50 Sketchy Prototyping Tips

The Prototyping Mindset

1. Done is better than perfect.
2. Use a crude prototype to test an idea before investing your time in CAD.
3. Don't let "perfect" be the enemy of "good enough."

4. If you're not slightly embarrassed to show your first prototype build, you
waited too long.

5. Don't take it personally. When someone attacks a prototype, they want to
improve the idea. The prototype doesn't have feelings—rip it to shreds.

6. Remember, a prototype doesn't validate the idea. Just because you have one
doesn't mean the idea is good; test it early to validate your effort.

7. Thomas Edison built 10k lightbulb prototypes. Don't spend too much time on
any single one.

8. The only way to find good ideas is to have a lot of bad ideas. Keep cranking
them out quickly.

9. Don't fall in love with your first idea. Learn to love the process of critiquing and
testing instead.

10. Prototype everything.

Speed & Iteration

11. Time is your best asset. Think in hours or minutes rather than weeks or days.
12. Print multiple variations at once to shorten your development cycle.
13. Keep your 3D printing machines running. Constant feedback is key.

14. Print, print, print. Don't wait until you have all the answers. The material cost is
low compared to the value of your time.

15. Learn faster by building more. More iterations lead to more learnings and faster
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improvements.

Build multiple design concepts at once to avoid waiting around for parts to
test.

. Start a low-res print overnight. Your tomorrow self will thank you.
Print stuff early, even if you know it won't fit together yet.

Plan to accelerate each iteration. Aim to turn months into weeks, or weeks into
days.

Limit design efforts to 3-5 days. This allows for a full iteration every 2 weeks
using rapid services like Xometry or Protolabs.

Technical Execution & Tools
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. 3D print internally before using a service bureau.

. Choose feature sizes appropriately. Prototyping dimensions (like wall
thickness) may need to be different than your production design.

Pair and a Spare. If you need one, order two. If you need two, order three.

Design rework jigs and fixtures. If a complex prototype needs a modification,
it's often faster to rework it than to reprint.

Don't let your current tools limit you. Outsource technology (SLA, SLS, CNC,
etc.) when your in-house gear isn't the right fit.

Only buy tools that bring you joy. Make sure you actually have the time to learn
them, or they will just slow you down.

Cast your silicone. In 2026, you are usually better off casting silicone parts rather

than 3D printing "silicone" materials. There are printable silicones, but they are
expensive and slow.

Prototype CAD can be "hack-n-smash." It doesn’'t need to be robust production
CAD; rebuild it later once the idea is validated.

Label your prototypes. Don't waste time sorting through a pile of parts to



identify which iteration is which.
30. Use symmetric planes. If a part is symmetric, use a single prototype to show

two different design options on either side.

Strategic Testing

31. Prototype critical features early. Most features can be tested independently.

32. Rapid prototyping # 3D printing. Foam, cardboard, and X-Acto knives are often
much faster.

33. Prototypes don't have to be pretty. A mockup made of LaCroix 12-packs can
analyze size and weight just as well as a plastic model.

34. Build "works-like" and "looks-like" models in parallel. Use bench models for
electronics/mechanisms and presentation models for aesthetics.

35. Buy, don't build. In early stages, it's faster to buy off-the-shelf components from
McMaster-Carr or Amazon than to make them.

36. Plan the test first. Build only what is needed to pass the specific test you have in
mind.

37. Focus on usability before technical details.
38. Treat requirements as assumptions until they have been physically tested.

39. Use color wisely. Keep prototypes neutral-colored so customers don't get
distracted by the wrong details.

40. Scale for clarity. For small wearables, a 2:1 scale prototype can help you better
see component interfaces.

41. Bookend your requirements. Prototype a version that is "too big" and one "too
small" (or too firm/too squishy) to find the ideal middle ground.

42. Prototypes don’t have to be physical. Concept sketches and renders are valid
early-stage prototypes.

External Feedback & Manufacturing
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Get the product in user hands ASAP.
Build the entire device beginning to end early. Try assembling it and creating
packaging and drawings to find the "hidden" problems that you'll eventually

encounter.

Put the design in front of manufacturing partners early. Get their feedback
before you've polished every detail.

Ask an expert if you can't find a way to build something.

Prime your audience. Before showing a rough prototype, give them a few
sentences about the final vision to prevent them from fixating on small flaws.

Design with manufacturing in mind... eventually. While Tip 73 says to keep
manufacturing in mind , Tip 74 reminds us to ignore DFM in the very early "just

make it work" stage.

Ask "Is this feature necessary?" Constantly evaluate if a feature can be cut to
save development time.

Ship it.
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