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Course Structure
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WEEK 1 – Exploration WEEK 2 – Ideation WEEK 3 – Prototyping
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What is a Prototype?
a Boundary Object?
a «Motzvorlage?»



„A boundary object is a ‘thing’ that is 
both defined enough that several 
communities can recognise it as the 
same thing, yet flexible enough that 
each community can use it according 
to their own needs. “
Matt Cooper-Wright



„The best prototype is one that, in 
the simplest and the most efficient 
way, makes the possibilities and 
limitations of a design idea visible 
and measurable.“ 
Lim & Stolterman (2008) 
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https://www.interaction-design.org/literature/topics/prototyping

Prototyping is the making of a 
representation of a solution to a design 
problem in such a way that a user can 
experience it. Prototypes are not meant to 
function but rather to let users interact with 
them so as to provide feedback. Prototyping 
is a crucial part of iterative design 
processes, design thinking, and user-
centered design.

https://www.interaction-design.org/literature/topics/prototyping
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Lim & Stolterman (2008)

The purposes for which prototypes are used can
be broadly categorized into the following areas: 

(1) evaluation and testing
(2) the understanding of user experience, needs, 

and values
(3) idea generation
(4) communication among designers



_

Prototyping - Testing a Flow

Prototyping CAS Design Methods 2018
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Prototype - Testing the Handling

Wie soll ein Laserscanner getragen werden? @SchindlerCreations 2015
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Prototype - Testing the Acceptance

Sunect (2017) – Adonis Bou Chakra, Gabriel Bach, Lara Hänny, Simon Fischer
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Übersicht

CAS Design Methods
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„Design thinking rapidly moves on to learning by 
making. Instead of thinking about what to build, 
building in order to think.“
Tim Brown (TED 2009)



_

_

Sanders, E. B. N. (2001). Virtuosos of the experience domain. Proceedings from IDS Education Conference.
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Prototyping Dimensions
_



What determines the specifics of how to form 
prototypes are the issues of what prototypes 
should be composed or made out of, that is, the 
materials (whether visible or invisible) by which 
the prototype is made manifest; what level of 
fidelity the prototype should be, that is, the 
resolution of a prototype; and how complete the 
prototype should be, that is, the scope of a 
prototype.

Lim & Stolterman (2008)



Youn-Kyung, L., Erik, S., & Josh, T. (2008). The anatomy of prototypes: Prototypes as filters, prototypes 
as manifestations of design ideas. ACM Trans. Comput.-Hum. Interact., 15(2), 1-27.



Youn-Kyung, L., Erik, S., & Josh, T. (2008). The anatomy of prototypes: Prototypes as filters, prototypes 
as manifestations of design ideas. ACM Trans. Comput.-Hum. Interact., 15(2), 1-27.
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Low vs. High Fidelity

19
App für das Schweizer Landesmuseum – Florian Wille @ dreipol
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globalservicejam.org
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http://globalservicejam.org
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globalservicejam.org
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http://globalservicejam.org


Usability Testing
_





Formative vs. Summative
Testing

—



Formative

Formative testing, is conducted during the 
design and development process. Its goal is 
to gather insights and feedback to inform 
and shape the design. It is more exploratory 
and qualitative in nature, focusing on 
understanding user behaviors, preferences, 
and needs. The findings from formative 
testing are used to make iterative 
improvements to the design.



Summative Testing

Summative testing is conducted at the end 
of a design process or project. Its purpose 
is to evaluate the overall effectiveness and 
success of a product or design. Summative 
testing typically involves gathering 
quantitative data and feedback from users 
to assess the product's usability, 
performance, and user satisfaction.



The truth of the matter is that pretty much of 
all our methodologies for quantitatively 
evaluating user interfaces suck.
Henry Lieberman (2008)



Testing

Number of User Testers
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See: Nielsen Norman Group - Why you only need to test with 5 users
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https://www.nngroup.com/articles/why-you-only-need-to-test-with-5-users/


Summary: Elaborate usability tests are a 
waste of resources. The best results come 
from testing no more than 5 users and 
running as many small tests as you can 
afford.
Nielsen Norman Group



Testing

Formulate a hypothesis through a Test Card
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Test Card

We believe that
step 1: hypothesis

And measure
step 3: metric

To verify that, we will
step 2: test

We are right if
step 4: criteria

The makers of Business Model Generation and StrategyzerCopyright Strategyzer AG

Test Cost: Data Reliability:

Critical:

Time Required:

Test Name

Assigned to

Deadline

Duration

Strategyzer - https://strategyzer.com/



Hypotheses

Charakteristica of a good Hypothesis
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Discrete
Your hypothesis is discrete when it describes only one distinct, 
testable, and precise thing you want to investigate.

Precise
Your hypothesis is precise when you know what success looks 
like. Ideally, it describes the precise what, who, and when of your 
assumptions.

Testable
Your hypothesis is testable when it can be shown true (validated) 
or false (invalidated), based on evidence (and guided by 
experience).

vgl.: https://designthinking.ideo.com/

https://designthinking.ideo.com/


Overview

Example of hypotheses for the Use Case ‘Kunsthaus Floorplan’
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From: Development Kunsthaus Floorplan | dreipol

CASE:  WHICH FLOOR? 

We believe that…
Visitors are aware of which floor they are on during the visit.

To test this we will…
Ask 10 visitors (from teenagers to seniors) on the first an 
second floor, if they know what floor they are on.

We are right if…
If 4 out of 5 visitors answer correctly.

Additional question: “How did you orientate yourself?”

CASE:  FINDING THEMSELVES ON THE MAP 

We believe that…
Visitors will find where they are on our map, within a floor.

To test this we will…
Show 10 visitors (from teenagers to seniors) on the first an 
second floor, a map and ask them if they know where they 
are.

We are right if…
If 4 out of 5 visitors can point to their correct location 
(section) on map. 



_

Prioritisation of Hypotheses
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Testing

Syntheses via Testing Cards
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Learning Card

We believed that
step 1: hypothesis

Insight Name

Person Responsible

Date of Learning

From that we learned that
step 3: learnings and insights

We observed
step 2: observation

Therefore, we will
step 4: decisions and actions

Data Reliability:

Action Required:

The makers of Business Model Generation and StrategyzerCopyright Strategyzer AG

Strategyzer - https://strategyzer.com/



Lab Testing



Remote Testing
(moderated / unmoderated)



Guerilla Testing
Hallway Testing

—



Testing

Finding test subjects

✔ Try to find test subjects within the environment of where the product might be used

✔ Look for people who correspond to your target group, or are close to them

✔ Find around three to five candidates

✔ Look for diverse candidates where possible (extreme users)
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Testing

Guerilla Testing Checklist

✔  If possible, test with two people

✔  Make sure the test device is loaded and the prototype is functional

✔  Define clear tasks/scenarios that you want to test

✔  Make sure you can record the findings
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Testing

Tips & Tricks

✔ Remind the testers that it is not them that are being tested, but the product. No answer 
given can be wrong.

✔ Don't say that the concept you're testing is your own (otherwise no one will give you 
honest feedback).
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Testing

Structure of a Testing Interview

1. Friendly Welcome

2. Context Questions

3. Introducing the Prototype

4. Tasks

5. Quick Debrief
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The Five-Act Interview by Google Ventures, see  video on YouTube

https://youtu.be/U9ZG19XTbd4?si=97bmTigXyZZvc53w


Book Tip

David J. Bland & Alex Osterwalder
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Buchtipp

Giff Constable
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Thank you!
Contact:

Florian Wille
florian.wille@zhdk.ch
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