a food desert resident, the resident may share 
that they have asked for more healthy options at their 
local market, but do not buy the fruit and vegetables that 
are currently sold there. Further questioning may reveal 
that the produce available is low quality and too 
expensive.  

● Stakeholders reflection Reflection is a key part of this design process. This tool 
assists students in zooming back out on what they just 
learned as a group. First, students return to Know 
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Wonder Connect. With this reflection students can make 
connection to what they already knew and also make 
connections with information they newly discovered. 
Then, students take the time to consider power among 
the stakeholders. They can look back at the power 
column in the Fieldwork tool and the at the “consider” 
questions from power graph.  

● Power Graph Many global issues persist due to an unequal balance of 
power among stakeholders to influence the issue. Often, 
this power imbalance connects to historical imbalances 
and inequalities. 
This graph can help students visually consider where 
power is distributed within the issue and how that power 
relates to the impact the issue has on different 
stakeholders. The page also includes questions to 
consider, which prompt students to consider the 
inherent power all stakeholders have and how power 
can be shifted.  

 

 

Additional Student Facing Tools: Explanation: 

● Fieldwork Plan: Data 
Sources  

This tool is to assist teams in planning their research. 
What methods/sources will they use to gather 
information and why? It helps students be more 
strategic on what information they are hoping to gather 
and whether or not their sources will assist them in 
gathering that information.  

● Field work Plan: Interviews This tool helps students brainstorm which perspectives 
they are interested in gathering and why. It is built in 
order to have them think about what they may hear from 
each interviewee in order to gather a wide range of 
voices on the issue.  

● Field Work Notes Researching and building empathy is not only about the 
words that are spoken. It is also about what is unspoken 
or what people experience. This tools allows students to 
make direct observations about the topic they are 
studying. For example, walking in two grocery stores in 
different geographical locations may give you very 
different observational notes. What can you begin to 
gather from the information you observe?  
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● Email Template   Use this tool is to assist students in writing a draft email 
to request information or an interview with a 
stakeholder.  

● Interview Questions This is a tool to assist students in drafting interview 
questions and a space they can receive feedback from 
their team, peers, and teachers.  

● Empathy Map This tool provides another way to map out and record 
information from stakeholders in 4 categories: say, do 
think, and feel. Students are then asked to take this 
information and identify stakeholder needs and insights.  

● Build Empathy with Global 
Stakeholders 

Building empathy with stakeholders globally is 
challenging due the access to interact and engage with 
them. It is important to be careful to not be solving 
challenges “for” groups of people but “alongside” them 
and “with” them.  Here are some ideas of ways you can 
encourage students to gather information and build 
empathy with global populations when they do not have 
opportunities for face-to-face interactions with these 
stakeholders.  

 

Additional Classroom 
Resources: 

Explanation: 

● Method: Interview to Build 
Empathy 

A method sheet from the Stanford d.school with tips to 
build empathy while interviewing.  

● Resource page: Tips to 
Build empathy with global 
stakeholders  

This resource provides tips to build empathy with 
stakeholders and a list of online resources with stories 
from around the world.  

● Method: User Camera Study 
Guide 

This Stanford d. School method shares how to use a 
camera to learn about stakeholders.  

● Video: How to Interview 
● Video: How NOT to 

Interview 

These d. School videos demonstrate and provides 
instructions on how to interview and how not to 
interview.  

● Guide: Strategies for 
Qualitative Interviews 

This guide is filled with strategies for qualitative 
Interviews. Sections include: strategies, guidelines for 
developing interview questions, and a step-be-step 
guide to writing interview questions. 
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● Lesson: Collaborator’s 
Guide: Empathy (p. 18)

 

In this 45 minute lesson from the World Savvy 
Collaborator’s Guide, students will understand 5 
elements of empathizing:  
1. Watch and Listen 
2. Remember 
3. Imagine 
4. Ask 
5. Show you care 

● Lesson: Collaborators 
Guide: Look at the World (p. 
21)  

This 30 minute lesson from the World Savvy 
Collaborator’s Guide helps students understand 
perspective. Students will consider how different 
variables impact one perspective on the world (i.e. 
Geographic location, socio-economic status, 
experience, etc.).  

