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1.1.1. Your Concept Prototyping Plan
Your solution will have elements that require rapid testing. What is your prototyping plan to rapidly test those elements? What are some questions you need answered about your solution before you develop a minimum viable product to evaluate? What methods will you use for prototyping? How will you test the concepts? After prototyping and testing, what have you learned? Summarize any insights you gained. Summarize any assumptions that were challenged. 
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Fidelity is how closely a prototype resembles
the complete and final alternative or solution
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Design, plan

Prototype designs should

Be relevant: answers key questions and
address learning goals

Be credible: considered legitimate to
people using the data

Focus: on critical assumptions and
uncertainties, on 20% of the functions
used 80% of the time

Have appropriate burden of proof:

concept vs. live prototype vs pilot should

increase burden

Produce timely data: made available in
real time, as soon as possible

Prototype plans considerations
= What do you really need? Where?

When? Permissions?

Who needs to be there, to run the
prototype, experience and observe?
Who needs to know

How many iterations and variations?

= What are the sources of data? Can you

build it into the prototype?

= Who will use the data? When and how

will the data be used?

How can the data be presented to be
most useful?

‘Adapted from: Small bes before big bets: aramework to evaluate prototypes. Mark Cabaj 2016-09-27.Tamarack Istitute.
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The optimal prototype is the minimum amount of fidelity
needed to achieve what you need to learn
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Surface new ideas Make ideas tangible Test the Full, robust, longer Decision to adopt,
Test ideas “manifestations” of term test scale, or let go
the ideas in real life
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E- Concept paper « Storyboards

« Wireframe « Pilot projects « (In)formal adoption
+ Diagrams * Walkthroughs mockups + Demonstration of elements that
+ Presentations * Role play « Live simulations projects survive the earlier
+ Paper models « Sandboxed installs  + Randomized phases
* Mockups * Partial working control trials
+ Wizard of Oz samples

Constructive and Minimally viable
virtual simulations prototypes

‘Adapted from: Smal bets before big bets:  framework to evaluate prototypes. Mark Cabaj 2016-09-27. Tamarack Institute.




