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MATERIALS INCLUDED IN THE TOOLKIT 

 45 hexagons, each with a different pictogram - see links to files at the end of this document 

 13 uniquely shaped arrows  

 Index cards 
  

http://www.fondationbombardier.ca/
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INTRODUCTION 
The prototyping toolkit you have in your hands was created to help design services, processes and models. 
Prototyping has great potential and can be used in multiple contexts, including consultations, ideation 
sessions, foresight activities and strategic thinking. Prototyping is used to generate solutions quickly, and 
encourages deliberation rather than confrontation. Prototyping is therefore a tool of choice for fostering 
collaboration and creativity through the use of visual thinking: the processing of visual information in the 
brain. The toolkit uses 45 pictograms that represent a broad spectrum of images related to change and 
innovation. We also developed different types of arrows that are used to indicate relationships and promote 
interaction between the pictograms and any other elements suggested during the activity. Below, we present 
some of the theoretical aspects of prototyping and guide you through the process of using the toolkit. 
 
 

SOME THEORETICAL ASPECTS OF PROTOTYPING 
Prototyping is the process of creating a prototype—an incomplete or “rough” model—of what a final 
product or service might look like. The exercise involves designing an initial model to illustrate ideas, and 
then continuing to build and develop it into something more elaborate. A number of prototyping methods 
can be used to design a model, a process, a mock-up, a service or a product, including:  

A. Physical models (wooden blocks, Lego, pictograms, objects designed with 3D printers, etc.); 
B. Arts and crafts using a variety of materials (wood, cardboard, glue, etc.); 
C. Sketches and diagrams on paper, cards or other visual supports; 
D. Improvisation sessions or role-playing to simulate interactions; 
E. A combination of the methods described above. 

 
 

3 REASONS TO PROTOTYPE 
There are so many benefits of prototyping, and these will become clear once you’ve experienced it for 
yourself. In general, there are three main reasons why people turn to prototyping. 
 
1) BUILD INSTEAD OF ONLY THINKING  
Sometimes when faced with a problem, we discuss various concepts without always taking the time to clearly 
define them. Many of us make the mistake of assuming that we have a shared definition of terms, and this 
often leads to confusion and misunderstandings. One of the rules of prototyping is to invite team members 
to quickly begin building their ideas using objects or diagrams. This acts as a kind of mediation between what 
you think and how you represent it. It also helps people to see and interact with ideas, immediately clarify 
any questions and bounce ideas off each other. In the end, it’s a great way to loosen any knots and discover 
better solutions. 
 
2) COLLECT FEEDBACK FROM STAKEHOLDERS AND END USERS  
It’s much easier to solicit a reaction to a specific proposal than to ask someone for on-the-spot feedback. 
Prototyping aims to allow team members to move forward by creating several versions of the same idea. In 
this regard, feedback is a necessary ingredient for stimulating learning and the ability to adapt. Since 
prototyping produces an incomplete model, outside opinions are essential in order to evolve. If there are no 
end users or key stakeholders available on site, you can ask people around you for feedback before designing 
your next iteration. However, for the third iteration, it is vital that you get feedback from those for whom the 
solution is being designed. That way, you can test the model based on the reality of your end users, identify 
the aspects you want to conserve and those that still need fine-tuning. 
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3) FAIL FASTER, SUCCEED SOONER  
Prototyping is driven by concrete action, and is a process that leads to a final solution. Making errors early on 
in the process stimulates learning and encourages designers to make adjustments. It’s very important here 
to understand that mistakes provide opportunities to react, and this reduces the risks associated with the 
innovative process. In short, failing faster can save time and money by making sure that the idea has been 
challenged and tested multiple times before producing the final service or product. 
 
 

THREE PROTOTYPING TIPS 
Here are three prototyping tips we’d like to share, based on what is reported in the literature and on our 
own experience as facilitators of the process. 
 
