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Languages

Portuguese (mother tongue), fluent English 

and Spanish.

Strategic Thinking

A deep understanding of business goals 

and the ability to align design strategies with 

overall organizational objectives.

Critical Thinking

The capacity to analyze and solve complex 

design challenges, foresee potential issues, 

and provide innovative solutions.

Agile Methodologies

Professional Scrum Master (PSM1) 

(ScrumManager® Certified)

Cross-Platform Expertise

Extensive experience in designing for various 

digital platforms, including web, mobile, 

and emerging technologies, with a focus on 

seamless cross-platform user experiences.

Design System Development

Expertise in creating and maintaining design 

systems to ensure consistency and efficiency 

across digital products and platforms.

Prototyping and Animation

Advanced skills in prototyping and 

incorporating animations to create dynamic 

and engaging user interfaces.

User-Centered Design Advocacy

Strong user-centered design principles, 

ensuring that user needs and experiences are 

at the forefront of decision-making processes.

Data-Driven Design

Proficiency in using data and analytics to 

inform design decisions, optimize user 

experiences, and achieve key performance 

indicators.

Well-versed in Design

Effective communication and presentation 

skills, including the ability to articulate design 

concepts, rationale, and value to clients and 

stakeholders.

Product Management

Strong project management skills, including 

the ability to prioritize tasks, manage timelines, 

and coordinate with cross-functional teams to 

deliver high-quality designs on schedule.

Design Leadership

The ability to lead and inspire a design team, 

providing guidance, mentorship, and fostering 

a collaborative and creative work environment.

Skill set

With over two decades of industry expertise, I am a 
strategic designer who embraces creative challenges, 
adept at translating complex business needs into 
functional, captivating, and, above all, tailored design 
concepts and unique user experiences.

Master Degree in Communication Design 

Fine Arts, Universidade Técnica de Lisboa,� (1991-1997)

(+34) 722 386 244

Linkedin profile
https://www.linkedin.com/in/paulo-marques-4356067

paulomarques.pt/PauloMarques_CV.pdf
Curriculum Vitae

DIGITAL & GRAPHIC DESIGNER

https://www.linkedin.com/in/paulo-marques-4356067/
https://www.paulomarques.pt/PauloMarques_CV.pdf
https://www.paulomarques.pt
mailto:pmarques73@gmail.com
https://www.paulomarques.pt/PauloMarques_CV.pdf


Projects

Vanir Health - Food Supplements

Suiff - Intelligent training system

I’ve selected the following projects in this portfolio 
showcase to offer a comprehensive glimpse into 
my versatility as a designer. 

These projects exemplify my approach to a wide 
array of design challenges, spanning various 
channels and mediums, both in the online and 
offline realms. 

They highlight my ability to guide the entire design 
process, from ideation to delivery. 

All of these projects were conducted remotely, 
emphasizing my adaptability and effective 
collaboration in a virtual work environment.

Website Design - eCommerce

Product Design / Branding

Packaging

Website Design - eCommerce

Audi Digital Twin

Landing Page Design
App & Web UI/UX Design

UI/UX Design for Touch Screen Kiosk App

Made4U CONCEPT - 3D Print tailored glasses 

Kickstox - Football Fantasy trading game

Landing Page Design
Online Game UI/UX Design



APP & WEB UI/UX DESIGN

AUTOMOTIVE DIGITAL TWIN PROJECT



The Audi Digital Twin is an Audi initiative encompassing both 
a mobile application (iOS) and a web platform. It offers users 
the opportunity to access a comprehensive and trustworthy 
digital profile of their Audi vehicle, which can be easily shared 
with prospective private buyers as well as Audi dealers.

