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INTRODUCTION
POSsible! Tower

Feeling stuck? Pick a timber block randomly as
a daily dose of Public Open Space (POS) design
inspirations.

»H

This Game is for ...

POS Dice
@,
6 POS Types: ?»%,",_"0@
° Sitting-Out Area i i

* Public Play Space ¢u° ¢
* Plaza
o Public Park 7
e Country Park

o Waterfront Promenade

Qaase refer to POSsible! Design Guide Vol.1Ch. 5.1

\

/PERSONA Dice

6 Persona Categories:
* the Magnet
» the Conductor
» the Regular
¢ the Mediator
¢ the Genie
* the Sage

\ Please refer to POSsible! Design Guide Vol.1Ch. 54/

POSsible! Building Blocks

=k

e

User
Example of users in POS

Quote
Quotes captured from previous
research, in form of a speech bubble

Design Goal
The goal of a Design Strategy - please
refer to Vol. 2 Ch. 2.1 for more information

Design Parameter

Design Parameters are the fundamental
design units in POS - please refer to
Vol. 2 Ch. 2.2 for more information
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POSsible! Tower

Feeling bored? There are 7 games for a creative
and collaborative design process. Follow the game
card instructions, look at the size of your team,
pick the suitable game, and ENJOY!

This Game is for ...

J

THURSDAY DEVIL

 MONDAY BOOSTER

30mins+ 3-6Players Typeof POS Open
\For Planning and Action Phases

Bmins+ 1-4Players Type of POS Fixed
\ For Action Phase

" TUESDAY RECHARGE

10Omins+ 2-4Players Type of POS Fixed
u:or Planning, Action and Evaluation Phases

\

" SATURDAY STRETCH

" WEDNESDAY PUNP

BSmins+ 1+ Players Type of POS Fixed

For Planning Phase & Meeting Preparation

Amin+ 1+ Players Type of POS Fixed
\For Action and Evaluation Phases

NN

 SUNDAY ENERBISER

1min+ 1+ Players  Type of POS Open

\For Action and Evaluation Phases

N

N
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“ I k I | Time 3Omins+ Nos. of Players 3-6 Type of POS Open Workstage Planning and Action Phases
1

n -
It is POSsible!
To compose a POSsible! Statement, you need to pull out 3 blocks. 4 N\

Build a POSsible! Statement with ONLY 3 For example:
POS building blocks before Pick 1side from each block according to below order and compose
the POSsible! Tower falls! the best POSsible! Statement:

How to compose a POSsible! Statement

POSsible! To achieve an
Inviting POS, a Mother and
a Child will need a colourful
Entrance so that they wiill
feel welcomed into the
POS. -

N

« Best for team brainstorming sessions that
require new design ideas.

« Expanding feasible Design Parameters to
be adopted in your POS project.

2

3

POSsible! To achieve a [1. Design Strategy] POS, [2. User] will
need a [3. Design Parameter] so that... (describe the desirable
result that makes sense to you).

2
Pq

Ve +

Let’s Play

This Game is for ... #POS-Users #POS-Idea #DesignStrategy #DesignParameters
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“ I \ I | Time 3Omins+ Nos. of Players 3-6 Type of POS Open Workstage Planning and Action Phases
1

Take turns to pull 1timber block from the Tower
until all players have 3 blocks each.
(Be careful - if the Tower falls, we'll have to start over!)

Let’s Play

Be the first player to compose a

POSsible!

After all players have 3 blocks each, instead of pulling a

POSsible! Statement that timber block on your turn, you now roll the Persona Dice to ~
survives the Challenge Round determine your action for the round (see graphic below for % 74
from the other players! details). The action must be executed. +

+ N
4 2\ ) )
[Design Strategy] [User] [Design Parameter]

+0 +1

. @ At any point during the game, you can compose
better experience. p no action taken pull 1block from the

» A player in facilitator
role is recommended for a

this round Tower and put 1 back a POSsible! Statement using 3 of your blocks.
« The facilitator will on top You will then enter the Challenge Round.

have the final call

for the validity of a Caig The player who is the first to survive the Challenge Round
POSsible! Statement. r’ k U ‘QSE'Q will win the game, so make sure you're confident about
T - h
exchange 1 block exchange all your blocks your P.OSS|bIe. Stateme‘nt before sharln.g it! SteF) 2 will
with another player with another player help give you more options for your brainstorming.
G J

This Game is for ... #POS-Users #POS-Idea #DesignStrategy #DesignParameters
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Enter the Challenge Round

4 Each player must ask 1question
to challenge the POSsible!
Statement and the player who
proposes the statement must
defend it by answering all the
challenge questions.

WHAT

part of the problem
could it solve?

This Game is for ...