RESPECT THE ITERATIVE PROCESS AND DO NOT SKIP STEPS 
People who have never experienced prototyping tend to think that the exercise lacks credibility. Prototyping 
aims to create solutions by means of moving through stages. The first stage of prototyping is generally short, 
usually lasting around 30 minutes. Sometimes teams put pressure on themselves and attempt to come up 
with something perfect. However, this is not the goal. The first iteration is meant to open avenues of 
exploration in regard to a problem and collect feedback that will provide a more in-depth vision as you move 
forward. Therefore, it’s preferable to set a time limit for the first stage to avoid spending too much time on 
it and possibly losing momentum. Then, you can plan guided visits (or another method) to share the resulting 
prototype and gather the following feedback: A) What did the visitors like the most? (I.e., favourite aspects), 
B) What could be clarified, enhanced or exemplified? (I.e., possible improvements) Once you’ve completed 
the guided visits, move on to the next stage, which consists of building a second iteration of your prototype. 
Participants appreciate having a follow-up visit (without necessarily addressing all of the favourites or 
improvements if time is short) so they can see which changes the teams have made. If you decide to skip the 
visits, it’s important to show your prototype to others so that you can make adjustments to a second iteration 
and then repeat the process for the production of a third iteration.  
 
FIND TECHNIQUES FOR SHARING  
Whether your prototype is visual or physical, make sure that you show it to a number of people. The more 
you are able to capitalize on diverse viewpoints and feedback, the more opportunity you’ll have to improve 
your prototype. Some preparation is required in order to truly benefit from sharing with others. We suggest 
that, right from the start, teams appoint a spokesperson who will keep track of suggestions and feedback. 
Following the presentation of your prototype, it’s important for team members to fill any information gaps 
and defend any aspects of the prototype they feel is important; this will lessen the load on the spokesperson. 
Finally, to ensure that the exercise has an impact, take a photo of your prototype and record the presentation 
(storytelling), including all the key elements (we prefer audio recording to video, as it’s less intrusive and 
usually more readily accepted). For the report, present the photo of the prototype and a text listing the main 
ideas or key principles put forward by the team. The report can be used to solicit further comments from 
people who did not attend the live presentations. 
 
LISTEN TO WHAT PEOPLE SAY  
When presenting the prototype, it’s important to tell the team to be in listen-only mode and to not react to 
people’s comments. The intention here is not to sell or defend your prototype, because that would place you 
in “justification” mode, which would risk shutting down the feedback process (the ultimate means of 
improving your prototype). Instead, adopt an open attitude, remain calm and keep your own comments to 
yourself until later. Even if you’ve explained this approach prior to the presentation, the facilitator will play 
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an important role in making sure these instructions are followed; designers have a natural tendency to defend 
their ideas (people quickly get attached to a creation). When receiving feedback, you can ask questions if you 
need clarification. In addition, we suggest that you observe people’s body language, as this may give you 
complementary information to what they are saying. 
  
 

THE PROCESS AND HOW TO USE THE TOOLKIT 
In the next section, we explain the process of using the toolkit to design a model, a process or a new service. 
 
1) IDENTIFY THE INITIAL INTENTION AND SUBJECT OF INTEREST 
In the first stage of the process you will identify your intention (why you are prototyping) and use objects to 
communicate it to participants. Then, define the specific subject you want to address. The subject may involve 
a model (e.g., an intervention model for young people with learning difficulties), a process (e.g., a process to 
promote collaboration within an organization) or a service (e.g., a support service to facilitate project 
assessment). We recommend that you write the subject on cards and distribute one to each design team.  
 
2) HOLD A PROTOTYPING WORKSHOP THAT INCLUDES REFLECTION ON THE IMPACT 
The second step in the process is the designing stage. Ideally, prototyping is carried out in teams of 4-6 people 
in order to create a group dynamic and encourage participation. It’s good to have several teams working on 
the same subject for comparison purposes and so you can gather suggestions on the spot. If you have a 
limited number of people, you can always invite other colleagues, volunteers, members of the board or other 
partners to participate. Schedule about two hours for the workshop. If you have a large group, you might 
want to schedule 30 to 60 additional minutes. 
 
Open the workshop by presenting three important rules of prototyping: 

1. Prototyping is a hands-on process: quickly begin building, rather than just discussing. 
2. Bounce ideas off of each other: “Yes, AND...” rather than criticizing: “Yes, BUT...” 
3. Use only the materials that interest you, and appoint a spokesperson for the presentation. 