● Lesson: Collaborators 
Guide: Silent Maze (p. 23)  

In this 40 minute lesson, students participate in a maze 
activity and discuss different variables that impact the 
game and lives.  The discussion includes advantages, 
barriers, and critical thinking around who/what defines 
success in life.  

● Lesson: Collaborators 
Guide: Examine Voice (p. 
25)  

In this 2-5 hour lesson, students will examine their 
state’s tourism website and determine its relevance to 
their lives. Is what is represented on the website a true 
account from their perspective of the state? They will 
make an alternative tourism campaign or their own 
campaign that include voices that are left out of the 
current website.  

● Video:Voices of Tomorrow - 
Empathy  

This video is part of a project called "Voices of 
Tomorrow". It provides an angle for classrooms to enter 
into conversations about diversity, inclusion, student 
engagement and achievement. 

● Toolkit:Promoting Empathy 
in Schools 

This toolkit shares resources and tools for building 
empathy in classrooms and schools. This toolkit 
explores what empathy is, why empathy is important 
and also lesson plans on how to build empathy with 
your students.  

● Article: Understanding the 
Role of Power 

This article examines power dynamics within the design 
process.  
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● Lesson:Collaborators Guide: 
What would you do? (p. 13)  

This 15+ minute lesson provides several “What would 
you do?” scenarios and responses for class discussion. 
This lesson is not explicitly focused necessarily on 
power, but power dynamics within the situation can be 
added and discussed. For example, who has power in 
this situation? How do the different responses disperse 
or displace power differently?  

● Activities: Power Dynamics 
Activities 

This webpage provides numerous resources and lesson 
plans that study power dynamics. (Defining power 
concepts and examining causes and impacts).  

● Diversity Toolkit: A Guide for 
discussing Identity, Power 
and Privilege  

“This toolkit is meant for anyone who feels there is a 
lack of productive discourse around issues of diversity 
and the role of identity in social relationships, both on a 
micro (individual) and macro (communal) level. Perhaps 
you are a teacher, youth group facilitator, student affairs 
personnel or manage a team that works with an 
underserved population. Training of this kind can 
provide historical context about the politics of identity 
and the dynamics of power and privilege or help build 
greater self-awareness.” 
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Define 
 
Purpose:  The Define stage follows the Empathize stage, where students Emphasized with 
stakeholders.They have gone out and captured data through interviews and research, and next 
students will use this data to examine the interconnections and complexities of their issue. To 
do this, students need to review, analyze, and synthesize their data. Often this analysis or 
synthesis consists of identifying patterns or themes across the data. Students will examine all 
their data to determine key findings and also identify where data sources deviate from one 
another. Which sources leave some themes out and why? This is a messy process- and will 
continue to evolve. From the large amount of data and themes, teams will identify a more 
focused area within their issue to continue with and develop several “How Might We?” 
questions. Each team will choose one HMW as their final design question that will frame the rest 
of their project.  

 
Essential Question: 

● How do I support students to deeply reflect on all their data? 
● How do I support students in analyzing across sources to identify key themes? 
● How do I support students in writing a specific “how might we..” and “problem statement” 

in order to focus the research projects? 
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Student Learning Targets: GLOBAL COMPETENCE MATRIX 
 (Behaviors, values & attitudes, and 

skills)  

● I can identify the full scope of our 
chosen issue. 

● I can examine and understand 
interconnections between multiple root 
causes. 

● I can identify the “right” problem to work 
on that is identified by, and aligned to, 
stakeholders and their needs.  

● I can build and connect separate 
pieces of information into larger more 
coherent patterns/comprehensive 
understanding (Synthesis) 

● I can break down or dissect information 
into its component parts in order to 
detect relationship among the parts  

●  Applies critical, comparative and 
creative thinking and problem 
solving 

● Drawing reasonable conclusions 
that lead to further enquiry. 

● Analyzing and synthesizing relevant 
evidence. 

