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INTERACTION DESIGNER | UX/UI DESIGNER | DIGITAL EXPERIENCE DESIGNER

Designing human-centred digital
experiences at the intersection

of research, interaction and emerging
technology

B# anisaanuhil10@gmail.com [ @) Portfolio Website: www.anisaanuhi.com

Interaction Designer with 3+ years of professional experience designing human-centred
digital products across fintech, education, cultural heritage and public sector. | approach
design as a problem-solving discipline, combining rigorous UX research, rapid prototyping
and iterative testing with hands-on skills in immersive web technologies, motion design and
Al-assisted workflows. /
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Designing experiences that people remember Tools | Use

Currently designing digital experiences and information architecture at the South East Energy Agency, ==
working across EU-funded innovation projects with international stakeholders. My work spans the full I Pa——
design lifecycle from research and concept through to delivery and deployment. -=F

Figma  Adobe Suite Elementor

o ¥ D

Spline Motion.Page Blender

Across my work, | focus on:

Interaction Design | UX Research | Immersive Experiences | Al-Assisted Workflows | Design Systems
| Accessible Design | Stakeholder Engagement | Cross-functional collaboration

CURRENTLY WORKING ON

.
Currently: Interaction & Digital Experience Designer, South East Energy Agency, leading UX and digital m
communications design across EU-funded innovation projects. Available for the right opportunity.
Notion HTML

Selected Project Areas @ AN

Cultural Heritage * Education Technology * Fintech » Digital Media *« Public Sector Innovation Adobe Firefly ChatGPT Midjourney
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Anisa Anuhi

Farged by Fire

Reviving Wootz Steel Through
Immersive UX

My Role: Ulser Research, UX/UI Design, Interaction Design, Developer, \
Videographer
Duration: Q2 - Q3 2025
Industry: Cultural Heritage
\ Interactive Storytelling /

The Challenge The Goal

Traditional craft websites often Design an immersive digital
communicate information but fail to experience that preserves the
create emotional engagement. heritage of Wootz steel knife-
making while engaging modern
Most experiences lacked: audiences through interaction

and storytelling.
« Storytelling
Interactivity
Immersion
Educational engagement

Learn more on my website - https://www.anisaanuhi.com/forgedfromfire
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Anisa Anunhi

Research & Design Process

Understanding the Problem

Research revealed that most craftsmanship and
heritage websites suffer from four major issues:

e Lack of Storytelling: Information was
presented as static content with little
emotional engagement.

e Limited Interactivity: Users were passive
consumers rather than active participants.

e Technical Overload: Processes were
explained through dense text rather than
visual learning.

e Poor Mobile Experiences: Heavy content
often resulted in slow and fragmented user
journeys.

Supporting Documentation

Dissertation Research & Design Documentation
View Full Documentation — Here

Competitive Analysis

Reviewed immersive digital experiences and
heritage projects to identify best practices in:
e Narrative design

e Motion systems

e Visual hierarchy

e Interactive storytelling

Learn more on my website - https://www.anisaanuhi.com/forgedfromfire

anisaanuhi110@gmail.com

User Research

35+ survey responses revealed:
e Strong preference for video and
interactive content
e Higher engagement with scroll-based
storytelling
o Greater emotional connection to
authentic craft experiences

Expert Interview

Conducted an in-depth interview with
master bladesmith Andrei Petrocenco
to understand:

e The 9-stage forging process

e Traditional techniques

e Cultural significance

e Personal philosophies behind the

craft

|[deation & Concept
Development

Early concepts explored:
e Interactive timeline experiences
e Educational archive formats
e Scroll-based narrative experiences

Color pallet

After testing concepts against research
findings, the final direction became a
cinematic scroll-driven storytelling
experience where each section feels like a
chapter in the forging process.

Includes - Sketches, Moodboard,
Inspiration boards, Initial wireframes
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Anisa Anuhi

User Journey

| mapped the user experience as a narrative journey
rather than a traditional website structure.

