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“You%need%%
%a%space.%%
%Then%just%%
%get%started.”%

Lauri Repokari 
Design Factory, Aalto U. 





rough space 



“What is a cooperative?”  // by Cooperatives Now 
https://www.youtube.com/watch?v=PM7XTJ3MNuo  



5 steps 

MINUTES LEFT 5!
5 minutes each 



MINUTE LEFT 1!

WARMUP%
!

•  Think!of!as!many!related!
ideas,!thoughts,!and!feelings!
as!you!can!for!the!word!
COMPLEXITY.!



START 



1 
MINUTES LEFT 5!

OPEN%IDEATION%
!

Brainstorm!as!many!exciCng,!cuDng!
edge,!wacky,!technological,!socially!
innovaCve,!or!just!plain!new!ideas!
that!are!emerging!recently!out!of!
your!Themes.!



2 

MINUTES LEFT 5!

EMPATHISE%
!

Develop!a!persona!based!on!the!
characterisCcs!assigned.!Draw!
the!person,!give!them!a!name,!
hobbies,!lifestyle,!traits.!!
•  What!do!they!know,!and!

how!do!they!feel,!about!
cooperaCves?!



3 

MINUTES LEFT 5!

PROBLEM%STATEMENT%
!

•  Develop!a!“How!Might!
We...”!quesCon!to!frame!a!
specific!problem!or!
challenge!to!be!solved!for!
your!Persona.!

•  Try!to!include!an!angle!from!!
the!‘barrier’!assigned.!



4 

MINUTES LEFT 5!

CREATE%
!

•  Design!a!Project!that!
answers!your!“How!Might!
We”!quesCon!considering!
the!greater!needs!of!
cooperaCves!/!the!coop!
movement.!



5 

MINUTES LEFT 5!

BUILD%+%PITCH%
!
•  Build!a!conceptual!prototype!

of!your!Project!proposal.!
!

•  Develop!a!1Uminute!pitch!
that!includes!your!HMW!
QuesCon!and!Prototype.!



SHARE 



WHAT  
JUST  

HAPPENED? 
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5X5

DOWNLOAD WILD THOUGHTS RAPIDLY
Brainstorming is a great way 
to come up with a lot of ideas 
that you would not be able to 
generate on your own.

USE TIME WISELY
Sometimes it is important to 
let go of time restrictions 
and allow the team to deep 
dive into understanding a 
particular issue or resolving 
D�FRQÁLFW��6RPHWLPHV�LW�LV�
necessary to quickly leap 
forward and take only a few 
minutes to generate some 
immediate outcomes.

The 5X5 is a rapid paced innovation exercise 
consisting of 5 steps of 5 minutes each. At least 
four teams of about ten people race against the 
clock to develop ideas on a particular topic. The 
aim is to engage with participants in an inclusive, 
non-threatening and exciting way that allows 
maximum ideation in a very short time frame. The 
5X5 encourages outside-the-box and responsive 
thinking in teams, plus rapid prototyping to tackle 
complex design challenges.

A lot of people ask how to 
design a  5X5. Each 5X5 is 
GLIIHUHQW��DV�WKH�ÀYH�VWHSV�
can be articulated to address 
DQ\�VSHFLÀF�SUREOHP��7KH�
types of steps in a 5X5 
include:
�� Empathy, where people 

explore their own and 
others’ feelings and 
experiences;

�� Storming, where teams 
explore a range of 
implications or possibilities 
of separate components of 
the problem;

�� Stoking, where 
participants break out of 
locked modes of thinking 
through switching 
modalities, e.g. moving 
into making rather than 
writing;

�� Ideation, where teams 
quickly generate new 
design ideas that 
emerge from unexpected 
observations and 
conclusions;

�� Prototyping, where people 
engage in physical model-
making or role-playing as 
ways to articulate their 
ideas;

�� Pitching and Performance, 
where teams publicly 
present their ideas for 
peer-review.

We have included four 
different 5X5s in the 
following pages that 
demonstrate these steps 
applied.

Examples of the 5X5

Structured speed 



storytelling 
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Action statements

Action statements are questions that open a 
problem context for brainstorming. Spending 
time ensuring the phrasing of your question 
is crucial. It must invoke action, inquiry and 
personal commitment to improvement of the 
LGHQWLÀHG�SUREOHP��¶+RZ·�RU�¶ZK\·�TXHVWLRQV�
open the problem to exploration and possibility, 
whereas ‘what’ questions encourage us to merely 
describe what is.

Typical action statements 

might startlike this, ‘Why 

should we...’, ‘How could 

we...’ or ‘How might we...’ 

