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• Information architecture (IA) 
focuses on organizing, 
structuring, and labeling 
content in an effective and 
sustainable way. The goal is 
to help users find information 
and complete tasks. To do 
this, you need to understand 
how the pieces fit together to 
create the larger picture, how 
items relate to each other 
within the system. 
(Source – Usability.gov)



• Peter Morville puts it this way: Information Architects 
are the Architects of Understanding. They “help users 
to understand where they are, what they’ve found, 
what to expect, and what’s around.”

• IA is a design discipline that is focused on making 
information findable and understandable. As a result, 
your IA informs the content strategy through 
identifying word choice as well as informing user 
interface design and interaction design through playing 
a role in the wireframing and prototyping processes. 



Information Architecture 
Methods 

•Organization 
Schemes
•Organization 
Structures
•Content 
Inventory
•Wireframing



Organization Schemes: Exact 
vs. Subjective

• Organization schemes have to 
do with how you are going to 
categorize your content and 
the various ways you'll create 
relationships between each 
piece. Most content can be 
categorized in multiple ways. 
Schemes can be broken down 
into Exact and Subjective.

• Examples of Exact organization 
schemes:  Alphabetical, 
Chronological, and 
Geographical



Organization Methods:  
Subjective 
• Topic schemes organize content based on the 

specific subject matter.

• Task schemes organize content by considering the 
needs, actions, questions, or processes that users 
bring to that specific content.

• Audience schemes organize content for separate 
segments of users. Audience schemes can be closed 
or open, meaning that users are able to navigate 
from one audience to another. This type of scheme 
does present challenges unless the content lends 
itself to users very easily self-identifying to which 
audience they belong and perhaps not fitting 
multiple audience profiles.

• Metaphor schemes help users by relating content to 
familiar concepts. This is used in interface design 
(folders, trash, etc) but can pose challenges when 
used as the site’s primary organization scheme.



Organization Structures

• An organizational structure is how 
you define the relationships 
between pieces of content. 
Successful structures allow users 
to predict where they will find 
information on the site. It’s 
important to take into account
user expectations and implement 
consistent methods of organizing 
and displaying information so that 
users can extend their knowledge 
from familiar pages to unfamiliar 
ones. 

The three main organizational structures are: 

Hierarchical, Sequential, and Matrix.



Content 
Inventory



Wireframing

• Wireframing is large part of being 
an information architect and web 
ui/ux designer.  

• Sketch and Adobe XD are the 
industry standard programs that 
help visualize the data to help you  
create your wireframes and lead to 
your mockups and prototypes.  



WIREFRAMING, 
MOCKUPS AND 

PROTOTYPES

What’s the difference?

They look different, 
they

communicate something 
different and they serve 

different purposes.



Confusing wireframes with
prototypes is like assuming 

that an architectural 
blueprint and a display 

house are the same thing.



A BLUEPRINT
(wireframe or low fidelity 

prototype )
serves as a building plan and 

should
specify how the building 

should be
built.



A COMP (mockup / high fidelity prototype) shows how the building will look once completed.



WIREFRAMING,
MOCKUPS,
PROTOTYPES



A DISPLAY HOUSE
(prototype) provides a test drive for 

future residents.



wireframe
(low fidelity prototype)

lo-fi
or
wireframe

hi-fi
(high fidelity 
prototype)

Hi-fi

Prototype



A wireframe is a low fidelity 
representation of a design



A wireframe is a low fidelity (lo-fi) 
representation of a design

Wireframe should clearly show:

- the main groups of content (what?)
- the structure of information (where?)
- a description and basic visualization

of the user – interface interaction
(how?)



Wireframes are only one chapter of the 
design story that we need to tell.
Accompanying diagrams and documents 
are meant to help you communicate your 
overall design approach.

Tell the whole story, not just one
chapter. It will help your team and 
stakeholders understand your intentions.



Examples



Examples



Information only, not a design preview



Sketch it out to the best of your ability.



Sketch it out to the best of your ability.



Ugly is ok at first, clean it up later. 
This is how Twitter started.



A mockup is a 
middle to high 
fidelity (hi-fi), 
static, design 
representation. 
Very often a 
mockup is a 
visual design 
draft, or even 
the actual visual 
design.







Anatomy of a wireframe
- clear page titles and numbers
- use clear annotation
- show the fold(screen cut off on continued pages)
- use lorem ipsum where body copy is needed
- use proper labeling for navigation and buttons
- work in actual pixel dimensions, use a GRID















A well created mockup:
- represents the structure of
information, visualizes in a static way
the content and demonstrates the 
basic functionalities

- encourages people to actually
review the visual side of the project



A prototype is a middle to high fidelity
representation of the final product, but
simulates user interaction.



Good UX is all about 
communication.



Good UX is all about 
communication &
collaboration.





wireframe



wireframe

hi fi 



wireframe

hi fi prototype



wireframe

hi fi 
prototype

hi fi wireframe





Interactivity describes how your 
prototype behaves

Does it react to inputs with feedback?
Can users “click” on something and to to another 

page?
Can they fill in a form?
Will buttons appear to depress?
Will drop down menus work?
etc…


