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Introduction to “Quick Build” 
Prototyping
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the conversation piece
a physical object that you bring with you to 
interviews – this object ignites conversation 
and gives the user something to react to 
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why create a “quick 
build” prototype?
•  validate or refine the problem 
•  answer a key question 
•  explore potential solutions 
•  flesh out your solution 

Prototype early
[De-risk the idea, cheaply!] 
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Prototype often

service prototype 
example //

Redesigning Meal Service 
Experience at Glide Foundation 
in SF  
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Empathize
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A hardened but vulnerable 

transplant  
needs to feel  

a sense of community  
in a world in which  

home-cooking is like love 

Their big idea:  
Family-style dining 
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Empathize

Question 1: 
Will clients talk to each other?  
Will they enjoy interacting? 
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Question 1: 
Will clients talk to each other?  
Will they enjoy interacting? 
 
Prototype 1:  
The Table Mom Prototype

  

 

What is the most recent 
act of kindness you’ve 

performed? 
 

 
Name something you’re 

grateful for 
 

 
What is your favorite story 

from history? 
 

Table Mom Prototype 

Prototype
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Question 2: 
Will clients be willing to serve 
each other?  (or would clients 
tend to hoard or steal?) 
 

  

Question 2: 
Will clients be willing to serve 
each other?  (or would clients 
tend to hoard or steal?) 
 
Prototype 2: 
The Welcome Kit Prototype
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Welcome Kit Prototype 

Prototype

Question 3: 
Will family-style dining slow 
down operations?  What 
logistical issues might come up?   
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Question 3: 
Will family-style dining slow 
down operations?  What 
logistical issues might come up? 
 
Prototype 3:   
The Breakfast Prototype

  

Breakfast Prototype 

Prototype
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Prototype 4:   
The Full Roll-out

  

“Wow, am I at Glide 
or at home?” 
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Strategy takeaway:
Break your solution up into key questions, 
and create a series of prototypes to answer 
those key questions. 

process prototype 
example //

Breaking News at WNYC 
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Strategy takeaway:
(For processes)  
Create a tangible way to run through a 
variety of scenarios & try new solution 
ideas as you go. 

product prototype 
example //

ANA Grantee Connector 
(The Administration of Native Americans) 
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Strategy takeaways:
•  Mock up your solution in the quickest & 

cheapest way possible. 
•  Flesh out your idea as you test with 

users. 
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Prototyping process

1.  Form a question(s) 
2.  Build something tangible to answer 
each question or test each hypothesis 

first, form a question
•  What is a “day in the life” like for my user? 
•  What does my user generally think of my 

idea for a solution? 
•  What’s more important to my user – x, y or 

z? 



HHS	
  Ignite	
  Summer	
  2015	
   6/10/15	
  

Quick	
  Build	
  Prototyping,	
  UMD	
   24	
  

•  storyboard 
•  Wizard of Oz 
•  no-res (role-play) 
•  Works-like/feels-like 

then, build something tangible. 
 
4 types of prototypes:

1) storyboarding
creating a series of images (rough sketches or 
photos) outlining a sequence of events & details 
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2) Wizard of Oz prototyping
developing a model out of paper of an interface 
that you’re designing and have real users interact 
with the prototype manipulated by a person 
‘playing computer’ 
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2) Wizard of Oz prototyping, example 2
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3) no-res (role-play) prototype
creating key props & having users role-play through a 
mocked-up experience 
[good for solutions with person-to-person interaction]   
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4) Works like/Feels like
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Help people in despair 

line-waiting heroes

4) Works like/Feels like

CALL-WAITING EXPERIENCE
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Help people in despair 

line-waiting heroes

Placeholders 

line-waiting heroes
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line-waiting heroes

Gone to the ATM

line-waiting heroes



HHS	
  Ignite	
  Summer	
  2015	
   6/10/15	
  

Quick	
  Build	
  Prototyping,	
  UMD	
   37	
  

line-waiting heroes

Happy customer back in line 

line-waiting heroes
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Type Description For things 
that are…

Storyboard A series of sketches/images that illustrate 
how your idea works, or what it would look 
like to experience your solution 

A process or 
experience 
(intangible) 

Role-Play A skit that illustrates how your idea works – 
give members of your groups roles to play, 
and remember to create a role that will be 
played by the person testing your solution 

A process or 
experience 
(intangible) 

Wizard of 
Oz

Use paper & post-its to mock-up how 
someone would use your website or app 

Digital (a website or 
app) 

Works 
Like/Feels 
Like

A rough mock-up of how a mechanism 
works, OR how it might feel to use a 
physical device or go through an experience 

A physical product 
OR an experience 
(intangible) 

Prototyping Categories 

Prototype cheat sheet

storyboard/
video wizard-of-oz 

role-play works like/ 
feels like 

think interactive!


