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Learning Goals

= Being able to put different prototyping techniques into
perspective

= Know when to use which technique
= Have an overview of prototyping approaches
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Prototype, a definition:

= “A concrete representation of part or all of an
Interactive system” (based on [1])

[1] Beaudouin-Lafon, M., & Mackay, W. E. (2009). Prototyping tools and techniques. In
Human-Computer Interaction (pp. 137-160). CRC Press.
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Photo by Anna Shvets from https://www.pexels.com/photo/women-standing-on-wooden-planks-3727647 (PD)
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