
IR Heroes
Spunti, trend e best practice per 
creare una sezione IR di successo.
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——not 
—users



We believe
in experiences



  context
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bad experience



why why why



one way or another



not about compliance



share your story



target
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About us
25%

Financial 
Information

19%

News
13%Products 

& services

11%

Other
9%

Job 
Search

9%

Customer 
Service

8%

Technical  
Informations

3 CSR
3%

where to go?



TARGET 1

Investment 
Professionals



TARGET 2

Individual 
Investors



tips
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Mobile first
TIPS



Tell a story
TIPS



Webcasting
TIPS



Webcasting 
with video + 
slide VS 
audio only 

TIPS

73.3% 28.3%

+ Average registered viewers + Average view time



Beyond 
earnings 
and AGMs 

TIPS



Tailored 
content 

TIPS
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examples



IR Web Sections 

EXAMPLES

















Reports 

EXAMPLES











trends
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Gnammo - redesign

Colors
MULTIPLE



Gnammo - redesign

Color Schemes
MULTIPLE



Gnammo - redesign

Gradients
WELCOME BACK



Gnammo - redesign

Patterns
WELCOME BACK



Gnammo - redesign

Type
BOLD





Gnammo - redesign

Photos
AUTHENTIC





Gnammo - redesign

Illustrations
CUSTOM



Gnammo - redesign

3D
MINIMAL



method
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Design 
Thinking 
– anyone?



1 Empathize



2 Define



3 Ideate



4 Prototype



5 Test



It’s a mindset,
not a process





Paideia - Centro Paideia





Design Thinking
Design Sprint



Paideia - Centro Paideia



Design Sprint  
in Fightbean 
The Design Sprint is a 4-day process 
for rapidly solving big challenges, 
creating new products, or improving 
existing ones.  
It compresses potentially months 
of work into a few days.



Day1



Day2



Day3



Day4





High-fidelity 
interactive 
prototype

THE OUTCOME

Tested by real users, and with clear 
insights on where to go next.



measure
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Xp
EXPERIMENTATION



Hy
HYPOTHESIS



Tr
TRACKING



Re
REGISTRATION





Ab
A/B TEST



23
%

56
%

Control Variation







Personalized 
content 

RESULTS







Mailchimp 
RESULTS



Mailchimp 
RESULTS



Mailchimp 
RESULTS



future
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Lack of diversity 
affects business

FUTURE







Designing for 
the age of 
immediacy

FUTURE



Building 
Conversational 
Interfaces

FUTURE



Chatbot
FUTURE





Every interface 
Is a story

FUTURE



briefly
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Take 
Aways

Engage investors 
with a story 

Exceptional design 

Mobile is not an option

Think about the future





Contacts
federica.pecoraro@fightbean.it

fightbean.it 
facebook/fightbean 
twitter/fightbean

hello@fightbean.it

mailto:federica.pecoraro@fightbean.it
mailto:hello@fightbean.it


Q&A


