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This thesis documents and describes the process of creating a professional visual
and UX/UI (User Experience/User Interface) design portfolio. The portfolio was
created using Figma, an online prototyping tool. The goal of this personal portfolio
project was to prepare and assist the author in finding a relevant design position

after graduation.

The portfolio consists of design works created during Interactive Media studies in
2018-2022 in Tampere University of Applied Sciences. The portfolio also
includes works from graphic design volunteering and two practical training

periods completed during the studies.

Visual design and UX/UI design job requirements were researched, and a list of
necessary education, tools, and skills were derived from it. Utilising this collected
data, an online portfolio was created in Figma. This can be then further used to
showcase the designer’s skills to potential employers and apply for countless of

design positions.

Key words: design, portfolio, visual design, user experience, user interface



CONTENTS

1 INTRODUGCTION ...t e e s e e e e enneeeeeen 5
2 WHAT IS UX AND UIDESIGN ....oooiiiiiiiee e 6
2.1 User Experience (UX) Design ......cceeeeiiiiiiiiiiiiiiee e 6
2.2 User Interface (Ul) DESIgN .....coooiiiiiiiiiiiieeei e 7
2.3 Design ThinKING .....coveiiiiieiee e 7
3 RESEARCH PHASE ...t 8
G T I = 7= T3 (o | {0 ¥ [ [ 8
3.2 Main Tool ReqQUIreMENtS ........coooiiiiiiiiiieee e 9
3.3 Soft Skill Requirements ...........ooooiiiiiiiie e 9
4 DEFINING PORTFOLIO REQUIREMENTS........ccooiiiee 10
4.1 Defining Target GrouUp .......c.veeeeiiiiiieeiieee e 10
4.2 Defining Design DIiVEIS........cooiiiiiiiicciiieeeee e 10
4.3 Defining Personal Starting Point ..., 11
5 DESIGN PHASE ..ot et e e e e 12
5.1 Gathering Portfolio Content............ooooiiiiiiiiiie e 12
5.2 LAYOUL ..o 12
5.3 Colour Palette..........oueiieieeeeeee e 14
5.4 TYPOGraphy .....coooiie e 15
5.5 Learning Figma.......ccoooiiiiiii s 16
6 ACCESSIBILITY AND USABILITY ..o 17
6.1 ACCESSIDIlITY .ooeeeeee e 17
6.2 USADIlITY .oeeeeeeeeeeeeeee e 17
7 ITERATION PHASE ...t 19
7.1 Initial Feedback ROUNd..........ccoiiiiieeeeee e 19
7.2 Second Heration ... 20
7.3 Third Heration.............oeeoiiiii e 20
8 FINISHED PRODUCGT .....oiiiiiiiiiiee et e 22
O DISCUSSION ... et e e s e e e e e e naeeeeeans 27
REFERENGCES ...ttt 28

APPENDICES ... 30



GLOSSARY

Ul = User interface

UX = User experience

Figma = Prototyping tool owned by Adobe

HCI = Human-computer interaction

CGI = Computer-generated imagery

RGB = Red, Green, Blue — colours that are used to produce all the colours
on digital screens

CMYK = Cyan, Magenta, Yellow, Key — inks used for printing
Adobe CC = Adobe Creative Cloud

InDesign = Adobe’s layout design software

Mock-up = A prototype to show how a final product will look
Sketch = Prototyping software by Apple

After Effects = Adobe’s animation software

lllustrator = Adobe’s vector graphic software

Photoshop = Adobe’s Image editing software

WAI = Web Accessibility Initiative



1 INTRODUCTION

There are three main sections in the thesis.

First, | will start by researching what kinds of skill requirements there are in the
field of UX and visual design. | will collect data about job listings. Armed with the
information, | will then attempt to categorise and compile a list of skills and
requirements. | will compare this list to my own design knowledge, and which
tools and skills | already possess. In the end | should have a clear understanding
of where | stand based on these requirements — what | know and what | still need

to learn.

The second main phase is the design phase. Here, | will start by benchmarking,
because no designer works in vacuum (Kramer 2018). To create the portfolio, |
will use the lean UX process, which will be explained in the beginning. | use
Figma, a free prototyping tool used by professionals in the field. | will document

my learning process, as it's one of the tools | do not yet possess.

The third part consists of the iteration phase. Here | will seek feedback by user
testing in order to improve the design and further understand potential users’ pain

points.



2 WHAT IS UX AND Ul DESIGN

2.1 User Experience (UX) Design

“—~ — we are less influenced by the core offering than by the layers of

experience around it.” (Stickdorn et al. 2018)

The quote above summarises the importance of user experience design for
users: products don’t succeed just based on their functional merit, but how they
seem and what kind of emotions and experiences they elicit in those who use

them.

UX design focuses on the end user of a product or service. Whereas service
design has a larger scope that includes all stakeholders, UX design concerns
itself only with the user and their needs. UX designers use a plethora of methods

to investigate how a product is used.

If there is an already existing product which needs to be improved upon, user
research often starts with interviewing or observing the users. Researchers try to
understand the users as they interact with the product. In case of a product which
is yet to exist, the UX design aspect should be there from the start to ensure that

users remain in the focus.

