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What to expect

Graphic Designer interviews usually centre on a portfolio review, since employers want to see finished
work and understand the thinking behind it before anything else. Expect this to be paired with
behavioural questions about handling feedback and deadlines, plus scenario and technical questions
that test judgement and software fluency.

 Portfolio and process: Questions asking you to walk through specific pieces in your portfolio and
explain the brief, decisions made and outcome.

» Behavioural: Questions about how you've handled feedback, rejected concepts or team
collaboration in past roles or projects.

» Scenario: Hypothetical situations involving tight deadlines, difficult clients or competing priorities,
testing how you'd respond in the moment.

» Technical: Questions on specific software (Adobe Photoshop, lllustrator, InDesign, Figma,
CorelDRAW) and file preparation for print or digital use.

Most interviews open with a portfolio walkthrough, move into behavioural and scenario questions once
your process is established, and weave technical software questions throughout rather than treating
them as a separate block. Interviewers usually close by asking what you're looking for in your next role
and leaving time for your questions.

1. Walk me through your design process from receiving a brief to delivering
the final files.

Why they ask

This is the standard opener for a design role and lets the interviewer assess how methodically you work
and whether your process fits their internal workflow.

How to structure your answer
Walk through it chronologically: brief interpretation, concept development, feedback rounds, final
production and delivery, naming a real example as you go.

Example answer

“When | get a brief, | start by clarifying the audience, message and any brand constraints before
opening any software. I'll sketch two or three directions on paper first, then build the strongest ones in
lllustrator or Photoshop depending on whether the work is vector-based or photo-heavy. | present
concepts with a short rationale for each, gather feedback, and refine based on what the client actually
needs rather than just their stated preference. Once a direction is signed off, | prepare final files to the
required specs, checking colour mode and resolution before handing over print-ready or web-ready
assets.”

2. Tell me about a time a client or manager rejected your initial concept. How
did you handle it?

Why they ask

Design work involves regular rejection and revision, so employers want evidence you can take feedback
professionally without losing creative direction.

How to structure your answer
Use STAR: describe the situation, the task, the action you took to respond to the rejection, and the
result.

Example answer



“I was working on a logo concept | was confident in, but the client felt it didn't reflect their brand's more
established, traditional feel. Instead of defending the original design, | asked specific questions about
what 'traditional' meant to them visually and looked at their existing materials for cues. | went back
with two revised directions that kept the same underlying idea but adjusted the typography and colour
palette. The client approved the second option within one more round, and the project stayed on
schedule.”

3. A client needs a full brand identity delivered in half the usual timeframe.
How would you prioritise your work?

Why they ask

This tests judgement under pressure and whether you understand which parts of the brand identity
process can be compressed without cutting corners that matter.

How to structure your answer
Talk through your decision-making: what you'd protect, what you'd cut back on, and how you'd
communicate the trade-offs to the client or team.

Example answer

“I'd first confirm with the client which elements are non-negotiable, usually the logo and core colour
palette, versus what can follow later, like a full style guide or extended asset library. I'd reduce the
number of initial concept directions | present, from three down to one or two stronger options, to save
time on early exploration. I'd also flag upfront that a compressed timeline might mean less room for
revision rounds, so expectations are set before we start rather than discovered halfway through.”

4. Which Adobe Creative Suite tools do you use most, and how do you
decide between lllustrator and Photoshop for a given task?

Why they ask

Confirms genuine hands-on software fluency rather than a listed skill, and checks you understand when
vector versus raster tools are appropriate.

How to structure your answer
Give a direct, practical answer with an example of each tool applied to a specific task type.

Example answer

“I use lllustrator for anything that needs to scale cleanly, like logos, icons and print collateral, because
vector artwork stays sharp at any size. Photoshop is my go-to for photo editing, compositing and
social media graphics where raster detail matters more than scalability. InDesign comes in for
multi-page layouts like brochures or reports, and I've used Figma for collaborative web and Ul work
where clients or developers need to comment directly on the file.”

5. How do you prepare files for both print and digital delivery on the same
project?

Why they ask

A practical, frequently tested part of the role, since getting file specs wrong causes real production costs
and delays.

How to structure your answer
Walk through the technical checklist: colour mode, resolution, bleed and file format differences between
the two outputs.

Example answer

“For print, | set up files in CMYK, build in bleed and crop marks, and export high-resolution PDFs,
usually checking with the printer on their exact specs beforehand. For digital, | convert to RGB,
optimise file sizes for fast loading, and export in formats suited to the platform, PNG for graphics
needing transparency, JPEG for photography-heavy assets. | keep a master file with layered, editable



artwork so | can regenerate either output without starting from scratch.”

6. Describe a project where you had to balance your creative vision against a
tight budget or technical constraint.

Why they ask

Checks whether you can operate commercially rather than treating design purely as a creative exercise,
which matters given the role's mix of artistic and business demands.

How to structure your answer
Use STAR, with clear emphasis on the constraint and the compromise you found rather than just the
creative outcome.

Example answer

“I was asked to design packaging artwork for a product where the printer could only run two colours
instead of full colour, due to budget. Rather than treating that as a limitation on the design, | built the
whole concept around a strong two-colour palette with a bold typographic treatment, which ended up
looking more distinctive than a busier, full-colour version would have. The client was happy with the
result and it came in under their print budget.”