Discover | Explore | Experience | Understand |
Connect

See the full journey mapping research- Here

Wireframing & Prototyping

Low-fidelity wireframes were created to:
Structure the narrative flow | Test content
hierarchy | Validate user progression through the
story

High-fidelity prototypes introduced:

Dark cinematic visual design | Scroll-triggered
interactions | Motion design | 3D knife exploration
Responsive layouts

nteraction Design

To make users feel connected to the
craft, | designed a scroll-based
Storytelling | content reveals
progressively as users move through the
forging process|interactive 3D Models |
Five custom knife models allowing users
to inspect craftsmanship from every
angle.

Learn more on my website - https://www.anisaanuhi.com/forgedfromfire

Interaction Decisions

Three interaction challenges defined this
project. For each one | explored multiple
directions before arriving at the solution in
the final experience.

CHALLENGE 01

How should users progress through the forging
story?

Options considered

« Click-to-advance chapter navigation: familiar, low
friction, but passive

« Time-based auto-play: cinematic but removes
user agency

« Scroll-driven progressive reveal: requires active
participation, ties physical movement to narrative

Decision and rationale

| chose scroll-driven progressive reveal because "'

research showed users wanted to feel like active
participants rather than passive viewers. The
physical act of scrolling mirrors the physical
labour of forging which is deliberate, sequential,
irreversible. Each scroll trigger was set to fire at
20% viewport entry, giving users time to read
before the next element appeared

anisaanuhi110@gmail.com
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Anisa Anuhi

Moodle Redesign

Turning a Cluttered Learning Platform
into a Productive Workspace

My Role: UX/UI Designer | Research, Strategy| Visual Design \
Duration: 6 Weeks
Industry: Education Technology

The Challenge The Goal

Students viewed Moodle as a Transform Moodle into a central
mandatory tool rather than a useful academic workspace that helps
learning environment. students:

Prioritise tasks

Track assignments
Access resources faster
Reduce cognitive overload

Research revealed:

e Poor discoverability
 Hidden deadlines
e Navigation complexity

e Heavy reliance on external Supporting Documentation
productivity tools

UX Research & Design Documentation

Students often left Moodle to organise  View Full Documentation > Here
coursework elsewhere.

Page 10

Learn more on my website - https://www.anisaanuhi.com/moodle-re-design
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Anisa Anuhi

USER JOURNEY & DESIGN PROCESS

Research & Discovery User Journey

Interviews with 15 Students & 3 Login: Quick understanding of
Lecturers priorities.

Plan: Review upcoming
assignments.

Learn: Access course content

Key Insights

efficiently.
v Assignment visibility was poor Collaborate: Communicate with
v Students wanted better planning peers and lecturers.
tools Complete: Submit work with
v Users frequently switched to Notion confidence.

and Todoist

icati - See the journey mapping research- Here
v Communication lacked clarity s }

ldeation & Concept Wireframing

Development

Explored: Focused on:

« Dashboard concepts o Clear hierarchy

« (Calendar integrations » Reduced navigation depth

« Learning progress tracking o Assignment visibility

o Study group features « Calendar integration ——

Early concepts included: Key screens: Students find Moodle disorganized, difficult to Ooportunities & Reatures
e Hero banners e Dashboard navigate, and emotionally flat, causing them to rely on S
« Multi-level navigation e« Course Overview A ————— T —————

« Task Manager

Testing showed these increased « Group Collaboration

complexity and were removed.