● Draw reasonable conclusions that 
lead to more questioning and inquiry  

 

 

Collaboratory Tools: Explanation: 

● Video: Design 
Thinking: Define 

This video is the second in the series and continues with the 
example of the team working on campus biking (see 
empathize for part 1). This video includes an introduction to 
this phase which explains important concepts to keep in 
mind as you synthesize, analyze, and narrow to one’s 
problem statement and How might we… 
(Time 7:20)  

● Synthesize In this tool, students review all their data from their research, 
including fieldwork. Students identify key ideas, quotes, 
events, opinions, and reflections in section 1. Then, in 
section 2,  they look across all of these data points in order 
to identify major thematic focus areas. In section 3, teams 
discuss these focus areas in order to identify 1 final focus 
area to work on. 
  
Through this process, teams should keep the question, 
“What is truly at the heart of this issue for the stakeholders?” 
at the center of their work. The goal of this tool is for teams 
to identify one smaller part, or focus area, of their larger 
issue to work with through the rest of the K2A process. This 
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ensures teams are focusing on the issue in a way that truly 
impacts stakeholders and makes the larger issue more 
manageable and tangible when developing solutions.  

● Problem tree The problem tree tool is designed to dig deeper into the final 
focus area identified in the SYNTHESIZE tool. This tool 
assists students to zero in on the specific effects and causes 
of this focus area.  
For example, if the issue is food desserts and the team 
chose transportation for their focus area, they would use the 
problem tree to explore the causes and effects of this 
particular part of the larger issue. They may identify causes 
as expensive bus passes, discriminatory city planning, lack 
of investment in certain communities, low income families 
cannot afford cars, etc. Some effects would include people 
getting food at corner stores instead of grocery stores, 
people don’t have time to take transportation to healthier 
food, and cost of transportation raises food prices.  

● How might we... Students will examine a few of the causes from the problem 
tree and draft multiple “how might we..” design questions. 
This helps students to think about different perspectives 
within their issues. This is also a generative exercise that 
helps student capture all the different stakeholders, 
locations, and actions involved in any given issue. The tool 
includes a link to a page further outlining the parts of a HMW 
and an example. The goal of this tool is for students to have 
several possible design questions for their project that are 
based on root causes of the issue.  

● Problem Statement 
and Design Question 

Here, teams document their “problem statement.” A problem 
statement clearly articulates the specific problem the team is 
working to solve. Students should turn their focus area from 
section 3 of SYNTHESIZE in to a statement of a problem to 
create their problem statement. In the design question 
section, teams are given several discussion prompts to help 
them find the “right fit” HMW question for their project. They 
will write this final HMW “design question” here and refer 
back to this page throughout the rest of the process.  

 

Additional Resources: Explanation: 

● Pineapple reflection This tool is designed to help students reflect on their 
observations. A pineapple feels, tastes and looks different 
on the exterior than it does on the interior. The goal of this 
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reflection is to assist students to dig deeper, past the 
external and surface level observations, and examine what 
is truly at the heart of their issue. . 

● Fishbone diagram Root cause analysis is a process that assists in identifying 
underlying factors or causes of an issue. Understanding the 
contributing factors or causes of an issue can help develop 
actions that address it. A fishbone diagram is a visual way to 
look at cause and effect. It is a more structured approach 
than some other tools available for brainstorming causes of 
a problem. The problem or effect is displayed at the head or 
mouth of the fish. Possible contributing causes are listed on 
the smaller “bones” under various cause categories. A 
fishbone diagram can be helpful in identifying possible 
causes for a problem that might not otherwise be considered 
by directing the team to look at the categories and think of 
alternative causes. From these details, teams can begin to 
identify what their focus areas should be.  

● Criteria for success  One brainstorming activity is to determine what is mandatory 
within a team’s solution in order for it to truly solve the 
problem. By working to identify these mandatory criteria, 
students begin to think about what the other elements of the 
problem or issue are as well. Students can also think about 
what would not fix this problem, sometimes thinking about 
these elements help student to generate other important 
components. These criteria will help students focus and 
check their solutions later in the process to determine if they 
are truly solving the problem.  

