UI/UX Placement Interview Questions

1. Fundamental Questions

Q1. What is the difference between UI and UX?
A:

e UI (User Interface) focuses on the look and feel of a digital product — the colors,
typography, buttons, and overall visual design.

e UX (User Experience) deals with how users interact with that product — ease of
navigation, satisfaction, and efficiency.
In simple words, Ul is how it looks;, UX is how it works.

Q2. What are the main principles of good UX design?

A:
1. Clarity — Interface should be intuitive.
2. Consistency — Visual and functional consistency across screens.
3. Feedback — Users should always know what’s happening.
4. Accessibility — Design usable by everyone.
5. User-Centricity — Design decisions based on user needs and goals.

Q3. What is a user persona? Why is it important?

A:

A user persona is a semi-fictional profile representing your target users — including
demographics, goals, behaviors, and pain points.

It helps designers understand who they are designing for and make empathetic, informed
decisions.

2. Design Process and Research

Q4. Describe your design process from start to finish.
A:
A typical UI/UX design process includes:

Research: Understand users, competitors, and business goals.
Define: Identify user needs and pain points.

Ideate: Brainstorm creative solutions.

Wireframe: Create low-fidelity structures.

Prototype: Build interactive mockups.

Test: Conduct usability testing and iterate.

Deliver: Finalize Ul for development handoff.
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QS. What is user research and why is it important?

A:

User research involves gathering insights about users’ behaviors, needs, and motivations.

It ensures designs are based on real data rather than assumptions — improving usability and
user satisfaction.



Q6. How do you handle user feedback during testing?
A:

e Record and categorize feedback (positive, negative, suggestions).
o Identify recurring issues across users.

o Prioritize fixes based on impact and feasibility.

o [terate the design and retest.

3. Tools and Technical Skills

Q7. Which tools do you use for UI/UX design and why?
A:
Common tools:

o Figma: Collaborative interface design and prototyping.
e Adobe XD: Quick prototyping and animations.
e Sketch: UI design for macOS.
e Miro / FigJam: For brainstorming and user journey mapping.
e Photoshop / Illustrator: For graphic and icon design.
Figma is the most popular choice due to real-time collaboration.

Q8. What are wireframes, mockups, and prototypes?
A:

e Wireframe: Basic layout or blueprint (low-fidelity).
e Mockup: Static visual representation (medium to high-fidelity).
o Prototype: Interactive simulation of the final product (high-fidelity).

Q9. How do you ensure accessibility in your designs?
A:

o Use sufficient color contrast.

e Add alt text for images.

e Maintain clear visual hierarchy.

o Use readable fonts and adequate spacing.

e Follow WCAG (Web Content Accessibility Guidelines).

4. Behavioral and Practical Questions

Q10. Describe a challenging design problem you faced and how you solved it.
A:

(Students can personalize this)

Example:

During a project, users found the checkout process confusing. I conducted usability testing,
identified friction points, and simplified the steps from 5 screens to 3. Post-change, the
completion rate improved by 35%.

Q11. How do you prioritize features when there’s limited time?
A:



Use the MoSCoW method — Must have, Should have, Could have, and Won’t have.
Focus first on “Must-have” features that directly impact usability or business goals.

Q12. How do you collaborate with developers and product managers?
A:

e Maintain open communication using tools like Slack, Notion, or Jira.
e Provide detailed design documentation and prototypes.

e Attend regular sync meetings for handoff and feedback.

o Ensure alignment on user stories and functionality.

Q13. What are some common UX mistakes to avoid?

A:
1. Ignoring user research.
2. Overloading the interface with visuals.
3. Inconsistent design patterns.
4. Poor navigation structure.
5. Neglecting mobile responsiveness.

5. Portfolio/Task-Based Questions

Q14. Show a project from your portfolio — what was your role?
A:
Students should explain:

e The problem statement

e Their design process

e Tools used

o Key decisions or insights
e Results or user feedback

Q15. If asked to redesign a popular app (e.g., Instagram, Zomato), what would you
change?

A:

Example:

For Instagram, I would improve post-discovery for niche creators by adding Al-based interest
filters in the Explore tab to enhance personalized engagement.

Bonus Quick Questions (Rapid Round)

e What is information architecture?

o What is the difference between qualitative and quantitative user research?
e How do you test the usability of your design?

o Explain “responsive design.”

e What is the purpose of a design system?



