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The Path to Impact
is designed to guide organizations, 
communities, and individuals through 
the process of creating meaningful and 
sustainable creative work�

The Path to Impact™

is a workbook conceived to guide 
organizations, communities, and 
individuals through the process of 
designing measureable and sustainable 
impact projects�

❶ Envision
Imagine who and what 
you want to impact, 
and how�

❷ Plan
Set the strategy for 
how you’ll pull off your 
grand vision�

❸ Implement
Test your ideas quickly, 
learn, and refine while 
you design�

❹ Measure
Track your project’s 
success to know what 
can be improved�

❺ Share
Let others know what 
you did, what worked, 
and what didn’t�
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Why use this framework
If you’re aiming to have a positive impact through design, then the Path to 
Impact™ will help ensure you’re designing with the community you intend 
to benefit always in mind, that you stay inclusive in your process, set up a 
measurable course of action, and consider the consequences of your decisions 
along the way� Whether you are working alone, in a small group, or aligning with 
an entire community with a range of stakeholders, this process and workbook 
help you hit your goals of designing a better world�

Use this framework for:

 � Designing individual projects that aim to have a positive impact

 � Leading large scale community enhancement projects

 � Teaching strategic, sustainable, and socially responsible design

 � Improving your existing workflow to be more inclusive and measurable

The workbook structure
This workbook is divided into five steps (shown to the left), and each step contains 
a series of worksheets (shown below) that you can use through the process�

Introduction: Each worksheet has a short 
introduction explaining the main focus and 
purpose for that section�

Prompts: Each worksheet contains three to four 
prompts that encourage you to think holistically 
about your project� You can answer those prompts 
alone or as a group�

Design thinking exercises: Each worksheet has a 
handful of recommended exercises that can help 
facilitate a collaborative, inclusive process while 
answering the prompts� These aren’t meant to be 
exhaustive, but a solid place to start� If you’re an 
experienced strategist or facilitator, feel free to use 
your own exercises, too�

Using the workbook
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Sustainable design
Design that considers the full life 
cycle of a project’s execution, 
materials, and the range of impact 
they will have on the environment, 
society, culture, and economic 
development� 

Living Principles
AIGA’s framework for sustainable 
design that lays out a road map for 
considering a project’s impact on 
the four streams of sustainability  
(environment, society, culture, and 
economy) through a series of design 
prompts� 

Some argue that all design is for good, if it’s good design� In an attempt to 
clarify what we mean when we use the terms surrounding the Design for 
Good ethos and how it applies to varying levels of practice, we’ve created the 
following distinctions�

AIGA’s Design for Good
A collective design ethos, and a 
collection of social-impact focused 
initiatives and programs including 
the Living Principles, Design for 
Democracy, Diversity & Inclusion, 
and Women Lead�

Path to Impact™

AIGA’s strategic design workflow that 
combines the impact focus of design 
for good with the rigor of strategy, 
sustainable design, systems thinking, 
and the theory of change to help 
designers envision, plan, implement, 
measure, and share their impact�

Design for good
Demonstrates the power of design 
strategy and execution to make a 
positive impact on the world�

Design philanthropy
Donating time, attention, skills, 
or money to a good cause as a 
designer�

What is design for good?
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Environment
Protect and restore the natural habitat we 
share with all living things�

Society
Create opportunities and equity for all humans 
regardless of age, race, or status�

Culture
Respect and celebrate the diversity and 
uniqueness of shared narratives�

Economy
Create resilience and growth in the local, 
regional, national, and global trade systems�

From crafting initial assumptions to a case study reporting a project’s 
impact, the Path to Impact™ leads designers through the creative process 
while respecting the following four pillars that influence integral aspects of 
humanity�

Design for good seeks to address...
 � Domestic violence

 � Food desert and access to quality 
nutrition

 � Gentrification

 � Homelessness

 � Immigration

 � Poverty

 � Public health

 � Race & gender equality

 � Recycling and conservation

 � School to prison pipeline

 � Support for artists

 � Veterans issues

 � Voter registration and participation

 � Water access and safety

 � Any reality that is unmet or needs 
clarity, advocacy, and/or a voice

Areas of impact
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“One person can 
make a difference 
and everyone 
should try.” 
—Mark Randall, 
Worldstudio 
quoting John F. 
Kennedy



