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Summary:

Rapid prototyping follows a similar path as instructional design, but it is more efficient in relation to the amount of time spent on it.  A model of it by Lantz begins with determining the feasibility, studying the present system, and continues with the following steps overlapping each other: build prototype, exercise or use the prototype, and convert.  The last step would be to install and actually use the end product.  When first developing the prototype, it is not a finished product, but only contains the basics to make it work.  As it is used, the designer will get feedback about its’ strengths and weaknesses and ask questions about it that will influence further design of the product.  This process allows for a quick construction of the software to be developed without the constraints of a traditional system that has everything mapped out.  Another rapid prototyping model for instructional design also overlaps the stages and is not a linear pattern.  The following are the steps in this model: assess needs and analyze content, set objectives, construct prototype (design), utilize prototype (research), and install and maintain system.  The beginning objectives define the plan to be used and actually might change as the process progresses.  Design and research are done concurrently and influence each other, which causes the process to move along faster.  This is in contrast to the traditional instructional design, ADDIE.

The authors have identified three situations that would be ideal to use rapid prototyping: “cases that involve complex factors which make prediction problematical, cases where we have experience but lack satisfaction with results derived from conventional methods, and new situations where there is not an abundance of experience from which to draw.” (38)  In the first situation, predictions are difficult to make so using a rapid prototyping model allows for trials to occur that do not depend on predictions.  As information is gathered, predictions and changes can be made to the design.  In the second case, rapid prototyping allows for the flexibility to change the model being designed due to the unpredictability of people and their actions.  The experience may be there, but the traditional model has led to results that are unsatisfactory.  The last situation is good for rapid prototyping because the lack of available research makes a traditional model impossible to use.  The research is gained as learners use the prototype and the designer can make alterations to the program.
There are advantages and disadvantages of using rapid prototyping.  Some advantages are: active participation in the process, change is natural, requirements don’t have to be known ahead of time, errors are detected earlier, increased creativity, and progress faster through the process.  Some disadvantages are: “design-by-repair,” doesn’t eliminate front-end analysis, can’t substitute paper analysis, many situations not applicable to prototyping, may lead to “premature commitment to design,” design may get out of control if concentrate on adding extra features, may reduce creativity, and may lead to less effective designs.

Review:

This article was useful in explaining rapid prototyping and its’ uses with instructional design.  By using a prototype and gaining useful information from users, it allows for the designer to make a better product within a shorter time frame.  By including the pros and cons of using rapid prototyping, the authors have given me a better understanding of when this model would be acceptable and what to watch out for when using it.
I would recommend this article to others who are in the design field since it may be helpful, especially if they fall within the three cases given by the authors as ideal for using rapid prototyping.

