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EFFECTIVE PROTOTYPE
Overachieving prototypes close discussions early in the process by allowing deci-
sions to be made too early. These seeming decisions can become confusing to dif-
ferent stakeholders. By contrast, underachieving prototypes give little to inspire the
next steps of design. Effective prototypes combine the right mix of conceptual and
experiential prototyping to accurately express the current state of understanding of
the software product or service.

Effective prototyping is a learnable, repeatable process where the prototyping
approach depends on effective analysis of the current state of requirements as well as
the current needs of your organization. Effective prototyping uses the right prototyping
tool, method, and process given the appropriate need. In order to succeed at prototyp-
ing, the effective prototyper must understand all of the variables involved in prototyp-
ing, including their advantages and disadvantages. The effective prototype allows the
audience to understand ideas without being overwhelmed by superfluous details.

Anyone can be an effective prototyper; and anyone can prototype with software
tools they already know how to use. No doubt for some people this statement
raises a few questions.

THE YES QUESTIONS
Can I prototype? Yes. Anyone can prototype if they understand their goals and cur-
rent stage in the software development process.

Can I prototype with the tools I already know (or have readily available)? Yes.
You can adapt almost any tool to create a successful prototype.

A The back of a dinner napkin? Yes.
A Paper? Yes.
A Presentation tools? Yes.
A Office productivity software, such as a word processor or spreadsheet appli-

cation? Yes.
A Video software? Yes
A Programming software? Yes

Will it be easy for me to prototype even though I haven’t already incorporated it
into the software creation process? Yes. Prototyping can be incorporated in any
stage of the software design process, even at multiple stages for varying purposes.
It’s never too late to start prototyping. Almost anywhere in the software creation
process, you can slip in some form of prototyping. A little and late is better than
none, and your product will be better for it.

THE NO ANSWERS
Do you need graphic software experience to prototype effectively? No. Graphic
software tools are just one of many tools that can be used.
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