


@WellAhead_CA



@WellAhead_CA



@WellAhead_CA



@WellAhead_CA







@WellAhead_CA



Adapted from Strategy as a Wicked Problem. John C. Camillus. Harvard Business 
Review, May 2008.
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~ Peter Senge, author of The Fifth 
Discipline: The Art and Practice of the 
Learning Organization
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Idea Concept Prototype Live Prototype Pilot Decision/Evaluation

W
h

y Surface new ideas

Test ideas

Make ideas tangible Test the 

“manifestations” of 

the ideas in real life

Full, robust, longer 

term test

Decision to adopt, 

scale, or let go

W
h

a
t 

to
 t

e
s

t

o Core concepts

o Value proposition

o User journey

o Process maps

o Usability, user 

experience

o Service blueprint

o Unique contexts

o User desirability

o Ops feasibility

o IT compatibility

o Unique contexts 

IRL

o Impact, outcomes

o Ops feasibility

o Business viability

o IT compatibility

o Impact, outcomes

o Ops feasibility

o Business viability
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• Concept paper

• Diagrams

• Presentations

• Storyboards

• Walkthroughs

• Role play

• Paper models

• Mockups

• Wizard of Oz

• Constructive and 

virtual simulations

• Wireframe mockups

• Live simulations

• Sandboxed installs

• Partial working 

samples

• Minimally viable 

prototypes

• Pilot projects

• Demonstration 

projects

• Randomized control 

trials

• (In)formal adoption 

of elements that 

survive the earlier 

phases

Low Fidelity High Fidelity

Adapted from: Small bets before big bets: a framework to evaluate prototypes. Mark Cabaj 2016-09-27. Tamarack Institute.
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Potential 
Adaptations/ 

Variables

Minimum 
Design 

Specifications
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0%

10%

20%

30%

40%

50%

60%

Comfortable sharing Enjoy Circle Felt heard Understand their
classmates better

Circle Practice – Student Feedback

Not at all Some A lot



Richard Feynman. 

The Character of Physical Law (1965)
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Bike stand slides



Social Innovation labs and 
wicked systems challenges

Why is it important to understand 

your challenge better, or in new 

ways? 

What is the value, for your 
challenge, to test and take an 

experimental approach?

Why scale? 
What is the value that 

the lab brings to it?

CREATE NEW WAYS 

TO UNDERSTAND 

PROBLEMS

ENABLE NEW 

SPACES FOR 

EXPERIMENTATION

CREATE NEW WAYS 

TO ADOPT AND 

SCALE SOLUTIONS

How to understand 

your challenge better, 

or in new ways? 

How do you take an 
experimental 
approach to 

understanding your 
challenge and 

designing solutions?

How do you take an 
experimental 

approach to designing 
and executing scaling 
/ adoption strategies?



Antecedents to Social 
Innovation Labs

Social 

Innovation 

Labs

Design 

Thinking

Design 

Labs

Social 

Innovation
Computer 

Modeling

Whole 

Systems

Processes

Technical 

Producer

Architectural

Design

Prototyping 

Solutions

Complex 

Adaptive

Systems

Theory

Institutional 

Entrepreneurship

Resilience

Agent-

based 

models

Systems 

Dynamics

Models

Computer 

Gaming

Group 

Psychology

+

Group 

Dynamics

Organizational 

Behavior

Process 

Design

Expertise

Facilitation 

Expertise

Systems 

Thinking



Rapid Prototyping
BA

Prototype

Adapted from Daniel Newman, Central Office of Design

Design Thinking is a methodology 
for solving complex problems 



Social Innovation Labs: 
Design and System Thinking/Practice Collide

Dr. Alex Ryan – Slideshare

https://www.slideshare.net/AlexRyan5/what-is-systemic-design?qid=966e75cf-f2de-4f9a-bec5-eb971203a940&v=&b=&from_search=2


Design Thinking (IDEO) U Process Spiral of Inquiry

Discovery: I have a challenge, how 
do I approach it?

Co-initiating: stop and listen to 
others and what life calls you to do

Scan: What is going on for our 
learners?

Interpretation: I learned something, 
how do I interpret it?

Co-sensing: connect with people 
and places to sense the system 
from the whole

Focus: What will have the biggest
impact?

Ideation: I see an opportunity, what 
do I create?

Presencing: go to the place of 
silence and allow knowledge to 
emerge

Develop a hunch: What is leading to 
this situation?

Experimentation: I have an idea,
how do I build it?

Co-creating: prototype the new in 
living examples to explore the 
future by doing

Learn: What do we need to learn? 
How will we learn this? 