Client

About

AUDI (Germany)

•	 Redesign and improve the App and and web user flows 
to enhance the overall user experience

•	 Lead the UX/UI design team and provide crucial support 
to the product owner, product managers, engineers, and 
end customer

•	 Crafting the interface and interactions for the innovative 
features within the app

•	 Conceptualize original ideas to bring simplicity and 
user-friendliness to complex design roadblocks and flows

Problem statement

•	 Design Lead

•	 Interaction Design

•	 Visual Design

My role

https://www.digitaltwin.audi/


Audi Media CI Website Media Center React Library

Audi UIs range from websites to 
applications for a particular service. 

In the context of this project, I worked 
with the Audi Design System to develop 
and design all the interfaces and user 
experiences for the application,  
website, and landing page.

The Design System

Established to be the single source of 
truth for product teams working on Audi 
products across the globe this Design 
System is extremely complete but 
also complex, with different sources of 
information and guidance.

This required a highly concentrated and 
effectively coordinated approach with 
all the different parties and departments 
involved in the project.



Color

Typography

Design Patterns

Gestalt principles

Input controls

Navigational components

Informational components

Containers

Icons

Typography

The Design System

The Audi Design System contains 
everything from Getting Started guides 
through to Core Components, modules, 
imagery, etc. to help create a well-balanced, 
system-wide user experience.



Ongoing user research played a 
pivotal role in this project, serving 
as a guiding compass that 
steered the entire development 
process in the right direction.

User research allowed to gain 
deep insights into the needs, 
preferences, and behaviors of 
the target users, enabling and 
help designing a product that 
were not only functional but 
also user-centric.



Designing the user Flow

The user flow lays out the path a 
user follows within the Audi Digital 
Twin App, mapping out each and 
every step the user takes—from 
entry point right through to the 
final interaction.



Early Design Mockups



Some examples of the screens 
designed for the APP

APP Design



Some examples of the screens 
designed for the APP

APP Design



Examples of the screens designed 
for the Web page.

Web Design



Examples of the screens designed 
for the Landing Page.

Web Design

https://www.digitaltwin.audi/




UI & UX DESIGN OF 
ONLINE GAME PLATFORM

FOOTBALL FANTASY TRADING GAME





Kickstox is a free to play game combining fantasy football 
(soccer) and stock trading. 

Using real time player data in a social environment, 
Kickstox users can trade their favorite football players from 
their favorite football teams and leagues, watch how those 
stocks perform in real time, and challenge others to battles 
and prove their football know how.

When I joined the project, Kickstox had already a first beta 
version of the game released.

About Kickstox

The ultimate football 
trading game

•	 Kickstox was not happy with the work and output result 
being developed so far;

•	 Lack of game engagement and poor UI/UX

•	 Poor scalable solution and difficulty to accommodate 
new features, functionalities and dynamic content

Problem statement

•	 Envision the game design concept

•	 Game UI/UX design

•	 Visual Design

•	 Landing Page design

My role



Aside with all information, expectations 
and requests received from the client, 
I ran an actionable analytics over the 
existing beta version deployed.

This helped me to identify several UI/UX 
issues and pain points to be considered 
for the design and UX improvements.

In parallel, I received some valuable 
feedback - from Kickstox team - about 
beta users and their experience with the 
game.

I did a benchmarking to get inspired and 
see what competitors were doing and 
how they solved similar issues for their 
users. 

Mood boards were created to provide 
design with more cues and help defining 
the style, voice, direction and language 
of the new Kickstox interface.

Coupled with a few sessions with 
the client we gathered all required 
information to start crafting the user 
experience and the user interface for the 
new Kickstox game.

Research



With the first data from beta users, their 
needs and expectations, the following step 
was to summarize those users into user 
personas to create a reliable and realistic 
representation of Kickstox key audience 
segments for reference. This helped to 
create different scenarios and approaches 
and also to check whether the game would 
correspond to its stated goals.

Build User Persona

A simplified but comprehensive description 
of all requirements was done through the 
creation of user stories describing the type 
of user, what they want and what they see.

Those user stories were a lightweight 
method for quickly capturing the 
“who”, “what” and “why” of the game 
requirements and interface.

