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Apple, IKEA and Their Integrated Architecture

by Davide Potente and Erika Salvini

Editor’s note: This article is based on the authors’ presentation at the
European IA Summit held in Amsterdam in September of 2008.

he design of a physical space can and should take advantage of

information architecture (IA) deliverables, in particular when

designing an integrated model of IA across environments. The user
must be able to easily consult technology-dependent environments such as
digital media or printed paper catalogs in line with the information flow
carried through the website. Conveying the relevance of information to the
user/consumer by means of applying IA principles with a view to designing
a crisscross-connecting model of human-information interaction is the focus
of these studies.

Information-sharing experiences span various technology-dependent
environments, and these environments are not self-limiting. Let’s reflect on the
experience of buying a product. It could start by browsing a particular website
or by leafing through a printed product catalog. Similarly, the experience
can come about via a handheld device and/or software interface and could
end inside the physical retail space of a large chain store or specialty shop.

Regardless of where the experience begins and ends, it is highly desirable
that the consumer be permitted to interact in a seamless manner and that no
information flow fractures be apparent. Continuity can be provided by a
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structured, bridge-like experience. It follows that the users can keep the
same mental model through each step of experience, which will provide a
homogeneous model of interaction [1]. Bridge experiences synthesize this
process by identifying continuous passages of information

m from one web or software environment to another

m from the web to a software environment

m from a software environment to a hardware environment

m from the web to a physical environment.

In his article, “Design for Bridge Experience” [2], Joel Grossman asserts
that bridge experiences involve situations in which people must traverse
different domains in order to communicate successfully, complete a task or
elicit a desired physical, mental or emotional response.

The evolution of IA leads to a crossing and integrating information
architecture, a component of the bridge between various user experiences. This
passage is highlighted by the definition of IA in the third edition of Rosenfeld
and Morville’s Information Architecture for the World Wide Web (3, p.4]:

m The structural design of shared information environments

m The combination of organization, labeling, search and navigation

systems within websites and intranets

m The art and science of shaping information products and experiences

to support usability and findability

® An emerging discipline and community of practice focused on bringing

principles of design and architecture to the digital landscape.

In this article we illustrate the principles of bridge architecture with two
studies of how websites and physical environments might be integrated. The
studies were not sponsored by the enterprises described. Their aim, however,
is to show possibilities, both realized and potential, within real environments.
Erika Salvini’s study was a class project for Information Architecture and
Knowledge Engineering, a course taught by Luca Rosati at the University
for Foreigners of Perugia (Italy) in 2007/2008.
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POTENTE and SALVINI, continued

Apple’s Integrated Information Architecture (David Potente)

Close analysis of the Apple website and, in particular, the Apple Retail
Store highlights the role of information architecture in building bridge
experiences. IA can cross various contexts of experience with the objective
of defining a unique human-information interaction model by means of
proper organization of information flows and tasks.

Apple bridge experiences and crossing IA. The website and the store
share a common information organization, despite their obvious and
necessary interface differences (Figure 1).

The navigation
bar in the menu shows
the following tabs:

FIGURE 1. Map of correspondences between Apple website
taxonomy and product placement inside the Apple Retail Store

m Home

(logo Apple)
Store

Mac
iPod+iTunes
iPhone
Download
Support

Product
organization follows
standard guidelines
throughout the
worldwide network
of Apple stores. On
entering a store this

m Accessories (iPod cases,
bags, headphones, ...)

m Applications

m Genius Bar (support)

Table 1 compares the two
organizational structures. This
organizational solution is a good

example of efficiently and effectively

crisscrossing [A between two
environments, the web and the
physical retail space (Figure 2:
Apple Retail Store views).
Inside the store, LCD video

TABLE 1. Comparison between the
Apple website IA and Apple Retail Store IA

Home Posters on the walls as product
previews

Store All tables showing products with
related details

Mac Area showing Mac computers

iPod+iTunes Area showing iPod, iTunes and
Apple TVs

iPhone Area showing iPhone

Downloads Area showing applications

Support Genius Bar for product support

screens might be provided in the particular areas to demonstrate the
products on sale, their specifications and any related accessories —
highlighting products corresponding to the visited area of the store. Inside
the dedicated Mac area (Figure 2.1), computers are displayed. Likewise,

FIGURE 2. Apple Retail Store views

consistency is
noticeable in the following specifically organized areas:
m Mac computers
m iPod and Apple TVs
m iPhone

Figure 2.1. Area showing Mac computers related
to “Mac” section on Apple website

Figure 2.2. Area showing iPod, iTunes and Apple TV
related to “iPod + iTunes” section on Apple website
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Figure 2.3. Area showing software solutions related
to “Download” section on Apple website

Figure 2.4. Genius Bar related to “Support” section
on Apple website
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