❶Envision

Conditions

Outcomes

Activities and outputs 

Inputs
9
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Good design requires 
context. 
Know who you want to impact and learn 
as much as you can about them, the 
community, and the existing conditions 
you aim to affect� Set clear impact goals 
for the project and quickly explore what 
it might take to realize those goals, what 
you already have, and what additional 
resources might be needed for your 
endeavor to be successful�

❶ Envision

10
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Design thinking exercises
 � As it OR to be

 � Empathy mapping

 � Needs statement

 � Stakeholder map

 � Survey 

 � Persona stories

Good design demands understanding. Determine who will be affected by 
your design by asking yourself these questions�

Beneficiaries: Who is this project intended to serve?

Conditions: What situation or circumstance are we hoping to affect?

Stakeholders: What other people, groups, or organizations have 
something to gain or loose from this change? Who else is already working 
on this, something similar, or related?

Envision worksheet

Existing conditions
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Revitalization: How does this solution enhance the community while 
working with their own assets (people, culture, land, etc�)? 

Outcomes: What will it look like when we achieve the desired results? 

Skills: What knowledge or abilities are needed to ensure this project is 
completed and sustained over time?

Behaviors: What perspectives or actions need to change for this to be 
successful? 

Design thinking exercises
 � Assumptions  � Beneficiary interview  � Storyboarding

Good design focuses on results. Design with a purpose� Your design should 
push the project and community forward� 

Envision worksheet

Desired outcomes
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Outputs: What needs to be created, produced, and sent out?

Activities: What events, meetings, training sessions, campaigns, etc� need 
to be organized?

Success: How do we define success? I�e�, community change, behavior 
change, economic development, improved sustainability� 

Metrics: What can we measure to analyze the intended impact? I�e�, jobs 
created, bias broken, economics, human engagement�

Design thinking exercises
 � Idea Clusters  � Need statement  � As-is OR to-be

Good design goes beyond the Adobe file. It is important to envision how the 
design will play out in the real world�

Envision worksheet

Activities and outputs
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Good design is a learning process. It’s okay to be realistic� Figure out how 
your design can make the biggest impact with the resources available, 
however limited, and how to get a hold of the resources you need�

Project inputs: What do we need to pull this project off?

What we have: What assets (people, culture, land, etc�) or resources 
(money, time, materials, knowledge, and skills, etc�) do we currently have 
available to us right now?

What we need: What additional resources and assets need to be secured, 
and where and how can we get them? 

Design thinking exercises
 � Assumptions  � Beneficiary interview  � Storyboarding

Envision worksheet

Needed inputs



❷Plan

Research
Empathy
Diversity and inclusion
Concepts
Evaluation

15



Good design thinks 
before it acts.
Validate assumptions with interviewing 
and prototyping� Include input from 
the community and co-create with 
stakeholders throughout the process� 
Make space for hard conversations 
to get everyone on board� Develop a 
thorough plan and work to understand 
its potential impact and consequences�

❷ Plan

16
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Consequences: Can we foresee any unintended negative effects on this 
community or others? I�e�, economic displacement, gentrification, system 
overloads, high maintenance costs� 

Design thinking exercises
 � Beneficiary interview

 � Survey

 � Needs statement

 � Persona stories

 � As-is OR to-be

 � Wireframe

Good design asks the right questions. Be curious� Research will save you a 
lot of time and frustration in the end�

Validation: How might we verify our earlier assumptions about the people, 
conditions, costs, outcomes, etc�?

Insights: What else do we need to know about the people, conditions, and 
culture we’re working with?

Boundaries: What are the obstacles that will limit the project, or that need 
to be overcome to be successful? I�e�, laws, time, distance, scale�

Plan worksheet

Research
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Empathy: What does it feel like to live in the demographic’s shoes? Do we 
know their values, their problems and challenges, their hopes, and how this 
project might impact them both positively and negatively?

Cultural context: What do we know about the local traditions, stories, and 
history of this community? How can we work within that setting?

