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Cultivate critical thinking and communication skills that
are essential for students to thrive in a VUCA world.
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Best for students who want to take a deeper dive into social issues and discover ideas they can work on to
create positive social change. Through 4 key activities that build upon each other, students will learn about a
social issue, be inspired by people on the ground through performing a community service, discover ideas for
projects they can start and be mentored to bring these ideas to life. 

Immersion
Activity

(Up to 3 hours)

Students learn about
social issues through

immersive activity
formats like improv
theatre, role-playing
games and building

Lego models!

Students volunteer with a
non-profit organization 

 and interact first-hand with
members of vulnerable

communities and
changemakers working to

support them. 

Students reflect on their
experience in Part 1 and 2,
adapted from the Service-

Learning pedagogy, to
consolidate their learning

and generate ideas for
projects they can start.

Students are mentored
by relevant

changemakers who can
share their expertise,

resources and
networks to help them
bring their ideas to life.

SOCIAL ISSUES IMMERSION

Learning Goals

Enable students to interact first-hand with members of
vulnerable communities and changemakers advocating
to hear their stories and learn about their work

Help students gain a deeper understanding into various
social issues and important needs of vulnerable
communities in Singapore

Nurture students to become agents of change,
designing meaningful VIA or community service projects
that create positive social impact 

Format

Service Learning
Experience

(Up to 4 hours)

Reflection and
Ideation Workshop

(Up to 2 hours)

Mentoring
(Ad-Hoc)

Issues / Communities
Available

Migrant Workers

Low-Income

Differently-Abled

Food Rescue



Past Programs

For the past 3 years, we've worked with the teachers of the
Applied Sciences School to design social issue immersion activities
and service learning experiences for about 100 students.

Some students learnt about youths-at-risk through theatre-based
and role playing games and eventually designed a project to help
children living in rental flats learn about healthy eating, using
knowledge from their Food & Nutrition modules in school. 

Another group learnt about issues faced by migrant workers
through a poetry workshop. Afterwards, they volunteered with
migrant worker NGO Healthserve to help with the health
screening of 1,000+ migrant workers at Terusan Recreation Centre
on International Migrants' Day 2021.

Temasek Polytechnic

What started out as an attempt to engage students and staff in charitable causes
and to find greater meaning in life is slowly but surely evolving into a journey to
nurture them to become changemakers. Our partnership with A Good Space has
advanced way beyond my imagination. I am humbled by the progress and how
much the students have grown in their minds and in their hearts.

Dr Goh Lay Beng
Director,
Temasek Polytechnic School of Applied Sciences

Past Programs

We designed a 4 day program for 300 students across the 5
Polytechnics to learn about 8 United Nations Sustainable
Development Goals. Students learnt about various issues and
communities through hearing from people on the ground,
performed a service for these communities, brainstormed for
projects they could start and pitched these ideas to judges from
these communities who can give feedback and help them
implement their ideas

Polytechnic Forum 2021

AGS worked closely with the PF21 organising committee to co-create an
impactful, meaningful and memorable experience for students to understand
Singapore’s progress and contributions towards the United Nations Sustainable
Development Goals. They were very hands-on in developing the facilitation
content and sourcing for community speakers, designing the online facilitation
platform, and training the facilitators for their role in the forum. The quality of
work was excellent. 

Fa'izah Binte Ishak
Director,
Student Development Office, Ngee Ann Polytechnic
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A Good Space is a community of 34 changemakers representing
15 different social issues and communities, such as migrant
workers, mental wellness, low-income, climate action and more. 

We believe that when ordinary citizens can come forward to
create, rather than complain, we can create a more
compassionate and inclusive Singapore.

Our schools play a huge role in cultivating a passion for social
issues amongst our youths and we’d love to work with you to
nurture the next generation of changemakers for this country
we care so much about. 

Reach out to us either by sending an email to the address below
or scanning the QR code on the right to schedule a call! 

ABOUT US

🌐  www.agoodspace.org 

🧑  Vincent Ng, General Manager

📧  vincentng@agoodspace.org

Interested in organizing a Social Issue
Immersion experience at your school? Let's
chat! Scan the QR code above to schedule a

call with us!



SOCIAL ISSUE IMMERSION
(MIGRANT WORKERS)
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Part 1:
Theatre + Panel Discussion (3 hours)

Students are invited to read a set of curated poems
composed by migrant workers, each describing a facet
of the experience of a migrant worker working in
Singapore. They are taught basic improv theatre
principles through simple games and afterwards, are
split into teams.