According to Don Norman (2013), there are seven principles of good UX design

which must be followed to provide the best possible digital experience. They are:

e Accessibility
e Simplicity

e Beauty

e Intuitiveness
e Informative

e Operability

o Perceptibility
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Good design also includes affordances, which means designing for errors and
easy troubleshooting. In short, if an error can be made, someone will make it.
Signifiers pertain to labels and identification of controls. For example, if there are
two lights and two light switches, which one turns on which light? User interaction
should be confirmed by giving the user feedback, in one form or another. Haptic
feedback is a common way to confirm mobile phone actions. Lastly, a design

should not be too novel so an earlier conceptual model can be used to operate it

2.2 User Interface (Ul) Design

User interface design is a part of human-computer interaction design (HCI). It is
a discipline of computer science that focuses on how humans interact with
computers. As a more specialised area, Ul design combines visual design and
human psychology to create mostly digital interfaces that work well with how

people naturally interact with real-life objects.

Designs that behave as if they had physical attributes, behave according to our
expectations. If a design lacks this organic quality will seem robotic or unnatural.
As an animation studio, Disney has been at forefront of developing organic

motion, which Google has adopted in its Material Design guidelines (Google n.d.).

2.3 Design Thinking

UX design starts by empathising with users, trying to understand what they need
and what issues they might face in regard to the product or service in
development. Next, their needs are defined, and ideation can begin. Finally,
concrete testable prototypes are made and then user tested. The last part is then
repeated until the results are satisfactory or the budget runs out. This is called
the testing-iteration cycle and forms the last part of design thinking process.
(Gibbons 2016).



3 RESEARCH PHASE

3.1 Background

According to the statistics from 2021 shown below (Figure 1) only 4% of
Bachelor of Media (Medianomi in Finnish) graduates in Finland are unemployed.
This seems like a low figure, considering that visual designers are produced both
from higher education institutions and vocational schools as the job is very

practical.

Toissd.fi > Working life »

Statistics of employment

Monthly salary
Employment by types of employer Mediznomi (AMK)
All graduates
1% 1% 6% 6% 6% 30% 3% 2% 10% 4% 4% 5% 2% 1% 64% 50%

PICTURE 1. Bachelor of Media (Medianomi) graduate employment statistics
(University of Helsinki Centre for Continuing Education 2021).

| collected data on job listings about graphic design, UX design, Ul design and
various digital design and marketing positions. The data was collected from
August to December 2022. My aim was to use the data to establish a list which
would clarify general job requirements in the design field (see appendices 1 to 5).

In this research | focused only on job postings within Finland, but skill
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requirements abroad don't seem to change much in the English-speaking

countries.

3.2 Main Tool Requirements

Many job listings were written in English, even if they required fluency in Finnish.

From my research | gathered a list of required primary tools and skills:

e Adobe Creative Cloud (CC)
o lllustrator
o InDesign
o Photoshop
o After Effects
e Prototyping tools
o Figma
o Sketch
o InVision
e Canva
e Microsoft Office
o Word
o PowerPoint

o Excel

3.3 Soft Skill Requirements

Soft skills refer to skills or abilities that aren’t technical nor easily defined. These

secondary skill requirements were:

¢ Ability to visualise information

e Understanding of accessible design

¢ Fluent English was required almost without exception
e Problem-solving ability

e Good interpersonal skills

e Communication skills

e Self-organising skills
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4 DEFINING PORTFOLIO REQUIREMENTS

4.1 Defining Target Group

My target audience included art directors, design leads, and any and all who work
in the intersection of human resources and design. Since design is highly
specialised field of knowledge, | could make some assumptions about the target

audience’s abilities and expectations.

As such, accessibility for them wasn't an important consideration to me. In the
grand scheme of things, however, having an understanding of universal design

is a requirement for most design positions, as explained in the research phase.

4.2 Defining Design Drivers

The main design drivers for the project were

e Simplicity
e Efficiency
e Intuitiveness

e Style

The portfolio was to be simple to use, without unnecessary elements; Efficiency
was needed to not waste the viewer’s time, since every second counts (Paton
2018).

To increase the intuitiveness of a system, it was worthwhile to look at the current
forms and trends in app and web design. Since much of the Ul design has been
already established by the big websites and apps, such as Facebook and Google,

the user will look for familiarity to help them navigate through a new system.

According to Norman (2013), these conceptual models help us to make sense of
the world around us, so rejecting or ignoring current trends can easily backfire.

Aesthetics go hand-in-hand with the perceived usability of a design (Lidwell,
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Holden & Butler 2010), so trying to create a portfolio that is unlike all the rest

could have clashed with existing expectations.

4.3 Defining Personal Starting Point

Looking back on the assignments completed during the past four years, | can see
a definite improvement in my understanding of design and in handling the tools
of the trade.

43% of all websites these days are made with WordPress (W3Techs 2022). As
such, it would have been natural to create a portfolio website using the very same
tool. However, as web hosting and domain ownership have costs — money and

time needed for the upkeep — it was not viable for me.

Another popular choice for design portfolios is behance.com. | used to have one,
but their website has limited functions and layout options. In contrast, an

interactive portfolio made in Figma is in itself one of the works showcased.

Figma is tool which is used in the professional setting within UX design and
development. It also has a lower learning curve, and —in its simplicity — it requires
less commitment on the learner’'s part. Other software for prototyping exist:
mainly Adobe XD, InVision, and Sketch. However, they seem to be slowly but
surely losing their footing to Figma (which Adobe acquired as of 2022), as more
and more companies choose to work fully or partially remotely (Leskinen 2020).
Smooth collaboration between designers and developers is crucial, especially
when they are not working within the same office, and Figma facilitates this

effortless co-design process.
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5 DESIGN PHASE

5.1 Gathering Portfolio Content

First, | went through all of the work done during my studies, such as class
assignments, independent tasks, and final course tasks. The materials created
during my two internships, freelancing, and volunteering were also considered.
As a portfolio is supposed to only include the créme de la créme, five cases were
chosen for display. These were the most recent and of the highest quality. Two
of these were done as a part my studies, one during a graphic design internship,

and one as volunteer work.