Good design is based in empathy. How will the impact of our results feel to 
our target group? Understanding the progression of your story or narrative 
provides an empathetic context to see how your solution will unfold over time�

Demographics: Who are the major groups of people affected by this 
project? What do we know about them, and how can we learn more?

Design thinking exercises
 � Empathy mapping  � Beneficiary interview  � Persona stories

Plan worksheet

Empathy
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Partnerships: Who can we partner with in a mutually beneficial way to 
build bridges, gain alignment and buy in, and expand our impact?

Design thinking exercises
 � Stakeholder map  � Importance and 

feasibility
 � Idea clusters

Good design loves a diverse world with complex perspectives� Getting 
a diverse group together to have effective group decision making can be 
derailed quickly if ego gets in the way� These exercises help build empathy 
into your design perspective and bring about collective solutions�

Diversity: What is the make-up of our team? How can we include a 
diverse group of race, gender, age, ability, and background to avoid bias?  

Inclusion: How can we include members of the community we aim to 
impact on our project team to better understand the situation and possible 
solutions? 

Leadership: How can the leadership from the target community be 
involved in the process and decisions? 

Plan worksheet

Diversity and inclusion
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Fail fast: How might we test our concepts with small-scale, low-cost 
experiments to learn how these ideas can be improved?

Innovation: How might we look outside our industry and community for 
creative solutions that can be adapted to address our challenge?

Start at the end: How might we design backwards to consider the 
production, use, and end of life to come up with a solution that works well 
within–or even enhances–the system, users, and environment? 

Good design explores concepts. Is there a better way to reach your goals? 
There is always more than one way to solve a problem, but is there a solution 
that rises to the challenge and more�

Question assumptions: How might we explore previously suggested 
solutions while also keeping our minds open to new ideas that might 
better solve the problem?

Design thinking exercises
 � Assumptions  � Storyboarding  � Wireframe

Plan worksheet

Concepts
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Plan worksheet

Evaluation

Sustainability: Can this solution be sustained long-term or will it deplete 
our resources overtime (money, time, materials, etc�)?

Design thinking exercises
 � Priority pyramid  � Needs statement  � Importance and 

feasibility

Good design calculates its influence. Did your design answer the problem 
it was intended to address? These exercises help identify if your design 
achieved its intended goals�  

Impact: How would each concept rank in terms of impact against our 
project goals–from the lowest to the highest?

Feasibility: What is the overall feasibility in terms of alignment with our 
available assets (people, culture, land, etc�) and resources (money, time, 
materials, knowledge, and skills, etc�), and scalability (can it start small and 
can it grow)?

Relevance: How well does this fit the culture of the community we’re 
impacting? How well does it fit our goals? Does this actually address the 
problem we set out to solve?
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“The idea that 
design for good is 
something you’re 
going to make 
happen overnight  
is not what it’s 
about at all.”  
—Rich Hollant, 
Co:Lab



❸Implement

Scope
Materials and lifecycle
Collaboration and labor
Consequences

23



Good design 
understands its 
impact.
Think through your solution to determine 
the ideal scope of the project� Evaluate 
your use of materials and the lifecycle 
of your outputs to ensure you’re being 
efficient and ethical� Collaborate with 
the local community and stakeholders� 
Understand the consequences of your 
actions and chosen solution�

❸ Implement

24
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Implement worksheet

Scope

Design context: What are the cultural, physical, or geographic 
environments in which this project takes place? How does that impact the 
scope and plan for this project?

Design thinking exercises
 � Storyboarding  � As-is OR to-be  � Priority pyramid

Good design is SMART. Organize your actions by determining the scope of 
the project� Achieve your goals by understanding all possible variables�

Past solution: How has this been addressed by design in the past? What 
succeeded, what failed, and how can we build upon those learnings?

Our solution: How does our solution solve the problem better than any 
existing or past solutions? What do we need to do and create for this to 
be successful?

SMART: How can we break our plan down into SMART goals (specific, 
measurable, achievable, relevant, time-bound)?
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Implement worksheet

Lifecycle and materials

80/20: Based on our plan, what’s the 20% of effort that will result in 80% 
of the impact? Can we start by implementing that part of the plan and 
then evolving from there?

