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The set of tools in this action allows your team to listen to and
understand users. From a larger number of audience and more
guantitative responses, to a smaller number of audience for
more focused and qualitative responses, the tools can assist
your team to reach your target audience.
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The set of tools in these actions allow your team to define the
key issue based on INGREDIENT | actions. By asking the right
questions, the team can co-create and come up with different
design possibilities to respond to the needs and wants of the
community. Moreover, the tools can help prototype and test
new design ideas with the community. It helps you gain buy-in
on the design from stakeholders before implementation, which
will ultimately yield better results.
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Deliver Innovation
with Teams
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Itis a common challenge to deliver innovation when the project
objectives and scope are fixed by the project proponent. This
Ingredient aspires to facilitate innovation by providing a set
of tools specifically for the “post-project” and “pre-project”
phases, where teams can take the learnings from other projects
and create alignment between different teams and departments
to drive towards innovation goals for future projects. There
is also a tool to help the team rethink the tendering process
for a new project, and ways to meet the needs of the team’s
innovation goals to drive the mission and vision.
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Three Ingredients
and Actions
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The POSsible! Design Thinking Toolkit covers three ingredients:
“Discover with Users”, “Define and Develop with Stakeholders”,
“Deliver Innovation with Teams”. Each ingredient represents
a set of actions and tools that you can use with a different
group of audience, namely users, stakeholders and team, to
expand wider and grow deeper on designing POS. There are
two modes to utilise this toolkit: Bespoke and Action Combo.
If you are familiar with design thinking methodology, you can
kick start your project with a bespoke procedure by identifying
which group of audience you would like to engage with, or what
you want to achieve, then target specific actions, and select
suitable tools through the right ingredient. If you are rather new
to this methodology, there are five common combinations of
actions in Vol. 1 Ch.3 “POS Action Combo” to help you integrate
design thinking into your project.
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Refer to Vol. 1 Ch. 3 "POS Action Combo" for five common combinations of actions
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