Sitemaps were created to better 
understand how pages were prioritized, 
linked and labeled.

User Stories and Site map

We organized a few sessions with the 
Kickstox team to share our findings from 
research, listen and debate new ideas and 
constrains.

Once we had an approximated vision of 
the future game, logic, user portraits, and 
the environment and devices involved it 
was time to start sketching (low fidelity) 
wireframes to help visualizing things.

Generate Ideas



The wireframes included the most basic 
content and visuals and together with the 
user stories, helped to map out the shell 
of the new interface, its screens and basic 
information architecture.

With those wireframes, we were also able to 
identify additional improvements and user 
interactions.

Processes and team work flow was 
defined, organized in sprints, and we used 
collaborative tools like Slack and Trello 
to create, assign and manage tasks and 
resources.

I worked very closely with the PO and Dev 
team to get their feedback from business 
and technical perspective, streamline 
processes and speed up the design deliver. 

Wireframing

Instead of work on the design and 
development of a fully-featured solution 
before its launch, a minimum viable 
product (MVP) was defined for the pilot 
game launch and we used an incremental 
design approach strategy. 

This incremental vision allowed us to 
deliver the output, in our case designs, in 
small increments for fast implementation, 
while making improvements in the global 
solution.

Incremental Design



With the MVP structure, layout and flow 
defined the next step was to work on 
the final design and turn all ideas and 
wireframes in to great-looking visuals 
with the new Kickstox theme and styles 
applied.

I worked closely with frontend and 
backend team to identify and define 
interaction components, controls, 
mechanisms and processes.

Concurrently with crafting the initial high-
fidelity mockups in Sketch, I initiated the 
creation and development of a rule-based 
Design System. 

This system was designed to underpin 
various elements such as branding, 
typography, web components, icons, 
and colors, with the overarching aim of 
establishing visual uniformity in alignment 
with the Kickstox style. 

Moreover, this Design System played a 
pivotal role in offering comprehensive 
design guidance and direction to both 
the design and engineering teams. This 
versatile Design System subsequently 
formed the foundation for the entire 
game’s user interface, extending its 
influence to all ensuing marketing 
collateral, including landing page, emails, 
presentations, displays, and social media 
materials.

Visual and Interaction design



I crafted high-fidelity mockups for every 
screen, outlining the definitive theme, 
specifications, design patterns, and 
supplying all the requisite guidelines 
and assets essential for the seamless 
implementation of the frontend, executed 
in React JS and SaaS



With the active involvement of both 
backend and frontend dev teams from the 
project’s early stages, they were able to 
commence implementation even as the 
Visual Design phase was ongoing. 

The backend team took the lead in 
constructing all the essential backend 
functionalities, subsequently integrating 
them seamlessly with the UI once they 
had access to the design artifacts and 
assets, all in adherence to the roadmap 
and workflow defined for the Minimum 
Viable Product (MVP). 

This approach enabled us to swiftly 
introduce a pilot version of the game, 
facilitating its launch, testing, and the 
collection of invaluable user feedback. 

Beyond merely seeking input, users played 
a pivotal role in influencing our design 
decisions, with their feedback on the MVP 
version proving instrumental in providing 
insights and enhancements. 

Furthermore, their feedback guided the 
strategic direction for new features and 
future developments.

Implementation





We placed significant emphasis on 
enhancing the onboarding process, with 
a keen focus on offering users clear 
guidance to foster engagement and 
elevate the overall gaming experience. 

My primary role involved addressing 
critical elements of the onboarding 
process, leading to the creation and 
implementation of various supportive 
features such as the First-look tour, 
walkthrough tour, in-context tooltips, 
notifications, and blank states, all 
meticulously designed to ensure a 
seamless and engaging user journey.



We paid meticulous attention to the 
design of the landing page, recognizing 
its pivotal role as the initial touchpoint for 
potential users, where the journey of user 
onboarding commences.