After gathering the content to showcase, | could now start the design process,

while keeping in mind the design principles explained in the beginning.

5.2 Layout

Rough wireframes were made to establish the layout (pictures 2 & 3). People

naturally and unconsciously respond to faces, so it was necessary to add a

personal touch to connect the portfolio to me personally (Bar-llan University
2019).

Navigation menu

Photo

Title & brief

description

PICTURE 2. Landing page wireframe.
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Case study image

Case study
brief

Case study

text

FOOTER

PICTURE 3. Case study wireframe.

The call-to-action button would lead to the actual portfolio page. This page would
have a showreel of the five cases. From this page you could click on any one of
the cases to open another page the actual portfolio case. On this page (picture
3) there would be a title and a subheading that | would use to inject a little bit
more of my personality in the form of humour or a pun. Other information
requirements for the portfolio case page were how long the project lasted, what

was my role in it, and verbal explanation of final product.

After | had the general layout somewhat fixed, | could begin making visual design
choices. However, my way of designing isn't quite linear; | tend to switch between
phases and tasks in order to keep things from stagnating, should | get stuck with
a particular part. This way of designing is a little less structured than | would like,
since sometimes the progress can seem haphazard and hard to follow. There is
also a cognitive cost involved with switching between tasks (American

Psychological Association 2016)
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While | was creating the wireframes, | was also looking for inspiration — this
collection of colours, pictures, and text is called a moodboard. Because creating
a wireframe and creating a mood board are two fairly independent parts of the

whole, | was able to work on both simultaneously.

“Hom §weet Hom

GWE Mg
a7 ’FITEsH)_.\Ll\.l
nolajania
& S a2

Cop g0

PICTURE 4. Moodboard.

5.3 Colour Palette

In the beginning | had three different colour palettes to choose from and each one
was tested to see which one would give me the satisfactory results. | had some
earlier reference points based on my previous portfolios, but they were put
together quickly and without much planning and so didn’t really show the best
side of me. It was time to do something a little bit more elegant — something that

reflected my personality more — as a portfolio should.

| have always liked the combination of black and red but handled poorly, the
combination could pose some issues when it comes to contrast. | have never
been very good with colour: | understand basic colour theory, which was taught
during the first-year Visual Design minor. Grey and dark, almost black were the

main portfolio colours, red being the accent colour (picture 5).
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PICTURE 5. Final colour palette for the portfolio.

There are many kinds of considerations one must keep in mind while designing
anything — be it a digital or a physical product or environment. One of the most
common disabilities is poor eyesight and colour blindness. 25% of men have
some level of colour blindness, and it is more common in men than in women
(NHS 2019).

5.4 Typography

Different laws govern digital and print media when it comes to typography, same
as it is with colour (see difference between RGB and CMYK). The reason is that
typical shapes and sizes of digital screens are different from the typical sizes and
shapes of printed materials. Depending on if the text is to be viewed from a screen
or a physical copy. The optimal line length is 66 characters for print medium and
for digital medium it varies from 45 to 75 (Bringhurst 2004). For my purposes |
will focus here on the digital experience as a website prototype doesn't lend itself

to be physically handled.

| wanted to avoid postmodern cliches, such as using giant unserifed capitals
(Bringhurst 2004), so | chose a classical serif font Didot as the heading and
Futura PT as the body text, as shown below in pictures 6 and 7. This combination
of serif and unserifed fonts alongside size and weight difference, helps establish
visual hierarchy. Only two fonts are used in the whole document, as mixing more

than two is rarely a good idea (Butterick n.d.).
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ABCD

PICTURE 6. Didot regular.

abcdefg

PICTURE 7. Futura PT medium.

5.5 Learning Figma

Sketch, InVision, and Adobe XD are known to me from Media and Arts Visual
Design minor, so | wasn't completely at a loss when opening Figma. The basic
functionalities of the three programs are largely the same. After familiarising
myself with the Ul the learning resources provided by the developers helped to

quickly grasp the basics of operation.

Figma is a prototyping tool used for low- and high-fidelity prototypes. Low-fidelity
prototype is a rough sketch where the layout is in focus, without any emphasis on
visual design. Wireframes are a common example of low-fidelity. High-fidelity
prototype, on the other hand, includes the visual design aspect as well. For this
project | moved very quickly from the low-fidelity prototype to a high-fidelity
prototyping to improve workflow speed. My reasoning was that since the thesis
work was for myself, a design process with a few more iteration phases could be

used than would be viable in a commercial product.

Figma also has a vast library of plugins, which weren’t taken advantage of this
time in designing my portfolio, as time was limited and learning a new thing costs
time. Instead, already known tools were used to create mock-ups and icons. For
mock-ups, websites such as freepik.com and mockups-design.com were helpful.

Adobe lllustrator was used to create scalable vector icons.
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6 ACCESSIBILITY AND USABILITY

6.1 Accessibility

Another important aspect of good UX and Ul design is accessibility or universal
design. Universal design is design that is meant for everyone and historically
focus on accommodating people with disabilities, but these aspects of
accessibility often benefit everyone else as well. According to Lidwell, Holden &

Butler (2010) there are four components to universal design:

e Perceptibility
e Operability
e Simplicity

e Forgiveness

We all have different abilities, and they vary from time to time. What for someone
is simple, can be a challenge for another and vice versa. Something seemingly
unnecessary to one can be an absolute requirement for another to be able to use
a product or a service at all. Accessibility is a crucial part of design in a welfare

state (Valtioneuvosto n.d.).

