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ABSTRACT 
Tampereen ammattikorkeakoulu Tampere University of Applied Sciences Media and Arts Interactive Media  HAAKANA, TONI:  Creating a User Experience and Visual Design Portfolio as an Aid in Finding Work  Bachelor's thesis 39 pages, of which appendices 11 pages January 2023 
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.  
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GLOSSARY 
 
 
UI = 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 
Illustrator = Adobe’s vector graphic software 
Photoshop = Adobe’s Image editing software 
WAI = Web Accessibility Initiative 
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1 INTRODUCTION 
 
 
There are three main sections in the thesis. 
 
First, I will start by researching what kinds of skill requirements there are in the 
field of UX and visual design. I will collect data about job listings. Armed with the 
information, I will then attempt to categorise and compile a list of skills and 
requirements. I will compare this list to my own design knowledge, and which 
tools and skills I already possess. In the end I should have a clear understanding 
of where I stand based on these requirements – what I know and what I still need 
to learn. 
 
The second main phase is the design phase. Here, I will start by benchmarking, 
because no designer works in vacuum (Kramer 2018). To create the portfolio, I 
will use the lean UX process, which will be explained in the beginning. I use 
Figma, a free prototyping tool used by professionals in the field. I will document 
my learning process, as it’s one of the tools I do not yet possess. 
 
The third part consists of the iteration phase. Here I will seek feedback by user 
testing in order to improve the design and further understand potential users’ pain 

points. 
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2 WHAT IS UX AND UI 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: 
 

• Accessibility 
• Simplicity 
• Beauty 
• Intuitiveness 
• Informative 
• Operability 
• 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 (UI) 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, UI 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). 
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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.  
 

 
PICTURE 1. Bachelor of Media (Medianomi) graduate employment statistics (University of Helsinki Centre for Continuing Education 2021). 
 
I collected data on job listings about graphic design, UX design, UI 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 I 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 I gathered a list of required primary tools and skills: 
 

• Adobe Creative Cloud (CC)  
o Illustrator 
o InDesign 
o Photoshop 
o After Effects 

• Prototyping tools 
o Figma 
o Sketch 
o InVision 

• Canva 
• 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 
• Understanding of accessible design 
• Fluent English was required almost without exception 
• Problem-solving ability 
• Good interpersonal skills 
• Communication skills 
• 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, I 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 
 

• Simplicity 
• Efficiency 
• Intuitiveness 
• 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 UI 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, I 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. I 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, I 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 crème de la crème, 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, I 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-Ilan University 
2019). 
 

 
PICTURE 2. Landing page wireframe. 

Navigation menu 

Photo 

Title & brief 
description 
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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 I 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 I had the general layout somewhat fixed, I could begin making visual design 
choices. However, my way of designing isn't quite linear; I tend to switch between 
phases and tasks in order to keep things from stagnating, should I get stuck with 
a particular part. This way of designing is a little less structured than I 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) 

Case study image 

Case study 
brief 
Case study 
text 
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While I was creating the wireframes, I 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, I was able to work on both simultaneously.  
 

 
PICTURE 4. Moodboard. 
 
5.3 Colour Palette 
 
In the beginning I had three different colour palettes to choose from and each one 
was tested to see which one would give me the satisfactory results. I 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. 
 
I have always liked the combination of black and red but handled poorly, the 
combination could pose some issues when it comes to contrast. I have never 
been very good with colour: I 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 I 
will focus here on the digital experience as a website prototype doesn't lend itself 
to be physically handled. 
 
I wanted to avoid postmodern cliches, such as using giant unserifed capitals 
(Bringhurst 2004), so I 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.). 



16 

 

 
PICTURE 6. Didot regular. 

 
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 I 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 UI 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 I 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 Illustrator 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 UI 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: 
 

• Perceptibility 
• Operability 
• Simplicity 
• 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, I 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 I 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. 
 

 
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 I couldn't spare extra resources within the scope of this project. 
 
7.2 Second Iteration 
 
Another thing I 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 Iteration 
 
Upon further inspection on multiple screens, I found out that the size of the 
prototype caused a slow loading. To improve loading speed, I 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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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 I had 

previously thought based on earlier feedback. Again, the lack of responsive 
design also came up. 
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8 FINISHED PRODUCT 
 
 
I 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/htEOCA6207FghiawWtVkVG/toni-haakana-
portfolio 
 

  
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
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PICTURE 12. Portfolio about page. 
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PICTURE 13 & 14. Main portfolio page and Ahooy case study page. 
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PICTURE 15 & 16. Contrarian and Abos case study pages. 



26 

 

 
PICTURE 17 & 18. Mannerheim League for Child Welfare and Pondi  case study pages. 
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9 DISCUSSION  
 
 
In the end I 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 I didn’t apply it in my design. In a future 

iteration, I would fix the issues with viewing the portfolio on mobile. 
 
Explaining some of the journeys became difficult or the explanations convoluted, 
because I 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, I 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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APPENDICES  
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Appendix 1. Kela UI designer job posting (Duunitori.fi) 
 

 
 
 
 
 
 



31 

 

2(2) 
 

 
 
 
 
 
 
 
 



32 

 

1(2) 
Appendix 2. Crasman UI Designer job posting (Crasman.fi) 
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1(2) 
Appendix 3. Reima Junior Graphic Designer job posting (Duunitori.fi)  
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1(2) 
Appendix 4. Vantaan kaupunki Graphic Designer job posting (Duunitori.fi) 
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1(3) 
Appendix 5. Giosg Junior Visual Designer job posting (Duunitori.fi) 
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