The second part of the 

question should focus on 

improving something. This 

will vary greatly depending 

on the problem you have 

LGHQWLÀHG�DQG�WKH�SHUVRQD�
you are solving the problem 

for. The aim of this part 

to keep the boundaries 

closed enough to make it 

actionable without being 

too narrow.  For example if 

trying to address sustainable 

consumption your question/s 

might be:  ‘How could we 

design a portable water 

solution?’ Action statements 

should use words like 

‘could’, ‘would’ or ‘should’ to 

open the question to many 

possibilities. Finally, make 

the question personal. Add 

yourselves in the statement. 

For example, the Library 

at UTS developed an action 

statement that moved its per-

spective beyond the immedi-

ate library: “How might we 

use technologies to connect 

users around the world?”

Action library

Studio 11



stepwise iteration 



parallel ideation 



think big 
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Focus on humans

A human-centered approach is at the heart of 

good design. The pressing issue of our times are 

PRQVWURVLWLHV�RI�FRPSOH[LW\��GLIÀFXOW�DQG�YDVWQHVV��
Big organizations and governments with access 

to vast resources and funding have been charged 

WR�ÀQG�VROXWLRQ��\HW��ZKLOH�PXFK�HIIRUW�JRHV�LQWR�
resolving complexity, good solutions are scarce. 

Focusing on humans and their immanent needs 

allows you to scale up an initially small and 

focused solution to one that addresses a bigger 

picture broad problem in the longer-term. By 

narrowing down to a human-centred perspective 

you will allow for problems to be tackled in small 

digestible chunks. The key to this approach is 

ensuring that solution ideation addresses the 

smaller scale while linking back to the larger 

SUREOHP��:KLOH�WKLV�DOORZV�ÀUVW�VROXWLRQV�WR�
be nimble, furiously user-centric, immediately 

relevant and instantly adaptable, it provides a 

step towards an ultimately larger goal. 

Innovation labs around 

the world have made their 

mark, mostly based on the 

disciplinary background that 

they emerged from. This 

base might be engineering, 

IT, product design, science, 

social science, or humanities.  

At u.lab we are building ethos 

as we speak.  While our bases 

are in design, architecture, 

business, engineering and 

IT, we make ‘u’ , i.e ‘you’ 

the center of our approach. 

We focus on humans when 

conceiving solutions in our 

programs, but particularly 

we focus on humans when 

engaging individuals in the 

lab. We strive to unlock 

the individual innovation 

potential of the people who 

work with us based on their 

core skills and their ability 

to speak and understand the 

joint language of design-led 

innovation. In that sense, 

design thinking and doing 

is the vehicle, the glue and 

the thin red line, that brings 

everything together and 

makes it stick.

It’s about ‘u’

“I think the great thing about 

u.lab is really the whole human 

element of learning. Normally 

I go to class, I have group 

mates we work and then leave. 

I think its the human element 

here at u.lab...amongst us - 

the colleagues, amongst us 

- the people who come in for 

BikeTank, and our lecturers. Its 

good. Its really real. It wasn’t 

easy, the course really pushed 

us. I think all in all it was a 

really great experience.”

Emil del Rosario



empathy 
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Personas

$�SHUVRQD�LV�D�ÀFWLRQDO�FKDUDFWHU�WKDW�UHSUHVHQWV�
WKH�W\SLFDO�QHHGV��GHVLUHV�DQG�KDELWV�RI�D�GHÀQHG�
user group. A persona is used to represent 
LQWHUHVWLQJ�REVHUYDWLRQV�LQWR�RQH�VSHFLÀF��
UHFRJQLVDEOH�FKDUDFWHU��$�XQLTXH�RU�W\SLÀHG�
archetype. Even though teams sometimes get 
hung up on not so important characteristics of 
particular users, creating a persona helps to 
draw out the relevant overarching characteristics 
of the user group for whom you are designing 
a solution. The accumulation of little details 
points towards a much more sophisticated and 
VLJQLÀFDQW�LVVXH�DW�KDQG��WKHUHE\�SURYLGLQJ�
the basis for addressing a deeper lying need. A 
persona will help you isolate the key issues and 
interests of a human related problem space.

Typically a persona 
includes characteristics, 
trends, and other patterns 
WKDW�FDQ�EH�LGHQWLÀHG�LQ�D�
user group over the course 
of the empathy work. Such 
commonalities and/or 
complementary observations 
could include demographic 
information, strange 
proclivities and habits, or 
sources of motivation, to 
name only a few. Putting 
yourself into the situation 
of a persona aims to let you 
experience how life is like 
IRU�WKDW�VSHFLÀF�SHUVRQ��$�
need exists to imagine the 
issues, problems, challenges, 
emotional thoughts and 
other related factors so that 
it is easy to identify with 
the users need. This can be 
likened to adopting a second 
skin and seeing the world 
through somebody else’s eyes 
or method acting where the 
actor assumes the identity of 
the role they want to play. 