Because of these issues of eyesight, designs relying solely on colour will fail, as
there is a high likelihood that at least some of your target users won't perceive
them as was intended. There should always be other elements to carry the
message, and instead of colour, it's more important to focus on size and the
contrast between elements. The recommended minimum contrast ratio is 4,5:1
for small text and 3:1 for large text as per ISO-9241-3 standard (W3C n.d.).

6.2 Usability

Usability is a general feeling of how easy it is to use a certain device or software.

It consists of five attributes, which Jakob Nielsen (2012) lists as
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Learnability: How easy is it for users to use the application
even if they’ve never seen it before?

Efficiency: Once learned, how efficient is it to use the application?
Memorability: How easy is it to start using the application again
after a period of not using it?

Errors: How is easy it is to err, how critical are those errors, and
are they reversible?

Satisfaction: Do the users enjoy using the application?
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7 ITERATION PHASE

7.1 Initial Feedback Round

After finishing the layout, it was time for the first round of user testing. The testers
both had experience in design and technology. As the other tester also had
experience in recruiting and HR, and the other worked in visual design and UX
design, | believed their feedback would be valuable. The works in themselves
were not the target; The way they were presented within the portfolio was. Most
of the comments | got were about relatively simple, basic mistakes, such as

irregular spacing between elements, textual errors, and nonsensical phrases.

The contrast between the red elements and the dark background was an issue
for one tester. The suggested solution was to change one or the other, or even
both. According to Adobe Color contrast checker the contrast ratio was 3,1:1,
which is enough for larger text, but fails to pass requirements for normal-sized

text (picture 8). The small text size in my portfolio is 30pt, so the contrast is

adequate.
Text Color Background Color Contrast Ratio (%)
weasmsa I~ #373232 [ 31:10
e [

Preview

Regular Text Large Text Graphic Components

© Fail for17ptand below (&) Pass for18pt and above / 14pt bold and abave (&) Pass foricons and actionable graphics

PICTURE 8. Adobe Color contrast checker results (Adobe Color).
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One tester said that the usability on mobile devices is low and reading the text
becomes a challenge as they were unable to zoom in. The prototype also froze
on them and refused to restart. This could pose a problem for mobile users, but
is unlikely to hinder the target audience, which are mostly art directors and design

leads, who know design tools and how they work.

Originally the landing page didn't have a call-to-action button, and its
informational value beyond welcoming the user was slim. Another suggested
improvement was about the uniformity of the mock-ups which was a valid point,

but for which | couldn't spare extra resources within the scope of this project.

7.2 Second Iteration

Another thing | had to keep in mind while reviewing my work from the past four
years, was the urge to fix, modify, or remake. If one is able to resist this urge, it
can be viewed as a good sign of progress. What once was considered “good” is
not so anymore, and as such the feeling accompanied by looking through old
works and assignments is a positive one. And one can only hope that in another

four years a similar reaction is elicited when looking backwards.

7.3 Third lteration

Upon further inspection on multiple screens, | found out that the size of the
prototype caused a slow loading. To improve loading speed, | reduced the image
sizes. High-quality images tend to take up a lot of space, so using an online image
compressor, imagecompressor.com, image size was decreased by 70% on
average (69% in the picture 9). This was achieved with only a marginal decrease

in picture quality.
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(® UPLOAD FILES ® CLEAR QUEUE

DOWNLOAD

cider-mock-up-01.png

Original: 1.3 MB Compressed: 402 KB (-69%)
Colors

APPLY

PICTURE 9. Online image compressor results (imagecompressor.com).

Finally, my work was presented in class during a UX workshop to serve as an
example. Further issues were found, as the design wasn’t as intuitive as | had
previously thought based on earlier feedback. Again, the lack of responsive

design also came up.
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8 FINISHED PRODUCT

| have a total nine pages in the final version of my design portfolio. Main pages

are: landing page, contact, about, and portfolio (Pictures 3,4,5 & 6). Further, the
Portfolio page, which the landing page directs to, has five individual case study

pages in which the design process of each is explained. The final product can

be viewed in Figma at:
https://www.figma.com/proto/htEOCA6207 FghiawWtVkVG/toni-haakana-

portfolio

l\ T Get in touch

VISUAL

DESIGNER

work )

toni.haakana@gmail.com foni-hackana@gmoil.com

+358 44 9615363 +358 44 9615363

PICTURE 10 & 11. Portfolio landing page and contact page.


https://www.figma.com/proto/htEOCA6207FghiawWtVkVG/toni-haakana-portfolio
https://www.figma.com/proto/htEOCA6207FghiawWtVkVG/toni-haakana-portfolio

Home

toni.haokana@gmail.com
+358 44 9615363

PICTURE 12. Portfolio about page.
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About Contact

This 1s what I do

A litle B ol thes

Pandi fi
Web design
Sag ceseslugy )

anding &
markeling

- -_ 2
LAIVAPU!STGH.
SUMMER 2022 |
Print design &
branding

[ -t
i See com study

Packaging
( 1

App design
See cosestugy \

CREATING
A\ STRONG
BRAND

toni hagkanaBigmail com
356 44 9615363

PICTURE 13 & 14. Main portfolio page and Ahooy case study page.
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Bock [ e

LENDING
ITEMS
USING AN APP

HOW TO AT S

B Mrrinit e

LABEL B oo

[ R ——

P CHALLENGL

all labelling is bad e s o Py o
altiabaling b boxl plsatigalons bdtn fuo I

D} My roles

(™ Projed durotion: 1

End product:

THE CHALLENGE

I have dobbled in making my own beer, kombucha, cider,
ne. But no self-respecting amateur brewer
r love=child unclathed, thus labels were

AUTUMN APPLE

pan = e s

BREW i i 7
\o N 4 .L_ & 7.