Time 3Omins+

5 The facilitator will have the
final call on whether the
player has successfully
defended their POSsible!

WHEN will the
Design Parameter be
the most relevant
to the scenario?

HOW will this
improve the existing

-~
design solutions? e challenge round wins.

#POS-User: #POS-Idea #DesignStrategy

Nos. of Players 3-6 Type of POS Open

@G |Ifthe defending player cannot
successfully defend their POSsible!
Statement, they need to return all

’ 7 their blocks to the Tower and start
e

again from step 1.

The first player who succesfully
defends their POSsible! Statement in
the challenge round wins the game!

If the Tower falls, each player has to
< compose a POSsible! Statement with
their blocks to enter a final challenge

round! The player who survives the

Workstage Planning and Action Phases

Food for Thought

Which was the
most unexpected
combination

that worked?

What Design Parameters
appeared that were not
normally considered in your
POS design?

How can these new ideas
enrich the desirability of
your POS design?

Related Content in
POSsible! Design Guide:

Vol.1Ch. 5.1 POS Users
Vol. 2 Ch. 3 Desirable POS Practice

#DesignParameters
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Who am I?

Put yourself in others’ shoes!
See who understands the most
about your POS users!

« Explore user needs in detail in
developing POS design.

« |dentify the common ground of Design
Paramater to all kinds of users.

/x4

-

1

2

Time 10mins+

Each player pulls 1 block from the Tower
and assumes the identity of the [User] on
their block as their secret identity.

/’ \\

’ £ N
/ ° \
1 L] 1
\ /
\ 4
\\ //
\\‘~___—”’

Each player takes turns to pull 1 block from
the Tower and places it on the table with the
[Design Parameter] facing up so that
everyone can see clearly.

This Game is for ... #POS-Users

Nos. of Players 2-4-

Type of POS Fixed

Each player takes turns to describe
adesirable experience of their
secret identity with all the

[Design Parameters] on the table.

3

Other players may guess the player’s
secret identity after each description.

The purpose

of the visit is... is placed in...

The experience
takes place at...

4 The last player to
have their secret
identity revealed
loses the game.

The [Design Parameter]

Workstage Planning, Action and Evaluation Phases

Food for Thought

How difficult was it
to describe the needs
of your user?

How would you balance the
different expectations of
different users on the same
Design Parameter?

Related Content in
POSsible! Design Guide:

Vol.1 Ch. 5.1 POS Users
Vol. 2 Ch. 3 Desirable POS Practice

#DesignParameters
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Time Smins+ Nos. of Players 1+ Type of POS Fixed Workstage Planning Phase and Meeting Preparations

. Determine the type of POS by your project’s need or through rolling the POS Dice. Food for Thought

swap yo u r ‘ Throw the PERSONA Dice, then pull 1-2 blocks and answer a question below:
Hats :}N&

How did the
questions help you
to rethink the current

MAGNET « As a client, how would you define the success of a challenges in your project?
. [Design Strategy] POS?
Want to get away from your daily 7
role today? Let’s swap roles! l CONDUCTOR « As a designer, how would you improve [Design Parameter]
to create a [Design Strategy] POS? A
« Equip yourself before meetings and learn r\g c:tn“éfryee:}::eoﬁ:ifjgrse?il:\
the tips in bringing dlfferent persona§ REGULAR « As a[User], what can make a your project?
onboard for more desirable POS projects. ') POS [Design Strategy] for you?
‘ ‘ G MEDIATOR ———+ As an NGO, how would you follow up for [Quote]
%)
iy about POS?
% 5y
;5‘\ ;"' q/ (ﬂ GENIE « As a researcher, what do you consider as the criteria of a Related Content in
<
Qe T [Design Strategy] POS? POSsible! Design Guide:

(jSAGE ———————« Asa POS manager, what are some management areas you Vol. 1Ch. 5.4 The 6 Personas and

. R . Their Characters
Id pay attention to in a [D Strategy] POS?
would pay attention to in a [Design Strategy] Vol. 2 Ch. 3 Desirable POS Practice

This Game is for ... #DesignStrategy | #PrepMeetings #Roles
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Time Bmins+  Nos. of Players 1-4- Type of POS Fixed Workstage Action Phase

Food for Thought
1 \ 3 Pull a building block to complete the question below:

Be Yo u r How can we design a POS that is X
Own Wo r.st ‘ NOT [Design Strategylfora[User]? | * °
E n el I ly Prepare a pen and

a stack of sticky notes
for each player.

Be a troublemaker! Design the
least welcoming POS today! 4 4 4

What made the ideas
user-hostile?

How can the ideas be
made user-friendly?