Good design has longevity. Create with the future in mind� Your design 
should and will have an extended lifecycle if you follow this exercise�

Lifecycle: How long is this solution supposed to last? Once its useful life 
has passed, how will it be archived, moved, and/or broken down to be 
reused or recycled in future projects?

Multi-purpose: How can we design this solution to have or use outside 
this project, to add additional value and longevity?

Service model: Is there an opportunity to transform this solution to a 
service that can create jobs instead of a one-off program or object?
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Implement worksheet

Lifecycle and materials (continued)

Design thinking exercises
 � Idea clusters

 � Who, what, wow 

 � Storyboarding

 � Wireframe

 � Priority Pyramid

Materials: What will we need to create for this project and what materials 
will be required (paper, ink, glues, wood, plastic, cloth, etc�)? Can we find 
non-toxic, renewable, recyclable, biodegradable, or sustainable-certified 
options? 

Repurpose: Can we reuse content (text, images, code, templates etc�) or 
materials (paper, ingredients, equipment, etc�) from a previous project or 
from someone else’s waste?

Suppliers: From where and from whom will you get all our outside 
services, materials, and manufacturing? Can we find local options? Can we 
find sustainable, socially-responsible vendor partners?
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Use the community: What assets (people, culture, land, etc�) or resources 
(money, time, materials, knowledge, and skills, etc�) within the greater 
team and community can we use to reduce our use of outside vendors, 
add value to the project, and revitalize the local economy? 

Implement worksheet

Collaboration and labor

Community: How can we ensure the target community has consistent 
input on the end result?

Design thinking exercises
 � Stakeholder map  � Persona stories  � Feedback grid

Good design perceives all potential outcomes. It is possible for your design 
to be misconstrued into something negative� Ensure your design only 
emphasizes the message you want by asking yourself these questions�

Partnerships: Who could we partner with that would allow for everyone 
to benefit equally from being involved? Can we bridge seemingly different 
groups for more overall benefit?

Labor: How can we make sure the labor used is sourced locally or from 
ethical suppliers with fair pay and good working conditions?
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Implement worksheet

Consequences

Respect: Is there any way this project could be viewed as offensive, 
appropriating, or disrespectful?

Design thinking exercises
 � As-is OR to-be  � Beneficiary interview  � Who, what, wow

Good design collaborates with the community. The target community is the 
closest to the problem at hand� Their firsthand insight is incredibly valuable� 

Unintended consequences: How might this project result in damage to air 
quality, water, habitat, people or a community? I�e�, gentrification�

Target outcomes: How might this project inspire people to protect or 
restore their environment or community, facilitate self-sufficiency, create 
jobs, or raise the standard of living for marginalized people?

Awareness: How might this project raise cultural awareness, promote 
diversity, or change a bias surrounding the impacted community through 
language and storytelling?
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“No single metric 
can tell the value  
of design.”
—Doug Powell, 
IBM



❹Measure

Outcomes
Impacts

31



Good design learns 
from the outcomes.
Measure your outcomes and impact 
to see whether or not you’ve 
achieved your goals� Learn how 
to improve your next attempt by 
assessing the results� Analyze useful 
data that will help inform other work 
and add to the collective knowledge 
of the challenge you tackled�

❹ Measure

32
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Goals: How do our project results compare to the SMART goals we set out 
to achieve at the beginning of this process?

Design thinking exercises
 � Assumptions   � As-is OR to-be  � Survey

Good design looks for improvement. Collect information to determine if you 
solved the problem� What missed the mark? Why? This data will eventually 
inform future projects� 

Short-term: What awareness, knowledge, skill-set, and motivations has 
our project affected?

Mid-term: What behaviors, practices, decisions, and policies has our 
project affected?

Awareness: Have we successfully informed society, created culture, 
changed a behavior, or resolved a social injustice? 

Measure worksheet

Outcomes
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Measure worksheet

Areas of impact

Economy: How did this project create resilience and impact in the local, 
regional, national, and global trade systems?

Design thinking exercises
 � As-is OR to-be  � Feedback grid  � Survey

Good design can make qualitative and quantitative impact. Design should 
protect, restore, create, respect, and celebrate the unique narrative presented  
in the first place�

Environment: How did this project protect and restore the natural habitat 
we share with all living things?