Each team is assigned to a poem and tasked to perform
a short skit. They are then guided to reflect on the
process and the issues raised in the poem.

After that, they get a chance to dialogue with migrant
workers and changemakers through a panel discussion,
where they can learn about topics such as what affects
a worker's mental wellness, how they are included and
excluded from society and who are the important
stakeholders in the migrant worker space.

The COVID-19 pandemic has highlighted the less-than-ideal living and working conditions faced by migrant workers.
Migrant workers have built many important landmarks and our homes but most are not integrated with
Singaporean society. 

The activities here seek to help students understand the immediate issues faced by migrant workers, provide
opportunities for students to interact with them and spark off ideas for actions they can take to help appreciate the
lives of those who have given so much to Singapore.



MIGRANT WORKER SOCIAL
ISSUE IMMERSION
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Part 3:
Reflection & Ideation Workshop (2 hours)

We will facilitate a session for students to consolidate
their learning from Part 1 and Part 2, adapted from the
Service Learning pedagogy. 

Afterwards, we will facilitate an ideation workshop,
using brainstorming tools such as the Crazy8s exercise,
to help students generate ideas and form teams to
work on meaningful projects that can address the
needs of migrant workers. 

We will invite NGOs and other changemakers in the
migrant worker space to contribute Problem
Statements that the students can generate ideas
around too. 

Part 4:
Mentoring (Ad-Hoc)

As students work on projects in their teams, we will
match them with relevant changemakers who can
serve as mentors to answer their questions, connect
them to people who can help and share resources that
can advance the project.

Part 2: 
Service Learning Experience (4 hours)

Students volunteer with local NGO Healthserve, to
support them with screening migrant workers for
chronic diseases. 

Other volunteer opportunities include taking migrant
workers on a day out to tourist attractions they may
not have a chance to visit and befriending migrant
workers as they wait to see the doctor at Healthserve's
clinics.

Students receive opportunities to interact first-hand
with migrant workers and the changemakers
supporting them on the ground, enabling students to
gain a deeper appreciation of the issues they face and
how students could contribute.



SOCIAL ISSUE IMMERSION
(LOW-INCOME COMMUNITIES)
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Part 1:
'Risks and Rewards' Roleplaying Game (3 hours)

Students are split into groups of no more than 8 and
within each group, are given different cards that signify
a fantasy role (e.g. Knight, Wizard, Warrior, etc). What
will be revealed to the students after is that these are
roles designed based on the different profiles in a low-
income community, such as: A youth, a social worker, a
ground-up changemaker, a single mother, etc...

Throughout the game, players are thrown into different
scenarios, designed from pre-interviews with these
stakeholders. At the end of the game, players are
debriefed on how every challenge mirrors a real-world
challenge that members of low-income communities
face. After the game is complete, students engage in a
mini-panel discussion with some of the stakeholders
mentioned above.

The COVID-19 pandemic has highlighted the various challenges faced by persons from low-income families. From
struggles arising from gig work to obstacles towards attaining digital literacy, these challenges are complex and
will continue to persist even after the pandemic. 

The activities here seek to help students begin to understand some of the challenges faced by low-income
families, provide opportunities for students to interact with them and spark off ideas for actions they can take to
make Singapore a more inclusive society.
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Part 3:
Reflection & Ideation Workshop (2 hours)

We will facilitate a session for students to consolidate
their learning from Part 1 and Part 2, adapted from the
Service Learning pedagogy. 

Afterwards, we will facilitate an ideation workshop,
using brainstorming tools such as the Crazy8s exercise,
to help students generate ideas and form teams to
work on meaningful projects that can address the
needs of members of low-income families. 

We will invite changemakers who work with low-income
communities to contribute Problem Statements that
the students can generate ideas around too. 

Part 4:
Mentoring (Ad-Hoc)

As students work on projects in their teams, we will
match them with relevant changemakers who can
serve as mentors to answer their questions, connect
them to people who can help and share resources that
can advance the project.

Part 2: 
Service Learning Experience (4 hours)

Students are assigned a profile belonging to a low-
income community member and tasked to create a list
of items they would buy if they had $50 to spend for a
week. 

Shortly after, they meet with an actual member from a
low-income community, who will give feedback on their
list of items. In doing so, students will learn about how
basic needs can vary from person to person and
discover the strengths of persons from low-income
communities in budgeting and stretching their dollar.

