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INTRODUCTION

Wish for WASH (W4W) is an organization
dedicated to educating and innovating in
the water, sanitation, and hygiene (WASH)
sector. The Fall 2023 Design Thinking
Team had a booth and hosted a Design
Jam at the 2023 Girl Scout STEM Expo.

The focus of the Design Jam was the day-
to-day struggles of trying to save water.
The Design Jam was 1 hour long, seeking
to educate young participants on applying
Design Thinking to everyday sanitation
issues and to encourage them to use STEM
to help solve these issues.

Through brainstorming and prototyping,
participants were able to come up

with creative solutions to the issue

of preserving water and being water
conscious at the household level.
Participants answered the HMW (how
might we) question: “How might we reduce
water consumption in our bathrooms?”

How might we reduce

water consumption in our
bathrooms?

There were three “sub-groups” of people
involved in the Design Thinking Jam. The
facilitators who created the overview of the
process and problem consisted of Jasmine
and Anya. They coordinated the general
logistical flow of the event. The second
sub-group consisted of the W4W note-
takers/ coaches in training who in this case
were Ali and Cameron. Finally, the third
subgroup was the participants themselves,
the 14 Girl Scouts attending the Design
Jam.

After the workshop, there was a brief
reflection where participants expressed
what they liked and what could make the
Design Jam better.

EVENT PROCESS

For this Design Jam, the W4W team
utilized their original design thinking
process - CLAP (Connect, Learn, Apply,
Pitch). The CLAP design materials were all
created by the W4W Design Researcher,
Grace.
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This is the W4W CLAP Design Thinking Method Model.

Like all Design Jams, the workshop started
with a Spark. A Spark is not just a normal
ice breaker, it is an activity aimed at
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invoking a particular skill or mindset that
will be necessary to think like a designer.

For this workshop, we used the 1-2-3 Spark.

In this activity, the participants split into
pairs and work together to count to three.
Although it seems easy enough to count to
three, this activity was made more difficult
when the participants were asked to
replace a number with a snap or clap. This
activity aimed to have the participants
begin thinking creatively before learning
about what design thinking is.

After the Spark activity, the girl scouts
were introduced to what design thinking
is through learning about the GE MRI and
how the CLAP Process will help us learn
about design thinking.

The first activity the girl scouts participated
in was the Connect portion of the CLAP
process. Next, W4W’s founder, Jasmine,
connected design thinking and W4W'’s
work with sanitation and hygiene by
analyzing the question, “Is the world
running out of water?”

“Is the world running
out of water?”

This question was answered by examining
Atlanta’s relationship with water, how
humans typically utilize water, and how we
might reduce water consumption.

Then, the participants were split into three
groups to begin using design thinking tools
on a topic related to water and hygiene.

Next, participants learned more about the
user they would be designing for during
the remainder of the workshop. This was
the beginning of the Learn portion of the
CLAP Process. The user for this design
jam was: Kathleen, a wife, mother of 2,
and homeowner that highly values family,
efficiency, and sustainability. She needed
a way to decrease water usage while
remaining time efficient because the high
cost of water her family is paying.
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Kathleen  Homeowner Values
Family
She/Her Suburbs of Atlanta
Alpharetta, GA Efficiency
O
Family of 4 with two Sustainabili
°® ity
children ages 3 and —_—
5
Personality
She wants to save @
g Caring
water, but she is
unsure of how to ‘G)' Organized

\ change her habits. @ Creative )




The descriptors for Kathleen came from
user research done by W4W design

team members that interacted with
approximately 30 real people each in
order to create a persona / composite user
for the specific design challenge that was
based on real stories.

Participants were able to use the persona
tools to then create unique problem
statements as individuals. Once a problem
statement was chosen for each group,

the “Apply” portion of the CLAP process
started. In this portion, participants
worked together in teams to choose a
single problem statement and brainstorm
potential solutions to the chosen problem
statement. After collecting as many ideas
for solutions to the problem statement as
possible, each participant sketched one
prototype idea.

Finally, participants were able to pitch one
potential solution to the problem statement
that would fit Kathleen’s needs during the
“Pitch” portion of the CLAP Process.

Solutions to decrease
water usage while

remaining time efficient

CONCLUSION

Overall, the workshop went
well. The participants came
up with great solutions for the
water saving issue.

The room allowed for the participants to
easily split into groups, ideate in different
sections of the room and then come
together again when needed. Participants
expressed great enthusiasm for learning
about the topic of water saving, and
ideating for that problem. Specifically,
they enjoyed prototyping, drawing out
designs, for their solutions. Additionally,
participants liked working in groups with
other participants. Some participants
recognized the uniqueness of the Design
Thinking process and enjoyed it. Sharing
ideas to the entire group was also a quality
of the design jam that was admirable by
the participants.

An ideal Design Jam lasts around two
hours. Since there was only an allotted one
hour for this Design Jam, there was some
time constraint. This was recognized by all
subgroups, as the process felt very rushed.
In feedback from participants, many wished
to have more time to learn about the topic
as well as ideate.

Ultimately, the Design Jam at the Girl
Scout STEM Expo was a great success!
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