After several dimensions 
of commonality have 
EHHQ�LGHQWLÀHG��OLVW�WKHVH�
features of the user; if 
there are any dimensions of 
complementarity (those which 
may not be shared by all 
users, but are interesting to 
the team and not necessarily 
mutually exclusive), the 
team should add these as 
well. A quick example of 
these commonalities could 
range from issues that 

affect the core problem or 
other factors that change 
how perceptions regarding 
the core issue change. 
For example, a potential 
end-user might be a local 
resident of a Sydney 
suburb who faces increased 
isolation from their family. 
Other factors might 
include the long commutes 
between work and home, 
an increasing imbalance 
between work and home, 
SRRU�MRE�UROH�GHÀQLWLRQ��D�
lack of communal spaces 
for interaction, the inability 
to schedule activities in a 
timely manner, etc - all these 
could potentially be core 
problems but on its own, 
HDFK�VWLOO�KDV�D�VLJQLÀFDQW�
relationship with the other 
problems. As part of building 
a persona, they should be 
listed and consider their 
impact, but only a few can 
be potentially solved when 
addressing the core issue. 

Lastly, give your character 
a name, and make sure every 
member of the team buys 
into the identity and cor-
responding characteristics 
that the team has created. 
As simple and straightfor-
ward as it sounds, the name 
is quite an important factor 
when building a persona, it’s 
KDUG�WR�UHODWH�WR�ÀJXUHV�DQG�
demographics, etc but much 
more easier when there’s a 
name.

Tips for developing a Persona

MAKE NO ASSUMPTIONS
Don’t judge, question 
everything, and look for 
clues and patterns to better 
understand why things are the 
way they are.



quick projects 
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Failing with intent

It can be very powerful to fail with intent. More 
than just testing ideas, failure can be used as a 
catalyst or a provocation. A spectacular failure 
can reveal more about client needs or public 
opinion than a conforming scheme. A lot of what 
we call failure is really just poor management 
and planning. In the right environment failure is 
a positive, experimental, and revealing part of 
the design process. Learn from failure, and learn 
fast. Allow your team to fail and stumble multiple 
times, and accept it as part of the journey that 
you can learn from.

Trent Middleton

Architecture is a humanist 
pursuit: the creation of 
buildings and places that 
make life better for people 
and make the world a better 
place. This desire for positive 
change creates an intensely 
personal connection between 
the designer and a project, 
but it is this mixture of 
thought and action, design 
and construction,  that makes 
LW�GLIÀFXOW�WR�VHSDUDWH�WKH�
ego from the object. Our 
philosophy, our feelings, our 
life is our work, and it is this 
belief that means a failure 
in a project is a failure in 
ourselves. This leads to a 
fearful working environment 
ZKLFK�VWLÁHV�FUHDWLYLW\�DQG�
progress.

It is important to learn 
that failure can be positive 
as well as negative. This is 
not a matter of optimism or 
pessimism, but a realistic way 
of framing and addressing 
issues and outcomes. 

Negative failure has 
a negative outcome, is 
objective, can be recognised, 
controlled and avoided by 
following a robust design 
process or method. There 
is no excuse for failing 
to understand external 
pressures on a project, such 
as the client and the context. 
By following a rigorous 
SURFHVV�RI�EULHÀQJ��UHVHDUFK�
and inquiry these issues are 
easily uncovered. Failure to 
understand internal pressures 

Positive Failure vs. Negative Failure - the example 
of architecture

LV�PRUH�GLIÀFXOW�WR�RYHUFRPH�
as this involves recognising 
and acknowledging personal 
strengths and weaknesses. 
Seeking out training, 
developing a support 
network, and working with 
appropriate consultants will 
strengthen your contribution 
rather than diminish it. Most 
disastrous is a failure to 
communicate and consult. 
Design is the collaboration 
of a team and it is critical 
that all parties understand 
and appreciate the same 
ideas, processes, and goals. 
Communication must also 
extend beyond the design 
team to include the client, 
the end user, and the 
public. It is also important 
to recognise the difference 
between failure and retreat. 
When progress is slow it 
may be better to review and 
revise the design strategy 
rather than rely on brute 
force. If you are working 
in a collaborative, open 
environment then no outcome 
is predetermined.