\PPLE. BREW oicir [
CIDER

Bk ke

toni. haokana@gmail.com
+358 44 9615363

PICTURE 15 & 16. Contrarian and Abos case study pages.



Bock Home  Porfolic  About

VISUAL
DESIGN FOR
AN EVENT

Mal just anather beick in the wall

for Child Wellors:

(G My role: Graphic designer
(® Project duration: 3 wonths

End produet: Event poster, loge, map

THE CHALLENGE

In March 2022 | startod voluntasring ot the local
Mannerheim League branch in Tampere, Since NGO's do
not usually have a massive budget fo splurge on a graphic
designer, | wanted fo help out.

1 1was requested 1o dlesign o pasir, on event map, and o loga for
the yearly fomly event Loivapuiso Sommer held ot and oround the

in Tampere, 10 both
Finalsh and English varsions wers nasded.

Poster design

Tho avent poster sa far hod besn different sach yeor, and # hadalt
had any fixed elemants or themes bases is name. Afler o design
brsel with the evant coordinalars, we decided o sea heme was
fiing, since the name of the place is Laivaguisto - Ship pork. The
idea wos o create @ poster with o layout faot could be used
it miach albeore e o i, ) i b el By
athers.

| created the new pasier following the exising Mannerheim
Loagua dosign guidalines, but withaut Feegating the styla and spirt
of the locol branch

LAIVAPUISTON

A
LAIVAPUISTON
X% KESA 2022

KESA 2022

1462022 4io 10-13

.7

-]

Final evant posier and the even' map.

Event map

The final missing piecs was e event map o guide the avent
perticipants e the different ectivilies spraad around the location,

1have wrked on venve maps before and keeging e
proparkicns a3 cecurale as passble i imporiont for navigation, So
1bosad the mop on actuol geographical doto, simplified . and
pocked it with wih oll the relevant dato

A pinch of playfulness ond it was finished

taga moodbaard compied af images fram web

Logo design

Loivapuisie Summer didn'thove o logs, but we d twasa
lang-cvardus adaiion 5o salidify the style of the evant — and 1o
erecste s bilof o brandd. For the lage, | compiled a mondboasd for
e client f draw inspirsfion fom, and ko point me in the desired
direcsion, Fram fhen an, it wa Seraion process unfl the Faish line

Finad eventlago

Back fo fop

Back Home  Pertiolio

THE
EASY WAY
TO AJOB

‘Cannacting all the fish in the pond.

{5} My role: Ul desgner
(© Profect duration: 3 doys

End product: Websie layout

THE CHALLENC

Pondii is o wabsits to bring together businesses wha need
people, and people searching for work. It needed a fast
visual guideline for the web developers lo code by, os the
services lounch day wos in a few days.

Research

| researched ather websites in the same morke! segment 1o make
tha design better pop out from the crowd, ond fo ses what kind of
flow the users might be expecting from such sites.

The process

1 warked with axisting visval brond guidelines, using astobiished
colour schemes ond grophic elements 1o design the look ond feel
of the website.

Pondi colour polatie and the main grophic slement

The initial website included fve pages and a navigation menu. |
designed it uing Adobe XD and ran it thraugh informal testing
writhin the office. | alsa made sure fa test the colour combinations
for basic visual occessibility using Coblis calour blindness simulotor
and the contiasts were sufficient.

About

Contact

Final result

In the end, the design wes used anly for the beginning ghase of the
Kaunch. Now the website looks very different to what | mods, and
‘avan the colour scheme and graphic style have been overhouled
complately.

Back ta top
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PICTURE 17 & 18. Mannerheim League for Child Welfare and Pondi
case study pages.
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9 DISCUSSION

In the end | am very satisfied with the portfolio and how it turned out. There are
however a few things that could be improved upon. As much as the portfolio is
about the work, it's equally important to explain how the final product was
achieved. This way potential employers can judge if the applicant has sufficient
understanding and uses a solid design process, instead of relying on divine

inspiration. So, it's as much about the journey as it is about the destination.

Figma supports responsive design, but | didn’t apply it in my design. In a future

iteration, | would fix the issues with viewing the portfolio on mobile.

Explaining some of the journeys became difficult or the explanations convoluted,
because | could not remember all the details. But that is to be expected when
documenting step-by-step something from two or three years ago. The
importance of documentation and saving snapshots of the work-in-progress, is

something to take with me to new projects.

To round out the portfolio a bit more, | could add some animation work. As
mentioned in the research phase, knowledge about Adobe After Effects and
animation principles is in high demand since motion graphics and animations
have become more and more common in productions of all levels. However, for
the moment my skills as a Motion Graphic Designer do not meet the requirements

in the field. This could be the next phase of improving the portfolio.
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Appendix 1. Kela Ul designer job posting (Duunitori.fi)

Kesatyo, viestintd, Helsinki ja

Ke la Jyvaskyla

Kela - Jyvaskyld, Helsinki

Julkaistu 4.2. (Toistaiseksi voimassa)

‘ Q) suosikki ‘ [& Jaa Hae tyGpaikkaa

!

Tyopaikkakuvaus

Onko hyvd tydyhteiso sinulle tirked asia? Tule Kelaan tekemaan merkityksellista tyota. Olet
meille arvostettu kollega. Padset tutustumaan Kelan toimintaan ja saat arvokasta ja opintojasi
tukevaa tydkokemusta.