Learn more on my website - https://www.anisaanuhi.com/moodle-re-design
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USER JOURNEY & DESIGN PROCESS

User Journey |[deation & Concept Wireframing

The experience was designed around Development Low-fidelity wireframes focused on:

five core stages: « Reducing cognitive load
Early concepts explored:

« Simplifying payment creation
Create: User creates a new shared « Shared group wa_llets_ _ « Clarifying payment status visibility
expense.  Automated Cijnli.l'lbl..ltlﬂn tracking « Minimising required actions
Invite: Participants are added through . gﬁ_tpagment mwttatl:::-nsl i
contacts or links. « Split-by-percentage calculations , .
Track: Users see who has paid and _ Key screens included:
who still owes money. After concept testing, the strongest « Dashboard
Settle: Payments are completed opportunity became: ) I*Gdew S%“t F!FW
through a simplified flow. A SUEamINGd p-aiepspil oW | R EE“' "
Confirm: Digital receipts and supporteg by trust-bullding : Tayment_ G';.'rmat'nn
confirmations build confidence. interactions. + ransacuion tistary

Secondary Colors

Learn more on my website - attps://www.anisaanuhi.com/niger-splitpay See the full journey mapping research- Here
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Anisa Anuhi

User Journey

User Goal

Find a high-protein dinner after a workout.

Journey

Search - Apply Goal Filter - View
Recipe - Save Recipe — Continue on
Desktop

sSee the full journey mapping research- Here

Key Pain Points Addressed

« Too many navigation layers

« Poor filter visibility

« Slow content discovery

« Lost progress between devices

The final journey reduced decision-making
effort and improved discoverability
throughout the experience.

Learn more on my website - hitps://www.anisaanuhi.com/food-hub

Interaction Design Decisions

Decision 01
Making Filters the Primary Navigation

Explored
« Hamburger menu with nested categories
« Bottom navigation with filters hidden
inside Explore
Persistent filter bar

Final Direction
» Persistent filter bar.

« Users consistently reached relevant
content faster when fithess filters were
immediately visible.

Decision 03

Performance vs Visual Richness

Large food photography created loading delays that directly impacted task completion.

Final Direction

anisaanuhi110@gmail.com

Decision 02
Cross-Device Continuity

Explored

« Browser bookmarks
« Mandatory account creation
« Guest save with optional account upgrade

Final Direction

« Guest save with optional account upgrade.

» Users could experience value before
committing to registration, significantly
reducing friction.

...........

llll

Prioritise performance during discovery and visual quality during recipe consumption.

« WebP images

« Responsive image delivery
« Lazy loading

« Progressive loading states

Resulting in a 40% reduction in initial page weight.

Opportunities & Features
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Anisa Anunhi

Interactive Prototypes & Video Demonstrations

See The Work In Motion

anisaanuhi110@gmail.com

While this portfolio highlights the design process and outcomes behind each project, interaction design is best experienced, not just viewed.
Scan the QR codes or use the links below to explore interactive prototypes and video walkthroughs demonstrating user flows, animations, transitions, and design

decisions across my projects.

Featured Demonstrations
Forged By Fire

Immersive storytelling experience
combining scroll-triggered animations,
3D models, video, and interactive
media.

% Video Demo: Here

&’ View Live Site: Here

FORGEL FROM FIRE

Supporting Documentation

B Forged By Fire — Dissertation Research &
Design Documentation
View Full Documentation - Here

Moodle Redesign

A redesigned learning platform
focused on simplifying navigation,
surfacing critical information, and
improving student productivity.

“~ Video Demo: Here

& Interactive Prototype: Here

Supporting Documentation

B Moodle Redesign — UX Research
& Design Documentation
View Full Documentation - Here

Niger SplitPay

A fintech experience designed to
simplify group payments through
transparent flows, trust-building
interactions, and low-friction
transactions.

% Video Demo: Here

& Interactive Prototype: Here

Scan for mobile prototype

FoodHub

A mobile-first nutrition platform
helping users discover healthy meals
through fitness-focused filtering and
cross-device continuity.

% Video Demo: Here

& Interactive Prototype (Desktop):
Here
Interactive Prototype (mobile): Here

Scan for mobile prototype

Portfolio Website:

V\AJAAJI\AT ANID ’\If\llhl NN
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https://apforgedbyfire.com/
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