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Today: Prototyping

Types of prototypesLecture

In-class
activity

Experience prototyping + blue foam 
modeling

Assignment Prototype Plan



Budget

• $100 per team 
• Add expenses to group spreadsheet 
• Tax exemption 
• Digikey purchasing tomorrow
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Examine design problems and evaluate solutions 
before final prototypes exist.



Prototyping

Examine design problems and evaluate solutions 
before final prototypes exist. 

What’s the form factor for the system? 
What type of feedback should the system provide? 
What sensor should be used?
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Videos 
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Actively engaging people}
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Classifications

Looks like 
Works like 
Experience like

Role

Look and feel

Implementation

Houde & Hill
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Experience Prototyping

Used to understand, explore, or 
communicate what it might be like to 
engage with the product, space, or system 

Enable users to gain first-hand experience 
of future conditions through active 
engagements with prototypes. 

Buchenau & Suri

Why

How
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Experience Prototyping: Guidelines

Minimize instruction 
Note surprising assumptions / actions 

Reuse 
Use existing parts in place of building your own 
when possible 

Maintain ambiguity 
Keep it “sketchy”



Assignment

Experience PrototypeIn-Class

Week 2
Assignment

1 Looks-like and 1 Works-like prototype



In-Class Experience Prototype

Select the idea you plan to prototype this week.

Write a list of key questions you hope to answer with 
your prototypes. 

Which question(s) do you plan to answer with your 
experience prototype? 

How do you plan to prototype the experience?

10 minutes



In-Class Experience Prototype

Take 1 hour to build out your experience prototype 

Stephen will grab teams for short blue-foam tutorial 

We will regroup for you to test your experience 
prototype with multiple groups
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In-Class Experience Prototype

Users Testers

Living Room Bathroom

Teaching Team Bedroom

Kitchen Workspace



Assignment

Prototyping Plans
For each of the two prototypes, include a project plan 
outlining the following: 

• Description of the design problem / opportunity 
and your proposed system. 

• What question your prototype is addressing 
• How you plan to implement your prototype 
• What materials you might need 

• Digikey purchasing