Haemme viestintdyksikkoon kesadtyontekijda ajalle 3.5. - 31.8.2021. Tyoskentelypaikkasi on
Helsingissa tai Jyvaskyldssa. Kesatyontekijana toimit teknisena sisallontuottajana kela.fi-
verkkopalvelulle. Kela.fihin tuottaa siséltdja lahes 100 eri puolilla Kelaa tyoskentelevaa
sisallontuottajaa.
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Tehtavanasi on esimerkiksi

- vieda eri tyyppisia sisaltoja verkkoon

- pitda yhteyttd tyon tilaajiin eli kela.fi kehittdmisryhman jaseniin ja siséllontuottajiin
- hoitaa palautteenhallintaa

- huolehtia osana ryhmaa verkkopalvelun ylldpidosta, toiminnallisuuksista ja
sisdltéelementeista.

Tyohosi saattaa kuulua myos kela.fin alustanvaihtoon liittyvia tehtavia, esimerkiksi liittepankin
rakentamista ja julkaisujarjestelman eri ominaisuuksien testaamista.

Sinulla on

- alan opintoja (viestinté tai vastaava)
- aitoa innostusta verkkoviestinnan kehittamiseen
- kykya ymmartaa kokonaisuuksia ja intoa tarttua uusiin haasteisiin.

TyOssasi tarvitset ymmarrysta hyvien verkkosisaltojen tekemisestd ja kykya reagoida
sisdllontuotannon ja sisallontuottajien tarpeisiin. Tehtdvan menestyksellinen hoitaminen
edellyttda itsenaistd tyoskentelyotetta ja kykya tulla toimeen monenlaisten ihmisten kanssa.
Liséksi katsomme eduksi aiemman tyékokemuksen verkkosivujen siséltéjen tekemisestd ja
verkkosisaltdjen saavutettavuuteen liittyvan osaamisen.

Me tarjoamme sinulle

- kattavan perehdytyksen tehtaviisi

- kokeneiden ja osaavien tyokavereiden tuen

- tyopédivan lomassa lounaan

- liukuvan tyoajan

- viihtyisat tyotilat ja ajanmukaiset tydvalineet
- etatydmahdollisuuden.

Kesatyontekijan palkka on koulutuksen ja kokemuksen mukaan alkaen 1 797 e/kk. Edellytdmme
kesatyontekijoiltamme 18-vuoden ikaa.
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Appendix 2. Crasman Ul Designer job posting (Crasman.fi)

CRASMAN Hae tahan tydpaikkaan

Ul Designer

Hei sing, luova nortti!
Etsitko uutta kotia? Tule Crasmanille, taalla on ihmisen hyva olla!

Ul Designerina paaset osallistumaan projekteihisi niiden kaikissa vaiheissa ja varmistamaan taydellisen
lopputuloksen yhteistyossa muiden asiantuntijoidemme kanssa. Meilla olet osa Suomen parhaiden
tyokavereiden muodostamaa asiantuntijatiimia, jossa paaset yhtaaikaisesti kehittamaan ja kehittymaan.

Osallistut valittujen avainasiakkaiden jatkuvaan kehitystyohon aktiivisena tiimin jasenena ideoiden uusia
toiminnallisuuksia asiakasta ohjaten.

Meilld suunnittelussa yhdistyvat kayttajalahtdinen palvelumuotoilu ja asiakkaan liiketoiminnalliset
tavoitteet. Tekemisemme on kokonaisvaltaista: strategia, konseptisuunnittelu, sisallét, graafinen ilme,
kayttoliittymasuunnittelu ja tekninen toteutus ovat laadukkaan lopputuloksen erottamattomia osia.
Paamaaranamme on rakentaa loistavia kayttéliittymia ja unohtumattomia asiakaskokemuksia. Todistamsnme
onnistumisen mitattavasti ja kasvatamme palveluita asiakkaidemme kanssa pitkajanteisesti.

Millainen henkilé meilla on kiikarissa?

Sinulla on konkreettisia nayttoja kayttokokemus- ja kayttoliittymasuunnittelusta

.

Sinulla on vahva visuaalinen osaaminen ja rakastat yksityiskohtia, mutta tarvittaessa karsit pois kaiken
paitsi oleellisen

Kykenet esittdmaan ja jasentamaan luomuksesi ymmarrettavasti asiakkaille, suunnittelijoille ja
devaajille

Omaat hyvat yhteistydtaidot sekd kykya tydskennelld erilaisten ihmisten kanssa, niin suomeksi kuin

englanniksi

Sinulla on nalkaa haastaa itsedsi ja koko tiimiad tekem&an entistd hienompia toteutuksia.

Sinulla on vahintdan kolme vuotta kokemusta asiakastyosta
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Arvostamme lisdksi:

* Kayttajatestauksen ja kayttajalahtoisten tydskentelytapojen perusteiden hallintaa
* Saavutettavuusvaatimusten ymmarrysta suunnittelun nakokulmasta

* Kokemusta verkkokauppojen suunnittelusta

* Front-endin ymmarrysta

Me tarjoamme sinulle:

* Koko organisaation tuen onnistumiselle

* Rennon tydilmapiirin ja kannustavan porukan

* Mahdollisuuden olla rakentamassa suomalaisten ja kansainvalisten yritysten digitalisoitumista
» Kaikki tarpeelliset vélineet tydsi tekemiseen

* Hyvat tyosuhde-edut

* Loistavat edellytykset oman ammattitaidon kehittamiselle

Tyoskentelemnme sujuvasti etana, mutta kohtaamme mieluusti myos kasvokkain. Toimistomme sijaitsevat
Helsingissa, Tampereella ja Joensuussa.