Society: How did this project create opportunities and equity for all 
humans regardless of age, race, or status?

Culture: How did this project respect and celebrate the diversity and 
uniqueness of shared narratives?
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❺Share

Overview

Goals

Methodology

Solution

Challenges

Impact
35
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Good design inspires 
others.
Develop a case study to document the 
results of all your hard work� Share those 
results with the community to inspire 
others to take action on causes they 
believe in and help others work on similar 
problems to learn from your process�

❺ Share

36
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Good design motivates. Case studies provide other designers inspiration for 
similar problems� Your knowledge is influential–don’t be afraid to share it� 
Below is a six-step editorial outline you can use to write any of your impact 
story�

Project overview: Who was involved in the project? What was the project 
budget and timeline?

Design goals: Who are we trying to enable, and how? Why was this an 
important problem to solve?

Process and methodology: What research, strategy, processes, and tools 
did we use? What major insights led us to our chosen solution?

Share worksheet

Overview, goals, and methodology
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Good design offers solutions. Your process had obstacles, but what matters 
is how you overcame them� 

Solution and deliverables: What was our proposed solution, and why?
What activities and outputs did we deliver?

Implementation challenges: What hurdles arose during the process that 
we had to overcome, and how did we overcome them? What would we 
do differently next time?

Outcomes and impacts: What were the outcomes we witnessed? What 
were the impacts we measured?

Share worksheet

Solution, challenges, and impact

Have a great case study?
Email StrategicInitiatives@aiga�org to learn how you can share it on AIGA�org� 
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Exercises

39
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Good design is 
strategic and 
collaborative. 
Use design thinking exercises to come 
up with ideas, test your assumptions, 
make decisions, and gain alignment 
and buy-in from your team� Use the 
provided examples or your own� Be 
inclusive in the process and aim for a 
diverse team�

Design thinking tools

40
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Get to know the people you’re working with� Invite vulnerable conversation 
and dialogue to create an environment of trust and freedom of expression�  

Design thinking exercises

Good design is welcoming

Rate experience (10 min, 5+ people)

Why use this: Determine the experience levels of the 
group you are facilitating in order to tailor your service to 
their needs�

How: Each attendee writes their initials on sticky notes 
and place them along the rating lines between one to 
ten according to their respective sustainability and social 
impact experience�

 

Childhood toy (15 min, 5+ people)

Why use this: This exercise can release creative 
inhibitions within a group to encourage them to share 
more openly and stay humble–the non-dominant hand 
symbolizes ability�

How: On simple 8�5x11” paper attendees are invited to 
draw their favorite childhood toy with their non-dominant 
hand� 

Hopes & fears (15 min, 1+ people)

Why use this: Get to sense the general state of mind of a 
group before a session or project starts�

How: Addressing hopes and fears at the beginning allows 
the session to inform which have been met and which can 
be left behind� Encourage participants to get visual and 
keep out of the technical weeds�

SU
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Collaborate as a group to uncover new information, essential needs, and align 
your collective goals� 

Design thinking exercises

Good design answers questions

Assumptions (30-90 min, 1+ people) 

Why use this: To uncover what your group thinks they 
know/don’t know and then validate the information as  
a group�

How: Considering what’s known and what assumptions 
are being relied upon can help you pivot before you fail� 
Encourage honesty from the entire group, and help them 
understand how unsaid opinions can influence a project’s 
direction� 

Persona stories (30-60 min, 1+ people)

Why use this: To frame the problem from the 
perspective of a beneficiary characteristic of the 
community� 

How: Try capturing user’s perspective by writing their 
stories in their language, and focus on what matters to 
that particular user, even anecdotal details are telling�

HIGH RISK

LOW RISK

C
ER

TA
IN

U
N

C
ER

TA
IN

NEEDS

TO

SO THAT

Needs statement (30-60 min, 1+ people)

Why use this: To determine the condition we want to 
change and encourage participants to think in terms of 
outcomes from the get go�

How: Fill in the blank to clearly state the need of your user, 
client, organization, and consider this tool a key element to 
structure your design brief�

