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Modes/Media - Haas 

What are the main conventions (rules or customs) of your genre of documentation? 

Team Three turned in three high-fidelity wireframes for our final project. And although each of us 

focused on different aspects (navigation, content, and visual rhetoric & design), we all did our best to 

follow the main conventions, customs, and rules of this genre of documentation. One of the first things 

Leah Buley mentions in chapter seven of UX Team of One regarding wireframes is, “A wireframe is a 

skeletal depiction of what a product should look like” … “how the whole system hangs together to create 

a complete, interconnected structure that stands together as a whole” (p. 181). In all three of our 

deliverables, I think we accomplished these initial guidelines. In the visual design mockup, Shane 

provided a new vision of what he thought the new English department website should look like. Cristy 

and Sarah worked on creating new, updated, and revised navigation and content. Thus if all three of our 

contributions are combined, they should work together to correlate a new English department website that 

stands together as a whole.   

The next thing she mentions is that “wireframes usually include notes or annotations about how the 

product should behave,” and should serve as a “bridge between a design document and technical 

specifications. Wireframes can often simply be handed over to engineers for implementation” (p. 182). 

All three of our wireframes follow this convention; we each used blue balloon call-outs on our diagrams, 

which corresponded with detailed yet concise annotations on the subsequent pages. It’s doubtful that any 

of us are experienced enough yet to create something that could be handed directly over to engineers, but 

we feel confident that we are at least hitting close to the mark. 

The other recommendations Buley mentions are the following: 

 

● Pick your tool: the software programs we used were Balsamiq, by Cristy, for her initial mockup, 

and all three of us used the drawing tools and text boxes in Word to create the final products. 

● Choose a template: the template we used was the “portrait view” layout in Word, because we all 

thought it could sufficiently represent the layout of a webpage. 

● Create a wireframe inventory: Buley suggest starting out with sketches before going digital, 

which we all did for our initial ideas when we were working on Module 5. These sketches turned 

into the deliverables for that module, and subsequently ended up being our templates for the final 

project.   

● Get wireframing: Buley’s five bullet points under this heading are sequence and state, 

information density, grid, design principles, and error messages and states. Since our three 

wireframes each covered a different aspect—navigation, content, and visual design—between the 

three of us, we each covered a combination of some or all of these five categories satisfactorily on 

each of our three high-fidelity wireframes. 

● Seek and listen to feedback: we each conducted 5-second tests independently with family and 

friends to get feedback on our wireframes as we went along. 

 

Finally, in her article, Jordan Julien talks about wireframes being a collaborative tool and sketching out 

ideas “to get a unified vision” (para. 3). Our work on this project and in Module 5 was definitely 

collaborative. We each shared our initial sketches with one another in Module 5, and gave one another 
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suggestions through email. Once we had a general idea of which elements we each wanted to tackle, we 

then started on our digital wireframes and shared those with each other at various stages of our progress. 

 

What are the main modes/components of your genre (i.e. image, scene, voiceover, 

musical note, pixel, etc.)? 

The table below lists all of our sources for images and articles that we employed: 

 

Images Location within 
project 

Source  

Facebook/Twitter logos Wireframes 1, 2, & 3 http://wallpapo.com/facebook-twitter-logo-

vector-hd-wallpaper-13378/facebook-

twitter-logo-vector-wallpaper-hd 

Pen/notebook picture Wireframe 1-Robbins 

(FAQs page) 
http://www.drew.edu/undergraduate/what-

you-learn/writing 

 

ECU logo/purple background 
 

Wireframe 1-Robbins 

(FAQs page) 
http://www.ecu.edu/ncspacegrant/ 
 

Still shot of Graduate Student 

Video  
Wireframe 1-Robbins 

(FAQs page) 
https://www.youtube.com/watch?v=WIHn6

oowOgg 

Antique library  Wireframe 2-Haas 
(Graduate home page) 

http://www.acuityorg.com/background/old/

old-library.html 

William Shakespeare Wireframe 2-Haas 
(Graduate home page) 

http://www.history.com/news/history-

lists/10-things-you-didnt-know-about-

william-shakespeare 

Flannery O’Connor Wireframe 2-Haas 

(Graduate home page) 
http://www.patheos.com/blogs/goodletters/

2013/01/writing-in-the-age-of-unbelief/ 

Antique books Wireframe 2-Haas 
(Graduate home page) 

http://mycollectstamps.com/tag/pictures/ 

Video player Wireframe 2-Haas 
(Graduate home page) 

http://www.upsidelearning.com/blog/index.