Mikali tyonkuvaus ja kulttuuri kolahtaa sinulle, laita ihmeessa hakemusta tulemaan tuoreiden
tyonaytteiden tai portfolion kera, niin jutellaan lisaa.

Haku alkaa 12. syyskuuta 2022 ja paattyy 9. lokakuuta 2022, klo 23.59 (Europe/Helsinki)

Tyosuhteen tyyppi: Vakituinen, kokoaikainen

Crasman

Crasman luo palveluita, joissa kayttajakokemus, sisaltd, teknologiat ja suunnittelu yhdistyvat digitaaliseksi
menestykseksi. Olemnme asiakkaidemme kumppani tuloksellisen digitaalisen liiketoiminnan tekemiseen.
Asiakaskokemuksen kehittaminen, verkkosivustot ja verkkokaupat, tuotetiedonhallinta ja liiketoiminnan
prosessien digitalisointi ovat ydinosaamistamme.

Meilla tyoskentelee 100 luovaa norttia kolmella eri paikkakunnalla. Viihtyisat toimistomme sijaitsevat
Helsingin Punavuoressa, Tampereen Ratinanlinnassa ja Joensuun keskustassa. Ty6ta tosin tehdaan
joustavasti juuri sielld, missa se parhaiten tuntuu sujuvan.

& Kotisivu fm LinkedIn {# Facebook (© Instagram
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Appendix 3. Reima Junior Graphic Designer job posting (Duunitori.fi)

Junior Graphic Designer

Reima Europe Oy - Vantaa
Julkaistu 15.9. (Paattyy 2.10.)

Q Suosikki ._'9 Vahdi vastaavia toita Hae tyopaikkaa

Tyopaikkakuvaus

Reima is premium performance wear brand dedicated to active kids - promoting and enabling
joy of movement to our global audience in over 50 countries. Reima is for those moments that
make a difference. For all those exciting challenges outdoors, indoors and in between. Courage,
excellence, integrity, collaboration and joy are the values driving almost 400 Reima employees'
behaviour. Read more about us on https://company.reima.com/.

Be part of our successful development and growth story. As our operations are continuously
growing and becoming more international, we are now looking for a

Junior Graphic Designer
to join our global marketing team.

As a junior graphic designer, you will support executing our brand strategy. You will be assisting
in various tasks related to graphic design and marketing material creation for different touch
points. You will be supporting in designing various materials: digital assets such as social media,
web graphics, animations and other content. You will also get to design printed materials:
catalogues, hangtags and packaging. We value experience in designing technical drawings and
infographics.

You will excel the most common graphic designing tools such as InDesign, Illustrator and
Photoshop. You are also familiar with print production processes. Experience of fashion industry
is considered as an advantage.

We expect you to have a relevant education and minimum of 3 years of experience in similar
positions. You have strong communication skills, and you are fluent in English. You will report to
the Global Marketing Director.
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To succeed in this role, we believe you need to have:

- Hands-on attitude and capability to learn

- Strong team player skills and flexibility

- Experience in graphic design in different areas such as social media, web and printed materials
- Excellent command of Adobe tools; skills in Premiere and After Effects, 3D are a plus

- Good IT skills (e.g. MS Office)

- Good English language skills, both written and verbal

We offer you an interesting position in a global omnichannel environment, and a great
opportunity to further grow your expertise and skills in the inspiring field of fashion and design.
You will be working in a dynamic marketing team full of passionate and fun professionals. We
appreciate ambitious and open-minded candidates who are curious about the latest trends and
the world around us.

You will be working at our Vantaa office and remotely from home. We wish you to join our team
as soon as possible.

We will start reviewing applications during the application process and the position will be filled
as soon as we find the right person. Please send your application including CV, portfolio and
salary expectation by 2 October 2022 through the application link.

We hope to hear from you soon!

WWW-osoite https://company.reima.com/
Yhteystiedot Hakemukset lomakkeen kautta
Tyopaikan osoite Karhumadentie 3, 01530 VANTAA
Tyo alkaa as soon as possible

Tyoaika kokoaikatyo

Tyon kesto yli 12 kuukautta

Haku paattyy 02.10.2022 klo 23:59

Ilmoitus jatetty 15.09.2022

Ilmoitusnumero 11618984
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Appendix 4. Vantaan kaupunki Graphic Designer job posting (Duunitori.fi)

Graafikko Vantaan kaupungin

SEURE@  viestintdén

Seure Henkildstopalvelut - Vantaa

Julkaistu 16.9. (4 paivaa jaljelld)

Q? Suosikki '0 Vahdi vastaavia toita Hae tyopaikkaa

Tyopaikkakuvaus

Me Seuressa haemme graafikkoa maaraaikaiseen tyosuhteeseen Vantaan kaupungin
viestintaan.

