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[bookmark: _Hlk33618101]Option 1: Prototyping and gathering feedback
Definition
[image: ]After brainstorming, the best ideas were selected by the youngsters with support of their teachers or coaches. The youngsters will work out protypes that they can show to the potential customers, people from the community and their teachers or coaches. Prototypes do not have to be costly: it should be a clear visual estimation of what the potential final solution will look like. It can be a paper sketch, a physical object or digital prototype. Youngsters will work from rough prototypes to creating a pilot which will be the pop-up. 
Preparation 
In the HUBs youngsters have selected some ideas from the inspirational phase. They have developed some potential solutions for the needs of the people from the community. They have brainstormed about which ideas they want to follow up on. More information about brainstorming: https://www.designkit.org/methods/brainstorm-rules
During the elaboration phase, youngsters already have thought about their potential business model. 
Before beginning the prototyping, youngsters must decide which of their ideas they want to transform into a prototype. When the feedback they receive on their prototype is mainly negative, it is always an option to select another idea and redo the process. 
Execution
[bookmark: _Hlk44330781]In this final phase, youngsters will create one (or multiple) prototypes of potential solutions (the final product or service). When using HCD or design thinking, it is crucial that you keep iterating with the people from the community. Make a prototype of your product or service, test it, collect feedback and adapt your solution according to the feedback you have received. You want to continuously tweak and modify your solution just to make it a little bit better. It doesn’t necessarily need to be an adaptation of the product or service itself. It can be that the modifications are about the distribution, communication or revenue. 
There are three stages of prototyping. 
1) First you have rapid prototyping. Rapid prototyping is quickly assembling a simplified working model of your product to demonstrate the functionalities and benefits the final product will have. This can also be done in an earlier phase. Youngsters build prototypes quickly; they share it immediately with people of the community and they gather feedback. They make adaptations based on the feedback they have received. 
2) The second stage is live prototyping. Live prototyping is a more advanced version of the rapid prototyping. Youngsters can try out different live prototypes. Building live prototypes should make it easier for the youngsters to communicate about their ideas with people from the community and teachers/coaches. A live prototype is a chance to try your solution for a certain time (a few days or a week) in the real world. Different prototypes can also mean that your product or service stays the same, but you try different distribution channels for example. Youngsters collect as much feedback as possible from potential customers, people from the community, teachers and coaches. They adapt their solution (keep iterating). 
3) The final stage is that the youngsters make a pilot. This pilot will be the pop-up. By implementing the pilot, they will have proof of concept. The youngsters are not just testing ideas anymore (What colour should my product be? Where should I sell it?), but they are testing the entire system (their business model) with support of their coaches/teacher. This pilot can continue a couple of months. It stays important to continuously collect information from the customers and people from the community.
Repeatedly asking for feedback and adapting your solution is crucial. You can gather feedback by using group interviews (with potential customers, people from the community), individual interviews or even do some expert interviews (potentially with entrepreneurs from the community, or with people who work in organizations that are relevant for your solution). More information about individual interviews or group interviews can be found in earlier modules (phase 1 community analysis). 
[image: ]Possible variations and tips: 
· If you gather feedback with individual interviews and group interviews, you are collecting qualitative data. Sometimes when you want to collect quantitative data (numbers) you can work with surveys. Using surveys can be particularly useful when the pilot is running (for example when you want to monitor your customer’s satisfaction). 
· Entrepreneurs in the community can be consulted when developing a prototype. They can advise the youngster on the prototype. It can also be an option that there is an event where the youngsters present their prototypes to a panel of entrepreneurs. 
· It can be advisable to present prototypes to potential customers and people from the community with an event. For the presentation of the prototypes, you can use a pitch. Thinking about a pitch helps you identify the essence of your product or service. More information: https://www.designkit.org/methods/create-a-pitch 
[image: ]Material: 
· Pen, paper
· Supplies and materials to create prototypes
· Everything necessary to create potential solution, the pilot 
Timeframe: 
[image: ]Rapid prototyping: 2 hours  
Live prototyping: multiple days or weeks
Pilots: multiple months 
Keep iterating and gathering feedback: throughout the process

[image: ]Do the youngsters have to be in group or can this method be conducted alone: 
Preferably in group. Tasks can be divided: some youngsters can do the adaptions to the product whilst others focus on gathering feedback.   

[image: ]Sources and more information: 
https://www.designkit.org/methods/keep-iterating 
https://www.designkit.org/methods/rapid-prototyping 
https://www.designkit.org/methods/live-prototyping 
https://www.designkit.org/methods/pilot 
https://www.designkit.org/methods/keep-getting-feedback 
[bookmark: _GoBack]https://www.designkit.org/methods/create-a-pitch 
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