 

Additional Classroom 
Resources: 

Explanation: 

● Model: Model for 
Design Thinking 

Adapted double diamond model that illustrates the entirety 
of the design thinking process. This model of the define 
stage includes insights, themes, areas of opportunity, and 
how-might-we questions.  

● Method: “How Might 
We” Questions 

A one page resource from the d.Schoo’s guide. This 
includes creative prompts to brainstorm several types of 
HMWs.  

● Guide: “How Might We” 
questions guide”  

This is a three page overview guide from the Interactive 
Design Foundation. The guide includes explanations of what 
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HMW questions are and some guiding approaches to use 
when creating them.  

● Method: Create Insight 
Statements  

This is an excerpt from IDEO’s design kit. Insight statements 
are often created before HMW questions. Insight statements 
are based off of major themes identified after synthesizing 
all of the collected data and direct the rest of the design 
process. This page outlines the process to create insight 
statements and includes a link to an example of the method 
in action.  

● Article: Define and 
Frame Your Design 
Challenge  

This is a resource from the Interactive Design Foundation. 
The page outlines the major parts of the Define stage and 
gives examples and visuals to illustrate the process. The 
outline also includes steps to create Point of View 
Statements which are similar to Insight Statements and 
often created before HMW questions.  
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Brainstorm 

 
Purpose: Now that teams have narrowed their focus to one specific problem in the Define 
stage, in the Brainstorm phase students will ideate potential solutions to their design question. 
The goal of this stage is to creatively brainstorm or ideate as many probable, radical, and 
potentially even outlandish ideas as possible. Teams combine their understanding of the needs 
of the stakeholders and the scope of the problem to generate ideas to address their issue. 
When participating in the brainstorm process, it is important that each student be open minded 
with all brainstormed ideas and that all teammates participate. After many ideas are 
brainstormed, teams will identify a few “top” ideas. Final ideas to prototype (in the next phase) 
are chosen through criteria based analysis and discussion.  

The Brainstorm stage is the first stage out of 3 that is part of the “cycle” within the K2A process. 
Brainstorm, Prototype, and Test are each stages that are designed to be iterative and their 
success is dependant on repetition, reflection, and revisiting of each. The emphasis of these as 
a cycle centers the experience of a failed idea as a necessary and important part of the design 
process. Throughout this process, students will navigate the complexity of balancing their 
excitement about ideas with the importance of centering the needs of the stakeholders in their 
issue.  

 
Essential Question: 

● How do I build collaborative spaces and learning activities that are generative and 
creative in nature in order to provide students with opportunities to build off each others 
ideas? 

● How do I support students in being open minded, generative, and accepting of all group 
members ideas? 
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Student Learning Targets: GLOBAL COMPETENCE MATRIX 
 (Behaviors, values & attitudes, and 

skills) 

● I can ideate many possible solutions. 
● I can consider a narrowed group of 

ideas within a set of defined criteria.  
● I can identify pros and cons to each 

solution. 
● I can identify ways to integrate two or 

more ideas into one solution. 

● Engage with others 
● Value multiple perspectives 
● Reflection 
● Investigating the world by framing 

questions, analyzing and synthesizing 
relevant evidence, and drawing 
responsible conclusion that lead to 
further enquiry 

● Recognizes, articulates, and applies an 
understanding of different perspectives 

● Listens actively and engages in 
inclusive dialogue 

● Applies critical, comparative, and 
creative thinking 

 

Tool: Explanation: 

● Video: Design Thinking: 
Brainstorm  

This video is the third in the series (see parts 1 & 2 in 
Empathize and Define) and describes the brainstorm 
process and provides strong strategies for students as 
they go through this process. The video also models this 
process and a process to narrow brainstormed ideas. 
(Time 10:52) 

● Solution brainstorm This tool is a space for teams to document brainstormed 
or “ideated” possible solutions. There are also some 
prompts to assist students in thinking of different types of 
ideas.  
Key reminders while brainstorming are to suspend 
judgement and idea analysis or discussion while 
brainstorming in order to welcome all ideas and maintain 
a generative mindset. Generally, brainstorm sessions are 
most generative when students have a space to discuss 
and map out ideas on a large area, like a wipe board.  

