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SUMMARY

This report highlights the hands-on experience I gained while undergoing an

on-the-job training (OJT) at Universal Access and Systems Solutions Philippines

Inc., from August 19 to December 4, 2024. This OJT is one of the undertakings for

my completion of the Bachelor of Arts in Multimedia Studies degree program. The

OJT aimed to bridge academic knowledge with practical application in multimedia

design and development. My key tasks included creating user-centered and

responsive UI/UX designs, prototyping with Figma, and developing functional web

pages using tools like WebFlow. As a trainee, I contributed to real-world website

design and development projects by addressing usability challenges, ensuring

accessibility compliance, and implementing modern design standards, resulting in

significant personal and professional growth.

Throughout my OJT, I explored and applied certain multimedia technologies

and emerging trends in website development. These included leveraging AI-powered

tools to optimize workflows and adhering to global accessibility standards like Web

Content Accessibility Guidelines (WCAG). WCAG provides guidelines that will make

web content accessible to a wider range of people, particularly to people with

disabilities such as those with low vision, deafness, and cognitive limitations. It is a

technical standard that is primarily intended for: "Web content developers", "web

authoring tools", "web accessibility evaluation tool developers" and "others who want

or need a standard for web accessibility, including for mobile accessibility". It follows

four principles of accessibility: perceivable, operable, understandable, and robust.

(Henry, 2024; Web Content Accessibility Guidelines (WCAG) 2.0, 2008)
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Collaboration played a critical role, as I worked closely with supervisors and

developers to align designs with project goals. Independent contributions, such as

innovative design solutions and usability enhancements, further demonstrated my

ability to balance technical requirements with creative problem-solving.

The OJT experience enhanced my skills in multimedia tools, advanced coding

techniques, responsive design, and ethical considerations, and improved teamwork,

communication, and adaptability. By addressing challenges and delivering

professional outputs, I not only met the objectives of the program but also

established a foundation for a career in multimedia design and development.

This report concludes with reflections on my experiences as well as with

recommendations to enhance future OJT programs.

Laryze C. Lozano
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I. INTRODUCTION

This report documents my activities, learnings, experiences, and reflections

as an on-the-job trainee (OJT). My OJT is one of the activities conducted in partial

fulfillment of my degree program, the Bachelor of Arts in Multimedia Studies offered

by the University of the Philippines Open University (UPOU).

Purpose of the Report

The purpose of documenting my OJT experience is to reflect on the practical

application of the theoretical knowledge in multimedia gained in the academic

setting. This documentation also serves as a tool to evaluate learning outcomes and

offers insights for future professional and personal development.

This report includes a description of the OJT, the weekly tasks, challenges

faced, and project contributions and accomplishments achieved. It also highlights the

trainee’s use of multimedia, the techniques applied, and the soft and technical skills

acquired during the internship.

Objectives of the OJT

The objectives of the OJT include the following:

1. To demonstrate and apply the theoretical knowledge and technical

skills in multimedia development acquired from academic settings to

the professional field.
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2. To gain hands-on experience by working on real-world projects and to

develop professional competencies such as communication, teamwork,

and problem-solving skills in a professional setting.

3. To explore and learn emerging multimedia technologies and trends,

including responsive design, accessibility standards, and user-centric

methodologies.

Significance of OJT in Career Development

The OJT is crucial for the development of multimedia students’ skills, design

thinking, and competencies relevant to the professional field, and bridges the gap

between theory and practice. Students will gain valuable experience by working on

projects, collaborating with a team, and communicating with the client and

stakeholders. They will also gain valuable insight into their abilities and have the

opportunity to enhance their skills through feedback from industry professionals.

By reflecting on their accomplishments and evaluating their tasks, they can

identify areas for improvement. This process not only builds their confidence but also

equips them to excel in their chosen career path.

In the local setting, the OJT helps adapt to the region-specific user preference

and cultural nuances, ensuring that the design or digital product they produce would

be impactful and relevant. In the localization of a digital product, the designer or

creator must understand and meet the target audience's cultural, linguistic, and
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behavioral preferences to enhance user-centric design and functionality according to

their needs.