Then, as mentioned above, we suggest that you give teams about 30 minutes to design their first prototype 
using the materials provided in the toolkit: hexagons, arrows and cards. Participants may want to use the 
cards to jot down words or make sketches if they don’t find what they need in the pictograms provided. The 
first few minutes are often difficult and sometimes a little chaotic as people get acquainted with the 
materials. However, once the participants begin to work together as a team to design their prototype, the 
process becomes smoother. When it comes to prototyping, there is no limit to the possible outcomes. The 
hexagons facilitate building families of concepts, because the images are easily grouped together. You can 
also design sequences, steps, principles and ecosystems. Use the arrows to identify connections, establish 
priorities, point to causes or results, and more. 
 
Once the first version of the prototype is complete, invite the teams to reflect on the impact of their design 
from two different angles: A) What is the desired social impact? B) What is the desired organizational impact? 
To elaborate on these viewpoints, participants are invited to illustrate their thoughts by placing the remaining 
materials beside their prototype (you can also take a picture of the prototype and then carry out the exercise 
using all of the materials). Give teams 30 to 40 minutes to reflect on the impacts.  
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3) ORGANIZE VISITS TO PRESENT THE PROTOTYPES 
Once the teams have completed their prototypes, it’s time to share the results. To maximize the benefits of 
this exercise, we recommend documenting the results by taking a photo of the prototype and recording the 
presentations (audio). If you have only two to three design teams, you can visit each prototype. However, if 
you have four teams or more, you’ll have a lot of people gathered around the tables and the presentations 
might end up taking too much time. In this case, it’s preferable to divide the group in two for visiting purposes, 
even though participants won’t get to see all of the prototypes. As previously indicated, the visits allow the 
teams to present the first version (idea + reflection on the impact) and you should plan for 5-10 minutes per 
visit. After the visits, gather feedback (favourite aspects and possible improvements) that will be used to 
design the second version of the prototype. 
 
4) THE NEXT STEPS 
Once you’ve completed your on-site visits, three main steps are available to you.  

A. First, write a report on the workshop. Include all the prototypes produced at the workshop (photo + 
associated content) as a means of documenting the results. You can use the report at your next 
meeting as a basis for establishing an action plan or any other courses of action to promote 
deployment of the idea. 

 
B. You can also use the report to gather more feedback with a view to creating a third iteration of the 

prototype. You may also want to present the report to key people in your organization and/or end 
users. At this point, it’s important to carefully record feedback without defending your idea, i.e., to 
remain open and in listen-only mode.  

 
C. Finally, you might realize that you’ve missed getting feedback from certain stakeholders who could 

contribute to a more global vision, and that it would be better to organize another workshop and 
invite them to participate, instead of simply getting feedback based on the report. At this workshop, 
you’ll have to rethink your intention and decide whether you want to base the exercise on the same 
subject, or approach it from a different angle with a view to bringing additional information to the 
previous results. 

 
 
CONCLUSION 
There are several ways to use prototyping in a workshop. The more you experiment with diverse groups, the 
more comfortable you will become using variations. You can also use the prototyping process with the same 
team more than once, with different subjects. Because prototyping is a co-creative process, repeating the 
exercise allows people to sharpen their reflexes that promote the flow of ideas and an uncensored approach. 
Once you’ve used the technique several times, you may discover that people begin to think more outside the 
box, the ideation process becomes easier and the participation rate increases. 
 
 
 
 
 
 
 



 

 -6- 

CONSTRUCTION OF THE TOOLKIT 
The prototype for this toolkit was made in a Fab Lab:   

 The wooden hexagons were made using a laser engraver/cutter.  

 The Plexiglas arrows were also cut with a laser cutter.  
 
 
Here are the files, all ready for the laser cutter, in SVG format:  
Hexagons.svg 
Arrows.svg 
 
And in PDF format for other uses:  
Hexagons.pdf 
Arrows.pdf 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
This toolkit is licensed under Creative Commons Attribution - NonCommercial - ShareAlike 4.0 International.  
 
Please click here to view a copy of the license.   

http://www.fabacademy.org/
https://philanthropie.fondationbombardier.ca/wp-content/uploads/2020/02/hexagones_trousse_prototype.svg
https://philanthropie.fondationbombardier.ca/wp-content/uploads/2020/02/Fleches_trousse_prototype.svg
https://philanthropie.fondationbombardier.ca/wp-content/uploads/2020/02/Hexagones_trousse_prototype.pdf
https://philanthropie.fondationbombardier.ca/wp-content/uploads/2020/02/Fleches_trousse_prototype.pdf
http://creativecommons.org/licenses/by-nc-sa/4.0/