● Idea analysis  This chart is designed for students to analyze three of 
their top solutions. It is important to examine a few 
solutions in order identify one solution that best fits the 
problem. The chart helps students reflect on root causes, 
feasibility, sustainability, innovation, and excitement. 
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From this criteria based analysis, students can choose 
one idea (or a combination of ideas) to move forward into 
the prototype phase. This tool builds students openness 
to new opportunities, ideas, and ways of thinking while 
simultaneously engaging with others.  

● Brainstorm reflection   This reflection is a tool for teams to examine the process 
they went through to choose a solution.  They will reflect 
on how they balanced each of the criteria including 
feasibility and sustainability.  

 
 

Additional Student Facing 
Tools: 

Explanation: 

● The perfect solution  This tool supports to remove apprehensions that may be 
limiting the ideas students are brainstorming and leaves 
space to “dream.” Brainstorming is one of the most 
creative parts of the K2A process, and exercises like this 
encourage a creative and innovative mindset.  

● What won’t work  This tool allows students to name and define the 
elements of a solution that will not work. Often when 
students think about what will not work, it sparks them to 
think creatively about what could work.  

● First brainstorm reflection This is a reflection tool that prompts students to reflect 
on the context of the issue within their own lives. They 
are able to examine how this solution addresses global 
challenges and local challenges. If their solution is 
missing one of those, students will potentially catch that 
in this reflection.  

● Idea share out and 
discussion 

This tool allows students to clearly identify and articulate 
all of the pros and cons to any solution. Often when 
students are able to list these, they identify one solution 
that is clearly outweighing the others.  

● Final brainstorm reflection This reflection tool allows students to “zoom out” and 
reflect on the process and how this felt as a learner. It 
prompts teams to consider ideas that perhaps have 
gone by the wayside as they have gone through this 
brainstorm process.  
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● Mind mapping This tool is meant to be a creative process for students 
that analyzes using visual tools. In the first circle, 
students identify as many solutions as they can and 
write or draw these in the circles. In level 2, for each 
solution circle, students write the different parts of the 
solution inside rectangles. From level 2 rectangles, 
students identify which criteria(s) for success it 
addresses. Lastly, students make connections between 
ideas with arrows. Maybe level 2 rectangles will connect 
to multiple level 1 circles!  
The tool is a Google Drawing and is best used on a 
computer in order to move all pieces. The activity can be 
adapted for use on a wipe board or other app. The 
critical element is that students should be able to move 
pieces around once they are added to the map.  

 

Additional Teacher Facing 
Tools: 

Explanation: 

● Warm up activity: Stoke 
Activities

 

Stoke activities are imaginary and active activities the 
support teamwork and collaboration- similar to a warm 
up. This website shares a few different stoking activities 
to support students in warming-up during the brainstorm 
phase.  

● Article: 10 Longtime 
Brainstorming Techniques 
that Still Work 

This article shares a list of 10 common brainstorming 
techniques including “Reverse Storm” and “Mind the 
Gap.”  

● Method: Brainstorm Rules  This includes a list of “rules” for brainstorming from 
IDEO’s design kits. These can be used as a simple way 
to frame and discuss a brainstorming mindset.  

● Blog: 5 Brainstorming 
Exercises for Introverts 

This blog post from IDEO gives 5 activities to facilitate 
group brainstorming in ways that are more comfortable 
for introverts.  
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Prototype  
 
Purpose: The goal of the Prototype phase is to create a quick model of one or more ideas from 
the Brainstorm stage. The goal of making a prototype is to have a way to show stakeholders an 
idea in a tangible way so they can give feedback in the Test stage. The creative and rapid 
process of prototyping allows students to continue to reflect on their prototypes and evolve them 
until they fit the needs of the stakeholders. Students should be encouraged to examine failures 
within their prototypes, as a certain level of failure at this stage is both assumed and a natural 
and productive part of the design process.  

