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INTRODUCTION

Wish for WASH (W4W) strives to 
educate and foster improvements 
within the water, sanitation, and 
hygiene (WASH) sectors. W4W’s 
Design Jams focus on guiding 
participants through the process of 
human-centered problem solving 
and ideation. This is done using the 
CLAP process – Connect, Learn, 
Apply, Pitch. In Spring of 2022, 
the W4W Design Thinking team 
focused on expanding its reach 
through two in-person workshops 
and multiple ideation sessions with 
The Weber School.

and questions about the workshop 
topic through a Know, Need to 
Know activity. After listening to a 
presentation on the topic and its 
impact to further their knowledge, 
the participants proceed to learn 
about their assigned user persona 
by reflecting on the user’s needs 
and values, journey map, and 
motivating and inhibiting factors. 
They then advance their knowledge 
and skills by collaboratively 
collaboratively brainstorming 
possible solutions using a W4W 
tool, which depends on the 
prototype format. Participants are 
given time to physically prototype 
their idea and to create an outline 
to construct a pitch, which they 
present to the room and receive 
feedback on in the I Like, I Wish, I 
Wonder format.

THE DESIGN JAM 1.0 
FORMAT

This is the W$W CLAP Design Thinking Method Model

W4W Design Jams begin with a 
SPARK, an activity which aims to 
connect with participants. and 
encourages a creative mindset 
and fast-paced thinking. After the 
SPARK, participants receive a short 
presentation on the design thinking 
process. They collectively reflect on 
their current understanding 
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W4W’s first in-person workshop 
since 2020 was at the Atlanta Girl 
Scouts’ STEM Expo in March. This 
was a 45 minute Design Jam on 
menstrual health, titled “Period 
Problems”. The SPARK used was 
Story Dice. Participants were shown 
a screen of numerous images. With 
the goal of creating a cohesive 
story, each participant added to the 
story based on an image they chose 
from the dice. 

After the SPARK, participants 
learned about menstrual health 
and their user: Javier, a single 
father who wants to support his 
daughters’ menstrual health. This 
workshop had an experiential 
prototype; therefore, participants 
created storyboards for one of 
the ideas they brainstormed. 
Afterwards, they were given a short 
time to create a video prototype on 
what an effective experience may 
look like.

The W4W team encountered 
several issues during this workshop. 
There were technical problems 
with not being informed about 
what equipment would be available 
at the venue. There was limited 
Internet, sound issues, and no 
projector. There was also confusion 
amongst the participants about 
which room they were supposed 
to be in, which made it difficult to 
try to bring new participants up 
to speed since they had missed 
the initial informative pieces of 
the workshop. In addition to the 
workshop already existing in a 
condensed 45 minute format due to 
the constraints of the Expo program 
design, the issues highlighted above 
made the Design Jam less effective 
and more chaotic. For future in-
person workshops, the W4W 
team will strive to have clearer 
communication concerning the type 

ATLANTA GIRL SCOUTS This workshop had 
an experiential 
prototype; therefore, 
participants created 
storyboards for one 
of the ideas they 
brainstormed. 
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of equipment available at the venue 
and to ensure the Design Jam can 
be adapted to function correctly on 
the day of the event. 

We also found the menstrual 
health topic may not be suitable 
for shorter workshops. People 
often come with vastly different 
understandings of menstrual health, 
making it necessary to emphasize 
the Learn portion of the workshop 
and not shorten it, especially with 
younger participants like the Girl 
Scouts.

A major takeaway for the W4W 
team was that some activities 
which made the virtual Design 
Jam process a highly interactive 
experience did not work effectively 
in the in-person setting. In virtual 
workshops, we had participants 
draw out each scene of their video 
prototype on sticky notes and 
present it to the room. However, 
having participants perform this 
same process in an in-person 
workshop did not generate the

TAKEAWAYS

4

same level of excitement. Moving 
forward, it would be beneficial 
for W4W to devise a way for 
participants to develop a more 
physical prototype as the in person 
experience.

Photo by Zainul Yasni on Unsplash



The second in-person W4W Design 
Jam was a 90 minute workshop 
on reducing water consumption 
with an Environmental Science 
class at the Atlanta Girls’ School. 
The SPARK used was “I am a Tree”, 
which was an improv exercise 
where, taking turns, each person 
went to the center of the room 
and said what they represented. 
The next person added onto 
the already-existing scene. This 
allowed participants to get into a 
storytelling mindset.

The user was Graycen, a high 
schooler who wants to decrease his 
community’s water usage during a 
drought. By using an empathy map, 
the participants further analyzed 
what Graycen needed to do to 
effectively mobilize the community. 
They storyboarded potential ideas 
as a team, and selected one; then 
each participant created their own 
prototype of their team’s idea. 
Each team worked together to 
craft a pitch, which they ultimately 
presented.