Evolving: I tried something, how do 
I evolve it?

Co-evolving: embody the new in 
ecosystems that facilitate acting 
from the whole

Take action: What can we do to 
make a meaningful difference?

Check: Have we made enough of a 
difference? How do we know? 



Typical way of solving 
problems

The 

problem 

is …

This is so 

cool!

I think this 

will work 

…

Let’s see 

…

TALK … TALK … THINK ... TALK … TALK … TALK … THINK … TALK … THINK ... PLAN ... 

PILOT



How Piloting works

We have little time and little resources to 
create and test alternatives…

• Only one chance to get it right

• Not enough information / confirmation

• Need to get it perfect

• Try to maintain outcomes

• Need to manage risks: either adopt proven 
alternatives, or run a one-off pilot to show what 
works

Based on CCI CATALYST PROGRAM - SIX PRINCIPLES FOR WORKING DIFFERENTLY



Why prototyping?

Creating alternative solutions is easier if we 
learn along the way

• Anticipate, not guess behavior

• Realize assumptions we’ve made

• Dispel fear, uncertainty, doubts

• Build engagement, conviction and evidence

• Manage risks 

• Address unique features and circumstances

Based on CCI CATALYST PROGRAM - SIX PRINCIPLES FOR WORKING DIFFERENTLY



Prototyping Principles

With users

Show, don’t tell

Tackle the hard questions

Aim for maximal learning

Run minimal, rapid iterations

Towards full fidelity



Liberating eHealth Data: 
BabyBundle Prototype

MaRS’ MyHealth team worked with 
Bridgeable to develop scenarios and 
prototypes for mothers and 
newborns. 

The team worked with 20+ mothers, 
healthcare professionals and startup 
developers to research, design and 
co-create BabyBundle.

The tangibility of these prototypes 
were pivotal to establishing strategic 
partnerships with the provincial 
government and Ontario’s largest 
hospital network, and sparking off a 
massive pilot project.

BabyBundle is a suite of apps that can 
help you take better care of you and 
your child’s health and wellbeing, by 

allowing you to access all your personal 
and clinical information in one place. It 

grows with you and your baby!



TRY   TRY   TRY   TRY   TRY   TRY   TRY TRY   TRY   TRY   TRY   TRY   TRY   TRY

Design and prototype for 
change

The 

problem 

really is …

What might 

work?

What did 

we learn?

How did it 

go?

Let’s 

experiment!

What did 

we learn?

TRY   TRY   TRY   TRY   TRY TRY   TRYTRY TRY TRY PILOT

How might 

this work ?

What did 

we learn?



Prototyping cycles

SET LEARNING 

GOALS

BUILD

R
U

N

LEARN

D
E

S
IG

N

NEXT PROTOTYPE



Fidelity is how closely a prototype resembles 
the complete and final alternative or solution

Low 

Fidelity

High Fidelity

Low 

Fidelity

High Fidelity

Low 

Fidelity

High Fidelity

SUBSTANC

E

Lorem ipsum dolor sit amet,
consectetur adipiscing elit, sed do
eiusmod tempor incididunt ut
labore et dolore magna aliqua. Ut
enim ad minim veniam, quis
nostrud exercitation ullamco laboris
nisi ut aliquip ex ea commodo
consequat. Duis aute iruredolor in
reprehenderit in voluptatevelit esse
cillum dolore eu fugiat nulla
pariatur. Excepteur sint occaecat
cupidatat non proident, sunt in
culpaqui officiadeserunt mollit ani

TEST DATA REAL LIVE 
DATA



WellAhead: 
Prototyping Phase Overview

@WellAhead_CA



SD61 – Victoria (2x10)
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Teacher Report of Student Behaviour

Student Relationship Progress and Student Behaviour

SD61 – Victoria (2x10)

r2= 0.20; 

p<0.01



Information .... Inspirationn

• Conducted by researchers 
and applied social scientists

• Values reliability, validity 
and rigour

• Builds upon investigation, 
analysis and planning

• Relies in extrapolation from 
the past as a way to move 
into the future

• Explored and applied by 
designers

• Values relevance, 
generativity and 
evocativeness

• Built through 
experimentation, ambiguity 
and surprise

• Draws primarily from the 
future, using imagination as 
the basis for expression

FuturePast
Research Design

Imagining a Co-Design Space for Systems. Liz Sanders. Keynote address at RSD5; A Systemic Design Symposium. 

Video available at https://vimeo.com/190016525



Level of evidence
Don’t go overboard