A prototype can be a model, a drawing, a quick video, a presentation, or a piece of art. 
Identifying what medium is best for sharing and testing an idea is part of this process for teams. 
For example, if the brainstormed idea is designing a course on nutrition and healthy eating for 
middle schoolers, a prototype could be the outlining a syllabus for the course. They could take it 
one step further and include objectives for each course day in order to model what the solution 
would truly feel like for students. From this prototype, teams will receive feedback from different 
stakeholders (potentially other teams, peers, health teacher, phy ed teacher, or nutritionist) in 
the Test phase.  

 
Essential Question: 

● How do I facilitate rapid prototyping that ensures students are revisiting and refining their 
models towards a solution with the greatest impact for stakeholders?  

● How do I create opportunities to experience and consider failure as a productive form of 
learning? 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

33 



 

Student Learning Targets: GLOBAL COMPETENCE MATRIX 
 (Behaviors, values & attitudes, and skills) 

● I can create a prototype 
that efficiently and 
effectively shares my idea.  

● I can identify and 
productively utilize 
experiences of failure in 
prototyping. 

● Openness to new opportunities, ideas and ways of 
thinking 

● Desire to engage with others. 
● Synthesizing relevant evidence and drawing 

responsible conclusions. 
● Applies critical, comparative, and creative thinking 

and problem solving. 
● Share knowledge and encourages discourse. 
● Commits to the process of continuous learning and 

reflection. 

 

Collaboratory Tools: Explanation: 

● Video: Design 
Thinking: Prototype  

This is video 4/4 and demonstrates how a team went through 
the prototype and test process. The video introduces 3 types 
of prototypes: the story board, role play, and works-like 
feels-like. The second part of the video illustrates how to test 
prototypes. (prototyping goes to minute 4:06) 

● Prototype 1 This tool is a place for students to document their prototype. 
The prototype should be created outside of the Collaboratory 
and documented in some way here. Students can post a 
description, drawing, photo of, or link to their prototypes in this 
tool. *This should not be limiting- students should be 
encouraged to physically construct something out of posters, 
cardboard, clay, etc. This tool should not get in the way of 
creativity.  

● More prototypes  It is crucial in this step to create more than one prototype. This 
is specifically important for students to not get so stuck on one 
idea that it inhibits them from identifying and thinking outside 
the box for other prototypes. At a minimum, students should 
receive feedback on their first prototype and then go back to 
the drawing board to revise and re-test a second prototype.  
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Additional Tools: Explanation: 

● Tip sheet: How to 
make a prototype  

This is a one pager with a few short notes and photos sharing 
different strategies and materials that can be used to 
prototype.  

● Blog: Five ways rapid 
prototyping helps 
students slow down 

This blog post discusses the importance of rapid prototyping 
and also sheds light on the value that prototyping has for 
students within the design process.  

● Lesson Plan: PBS: 
Design Squad Global 
Lesson Plans  

This lesson plan introduces prototyping and allows students 
to learn more about the importance of materials and 
strengthening materials in order to build structures. This 
lesson is best suited for prototypes of physical material based 
ideas, but can be used as a model of the value of the 
prototyping process more generally.  

Blog: The ins and the outs 
of rapid prototyping 

This blog discusses the value in rapid prototyping- specifically 
what is rapid prototyping and when should it be done. It also 
outlines how to do rapid prototyping effectively. 

Video: Design Thinking 2 
Rapid Prototypes 

This video discusses the importance of rapid prototyping, 
what the objectives are with rapid prototyping, and how to do 
rapid prototyping most effectively. (2 minutes)  

Video: Google 
Entrepreneurs Rapid 
Prototyping Video 
Playlist 

This is a video series that shares 3 main ways Google digital 
product designers prototype. The series includes instructions 
on sketching and paper based prototypes as well as digitally 
based prototypes and how to create them to best share your 
idea for testing. (3 videos, 7-10 minutes each)  

Article: Methods and best 
practices to 
prototyping 

This article shares eight different methods to prototype.  
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Test 

 
Purpose: The purpose of this stage is to receive feedback on prototypes by testing them with 
stakeholders.The stakeholders from the Empathize stage are great resources in the testing 
phase as well. How teams test their prototype will depend on the type of prototype, but all 
testing should be planned out. Teams should identify roles and practice the testing process 
beforehand. The goal of testing is to reveal to what extent the current prototype meets 
stakeholder need and addresses the focused issue. Teams will collect feedback from 
stakeholders including the things they do and do not like about the prototype, how they feel 
about it, and what ideas they may have to improve it.  

