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Fidelity 



Fidelity 
“faithfulness to a person, cause, or belief,  

demonstrated by continuing loyalty and support.”  
~ Oxford  University Press 



Fidelity  
“faithfulness to the representation of a design,  

demonstrated by continuing loyalty and support.”  

(related to design) 



Fidelity 
“faithfulness to the representation of a design,  

demonstrated by craft.”  

(related to design) 



It’s still a loose definition. 
Why? 



Fidelity is subjective.  
It’s interpreted on a personal level. 



Knowing when & how to control fidelity is 
invaluable for designers. 
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Fidelity plays a huge role depending on WHO 
your audience is… 
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•  Unless in controlled 
situations (like 
presentations) 
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•  Unless in controlled 
situations (like usability or 

participatory sessions) 



How do we increase fidelity? 



We increase fidelity through 
craft & comprehension 



Refinement Through craft… 
1.  Line clarity and weight 
2.  Visual depth  
3.  Use of color  
4.  Make it digital 



1-Line Clarity & Weight 
•  lines should be smooth- void of jagged edges 
•  incorporate a variety of line weights to control emphasis & priority 
•  check your sketches at difference distances (10ft, 5ft, 1ft) 

 

Refinement through craft… 



2-Visual Depth 
•  Hatching  
•  Shadows  
•  Tone / Saturation (black = close, gray  = farther away) 

 

Refinement through craft… 



3-Use of Color 
•  Color for emphasis 
•  Color for context / situation  

 

Refinement through craft… 



4-Make it Digital 
•  Illustrator 
•  Flash 
•  Photoshop 

 

Refinement through craft… 



Refinement through 
comprehension… 
1.  Interface states 
2.  Interactions 
3.  Captions 
4.  Components 



1-Interface States 
•  Hover 
•  Press 
•  Release 
•  Loading 
•  Inactive 

 

Refinement through comprehension… 



2-Interactions 
•  Swipe 
•  Press 
•  Pinch 
•  Shake 
•  Location Aware 
•  Device nearby / Sensor Triggered 
•  Etc… 

 

Refinement through comprehension… 



3-Captions 
•  Add further context (avoid redundancy with visuals) 
•  Be as concise as possible 

 

Refinement through comprehension… 



4-Components 
•  “Magic” or “signature” moments 
•  Highlight details that are unique & not obvious 

 

Refinement through comprehension… 



Iteration & Collaboration Exercise…  
For the next hour, take a storyboard from 2 people and sketch a 

new version of their storyboard for them.  



Component Inspiration 



Image credit, various artists on Dribbble. 



Image credit, various artists on UI Parade 



For Next Class 

Image credit, various artists on Inspiration Grid 



For Next Class 

Image credit, various artists on Geometry Daily 



Image credit, various artists on You Work For Them 



Refinement & Component Exercise…  
For the next hour, incorporate differences in the variations done 

by your classmates into a refined version of your storyboard. 
 

In addition, use sites for inspiration and find specific component 
elements to incorporate in the interface in your storyboard.  



For Next Class… 



Questions? 



 
Matt Franks 
Professor, Austin Center for Design 
mfranks@ac4d.com 
 

 
Pat Marsh 
Professor, Austin Center for Design 
pmarsh@ac4d.com 
 


