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Design Jam* - A member of the group brings a design idea to the group to work on it together.
Goal
The purpose of a "design jam" is to respectfully engage the collective wisdom of the group around a particular design idea of a member, in order for everyone to learn. Learning is more robust when participants have a wide variety of skill sets, community roles, and life experiences.
Key success factors
· The idea is real and if possible, one that will be implemented soon.
· The presenter is very clear on the question they pose to the group about the design. The more precise the question, the better.
· A single visual, however basic, to represent the context in a summary format. A multiple slide presentation will most likely take too much time and sap energy from the group. Remember, urgency provides an important element to the success of the activity.
· After presenting the context (step one below) and responding to clarification questions (step two below), the role of the presenter is to listen and take notes. Being free from the responsibility of an immediate response allows focused listening, a true luxury in today’s world.  
Process for a typical design jam
	Steps
	Long 
	Short 
	Action
	Hints

	1. Presenter provides context
	5-10
	5
	Introduce the design idea.
	A simple visual can be helpful but avoid slide presentation or lengthy descriptions at this stage.

	2. Group asks questions for understanding – “Could you share more about…”

	15
	10
	Clarifying the nature and context of the design.
	Refrain from offering advice at this stage.  Good clarification questions often shed a new light on the design.

	3. Group shares related experiences – “This makes me think of…”
	0-15
	3-5
	Group members open the thinking by sharing relevant experiences and stories.
	This time depends on the number of members with related experiences.

	4. Group gives advice – “You might try…”

	15
	0-5
	Brief suggestions about next steps
	To keep things grounded in experience, encourage members to provide their advice in the form of stories, saying what they did when in a similar position.

	5. Presenter summarizes – “What stuck with me…”
	5
	5
	Just a few highlights
	This is something to follow up on at a later meeting.



Follow up
A few weeks or months after a design jam, the community can ask the presenter to report on what happened. Follow-up generates additional value and learning. What might be seen as glib advice in the moment becomes learning for all when a community sees its suggestions through to implementation. The community also learns a lot from seeing how its advice does or doesn’t work out in practice.
*Adapted from Communities of practice within and across organizations: A guidebook by Wenger-Trayner, E. et al, 2023 and the Center for Community Learning at Western Washington University. This book is available for free as a pdf download from www.wenger-trayner.com.
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