Wireframe/prototype:

Wireframing is a way to design a website service at the structural level. A wireframe is commonly used to
lay out content and functionality on a page which takes into account user needs and user journeys.
Wireframes are used early in the development process to establish the basic structure of a page before
visual design and content is added.
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Wireframing is essential in Ul design

A wireframe is a layout of a web page that demonstrates what interface elements will exist on key pages.
It is a critical part of the interaction design process.



The aim of a wireframe is to provide a visual understanding of a page early in a project to get stakeholder
and project team approval before the creative phase gets under way. Wireframes can also be used to

create the global and secondary navigation to ensure the terminology and structure used for the site meets
user expectations.

A wireframe is much easier to adapt than a concept design

It is quicker and cheaper to review and amend the structure of the key pages in a wireframe format.
Iterating the development of the wireframes to a final version will provide the client and the design team
confidence that the page is catering to user needs whilst fulfilling the key business and project objectives.
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Wireframing takes place early in the project lifecycle

Often used to complete the User Centred Design process, wireframes are also used at the beginning of the
design phase. A prototype usability test will often be a test of the wireframe pages to provide user
feedback prior to the creative process.



Wireframes can be simply hand drawn, but are often put together using software like Microsoft’s Visio, to
provide an on-screen delivery. However, if the wireframes are going to be used for a prototype usability
test, it is best to create them in HTML. There is some good software that allows you to do this easily
including Axure RP or Omnigraffle (Mac only).

Advantages of Wireframing

One of the great advantages of wireframing is that it provides an early visual that can be used to review
with the client. Users can also review it as an early feedback mechanism for prototype usability tests. Not
only are wireframes easier to amend than concept designs, once approved by the client and the users they
provide confidence to the designer.

From a practical perspective, the wireframes ensure the page content and functionality are positioned
correctly based on user and business needs. And as the project moves forward they can be used as a good
dialogue between members of the project team to agree on the project vision and scope.

Disadvantages of Wireframing

As the wireframes do not include any design, or account for technical implications, it is not always easy
for the client to grasp the concept. The designer will also have to translate the wireframes into a design, so
communication to support the wireframe is often needed to explain why page elements are positioned as
they are. Also, when content is added, it might initially be too much to fit within the wireframe layout, so
the designer and copywriter will need to work closely to make this fit.

What Is A Prototype?

A prototype is a rudimentary working sample, model, mock-up or just a simulation of the actual product
based on which the other forms (MVP, final product, and variations) are developed.
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The main motive behind prototyping is to validate the design of the actual product. Sometimes, creating a
prototype is called materialization as it is the first step of transforming the virtual or conceptualized
design into the real physical form.

It is the preliminary version of the actual product developed for:

Validating the design of the product,
Presenting to investors or licensees,
Intellectual property protection,
Removing kinks in manufacturing,
Testing and refining the product.

Qualities Of A Good Prototype

Representation



A prototype is a rudimentary representation of the actual product. It represents how the product will look
and/or work like.

Precision

More precise the prototype, better the response and feedback.

Functional

A good prototype performs the basic functions of the actual product (if possible).

Improvision

A good prototype is one which can be improvised on with minimum effort. This one of the most
important aspect of prototyping as a prototype is subject to many improvisations.

Prototype Examples

Prototypes come in many types and shapes. It all depends on the reason for what a prototype is created.
While some prototypes are developed just to represent or mimic the functioning or the look of the product
(paper prototypes, HTML prototypes, etc.) to investors, some include showing a miniature version (3D
print, single version of the lot, etc.) of the product with full or partial functionality.

Here are a few examples of prototypes:

Paper Prototype

A paper prototype is an example of a throwaway prototype created in the form of rough or hand-sketched
drawings of the product’s interface, front-end design, and sometimes the back end work.
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3D print

The latest technology has made it possible to print a 3d version of your product which can actually work.
But this technique is not feasible for mass production.

Digital Prototype



A digital prototype allows product developers to create a virtual model of the product which enables them

to see how the individual components will work together and how the product will look once it’s

completed.
That is, it lets the developers virtually explore the complete product before it’s actually built.
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The scale model is a smaller and a non-functional model commonly used for prototyping large products

like buildings, automobiles, etc.

Scale Model



https://www.experienceux.co.uk/fags/what-is-wireframing/
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