________________ needs _______________________

in order to ____________________________________

so that _______________________________________
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Try to see the world and the problem from other points of view� Consider 
connections between all of the people involved, and understand the problem 
as it is or how it could be perceived by others�

Design thinking exercises

Good design builds empathy 

Empathy map (30-60 min, 1+ people)

Why use this: Remind everyone that behind every label 
is a real person� You don’t need to design for each of 
them, but this will help you keep real people in mind�

How: Base this exercise on a real person� This is not 
about a generic collective of multiple people, but the 
specific thoughts, feelings, behaviors, and beliefs 
observed that can inform decisions based on identity 
and culture�

Stakeholder map (30-60 min, 1+ people)

Why use this: Understand the human relationships 
and interests relevant to your project and uncover 
opportunities only visible when the connections are 
made� 

How: Use post-its to name each stakeholder and map 
the connections between them� Make sure to label them 
along the connection lines so you can begin to uncover 
overlapping relationships or potential partnership 
strengths that can add value to your project� 

As-is OR to-be (30-90 min, 1+ people)

Why use this: To uncover “live” pain points and 
opportunities from the other person’s dynamic 
perspective�
How: Define a start and end point of a person’s 
experience� Organize a grid with DO, THINK, FEEL as 
columns, and two endpoints in time as rows based on 
how you framed the problem� A specific user is invited 
to perform “live” and respond spontaneously to the said 
moments of do, think, and feel as you watch the life 
problem unfold, and which you are seeking to solve�

DO

THINK
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Design thinking exercises

Good design values perspective

Who what wow (30-90 min, 1+ people)

Why: To uncover your destination as an organization 
and arrive at a breakthrough solution without losing 
sight of the goal�

How: Once you have a big idea, focus on your “Who, 
What, & Wow”: who is the impact for, what is the 
need we are trying to meet, and wow, how will we 
differentiate from competitors?

Storyboarding (30-60 min, 1+ people)

Why: Visual narrative helps us empathize with one 
another’s situations and feelings� 

How: Draw more, write less� Focus on the narrative of 
a user or the lifecycle of a product� This is the time to 
consider the entire story of the experience or product 
you are creating� How did it begin, what sparks 
change, and how does this story end? Knowing this 
can help you remain mindful of your goals throughout 
the process� 

Idea clusters (30-60 min, 1+ people)

Why: Throw every idea at the wall! Look past obvious 
answers and strive for unique ways to solve the 
problem and differentiate the solution� 

How: Get visual with words & pictures� Let loose your 
fears and open up to infinite possibilities� Keep out 
of the technical weeds, and try framing as metaphor� 
Once you are done, cluster ideas into themes to see 
where patterns emerge that could spark the perfect 
solution� 

Find themes among your group to explore, build a narrative, and find your 
“wow” moments to tell a compelling story�
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Design thinking exercises

Good design generates priorities

Priority pyramid (30-60 min, 1+ people)

When to use this: If everything is a priority, nothing is� 
Use this to visually set clear and limited priorities�

How: Draw a pyramid with 3-5 levels depending on 
how many items you have to prioritize� Place all items 
(one per sticky note) at the bottom level� Move the more 
important half to the next level� Repeat until you have 2-5 
top priorities� That’s where to start your design project�

Wireframe (30-60 min, 1+ people)

When to use this: Testing ideas early in their 
development helps assess and refine them before launch�

How: Find the quickest, cheapest way to demonstrate 
your idea – a wireframe of a website/app, a paper 
mockup of a package/brochure, or role playing a service/
experience, etc – then test it out with other people and 
get feedback� Keep the prototype as low-fidelity as 
possible to iterate quickly toward the ideal solution�

Importance & feasibility  
(30-90 min, 1+ people)

Why: Determine which ideas are most feasible, and solve 
the most important needs�

How: Place all your ideas (one per sticky) onto a chart 
labeled “importance” (y-axis) and “feasibility” (x-axis)� 
Move them in order of importance first (high goes up) 
then feasibility second (high goes right)� Ditch ideas 
bottom left� Big bets are top left� Basic utilities are 
bottom right� Move forward with ideas top right�

Develop priorities and hierarchy to generate actionable to-do’s, prototype 
content structure, while balancing importance and feasibility� 