Testing is where students may first experience a “failure” in the design process. This is an 
assumed and important part of the process. Brainstorm, Prototype, and Test are part of a cycle, 
and should each be repeated. If students get critical feedback in their test, they tested well, and 
have great information to improve their idea! With this information, students can make design 
improvements in a new prototype or even go back to Brainstorm to think of new ideas.  

 
Essential Question: 

● How do I support critical reflection in the testing process? 
● How do I create opportunities for students to test their prototypes with the stakeholders 

that are affected by the issue?  
 

Student Learning Targets: GLOBAL COMPETENCE MATRIX 
 (Behaviors, values & attitudes, and skills) 

● I can seek feedback from 
stakeholders on my 
prototype. 

● I can test my prototype 
and use the results to 
evaluate and redesign.  

● Desire to engage with others. 
● Adaptability and the ability to be cognitively 

nimble. 
● Selects and applies appropriate tools and 

strategies to communicate and collaborate 
effectively. 

● Is fluent in 21st century digital technology. 
● Approaches thinking and problem solving 

collaboratively. 
● Adopts shared responsibility and takes 

cooperative action. 
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Tool: Explanation: 

● Prototype reflection This reflection tool helps students reflect on what their 
goal was with this prototype and what feedback they 
hope to gain from their stakeholders. This can also be a 
good space for students to plan and outline their testing 
process.  

● Test results  This tool asks students to share the specific feedback 
they were given from their stakeholders. This is where 
they will document feedback gathered from test sessions. 
The tool centers the voices and opinions of the 
stakeholders, asking what they like and do not like about 
the prototype, what questions they have about it, and 
what ideas they have to improve it.  

● Test reflection  This is a reflective tool where teams will return to 
examine their Know-Wonder-Connect chart with their 
stakeholder feedback as new information.  
This tool also asks students to consider their testing 
process to ensure they heard multiple perspectives within 
their testing and reflect on how these perspectives 
differed.  

 
 

Additional Tools: Explanation: 

● Resource: Tips for testing 
your prototype 

This one page World Savvy resource document outlines 
how to test prototypes with stakeholders. The tool 
includes several links to videos showing students testing 
various prototypes with their stakeholders.  

● Article: Reflect and evolve 
your prototype 

This article from Stanford’s d.school helps examine how 
you learn from your protype and evolve it into something 
even stronger. 

● Video: Prototyping testing 
plan (2:42) 

This video from DIY Toolkit demonstrates a structural 
approach to check and test prototypes. (4:24 minutes)  

● Article: Test your 
prototypes and maximize 
learning 

This article shares six best practices on how to gather 
feedback, as well as three methods on how you can 
organize your feedback in order to maximize learning 
from the tests.  
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● Tool: Criteria Reflection The Criteria Reflection tool revisits and builds off the work 
done in the Criteria for Success tool in the Define stage. 
In this tool, students will reflect on the criteria they 
identified as necessary in order to solve the issue. 
Students will consider how their (developed) solution 
meets those criteria. If it does not meet one of the points 
of criteria, students should examine their solution and 
whether it is truly effective, and/or re-visit their criteria 
based on new information from testing with stakeholders.  
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Next Steps 

 
Purpose: The purpose of the Next Steps stage is for teams to make a plan to implement their 
project, and share it with others. After implementation, teams can re-enter the K2A cycle to 
strengthen the project. The resources provided in this phase are designed to help educators 
think about how they will support their students in implementing and sharing their project. This 
next step for teams can involve sharing and coordinating with community members and 
stakeholders. It could be connecting and planning with other young people, organizations, and 
community members doing similar work. Next Steps for each project will look different! In this 
phase, students will explore opportunities to stay involved, implement, and refine their projects. 