Tyoskentelet Vantaan kaupungin viestinnan graafikkotiimissa. Tiimissa tyoskentelee viisi
graafikkoa. Toteutat graafikon tehtdvéssa Vantaan brandia ja tyotehtavat tulevat organisaation
eri toimialoilta tyotilausjarjestelman kautta. Padset tekemaan monenlaista suunnittelua
esitteiden taitoista videografiikkaan. Tyo on tuotantopainotteista graafista suunnittelua.
Graafikot tydskentelevat mac-ymparistossa ja padsadntoisesti ohjelmilla InDesingn, Illustrator ja
Photoshop seké Officen eri ohjelmilla.
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Kiinnostuitko? Hienoa! Tassa viela tiivistettyna se, mita toivomme sinulta:

Sinulla on aiempaa tyokokemusta vastaavista tyotehtavista
Sinulla on tehtavaan soveltuva koulutustausta

Hallitset saavutettavat taitot ja Adoben ohjelmien kayton
Sinulla on itsendinen tydote

Pystyt sitoutumaan koko tyosuhteen ajaksi

Tassa viela graafikon tydsuhde pahkinankuoressa:

Tyosuhde: 30.9.-30.12.2022

Tydaika: toimistotydaika 36 h 15 min/ viikko

Palkkaus: 3625,98 €/kk. Lisdksi maksamme mahdolliset palkanlisat
Tydkohteen sijainti: Vantaan kaupungintalo, Asematie 7, 01300 Vantaa

Saat hyvat tyosuhde-edut kayttoosi, kuten tyoterveyshuollon seka hyvinvointi- kulttuuri-
liikunta- ja tydmatkaedun (ePassi Flex).

Seure toimii tydsuhteen tyénantajana ja vastaa palkanmaksusta seka muista tyonantajan
velvollisuuksista

Tydsuhteen ehdot maaraytyvat Avaintyonantajat AVAINTA ry:n tydehtosopimuksen mukaan
(Avaintes).

Hakuaika paattyy 26.9.2022 , mutta aloitamme hakemusten kasittelyn jo hakuaikana ja tehtava
taytetddn heti sopivan henkilon loydyttya.

Mikali sinulla on kysyttavaa, vastaamme mielellamme! Meidat tavoitat sahkopostitse
rekrytointi@seure.fi

Hakemustasi odottaen

seurelaiset
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Appendix 5. Giosg Junior Visual Designer job posting (Duunitori.fi)

Junior Visual Designer

giosg - Helsinki

Julkaistu 26.10. (Toistaiseksi voimassa)

O Save tc Vahdi vastaavia toita Apply

Tyopaikkakuvaus

Giosg is a platform that improves the online shopping experience. We help retailers worldwide
generate more revenue through proactive engagement and personalised interactions that
customers love. With real-time targeting and a library full of interactions from live chat and
chatbots to forms and banners, companies are able to engage with the most relevant customers
around the clock - bringing their online store to life.

Today more than 1200 companies worldwide use giosg to successfully support their customers
and increase their conversions.

Giosg was founded in 2011 and has grown since then - Our current headcount is 70 wonderful
giosgers! We're headquartered in Helsinki, Finland and have local offices in Stockholm and the
UK.

Are you interested in working in an international scale-up company where you can see and feel
the growth and development? We are looking for a Junior Visual Designer to join our Customer
Engagement team.

The employment is fixed term on the basis of parental leave until 31.12.2023. The working hours
are flexible from 22,5 - 37,5 hours per week. We wish you could join the team as soon as possible.
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Customer engagement isn't just a buzzword - at the very minute our sales team closes a deal, the
Customer Engagement team takes over and creates excellent customer experiences starting
from day one. Our skilled Customer Engagement team of ten people is looking for a new
colleague to join their journey in building superb relationships - one customer at a time. As the
visual talent, you support the rest of the team by planning and designing functional and
engaging digital interactions from chatbots to pop-ups for different kinds of customers. More
than having years of experience, we would like you to be motivated by making sense of the
complex and being committed to providing visually appealing and usable interactive elements
that solve the challenges our customers face.

In this role, you will use your design and communication skills to create a variety of creative
elements, assets, and interactive designs. You get to work with customer projects which impact
both enterprise businesses and everyday users. This means that you have to have the capability
to dive into the deep end and adapt to different working environments with different kinds of
people. You have a chance to develop and produce interactive solutions to solve the challenges
our customers face. You will also need the ability to work on different projects simultaneously at
different levels of involvement.

You are adaptive and don't shy away from a diverse range of tasks, as sometimes all of the
following may take place in one day.

Your daily tasks include:
» Making sense of our customers' business goals, challenges, and their users' behavior, and
turning that understanding into detailed designs that benefit them both

» Creating designs using modern tools to produce interactive elements and user experiences
* Planning, designing and producing various interactions from bots to pop-ups

* Guiding the customer and team from the current state of things towards a solution in various
projects

» Produce, correct, re-format and deliver various interactive elements, designs, assets and
templates

* Maintaining and organizing an interaction template and an asset library
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What we are looking for:

You are either freshly graduated or are about to graduate from your graphic design studies
0-2 years of work experience in visual design (experience in Ul and UXis a plus)

At ease with Adobe software especially Illustrator, Photoshop, InDesign and other relevant
visual designing tools

Understanding of the digital user experience

Fearless to get any job done and love to work independently

Strong communication, collaboration and problem-solving skills

An eye for visual solutions, fluent in layout and basic design principles
A team player and reliable colleague

Fluency in English (fluency in Finnish is a plus).

Why you will enjoy working with us:

You will work in an international working environment in a growing tech company.

The giosgers will make your day! Our crew enjoys breakfasts together from time to time and
the sporty ones play floorball together on Friday mornings. We love to arrange fun activities
together. If you want to play some Playstation or go for a beer after work, we're sure you'll
find company.

It's important to us that our employees feel great coming to the office in the morning; we
measure employee satisfaction with monthly employee NPS surveys. We have an excited
attitude towards work and we really believe in what we do!

We support our employees in their professional growth.

If we managed to spark your interest and you got that "where can | sign?" feeling, please send
your CV, portfolio and application to us right away since we'll fill the position when we find the
right candidate for the job. If you want to hear more about giosg and the role, don't hesitate to
contact our HR Manager Jenni Antila tel. +358 50 590 6550.
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