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Abstract

The paper explores in a theoretical way the essence of prototyping. It argues to go beyond the traditional battle of virtual prototyping vs. palpable prototyping towards an understanding of the virtual as a potential, essential to prototyping. Drawing on Pierre Lévy and his philosophical understanding of virtualisation it concludes that prototypes may be seen as contextualised virtuality.
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1. Introduction
In Michael Schrage article “The Culture(s) of Prototyping” [1] we are confronted with a battle between virtual prototyping and palpable prototyping. At first glance using the virtual as opposed to the palpable may be the appropriate thing to do. But giving it second thoughts it seems that we are left on an old dirt road at the best. It is about time to take a U-TURN!

This shortpaper tries to position the prototypes using the concept of virtualisation not as opposed to palpability but according to the Latin definition as a potential. By taking this approach it is the intention to show that that the concept of virtualisation may actually bear new insights in understanding the impact of prototyping. 

Nowadays popular understanding of the virtual often implies a believe of the virtual having to do with what we call the false. Unfortunately! Not only because it oversees the historical meaning but most of all because it leaves you at the doorstep never entering the realm of possibilities. Though it might not be within the reach of this shortpaper to open that door entirely, still I hope that it will be evident that the virtual considered as a potential rather than something false is the key not only to prototyping but to creativity and innovation too.  
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2. A resemblance 
“Rigorously defined, the virtual has few affinities with the false, the illusionary, the imaginary. The virtual is not at all the opposite of the real. It is, on the contrary, a powerful and productive mode of being, a mode that gives free rein to creative processes.”[2]
If we are to take the words of Pierre Lévy seriously and (for the moment) I have no reason not to, virtuality is a mode in the philosophical sense. It appears in front of you (palpable or not) opening the space around you to raise questions, and puzzle with others.     
In this perspective we don´t have to look fare or think hard to see why prototyping has a lot in common with virtuality. Prototyping too, is an eye opener to the users. It is not the solution or a solution for that matter. It is a prototype only because it while containing requirements for its solution raises questions to the very same solution. This I will stress out as fundamental to prototyping.

The virtual is considered an inexhaustible resource [2]. In the same way prototypes should be considered beyond depletion. Both share in use the virtue of containing infinite numbers of information ready to be deployed. With regard to prototyping one could claim that the amount of information available in the prototype leads to just the opposite of a virtue as it becomes unpredictable when to stop. That would be the managers’ point of view [1]. Predictability is not what we are looking for from a designer’s perspective. In stead we could see it as an ongoing process where the only thing that can actually bring the process to a full stop is the number of iterations specified by the design team. 
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3. A deviation
As opposed to the virtual, prototyping is a very situated and time sensitive task. The process is very much dependent on the here and now environment and the amount of time each iteration is scheduled to last. The virtual isn’t anchored in time and space [3]. This difference is of cause of great importance when trying to make a better understanding of prototyping. While virtuality transcends time and space thus having affinity to a dream-like world, prototyping seems always “stocked” with a definite context, a definite part of the world; A fact that draws it closer to Lévy’s concept of actualisation. 
“Actualization is the passage from a state of timelessness and deterritorialization to an existence rooted in a here and now. It is an event of contextualization.” [2]
4. Conclusion
Prototyping it seems, moves somewhat in between virtualisation and actualisation. It opens a possible space for reflection towards raising questions and solving problems in the design process beyond our (former) experiences and at the same time situates that design process to fit the context. Prototypes may be seen as contextualized virtuality.
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Figure 1: Positioning set-up.








Table 1: Relationship among the different profiles and their parameters





Profile�
Accuracy�
Orientation�
Speed�
Additional sensors�
Coverage�
�
�
Spatial�
Temporal�
Dimension.�
�
�
�
�
�
Pattern calculation/ alarms�
Medium/ High�
Medium/ High�
3D�
Yes�
Yes�
Yes/ Biological�
Building�
�
Behavior reconduction�
Low�
Low/ Medium�
2D�
No�
No�
Yes/Domotic�
Building�
�
Worktable�
Very High�
Medium�
2D�
Depends�
No�
No�
Table�
�
Hyperpresence�
High�
High�
3D�
Yes�
Yes�
Yes/ Biological�
Room�
�
Micromobility�
Depends�
Depends�
Depends�
Yes�
Yes�
No�
Depends�
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Figure 2: Representation of the flow of control/ monitorization signals between applications and the positioning system








