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Translate 12 static organizational 
health reports into interactive 
interfaces within the Product Suite 



The Pay & Markets module is part of a larger offering within the enterprise suite. With over 10,000 
subscribers, the module boasts the most users of the current product. The Pay & Markets module offers 
compensation and reward data for over 112 countries. Users purchase the country data that makes sense to 
their organization. Each country page offers 15 reports specific to your organization and the market’s data.  

The request was to define what an “interactive report” means in the

Product Suite. Take the 12 existing Power BI reports and revamp them

to be interactive, comprehensive, and impactful.

Some of the current challenges we were looking to solve included optimizing data and the visualization for 
better load time. The data was being transfered over to a Tabular Database to and the data visualization was 
to be built on the D3 framework, as the BI interactions and visuals were dated and not intuitive.



MY ROLES:

Gather requirements from 
product owners, product 
managers and SME

Establish testing plan, so as 
each hi-�delity prototype is 
completed, it can be tested

Determine iterative approach 
to achieve MVP and plan for 
next phases

Facilitate working sessions 
with the business and 
development  to ensure 
functionality is understood

Understand the scope 
of the project

Allocate appropriate 
resources

Set up internal 
reviews, touch-points 
and presentations

De�ne project delivery 
and check-in schedule

Heuristic evaluation on current 
reports to identify consistencies 
across report and determine 
template approach

Working sessions with the 
business and design team to 
collaboratively de�ne each 
report experience

Re-architect the report navigation 
from a series of dropdowns to a 
more intuitive mega menu 
approach with up-sell opportunity

Wireframe base template for all 
reports to be built and de�ne the 
�lter and modeling patterns for 
each report

CONTRIBUTORUX LEADMANAGER



THE PROCESS:

Research

Heuristic Review

Personas & Permissions

Requirements Gathering

Architect The System

Design Strategy

User Testing

start with what you don’t know. I wasn’t very familiar with designing within a D3 interface, 
so it was important for me to understand what it offers and the limitations (not many!)

understand what currently exists. deep dive into each of the reports as they exist today to 
understand the data, the functionality, and the existing interaction patterns.

who is using this and what do they want to do? understand the user and how this fits into their 
workflow. define the user’s role within the product and associated permissions.

if you build it they will come. build hi-fidelity interactive prototypes for business reviews and 
development discussions. then test them! 

ask the right questions. use the same requirement gathering approach across reports to 
guarantee consistency. define a process to deep dive on each report with the right people.

start with a strong foundation. navigating 12 report options is a lot for a user. take the learning 
curve out of report access. be clear on what the report does and make it easy to get there.

on to the finish line. The timeline was tight and the deliverables heavy. define a cadence of 
collaboration between UX, design and the business so we can efficiently get it done.



Interactive Reports:
These reports reside in the enterprise product’s section for 
Pay and Compensation. User’s purchase a market (country) 
and are able to compare their organization’s data (headcount 
within a job family, compensation ranges, associated rewards, 
etc.) Typically the user was downloading a static PDF report 
with 60+ pages of content. 

this was my first report interface. I knew reports existed in 
print form within our product, but this would be the maiden 
voyage into interactive reports for the product. What do 
people want to do with this data? Let’s start with a 
competitive analysis around reporting.

D3 Data Visualization:
I worked with the development team to discuss the transition 
from BI to D3 visualizations. We reviewed libraries, standard 
patterns and how the current visualizations would translate. 
We defined limitations and considerations. 

RESEARCH



HEURISTIC REVIEW

Navigation to other 
reports is not intuitive

Navigation and data 
source share pattern

Offers multiple formats 
with varying content

Description of report 
lacks value

Market filters require 
scrolling to access

additional 2nd set of 
filters limit stage size

not clear what the 
visualization represents

meaning is unclear due 
to lack of legend 

x axis is not consistent 
with other reports

offer a more concise 
presentation of data
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Now that we understood what the offering was, it 
was time to examine the current users. We worked 
with the Pay and Compensation team to define 4 
key roles within their product. Once the personas 
were defined, we were able to begin the recruiting 
process to validate the user persona and assist in 
testing the final prototype.

