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Hi  all,

A couple of weeks ago, Alok and I had a one on one and he asked me, 'What things do you think about when assessing our quarterly performance?" It was a really good question. The job ladder is, of course, the initial source of data, but we all know it can be a bit vague and often falls short of answer the question, "What do I need to do to get to the next level of performance?"

So I spent some time since then collecting a list of the different inputs and things I try to collect data about. I named this document "Margaret's View of Performance Assessment" because at the end of the day, that's what it is; one manager's somewhat subjective view of what designers should be doing.

Of course, no one can be good at all of the things on this list. As we learned in the Strength Finder assessment, some of these things will come more easily and naturally than others. And it's not listed in any particular order, although I tried to cluster them a bit for ease of reading (once an IA, always an IA).

Feel free to suggest ideas for additional data points, inputs, and measures you think I should take into account directly in the document. And please note your name so we know where the suggestions come from. You should also feel free to contact me directly if you have questions or concerns.

My hope in sharing this with you is to be as transparent as possible about the performance management process as I see it, and hopefully to learn from you all about how I can more effectively and accurately assess individual performance in a discipline where it's sometimes hard to quantify success or progress.

Thanks,

Margaret

_________________________________________________________________________________

Inputs

· Job ladder descriptions

· Peer reviews

· Feedback from key stakeholders that you meet/interact with (PMs, Eng)

· My own observations at team meetings, product team meetings, Design Review meetings

· Our one on ones

· Your weekly reports

· Reviewing your quarterly goals and, at the end of the quarter, your scored goals to assess completion

· Emails I receive from you and others talking about recent accomplishments/launches/etc

Design work

· Quality of work delivered during a quarter – ie, clever, clean, innovative designs

· Efficiently and effectively applying our company’s design principles to your work

· Ability to thinking conceptually about high level user experience problems/opportunities

· Ability to deliver finely tuned tactical solutions as needed

· Ability to work fast under tight deadlines

· Size and complexity of design problems in your projects

· Getting experiments and product launches approved

· Contributions to UX infrastructure projects (ex: serving on Style Guide committee)

Presentation Skills

· General preparedness and presentation style in Design Review

· Knowing your audience and delivering the right kind of data/prototypes to sell ideas

Productivity

· Manages multiple projects and activities without losing track or missing deadlines

· Significant progress made on planned tasks (ie, how did you do on your quarterly goals?)

· Quantity of work delivered during a quarter

Collaboration

· Working relationships with PM, engineers, UXers w/ you

· Being pro-active in sharing your work in design sessions, team meetings, etc

· Taking a keen interest in the work of our research colleagues

· Participating in field studies and any resulting brainstorms

· Using our limited research resources wisely (ie, don’t insist usability testing be done for something if there is no time to adopt findings, etc)

· Taking advantage of specialists’ help (VisDe, UX Writing)

Developing yourself and your skills

· Setting and working towards long term professional goals and associated skill development

· Choosing conference and training opportunities thoughtfully with an eye to professional development

Team work/ Attitude / Communication / Negotiation, etc

· Helping with process improvements (ex: drafting Consumer Noogler materials)

· General positive/productive attitude towards work and colleagues

· Pinch hitting for others

· Giving recognition/feedback to colleagues who deserve it (peer bonuses, emails cc’ing their manager, etc)

· General willingness to do what needs to be done

· Ability to respectfully push back when you don’t agree

· Ability to assert/stand up for yourself and your ideas with tough stakeholders, but not so often that you are perceived as being difficult to work with

· Responding well to feedback, in all its forms

· Listening to and learning from your colleagues

· Proactively seeking out feedback through informal (ie, periodic check-ins with partners, etc) and formal means (ie, optional perf)

· Formal/informal report-outs from conferences and training

· Doing required admin tasks (OKR writing, perf, snippets) with minimum of prodding and bellyaching – no one loves doing it, but it’s the right thing to do!

· Proactively telling me you have capacity or have too much work (helps me do a better job of load balancing)

· Proactively keeping me in the loop (sending me an email to tell me that a launch date has changed and why, or letting me know that there may be a resource issue with a certain initiative)

· Adapting to change: teams change and so do the needs of products and users; showing an ability to stay flexible and open to new ideas and perspectives is an important part of professionalism and leadership

Leadership

· Mentoring new team members

· Mentoring less experienced designers

· Managing/helping run team meetings (weekly, monthly, offsite, etc)

Other ideas? Please let me know what data points I may be missing!

Best,

Margaret

Original created by Margaret G. Stewart (mstewart@google.com); feel free to edit for your own purposes.