Landing Page

Trade your favorite football players, see 

them perform on a real time basis and 

challenge your friends to prove your 

football know how!

START PLAYING START PLAYING

The ultimate football 
trading game!

SIGN UPLOG IN



We redefined the appearance and user 
experience of the landing page (LP), 
enhancing its overall structure with the 
aim of boosting new user registrations.





Following the deployment of the 
pilot version, Kickstox conducted 
comprehensive evaluations of the new 
design and user experience with genuine 
users. 

Over a span of four weeks, 140 users 
engaged with the redesigned platform and 
were interviewed regarding their overall 
experience, specific tasks, pain points, and 
suggestions. 

Simultaneously, we gathered data on 
aspects like error occurrences, click 
frequency, retention rates, and the time 
required to complete specific tasks.

Evaluate



In addition, heatmaps provided crucial 
insights into user interactions within the 
game, shedding light on where they 
clicked, the extent of their scrolling, their 
areas of focus, and elements they might 
have overlooked. 

Armed with these valuable insights 
and user feedback, we successfully 
executed a series of refinements and 
enhancements to the existing design, 
structure, and the overall gaming 
experience.



UI & UX DESIGN FOR 
TOUCH SCREEN KIOSK APP

3D PRINT TAILORED GLASSES 



MADE4U CONCEPT is an innovative system that allows clients 
to customize tailored 3D printed glasses, fully personalised.

The system combines various technologies, a high-precision 3D 
scanner and a virtual try-on.

Client

About

•	 UI and UX Design of the app new features

•	 Adapt and Improve the existing user flow

•	 Improve the overall app look & feel

•	 Illustrations and iconography

HORIZONS OPTICAL (Barcelona, Spain)

•	 UI/UX redesign and implementation of fresh app 
features for the existing kiosk touch screen solution, 
already established in the market

•	 Redesig and enhance the app’s user flow to elevate the 
overall user experience 

•	 Craft the interface and interactions for the newly 
features, including the Scanner, Center, Settings, and 
Configuration components

Problem statement

•	 Interaction Design

•	 Visual Design

My role

http://www.madeforyouconcept.com/
https://www.horizonsoptical.com/
https://youtu.be/Rv84M8U8HnE


The project aimed the design 
of the new App features to be 
implemented and adapted into 
the existing deployed version.  

The design process began 
with the receiving of the 
App flow and user journeys 
along with a detailed briefing 
explaining the project scope and 
specifications.

Those flows indicated 
schematically the user journey 
and the new functionalities to be 
created and incorporated.

By improving a pre-existing 
solution, the feedback and 
information received from user 
testing was a valuable research 
resource to uncover where 
users were struggling with the 
app, find posible pain points and 
identify interface improvements 
and user interactions.

Research



We did some benchmarking 
research and analised over 
competitors to understand 
how they handeld and solved 
similar features and issues, their 
approaches and solutions.

We gathered ideas, discussed 
and shared feedback and 
learnings from research with the 
client and dev team.

With the flows defined, it was 
time to start designing low 
fidelity wireframes to provide a 
visual understanding of the app 
and new features and to get 
client and project team approval 
before the creative phase got 
under way.

We designed static low fidelity 
wireframes for each screen 
identifying all elements, 
components and user 
interactions.

When we got everything 
validated we proceed with the 
design of high fidelity mockups.

Wireframes and prototype



Tipo de Montura

     a. Full frame

     b. Semi rimless or half frame

     c. Rimless

¿Con lente?

     a. Si

     b. No

¿De Sol?

     a. Si

     b. No

¿Wrap?

     a. Si

     b. No

We started crafting the new App  
interface and user experience 
translating all the inputs, ideas and 
learnings from user research and 
wireframes stage.

We replicated the App flow and 
designed high fidelity mockups for 
each screen in Sketch.



initially the client didn’t want to change 
much the design of the existing App.

I was asked to adapt the new features 
and the new elements to be designed 
into the existing interface, following the 
styles and reusing as much as posible 
assets and visuals.