PERSONAS & PERMISSIONS

NAME:

ROLE:

DEPT:

Jared Sawicki

HR Generalist

Human Resources

NAME:

ROLE:

DEPT:

Ruben Rains

Comp and Benefits Director

Human Resources

NAME:

ROLE:

DEPT:

Marilyn Latona

Comp and Benefits Manager

Human Resources

NAME:

ROLE:

DEPT:

Nina Petri

Compensation Analyst

Human Resources



SAMPLE PERSONA



REQUIREMENTS GATHERING

Gathering the details
The approach allowed the business 
and SMEs to walk us through each 
report prior to us beginning. We 
reviewed exports, possible filters 
and where the data’s origin.

Collaborative approach
We met with the Product Owner for 
30min twice a week - this allowed 
us a constant touch point. We 
reviewed wires every week to keep 
the dev team on board with the 
desired functionality. 

Timely delivery
With a  collaborative cadence set, we 
were able to reduce the delivery 
timeline per report to 2 weeks and 2 
days. This allowed us to deliver all 12 
reports within the desired timeline. 

We altered the process so it was no longer a gather requirements, disappear and present the big vision. Instead we met 2x a week with the Product 
Owner, to bounce ideas, ask questions and review progress. The end result showed that collaboration was critical on such complex projects.



ARCHITECT THE SYSTEM: PAGE TEMPLATES

tempatize the approach
I recommended a templatized approach for the 12 reports - condensing the structure down to 5 unique formats. 
Not only does this buy us consistency in experience, but also gave us an efficient start. As we went through the 
requirements gathering process, I kept track of what reports share functionality, characteristics, and data types. 
From here I determined which reports could share the same “stage”.



(2) reports

(2) reports(3) reports

(1) reports (1) reports

(2) reports

Reward
Benchmark

Restructure goals:

give users an overview of all content available

allow users to navigate to any section of content

balances the content within each report section 

reduces the load burden on the system

The original navigation for reports assumed the user had an understanding of the report 
structure, and could navigate to subsections. It also forced the user to view the default 
report first, versus having a balanced control over the reports they viewed. The 
recommended view offers a summary of all reports they subscribe and allows the user to 
select which report is of interest. It combines the access point for both Overview and Drill 
down reports. 

ARCHITECT THE SYSTEM: NAVIGATION



ARCHITECT THE SYSTEM: FILTERS

Filter

Filter solution
If a report offers organization specific 
filters as well, allow the user to toggle 
both org and market filters from the 
same access point.



Now that we have a consistent filter pattern for all 
the reports as well as the navigation, it was time 
to fill the stage. We defined 5 unique templates. 
We needed to move quickly from wires to designs, 
so we set a weekly cadence for touch points and 
hand offs. As UX finished a template, they would 
review with design and business. The following 
week UX would gather requirements for the next 
report while design presented their assets.

Each template offered a data visualization view, a 
data table view, a legend, and an export. Some 
reports (such as the one to the right) offered data 
modeling, which we established flexible patterns 
to accommodate. 

DESIGN STRATEGY





This report offered a challenge unique from the 
others. This data visualization needed to not only 
represent your organization as a whole, but also 
the record of each employee (and associated 
compensation data). The trouble that arose was 
across our common use cases - organizations with 
over 10,000 employees. Even if the visual marker 
was simple, for the report would lag in 
performance when charting over 10,000 points. 

We had to solution quickly so we propsed a 
threshold area. If incumbents fell within the 
threshold area we did not populate a marker for 
them. This allowed the user to focus on outlier 
data which was the purpose of the report overall. 
(see next page for solution design)





THINGS I LEARNED

A process is only as good as its results. This was the first time we changed process to accomodate the circumstances. The change resulted in 
such success it’s become a new standard for the Pay team.

Stay lockstep with development. Have frequent reviews, touch-points, and groomings be assure they understand the complexities, data flow 
and desired functionality.

Be honest. Trying to estimate 12 complex epics is difficult, trying to stay on the initial timeline can be as well. Communicate early and often
if there will be a shift in timing, so everyones expectations are in check.

The better we understand the content, the better we can design. Set aside time in the beginning and come equipped with the right questions.

Collaboration can be hard, especially when someone is 100% remote/5hours ahead. Plan accordingly and be sure they feel involved.