< L )
« Discover current blind spots in a 2 \%;:-’z* = 4 Starta 5 r.mn tln'fer e.and each playe.r writes as many
) ~4 user-hostile design ideas responding to the proposed
POS project. h\ N
\ question as they can.
ey
%}% 5 Each player picks their most user-hostile idea and takes Related Content in
4}*’ .
< turns to present the idea. I 1 1 ide:
:\0 + X2 Determine the POSsible! Design Guide:
: , type of POS by your 6 Each player takes turns to vote which player writes Vol. 1 Ch. 51 All About POS
project’s need or through the most user-hostile idea. The player with the most xg:' g (C::E g.;z:ihg:gesstrategms
rolling the POS Dice. votes wins! ’ ’

This Game is for ... #POS-Users #DesignStrategy #DesignOptions
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'Mpossible
Design

Make the craziest design in the
world!

» Brainstorm and review the design.

« Put away all realistic concerns and
come up with the most creative
answers to the scenario.

M ic
r‘:}f %;’};g + X 3

Determine the type of POS by
consensus with the other M

players or through rolling the Ryt o
e

POS Dice.

Pull 3 blocks from the Tower with 1side
facing up and arrange in below order to
compose a POSsible! question:

You want to design a [1. Design Strategy] POS
but you received such feedback: [2. Quotel.
How could it be improved with [3. Design Parameter]?

3 For example:
You want to design a

Comfortable Public

Park but you received such

feedback:

“l cannot find anything
special about this

public open space.”
How could it be improved

with Technology”?

Answer the
question with the
craziest design
you can come up
with!

=

Food for Thought

What are the
unconventional
ideas being
brainstormed?

What are the varieties of
design solutions meeting
the same Design Strategy?

Related Content in
POSsible! Design Guide:

Vol. 1Ch. 51 All About POS

Vol. 2 Ch. 2.1 Design Strategies
Vol. 2 Ch. 2.2 Design Parameters
Vol. 3 Ch. 3 Resources
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Time Tmin+ Nos. of Players 1+ Type of POS Fixed Workstage Action and Evaluation Phases

1 Determine the type of POS 3 For the selected [POS], give one suggestion Food for Thought
Paral Iel by rolling the POS Dice. 2 to explain [Design Strategy] to a[Userl.
R

Is the user present
in your POS project?

For example:

Universe N |

Wonder why people never Public Place Space,

understand your design? Inclusivity means pla
y g 2 Pull 2 blocks from the Tower to ) Y play
equpiment that allow parents and

« Stretch your mind by determlr}e the [1. User] and the Kids to play together.
translating the Design [2. Design Strategyl.

Strategy to the users.

How to make the users
buy-in your ideas?

1 2
e 7/
4 Take turns to pull a block and explain
the new [Design Strategy] to the user

until the Tower falls!

Related Content in
POSsible! Design Guide:

Vol.1Ch. 51 All About POS
You will then be equipped with enough Vol. 2 Ch. 3 Desirable POS Practice

vocabulary to communicate with the POS users. Vol. 3 Ch. 3 Resources

#DesignStrategy | #PrepMeetings

This Game is for ... #POS-Users
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Unwinded

Refresh yourself - pick a block
and be inspired!
¢ This game is designed as a POS

design refresher before the start of
anew week!

« Relax! This game does not come
with any winner or loser!

This Game is for ... #UserNeeds

1

Roll either the Persona Dice or
POS Dice and answer the
corresponding questions below:

>

Ve

Persona Dice:
Whom are the people
you are working with
under this Persona*

category?
-
POS Dice: e o
Based on this POS, h\\\ «;,M
give 3 examples of 'it! rﬂ"f,;ﬂ
N

Desirable Design*.

*Tips: Please refer to POSsible!
Design Guide Vol.1Ch. 5.4 for
Persona definition and Vol. 2 Ch. 3
for Desirable POS Practise.

#POS-Users #POS-Idea #DesignStrategy | #PrepMeetings

Time Tmin+

2

{
/

/

Nos. of Players 1+

Type of POS Open

Pull a block from the Tower. Pick a random side and
answer the corresponding questions below:

[User]: In your project, what are
some possible pain points this
user would encounter?

[Quotel: In your project, who is
likely to make this comment shown
on the block?

[Design Strategy]l: Think of
3 meanings of this design strategy.

[Design Parameters]: What are
some features under this design
parameter in your project?

#DesignParameters

Workstage Action and Evaluation Phases

Food for Thought

Check out the
POSsible! Design Guide
or case study
if you cannot think of
examples of
desirable designs.

Which question was the
most difficult to answer?
Anything we could focus on
in the week ahead?

Related Content in
POSsible! Design Guide:
Vol.1Ch. 51 All About POS

Vol. 2 Ch. 3 Desirable POS Practice
Vol. 3 Ch. 3 Resources

#DesignOptions | #Roles
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