The existing App interface was 
graphically poor, unbalanced and had 
several design inconsistencies. 

After a couple of sessions with the client, 
I managed to convince him and justify the 
need of introducing improvements to the 
overall design.

We redesigned elements, create new 
icons, images and cleaned up the layout 
and interface.

Redesigned start screen

Original start screen design



Original Design

New Design





Before prepare and deliver the final 
visuals and assets to implementation, 
and in order to provide a complete 
and clear idea of ​​how the App would 
behave and look like, an Invision 
prototype was set.

The prototype helped to streamline the 
design development process, focusing 
on important interface elements and 
provided usefull insights for UI/UX 
improvements.

https://projects.invisionapp.com/share/H7SBCEQQVEJ#/screens/437582016


SUIFF is an intelligent, portable and customizable 
training system with training bands. The SUIFF System 
comprises a sensor, a dedicated app, and a set of 
training bands, collectively designed to monitor and 
facilitate the management of training sessions.

Client

About

SUIFF - Estel Group (Barcelona, Spain) •	 Develop the new SUIFF website

•	 The task of establishing comprehensive brand 
guidelines and defining the overarching visual identity

•	 Ensuring a coherent and balanced presentation of the 
distinct SUIFF product components: 1) the sensor 
device, 2) the monitoring and management app for 
training sessions, and 3) the training bands kits.

Problem statement

•	 Planning and Research

•	 UI/UX Design 

•	 Visual Design

My Role

http://estelgrup.com/
https://www.suiff.com/


The brief received from the client 
listed generically the new website 
structure and features, identifying 
the main pages, blocks and 
elements to create.



The client brief was translated 
into middle/low wireframes 
defining the generic layout and 
content placement, and solving 
navigation and functionality 
issues.

When we got all wireframes 
approved we moved to the 
visual design stage.



From the agency that designed 
the SUIFF sensor I received 
some visual references and 
guides in terms of look and feel 
and graphic chart which I used 
to create the new visual style 
and guidelines for the website



Based on the approved final 
structure and following the 
new style guidelines, different 
approaches to the final visuals 
were worked and tested, 
translating and incorporating  
the ideas and inputs from 
previous phases..

At this stage worked on 
middle/high fidelity mockups. 



Homepage hero banners.



Homepage final version.

https://www.suiff.com/




PRODUCT DESIGN / BRANDING
PRODUCT PACKAGING

WEBSITE / ECOMMERCE

VANIR HEALTH - FOOD SUPPLEMENTS



Start-up in the pharmaceutical sector, specialized in 
nutritional supplements for a healthy, active life.

Vanir Health is a company born in 2016 that is part of 
Opko Health Inc., a biopharmaceutical and diagnostic 
multinational based in the USA that in 2012 enters Europe 
with the purchase of Pharmadiet.

Client

About

•	 Logo Design

•	 Web Design

•	 Branding

•	 Packaging Design

My Role

VANIR Health - OPKO Health Europe

This project was extremely broad.

The client wanted to launch to the market a new set of 
nutritional supplements under the Vanir umbrella brand.

As a new player in the market, the Vanir masterbrand had 
to be created from scratch (logo design, style guidelines, 
etc) with the aim of providing structure, credibility and 
support to the new products. 

The 3 products to be created under the Vanir brand were:

- Vanir FIT (Nutritional supplement for muscle health) 
- Vanir GO (Nutricional supplement for body ands mind 
boost) 
- Vanir FLEX (Nutritional supplement for joint health) 

The project



Exploring logos of competitors was an important 

initial step in the Vanir logo creation process.

It helped to avoid unnecessary similarity with 

other logos in the sector and make an original 

brand identity.

Research competitors brands



A A

Blair ITC Std Bold

With the benchmarking/research done and core information 
gathered, we moved to a more artistic and exciting stage — the 
logo creative process itself. 



