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A visual representation of a user-interface, abstracted to emphasize behavior 
and control at the expense of emotion and aesthetics. 

When should we use wireframes?

What is Wireframing?



Wireframes are used at the beginning and mid-stages of defining an interface. 
They allow us to communicate a system or flow in detail, without tying us down 
to the visual details of the page. 

This also allows for them to be more flexible and “disposable” than comps. This 
also means that they should be made in format that is easily manipulable, that 
you are comfortable with (these include Omnigraffle, Powerpoint, Illustrator and 
InDesign, Balsamiq, Axure, etc).

What is Wireframing?



Audience Perspective

Yourself By making something explicit, you can better compare alternatives, reflect on 
a design in progress, and understand a problem space

Other designers Wires make ideas tangible, so they can be critiqued and extended/refined

Business owners Wires start to describe how a user will complete a transaction, how a brand 
will be supported, or how a product can be extended

Technologists Wires illustrate how functionality will be integrated, what data elements are 
required, and the technical architecture necessary to support a design

Users What will I do? 

Although anyone can view a wire, your audience is commonly going to include 
some of the following:

Who is Your Audience?
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Core Elements

1. Header
2. Wire title
3. Navigation
4. Hierarchy of content
5. Controls
6. Flow 
7. Annotations



About Annotations

• Intended to support 
your audience

• Intended to show 
design intent when you 
aren’t there to explain it

• Tedious

When are annotations 
most necessary?



Level of Effort & Fidelity

Low Effort & Fidelity
Key pages, functions, and states
Few or no annotations
Simple wires, few details

High Effort & Fidelity
All pages, including edge-cases and errors
Full annotations (“detailed specification”)
Complicated wires: all content, all features, all 
details, etc.

Works For:
Early stages of design
Simple product or service
Small quantity of stakeholders
Control over implementation

+ Fast and Cheap
- Lack of planning can be detrimental later

Works For:
Final stages of design
Complex (“large”) product or service
Large quantity of stakeholders
Limited or no control over implementation

+ Forces thought for every design detail
- Slow, tedious, and expensive



Example: Low-fidelity wireframe

Low Effort & Fidelity
Key pages, functions, and states
Few or no annotations
Simple wires, few details

What does this do well?
Where does it fall short?



Example: Low-fidelity wireframe



Example: Medium-fidelity wireframe



Example: High-fidelity wireframe 



Example: High-Fidelity Wireframe



Where to Start - Hand-Drawn Wireframes

1. Identify which screen you are designing.

2. Make a list of the key components of the page

3. Create multiple, very different wireframes for a screen. Vary size of 
components, layout of screen (columns) and primary navigation. 

4. Find 2-3 variations that are different yet work well, and play them out by 
applying the logic behind each to other screens in your system. See which 
variation(s) hold up the best, and refine those further.



Making Digital Wireframes

1. Know what format/screen size you’re designing for, and start there. 
For web, some common screen sizes are 1024x768, 1152x720, 1440x900. 

2. Always include the browser or application window in your wireframe. This will 
help give your audience context for the content. 

3. Establish a basic grid for your wireframe (just for guidance). I find a 5 or 7-
column grid typically works well. 

4. Begin creating objects for the key components of the page, based on your 
hand sketches. For common objects or patterns, use already-established 
symbols and tools (e.g. don’t re-create a drop-down from scratch - you can find 
plenty in wireframe libraries to use). - (Also, start your own library for the 
components you need to create)

5. Remember to utilize tenets of Information Architecture and visual hierarchy!



Q & A

Do I have to do every page?

How detailed do I have to get?

Can I use color?

Isn’t it easier to just code it, rather than doing all of this work?