php/2012/10/18/the-return-of-video-to-

elearning/ 

Picture from Commencement 

Ceremony 
Wireframe 3-Binder 

(Graduate page) 
http://www.ecu.edu/cs-

admin/mktg/commencement_spring_2008.c

fm 
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http://wallpapo.com/facebook-twitter-logo-vector-hd-wallpaper-13378/facebook-twitter-logo-vector-wallpaper-hd
http://wallpapo.com/facebook-twitter-logo-vector-hd-wallpaper-13378/facebook-twitter-logo-vector-wallpaper-hd
http://www.drew.edu/undergraduate/what-you-learn/writing
http://www.drew.edu/undergraduate/what-you-learn/writing
http://www.ecu.edu/ncspacegrant/
https://www.youtube.com/watch?v=WIHn6oowOgg
https://www.youtube.com/watch?v=WIHn6oowOgg
http://www.acuityorg.com/background/old/old-library.html
http://www.acuityorg.com/background/old/old-library.html
http://www.history.com/news/history-lists/10-things-you-didnt-know-about-william-shakespeare
http://www.history.com/news/history-lists/10-things-you-didnt-know-about-william-shakespeare
http://www.history.com/news/history-lists/10-things-you-didnt-know-about-william-shakespeare
http://www.patheos.com/blogs/goodletters/2013/01/writing-in-the-age-of-unbelief/
http://www.patheos.com/blogs/goodletters/2013/01/writing-in-the-age-of-unbelief/
http://mycollectstamps.com/tag/pictures/
http://www.upsidelearning.com/blog/index.php/2012/10/18/the-return-of-video-to-elearning/
http://www.upsidelearning.com/blog/index.php/2012/10/18/the-return-of-video-to-elearning/
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http://www.ecu.edu/cs-admin/mktg/commencement_spring_2008.cfm
http://www.ecu.edu/cs-admin/mktg/commencement_spring_2008.cfm
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Source Document Source  

“Identifying the Edges and the Art of the 

Wireframe,” by Jordan Julien 
http://uxmag.com/articles/identifying-edges-and-

the-art-of-the-wireframe 

The User Experience Team of One; Chapter 7 Buley, L. (2013). Brooklyn, NY: Rosenfeld 

“Shades of Grey: Wireframes as Thinking Device," 

by Will Evans 
http://ideas.semanticfoundry.com/2012/09/09/sha

des-of-grey-wireframes-as-thinking-device/ 

“Design Better and Faster with Rapid Prototyping” 

by Lyndon Cerejo 
http://www.smashingmagazine.com/2010/06/16/

design-better-faster-with-rapid-prototyping/ 

“Annotations for Responsive Wireframes,” by 

Geoff Barnes  
http://aha.elliance.com/2013/05/28/responsive-

wireframes/ 

 

How are these modes/components used in successful versions of your genre? 

There are numerous examples of effective wireframes, and how effective any particular wireframe is all 

depends on the project at hand. As Jordan Julien states in her article, “wireframes are always different … 

Wireframes should be as diverse as each team and each project” (para. 2). Team Three’s wireframes are 

no different. In our designs, we each were initially inspired by our creative ideas or “new vision” for the 

English department website, and then derived inspiration from different examples of wireframes we found 

in our research. The three images below are some examples of successful wireframes from the “real 

world” of UX design that from which we drew some of our inspiration and ideas: 

 

We thought Figure 1 presented an orderly and concise wireframe, and we all liked the blue-balloon 

callouts and annotations: 

 
Figure 1 

 

http://uxmag.com/articles/identifying-edges-and-the-art-of-the-wireframe
http://uxmag.com/articles/identifying-edges-and-the-art-of-the-wireframe
http://ideas.semanticfoundry.com/2012/09/09/shades-of-grey-wireframes-as-thinking-device/
http://ideas.semanticfoundry.com/2012/09/09/shades-of-grey-wireframes-as-thinking-device/
http://www.smashingmagazine.com/2010/06/16/design-better-faster-with-rapid-prototyping/
http://www.smashingmagazine.com/2010/06/16/design-better-faster-with-rapid-prototyping/
http://aha.elliance.com/2013/05/28/responsive-wireframes/
http://aha.elliance.com/2013/05/28/responsive-wireframes/
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Figure 2 is from Lyndon Cerejo’s article, “Design Better and Faster with Rapid Prototyping”: 

 

Figure 2 

 

Figures 3, 4, and 5 are from an interesting article by Geoff Barnes called “Annotations for 

Responsive Wireframes.” His wireframes, which he calls “Metaframes,” are a bit more 

ambitious than our limited capabilities, as they are interactive and digital, or wireframe websites, 

if you will, for Mac, PCs, and smartphones. Still, we liked the ideas he puts forth and the 

formatting of his very high-fidelity wireframes: 

 

 

Figure 3 
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Figure 4 

 

 

Figure 5 
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Purposes - Binder 

What are value systems commonly represented in this genre (e.g. what do producers / 

consumers of this type of writing value)?  

