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What to expect

Interviews for multimedia designer roles usually combine a portfolio walkthrough with technical and
behavioural questions. Employers want to see how you think about design problems and how you work
with clients and developers.

* Portfolio walkthrough: You will be asked to present two or three projects and explain your
process, tools and outcomes.

» Technical: Questions about software, file formats, motion graphics, accessibility and handoff.

* Process: How you take a brief from concept to delivery, including how you manage feedback and
timelines.

* Behavioural: Past examples of working with stakeholders, handling constraints or resolving
conflicts.

» Scenario: A hypothetical design problem, often involving a difficult client request or a trade-off
between looks and usability.

* Client-facing: How you communicate design decisions and manage expectations with
non-designers.

Typically a first interview with a hiring manager or design lead, focused on your portfolio and technical
skills. This may include a short design task or a whiteboard exercise. A second interview often involves
meeting the wider team or a client-facing stakeholder. Some employers ask for a short take-home task,
so ask about the format ahead of time.

1. Walk me through how you approach a multimedia project from client brief
to final delivery.

Why they ask

This is a process question. The interviewer wants to see that you have a repeatable method and can
manage a project end to end.

How to structure your answer
Walk-through: start with the brief, then concept, then production, then delivery and review.

Example answer

“I start by unpacking the brief with the client to understand the audience, the platforms and any
technical constraints. Then | sketch low-fidelity concepts, often in Figma, to test layout and
interaction. Once a direction is agreed, | move into production: designing high-fidelity screens,
building motion graphics in After Effects or Blender, and editing video and audio. Throughout, | check
assets against specifications for print and digital. Before delivery, | run a final quality check and
package files with clear naming and version notes. For example, on a recent campaign for a
not-for-profit, | mapped out a three-week schedule, designed six social media animations and two
landing pages, and delivered everything two days early by parallel-tracking the video edit with the
design work.”

2. Tell me about a time you had to balance visual impact with a technical
constraint, such as a tight file size or a platform that limited interactivity.

Why they ask

This is a behavioural question. It tests your problem-solving and whether you can adapt creatively when
technology gets in the way.

How to structure your answer



STAR: situation, task, action, result.

Example answer

“Situation: | was designing an interactive display for a museum exhibition. The hardware could only
handle a small file size and had no internet connection. Task: | needed the animation to look rich but
run smoothly offline. Action: | simplified the illustration style, used sprite sheets instead of video, and
optimised every asset in Photoshop and After Effects. | tested on the actual device and iterated until
the frame rate was stable. Result: the display ran without stuttering for the full three-month exhibition,
and the client asked me to use the same approach for two other installations.”

3. A client asks for a design that you know will be hard to use on mobile. How
do you handle that?

Why they ask

This is a scenario question. It assesses your judgement under pressure and your ability to advocate for
the user without alienating the client.

How to structure your answer
Judgement under pressure: acknowledge the request, explain the issue, propose a tested alternative,
and document any trade-off.

Example answer

“I would first thank the client for the idea and ask what they like about it, so | understand the
underlying goal. Then | would explain the specific mobile issue, for example that a complex hover
interaction will not work on touch screens. | would show a quick mock-up of a mobile-friendly
alternative that keeps the visual spirit they wanted. If they still prefer the original, | would document
the trade-off and propose a fallback, such as a simplified mobile version. My aim is to protect the user
experience without dismissing the client's input.”

4. Which tools do you use for motion graphics, and how do you decide
between After Effects and Blender for a given task?

Why they ask

This is a technical question. It checks your depth with industry software and your ability to choose the
right tool for the job.

How to structure your answer
Compare and choose: name the tools, explain their strengths, give a specific example of a decision you
made.

Example answer

“I use After Effects for most 2D motion graphics, titles and Ul animations because it integrates well
with lllustrator and Photoshop and is fast for iterating. | turn to Blender when the project needs 3D
elements, realistic lighting or camera moves that would be slow to fake in 2D. For example, on a
product launch video, | built the opening logo sting in After Effects but created the rotating product
model in Blender and composited it back in After Effects. | also use Figma for interface design and
handoff, and | keep files organised so other designers can pick them up.”

5. Describe atime you had to manage feedback from multiple stakeholders
on a design project.

Why they ask

This is a behavioural question. It looks at stakeholder management, communication and your ability to
keep a project moving.

How to structure your answer
STAR: situation, task, action, result.



Example answer

“Situation: | was designing a set of explainer animations for a government department. The project
had a project manager, a subject matter expert and a communications lead, and they each had
different priorities. Task: | needed to gather feedback without endless revisions. Action: | set up a
single shared review document in Figma, asked each stakeholder to leave comments by a deadline,
and then ran a short meeting to resolve conflicting notes. | grouped feedback into must-fix,
nice-to-have and out-of-scope. Result: we agreed on a final storyboard in one round instead of three,
and the animations were delivered on schedule.”

6. How do you ensure your designs meet accessibility standards, such as
WCAG?

Why they ask
This is a technical and process question. It shows whether you design inclusively and understand
Australian accessibility expectations.

How to structure your answer
Process walk-through with checks: list the standards, describe your testing, give an example of a fix.

Example answer

“I treat accessibility as part of the design process, not an afterthought. | check colour contrast ratios
for text and Ul elements, provide alternative text for images and captions for video, and make sure
interactive components have visible focus states and are keyboard navigable. | also test with a screen
reader when possible and review against WCAG 2.1 AA. In one project, | redesigned a booking form
that had low contrast labels and no error messaging. After the changes, the client reported fewer
support calls about the form, and the design passed their internal audit.”