ATLANTA GIRL’S 
SCHOOL
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Overall, this Design Jam was very 
successful. We found that water 
usage was a more suitable topic 
for in-person Design Jams since it 
was not necessary to give as much 
background knowledge; most 
participants already knew about the 
impacts and importance of water 
and its wastage. The workshop was 
completed with an Environmental 
Science class, which may have also 
contributed to the participants’ 
knowledge on the topic.

Additionally, participants created 
physical prototypes for this 
workshop. This led to much more 
interactivity and excitement 
around the topic and the 
design thinking process. Having 
physical prototyping at in-person 
workshops is definitely crucial to 
gaining participants’ interest and 
enthusiasm.

TAKEAWAYS



With the aforementioned Design 
Jams, the main limiting factor 
was a lack of time. We are only 
able to introduce participants 
to each step in the CLAP design 
thinking process, which leads to 
a rather linear way of thinking 
and not much time for feedback 
and improvements. The W4W 
Design Thinking team’s newest 
development is the idea of 
2.0 Design Jams for returning 
participants. We held multiple 
ideation sessions with The Weber 
School to gain insight into how a 
2.0 Design Jam might work.

The goal of the 2.0 Design Jams 
would be to show that CLAP is an 
iterative process, where you might 
make a prototype, then receive 
feedback, learn about a different 
aspect of the topic, brainstorm 
more ideas, and so on. By having 
participants who have already 
attended a previous workshop, we 
reduce the need to explain basic 

A point that stood out in our 
sessions is the importance of 
making sure the user’s needs are 
being met. Design thinkers need to 
reflect upon whether their product 
is actually impactful to their users. 
To encourage this mindset, one 
idea that kept coming up was 
introducing a “wrinkle” to the 
problem statement— something 
about the user’s needs that we did 
not previously know. This could 
involve having a new criteria for the 
product. Participants might need to 
create a hierarchy of importance for 
the criteria to decide their product’s 
priorities. This encourages them to 
quickly adapt to the new situation. 
It also strays away from the 
oversimplification of the problem
in 1.0 Design Jams and results in a 
more real-world scenario.

2.0 IDEATION WITH THE 
WEBER SCHOOL

The goal of the 2.0 
Design Jams would 
be to show that 
CLAP is an iterative 
process.

information and have more time to 
delve deeper into design thinking. 
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Another goal of the 2.0 workshops 
would be to build feedback 
skills — in giving, receiving, and 
implementing critiques. A possible 
source of feedback could be an 
expert or stakeholder that W4W 
brings in to provide guidance 
on whether certain ideas meet 
the need and where they can be 
improved. Another potential 2.0 
format is for the W4W team to 
present their feedback on the 1.0 
Design Jam prototypes as the 
starting point for a 2.0 workshop. 
This would allow participants to 
continue working on their ideas. 
Alternatively, W4W could provide 
a completely different prototype 
as the existing idea, and then have 
participants iterate that in the 
2.0. This could be effective as all 
participants would have the same 
starting point, especially since all 
the 2.0 attendees may not have 
gone to the same 1.0 workshop. 
Teams could also critique each 
other; this would help everyone 
not only improve their critique-
receiving, but also their ability to 

Design thinkers 
need to reflect 
upon whether their 
product is actually 
impactful to their 
users.

give critique. A possible structure 
for helping them achieve this is the 
“Rose, Bud, Thorn” format, which 
provides teams with something 
good about their product, 
something to build upon, and 
something to reconsider.
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As Wish for WASH continues to 
host additional Design Jams, we 
hope to build our curriculum to 
educate and excite learners using 
what we have seen from our 
Spring 2022 sessions. Having more 
opportunities for participants to 
physically brainstorm and prototype 
at in-person workshops, as well as 
a more thorough design thinking 
process in 2.0 jams, will be crucial 
to W4W’s growth. 

CONCLUSION

Thank you to our supporters!
www.wishforwash.com

jasmineburton@wishforwash.com

We hope to build 
our curriculum to 
educate and excite 
learners
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Both The Weber School students 
and faculty and the W4W team 
highlighted the teamwork aspects 
as the most exciting part of 
workshops. Having more team 
brainstorming and prototyping 
could not only produce more 
thorough and multifaceted ideas, 
but also model collaboration in the 
real world, where design thinkers 
work together and build upon each 
other’s ideas.

A Design Thinking Club at Weber 
was also proposed. This club would 
have a monthly Design Jam, with 
some 1.0 workshops and some 
2.0 workshops. This would help 
students build real world skills 
like empathizing, prototyping, 
and pitching. By having a more 
consistent schedule, the Design 
Jams could open up more students 
to social entrepreneurship.