 
Essential Question: 

● How do I support students in continuing to work on their Knowledge to Action projects in 
order to bring it to “real action?” 

● Who are contacts, organizations, or networks that can provide resources that will support 
students in taking next steps on their projects?  

● How do I create more opportunities for students to share their solutions?  
 
 

Student Learning Targets: GLOBAL COMPETENCE MATRIX 
 (Behaviors, values & attitudes, and skills) 

● I can identify and leverage 
opportunities to share my 
project and bring it to real 
action. 

● Translates ideas, concerns, and findings into 
appropriate and responsible individual or 
collaborative actions to improve conditions.  

● Commits to the process of continuous learning 
and reflection 

● Adopts a shared responsibility and takes 
cooperative action 
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Tool: Explanation: 

● Reflection  Returning to the element of “reflection” is one of the 
greatest opportunities for growth and learning. The 
questions on this final reflection tool prompt students 
to consider the collaborative design process and what 
their largest areas of growth are.  

● Project description  A project description is similar to an “elevator pitch.” 
Creating this short summary will assist teams in 
effectively and efficiently communicating their issue 
and giving an overview of their proposed solution.  

● Now what?  This is a collection of resources and tools. It is a list 
of resources that students can use in order to 
collaborate with others on similar topics or continue to 
bring their projects to real action. 

 
 
 

Additional Student Facing Tools: Explanation: 

● Project plan: Weekly  This is a long term planning tool that students can use 
to take steps to bring their project to fruition.  This tool 
helps students clearly outline what needs to be 
accomplished over several weeks in order to see the 
final product.  

● Project plan: Tasks  This tool assists students in determining who, when, 
and how necessary tasks will be completed in order to 
bring their project to a final product.  

● Student Festival Kit  

● Examples of Projects This link provides a few examples of student projects 
that have been created in past years.  
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 There are several resources students can engage with now that they have completed the 
Design Cycle. See below for ideas and resources for students to implement, share, and 

connect with others around their project. These resources are also shared in the Collaboratory.   

Implement  
your project  

Share your project  Connect with other young 
changemakers  

● Check out Youth 
Service America’s tip 
sheets for things like 
budgeting, applying for 
a grant, talking to the 
media, evaluating your 
project, and more!  

● Post your project 
through a site like 
Global Giving in order to 
secure funds to 
implement your project. 

● For resources specific to 
activism, take a look at 
the Youth Activist 
Toolkit from Advocates 
for Youth.  

● Contact the stakeholders 
you learned from in the 
Empathize step or in the 
Test your Prototype step 
and show them your final 
project. 

● Do a presentation for your 
class, school, family, 
friends, or community 
members about your 
project. 

● The World’s Largest 
Lesson has resources to 
share and implement your 
project! 

● Submit your story as part 
of Design for Change’s I 
CAN challenge  

● Join the World Savvy 
Student Alumni Facebook 
page 

● Look into the Ashoka 
Young Changemakers 
program!  

● There are many programs 
to support young 
changemakers, like Global 
Changemakers  

● Enter your project in the 
World Savvy Festival (talk 
to your teacher for more 
information). 

● Check out exemplary 
student initiated 
take-action project. Plant 
for the Planet. When 
German student, Felix 
Finkbeiner was only 9 
years old, he got inspired 
by Wangari Maathai in a 
school project and initiated 
a global movement for 
children to take action by 
planting trees to offset 
CO2 emissions. Over 15 
billion trees have been 
planted so far, and the 
2018 Tree Trillion 
Declaration have been 
signed by amongst others 
the General Secretary of 
the United Nations Climate 
Change UNFCCC.  
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https://www.global-changemakers.net/apply-2019
https://www.global-changemakers.net/apply-2019
https://www.plant-for-the-planet.org/en/about-us/aims-and-vision
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