SOCIAL ISSUE IMMERSION
(LOW-INCOME COMMUNITIES)



SOCIAL ISSUE IMMERSION
(DIFFERENTLY-ABLED)
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Part 1:
Choose Your Own Adventure Game (2 hours)

This is an experiential and interactive game where
participants will get to experience what it's like to live
with the invisible condition of Aphasia. They will also
learn basic Supported Conversation strategies to
communicate with someone who has communication
difficulties. 

Parallels will be drawn between the invisible condition
of Aphasia and mental health. At crucial checkpoints of
the "adventure", participants will reflect and share their
perspectives, facilitated by trained volunteers from
Aphasia SG. 

It is estimated that there are approximately 660,900 persons with disabilities (or differently-abled persons) in
Singapore. Amongst the various disabilities (e.g. blindness, deafness, intellectual, etc) is a lesser known condition
called Aphasia, a communication impairment that happens due to a stroke and brain injury. 

Aphasia affects a person's ability to find the right words to say and their understanding of spoken and written
language but it does not affect intellect. Persons with Aphasia (PWAs) are at greater risk of feeling socially isolated
compared to stroke survivors without aphasia and studies have shown that 93% of PWAs suffer from
psychological distress and depression within the first 6 months of being diagnosed.

The activities here seek to help students understand what Aphasia is, interact with PWAs and their caregivers and
spark off ideas for actions they can take to help.
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Part 3:
Reflection & Ideation Workshop (2 hours)

We will facilitate a session for students to consolidate
their learning from Part 1 and Part 2, adapted from the
Service Learning pedagogy. 

Afterwards, we will facilitate an ideation workshop,
using brainstorming tools such as the Crazy8s exercise,
to help students generate ideas and form teams to
work on meaningful projects that can address the
needs of PWAs and their caregivers.

We will invite changemakers and volunteers from
Aphasia SG to contribute Problem Statements that the
students can generate ideas around too. 

Part 4:
Mentoring (Ad-Hoc)

As students work on projects in their teams, we will
match them with relevant changemakers who can
serve as mentors to answer their questions, connect
them to people who can help and share resources that
can advance the project.

Part 2: 
Service Learning Experience (4 hours)

Students volunteer with Aphasia SG at one of their Chit
Chat Cafes, a pop up cafe run by trained volunteers for
PWAs and their caregivers. It simulates a real cafe
environment where PWAs and caregivers can meet and
interact on a regular basis which reduces their sense of
social isolation. 

By practicing ordering food items and interacting with
the 'waiters' and 'waitresses' in the Café, PWAs get to
practice having meaningful supported conversations
while increasing their opportunities to forge new
friendships. 

SOCIAL ISSUE IMMERSION
(DIFFERENTLY-ABLED)



SOCIAL ISSUE IMMERSION
(FOOD RESCUE)
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Part 1:
Interactive Role-Playing Game (3 hours)

Students will play a simulation game where they will
role-play as different players in the food industry who
must meet certain objectives. In trying to meet their
objectives, students begin to learn about what food
waste is and how it is generated by these different
players.

Food waste is one of the biggest waste streams in Singapore and the amount of food waste generated has grown
by around 20% over the last 10 years. In 2019, Singapore generated around 744 million kg of food waste. That is
equivalent to 2 bowls of rice per person per day, or around 51,000 double deck buses.

The activities here seek to help students gain an understanding of various factors contributing to food waste in
Singapore, get first-hand experience of how food waste can be redistributed to support vulnerable communities
and discover ideas for projects they can start to contribute in this area.

Part 2:
Food Rescue Mission (4 hours)

Students volunteer for a food rescue mission with
Fridge Restock Community SG at Pasir Panjang
Wholesale Centre. They will approach vendors to ask
for their unsellable fresh produce. 

This is brought back to a collection point to be divided
into different piles and loaded into the vehicles of
volunteer drivers and sent to community fridges across
the island.
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Part 3
Reflection & Ideation Workshop (2 hours)

We will facilitate a session for students to consolidate
their learning from Part 1 and Part 2, adapted from the
Service Learning pedagogy. 

Afterwards, we will facilitate an ideation workshop,
using brainstorming tools such as the Crazy8s exercise,
to help students generate ideas and form teams to
work on meaningful projects that can contribute
towards reducing food waste.

We will invite NGOs and other changemakers in the
food rescue space to contribute Problem Statements
that the students can generate ideas around too. 

Part 4:
Mentoring (Ad-Hoc)

As students work on projects in their teams, we will
match them with relevant changemakers who can
serve as mentors to answer their questions, connect
them to people who can help and share resources that
can advance the project.

SOCIAL ISSUE IMMERSION
(FOOD RESCUE)