Once we had a solid logo, we 
explored the color palette for the 
masterbrand.



Once the main Vanir logo was 
finalized,  the color pallete for the 
family branding was defined.

Yellow/lime for Vanir FIT (muscle 
health) 

Red for Vanir GO (body/mind 
boost.)

Blue for Vanir FLEX (joint health) 



To ensure brand consistency, 
the visual style guide for 
the Vanir brand identity was 
created.

https://www.paulomarques.pt/vanir/vanir_brand_guidelines.pdf


https://www.paulomarques.pt/vanir/vanir_brand_guidelines.pdf


https://www.paulomarques.pt/vanir/vanir_brand_guidelines.pdf


https://www.paulomarques.pt/vanir/vanir_brand_guidelines.pdf


Design of stationary elements



•	 Branding

•	 Visual Design

•	 Packaging Design

My RoleWith the main brand created and family products 
defined, the next step was to create the packaging for 
the new Vanir nutritional supplements. This new line of 
products was divided into 3 categories:

• Vanir FLEX - Nutritional supplement for joint health

• Vanir FIT - Nutritional supplement for muscle health

• Vanir GO! - Nutritional Supplement for Energy and 
Concentration Boost 

Vanir Packaging

The Vanir packaging should provide a good first 
impression and lead to a lasting brand loyalty. 

The Vanir Packaging aims to:

• Protect the product

• Display and promote the product and the brand values

• Attract buyers

• Differentiate the product from competitors 

https://youtu.be/eNqQ3haq1R4
https://youtu.be/NTQMLQ0dp00


https://www.paulomarques.pt/VANIR_Packaging_Mockups.pdf


SIN GRASAS PIÑA/KIWI20 SOBRESSIN AZÚCARSIN SALSIN GLUTEN

https://youtu.be/jo-gaLGfPpY


https://www.paulomarques.pt/VANIR_Packaging_Mockups.pdf


SIN GRASAS MULTIFRUTAS20 SOBRESSIN AZÚCARSIN SALSIN GLUTEN

https://youtu.be/EcvTbhB0fUM


https://www.paulomarques.pt/VANIR_Packaging_Mockups.pdf


APTO PARA 
VEGANOS

SABOR 
AFRUTADO

7 ENVASESSIN GLUTENFUENTE DE 
VITAMINAS

FUENTE DE 
ENERGÍA

https://youtu.be/NHwgkuE5QuU


•	 UI and UX Design

•	 Visual Design

My Role

In a first stage, the new Vanir supplements were sold 
online exclusively. Being the only distribution channel 
for the products, the website Design was of high 
importance.

The overall result should impact positively the way 
audience perceived the brand and products.

The final solution should capture the user’s attention, 
generate trust, create expectations, desire and provoke 
the purchase. 

It also should be able to drive traffic, engage prospects, 
generate sales, build customer loyalty and attract new 
potential clients.

Vanir website



Responsive homepage mockups



Desktop visual of the Homepage section for Products.

Each Vanir product aimed to target a specific user 
type or Persona and that aspect should be clearly 

communicated. 



Special attention was given to communicate clearly the 
brand values and the products benefits, their composition, 
ingredients, nutritional information.



A subscription/membership model was implemented to 
generate recurring revenue over the long run.

Besides informing about the products and their composition, 
the site should also provide other useful information such as 
“how to use/take” the products.



Each Vanir product (FLEX, FIT 
and GO) had a dedicated landing 
page where specific and detailed 
product-related information was 
provided. 

Those landing pages follow a 
common structure and layout 
which gives a sense of unity 
and consistency as a family of 
products.



Product cards were used to 
organize the different product 
packs offered as well as for 
subscriptions. 



Product detail page visuals for the 
desktop version. 





Thank you!
To know a bit more about me and 
see other samples of my work  
I invite you to visit my website under

or check my linkedin profile

http://www.linkedin.com/in/paulo-marques-4356067/
https://www.paulomarques.pt
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