FEASIBILITY
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Design thinking exercises

Good design learns from feedback

Beneficiary interview (30-90 min, 1+ people)

Why: Gain context into culture, collect insights, and learn 
about motivations and behaviors at the beginning, middle, 
and/or end of a project�

How: Identify which stakeholders you need to learn more 
about� Write up a list of open-ended questions that avoid 
yes or no answers� Interview your subject and follow up on 
shorter answers and interesting insights with “yes, and” or 
“tell me more” to dig deeper�

WORKS CHANGE
TRYQ’S

Feedback grid (30-60 min, 5+ people)

Why: Discover what’s working, what needs 
improvement, what outstanding questions you still have, 
and what new ideas are worth trying�

How: Draw a grid and label the four sections “works”, 
“change”, “questions”, and “try”� Have participants place 
their feedback (one thought per sticky) in the appropriate 
section� Keep this grid up throughout the project but ask 
for participants to contribute at certain times� Aim for 
honest, specific, constructive feedback�

Conversation with the target community throughout the process is essential 
to solving complicated-problems through an individual interview, survey, or 
by receiving group critique� 

Survey (30-60 min, 1+ people)

Why: Gather baseline data, validate assumptions, and get 
user insights to aid decision making�

How: Determine the goals of the survey to focus your 
questions� Aim for mostly quantifiable results by using 
multiple choice, radio buttons, ranking, and rating with 
some opportunities for additional qualitative insights 
(written-in answers) for a balance of clear data and 
qualitative insights� Keep the survey short� Write clear 
questions, and avoid leading ones� Test it before sending� 
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Credits
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Credits

Good design is 
the result of great 
collaboration. 
Many people from a range of 
organizations, backgrounds, and 
geographic locations were involved 
in the creation of the Path to 
Impact™ and we recognize many 
theories, frameworks, processes, 
and methodologies that influenced 
it� Without each and every one of 
them, this workbook would not exist, 
and we’re sure many more people 
will be involved in the future of this 
framework—maybe even you� So, 
thanks to all who’ve contributed, and we 
hope you, dear user, get as much out of 
this workbook as we put into it�

48
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Justin Ahrens, Geneva, IL 
Rule29, principal & creative director 
AIGA, national board of directors 

Gage Mitchell, Seattle, WA 
Modern Species, principal & creative director 
AIGA, Presidents Council Chair 
AIGA Seattle, president emeritus 

Lennie Gray Mowris, Atlanta, GA 
lenspeace, magically disgruntled manifestor 
AIGA Atlanta, Design for Good director

Laurel Webster, Hedgesville, WV 
Hersick+Webster, partner 
AIGA Blue Ridge, president emeritus 

Laetitia Wolff, New York, NY 
AIGA, strategic initiatives director 

The AIGA Design for Good task force,  
and co-creators of the Path to Impact™

Credits

Creators, authors, and facilitators
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Credits

Additional recognition

Major influences
AIGA Center for Sustainable Design, which led to the creation of Living Principles�
AIGA Living Principles authors, task force, and the framework itself�
AIGA Design for Good founders and founding task force�
Various methodologies and principles taken from the following sources:

Behavior design
Collaborative design
Collective impact
Design thinking–IBM, Ideo, and others
Diversity & Inclusion 
Social impact design
Sustainable design
Systems design
Theory of change

Additional contributors
Liv Zabka, AIGA Colorado, design contributor
Nyasha Wooling, RYSE Creatively, design contributor 
Printed on NEENAH Conservation® Digital Papers | Made with 100% Post 

Consumer Fiber | FSC® Certified

Sponsors

Supported in part by
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As the profession’s oldest and largest professional membership organization for 
design—with more than 70 chapters and more than 25,000 members—we 
advance design as a professional craft, strategic advantage, and vital cultural 
force. Find out more and join at AIGA.org

For information about our school curriculum, facilitation or training experts, 
sponsorship or partnership opportunities, reproduction rights, or press inquiries, 
please contact StrategicInitiatives@aiga�org�

© 2018, AIGA, all rights reserved�  |  v�01 May 2018  AIGA.org/designforgood