Positive failure has 
a positive outcome, is 
subjective, intuitive, and 
relies on recognising 
mistakes and accidents and 
learning from things going 
unexpectedly. There is no 
‘wrong answer’ to a design 
problem, so developing 
useful and effective criteria 
to judge the success or 
failure of a design is an 

important initial task. The 
criteria could be quantitative 
such as conformance with 
a code or standard, they 
could be qualitative such as 
a precedent or aspiration, or 
they could be a combination 
of the two as many project 
briefs are. For positive failure 
to be effective it is necessary 
to have a supportive, 
open, and safe working 
environment: A culture of 
failure. With our work and 
our ego intertwined we 
need to know that it is safe 
WR�IDLO��WKDW�LW�LV�EHQHÀFLDO�
to analyse our failures, 
and that it is important to 
communicate our failures 
to others. Positive failure 
can be contrived through 
developing a design process 
that provides the opportunity 
to make mistakes early and 
often. This does not mean 
drawing every permutation, 
but experimentation can be 
used to break open design 
problems in order to learn 
about them, to analyse 
failures and reveal alternate 
strategies. In architecture, 
WKH�ÀQDO�SURGXFW�LV�XVXDOO\�D�
built form so it is crucial that 
the design process involves 
experimentation in three 
dimensions. Prototyping 
with virtual or physical 
models reveals complexities 
not apparent in thoughts 
or drawings, and provide 
another forum for unexpected 
outcomes.



collaborative 
rapid 
prototyping 



page page

162 163PRACTICING
a book by u.lab chapter

DOING

Build to think Rough prototypes of ThinkToys -  
Weeks 1 to 3 in the Entrepreneurship Lab

Build to Think is all about transferring ideas from 
your head to the physical world. The physical 
form can be a wall of post-it notes, a role-playing 
activity, a space, an object, a storyboard, and 
many more. For entrepreneurs, a key component 
of generating innovative solutions is asking 
questions, whether it be to uncover deeper 
insights or test design elements. Start building. 
Even if you aren’t sure what you’re doing, the act 
of picking up some materials (paper, tape, and 
found objects are a good way to start!) will be 
enough to get you going. Don’t spend too long on 
RQH�SURWRW\SH��0RYH�RQ�EHIRUH�\RX�ÀQG�\RXUVHOI�
getting too attached to it. Build with the user in 
mind. What do you hope to test with the user? A 
prototype should answer a particular question 
when tested. It’s good to fail quickly and cheaply 
since building rough and rapid prototypes allows 
you to investigate a lot of possibilities. Building 
many prototypes help to break down a large 
problem down into smaller, testable chunks. Build 
to think and learn.



interactive 
presentations 
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Improvisation

LOOK FOR WORK-AROUNDS
Professionals and master users 
KDYH�DPSOLÀHG�UHTXLUHPHQWV��VR�
they often improvise and cre-
ate work-arounds to suit their 
needs. When studying work-
arounds you can gain valuable 
insights and inspiration from 
VXFK�VSHFLÀF�QHHGV�

Professor Stewart 
Clegg gave a lecture on 
improvisation & organisation 
to the Entrepreneurship Lab 
class based on his research 
with Miguel Pina E. Cunha, 
Pedro Neves and Arménio 
Rego1. 

The typology helps 
understand and stimulate 
improvisation in the context 
of organisational innovation. 
Each type is supported and 
instigated differently, has 
GLIIHUHQW�LQWHQWLRQV��EHQHÀWV��
learning opportunities and 
detriments.

1. Miguel Pina E. Cunha, Pedro Neves, 
Stewart Clegg Arménio Rego (2012) 
Improvisation Sequences, working paper

Improvisation is making and doing in the moment 
and often in response to a stimulus. That stimulus 
can be within the immediate environment or 
stem from an emotional state. Improvisation can 
result in the creation of new thought patterns, 
new practices, new structures or new ways of 
understanding, perceiving and interpreting the 
world. A prerequisite to improvisation is mastery. 
Improvisation occurs most effectively when you 
have a thorough intuitive understanding and 
advanced technical skills and concerns within the 
improvised domain. Allowing improvisation to be 
part of your innovation repertoire will take you to 
new places.

“Improvisation needs to be considered 
as a multi-shaped, polymorphic 
process, manifest in four types of 
action repertoires:  ad hoc, covert, 
provocative and designed. Ad hoc 
improvisations are unprepared, 
adlib responses to unplanned 
events, they happen through the 
intentional and cultivated practice 
of bricolage.Covert Improvisations 
are “undercoverd”, hidden from the 
formal structure, they occur inside 
communities of practitioners and 
outside the reach of organizational 
controls. Provocative improvisations 
stimulate to produce divergent 
thinking or acting and happen through 
the purposeful creation of deviation 
from established processes. Finally, 
designed improvisations happen 
ZLWKLQ�FRQÀQHV�IRUPDOO\�HVWDEOLVKHG�
minimal structures that are supported 
by simple rules and the heuristics they 
favor.”

Improvisation and organisation