The designers that look to wireframes for guidance want to take a look at how everything in the final 

product will work together. In the digital products that our team created, we focused on what the content 

would be, including its hierarchical order and placement on the page, the visual design, as well as the 

functional aspects of different links. Producers and consumers value this genre because it gives them the 

chance to see all of these elements in one place, that is, of course, if the person or persons creating the 

wireframe put all of the fidelities in one wireframe. It may be of value for the producer or consumer to see 

one fidelity at a time in a wireframe, be it content, function, or visual. If the producer/consumer wants to 

do usability testing, then this genre should definitely focus on function. Creating a wireframe with 

minimal content and visuals makes it possible to get it to the producer/consumer faster which allows for 

quicker feedback and the chance to quickly incorporate feedback from producers/consumers. This type of 

genre, at least in low to medium fidelity, also puts the producers/consumers at ease when they want to 

make suggestions, but they might be worried that too much work has already been done and that possible 

changes will be difficult to make. They usually understand that wireframes can be easily tweaked to 

reflect their ideas so this makes them more likely to share them. Wireframes are also a genre which 

creates a connection between document designers and those that might actually write the code that creates 

a web page. Since there are now software applications that let designers use application simulators to 

show how certain parts of a page should function, the programmer does not necessarily have to come 

back and start and square one; he and the designer will have a shared understanding of what technology 

will be incorporated on the page. In the end, all of these elements save the producer/consumer time and 

money.  

 

What do people usually try to do to an audience with this type of writing? 

What a creator or designer is trying to do to an audience with the genre of a wireframe, usually depends 

on the where the wireframe lands on the spectrum of low to high fidelity. The overall response the 

creator/designer is trying to elicit from the producer/consumer is whether or not the final product will 

meet their needs based on what they see in the wireframe. Is it what they envisioned? Does it convey the 

values and mission of the company based on what the design looks like? Or, is it way off base? If the 

producer/consumers are trying to incorporate a new technology within a product, then the creator/designer 

may create a high fidelity wireframe showcasing a lot of functionality to showcase how the finished 

product will work, encouraging the producer/consumer to know that they are making the right decision 

about the new technology. Another situation that might be occurring is that there may be people within an 

organization that just have a hard time seeing the path that you would take from page to page within a 

website. The genre of wireframe gives you the ability to easily show these individuals how different 

pages work together without just telling them. Whatever the situation, seeing is believing and the 

wireframe gives you the tool to find out if the producer/consumer is confused, happy, or just unimpressed 

with any part of your design. 
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Audiences - Robbins 

What communities/cultures are usually associated with this type of genre? What groups 

of people and or social categories of people (e.g. age, race, gender, sexuality, disability 

status, socioeconomic class, profession, occupation, etc.) are frequently represented in 

this type of writing and/or choose to produce this type of writing? 

Wireframes are specifically used as a delivery tool by UX Designers to convey their design to the client. 

UX Designers come in ‘all shapes and sizes’ and can hold many different titles with UX Design 

incorporated into their job description. UX Designers will create their wireframes based on market 

research and industry feedback in order to best meet the needs of all users. The designers will present 

their wireframe(s) to business leaders as a recommendation proposal for the project. Projects may include 

but not be limited to websites and apps. After the design has been approved the wireframe a high fidelity 

wireframe may be handed to the engineer(s) for implementation.  

What do these groups of people find fascinating and compelling (what types of modes, 

or basic components, do they look for in their media)? 

When designing a wireframe the UX Designer first and foremost strives to gain understanding of how the 

technology will be utilized by all users and incorporate this knowledge into the overall design. UX 

Designers find simplistic, high fidelity, contemporary, and innovative designs with high usability to be 

the most compelling. Fascinated with exploring different scenarios, i.e. different navigational pathways, 

content architecture and/or visual design, the UX Designer will mockup and test, and mockup and test 

again,, in order to find the best combination of ideas to meet the needs of his/her audience.  

What kinds of stories do these groups of people find appealing within this genre? 

In order to create an effective wireframe for their client, UX Designers love to create the story of their 

audience, or in other words, their user. Conducting research on the user to create these personas helps the 

designer better understand the background, technological experience, lifestyle, perspective and 

personality of the typical user(s). These personas aid in the creation of the wireframe by allowing the 

designer to create the visual, navigation and architecture of the design according to the preferences of the 

user. Again, a designer must understand the user in order to design for them.  

UX Designers also like their wireframe to convey the story of the design through content architecture 

which conveys importance of information. Through navigation the UX Designer conveys the importance 

of sequence and through the visual design - preference. The combination of these creates the story that 

will resonate with the user due to the fact that it stems from his/her feedback.  

 