In a global context, OJT introduces multimedia interns to emerging

technologies like AI and user-centric design trends, equipping them with techniques,

protocols, and methods used worldwide. This prepares them to compete in the

global market and contribute to multimedia development initiatives.
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II. PROFILE OF THE OJT HOST INSTITUTION

Company Background

The OJT was conducted at the Universal Access Systems and Solutions Inc.

(UAS), which is a forward-thinking company dedicated to empowering organizations

by providing agile and evolving IT solutions that shape and support communities

since 2005. With their professionals with more than 20 years of experience in

information technology, they bring technological innovative solutions that bring

people and technology together and help various companies thrive with new

technology. Over the years, their partners have recognized them, driven by their four

founding pillars: Best-of-breed IT infrastructure, enterprise solutions, pure fiber

connectivity, and managed services.

They are committed to shaping communities “through agile and evolving

solutions that provide profitable and cost-efficient platforms for the future of our

people" and a vision to provide “access to success-driving technology” to all

organizations through their service-oriented services. Their services and products

include IT infrastructure solutions, software solutions, cabling and connectivity,

managed services, and industry solutions.

OJT Report: UI/UX Design Internship 6



OJT Supervisor Details

The OJT program was supervised by Mr. Joshua Rene Mendez Mariano, a

Development Networks Engineer in the Business Innovation & Digital Solutions

Department.

As an OJT supervisor, he coordinated with UPOU regarding my tasks and

responsibilities in the institutions. He introduced me to emerging multimedia

technologies and trends utilized in UAS.

Organizational Multimedia Initiatives

The Universal Access Systems and Solutions Inc. (UAS) utilizes emerging

multimedia technologies to deliver software solutions. The UAS design team uses

tools like Adobe Creative Suite to create designs and other media products for

promotional purposes and assets for websites and systems. As for software

developers, UAS uses Visual Studio Code, XAMPP, Github, and Gitbash. Aside from

HTML and CSS, the institution utilizes the Laravel framework, Javascript Vanilla,

JQuery, PHP, and other available languages apart from HTML and CSS.

When it comes to UI/UX design and front-end development, online libraries for

fonts, color themes, CSS components libraries (e.g. Flowbyte, Tailwind, and

Bootstrap), and icon libraries (e.g. Heroicons) were used. For building websites or

application systems, platforms such as WebFlow, WordPress, and Microsoft Power
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Apps were utilized as they requrie less code and have ready-built sections and

templates for websites, making the work faster and easier.

Due to the UAS’ nature of work, the company also adopted collaboration

platforms for team activities and meetings such as Webex, Google Meet, Microsoft

Teams, and other cloud-based productivity and collaboration tools.

UAS Protocols and Standard

At the start of each project, the institution prioritizes defining the company’s

brand design, including its color palette, font style, and overall design approach, to

ensure consistency across all platforms. They strive to create modern, intuitive

designs while maintaining alignment with the company’s branding guidelines.

In terms of functionality, they emphasize responsiveness, adaptability to all

screen sizes, accessibility, and user-centricity, adhering to established standards for

website and application user interfaces.

Each phase of the project is documented, including the user journey/story,

which serves as a guide to help both owners and users navigate the site or

application effectively. Once developers complete the site's pages, including design

and functionality, the project undergoes Quality Assurance (QA) and User

Acceptance Testing (UAT) to ensure it meets quality standards before being officially

deployed.
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Integration of Innovative Multimedia Trends

As an IT solutions company, they encourage their team to adopt innovative

trends that enhance work quality while ensuring flexibility, cost-effectiveness, and

efficiency. AI-powered tools, such as AI chatbots (e.g., ChatGPT), assist developers

with coding. Additionally, AI-integrated Dynamic Content Management Systems

(CMS) on custom website platforms, like WebFlow, enable developers to create and

manage content with little to no coding. Platforms like WebFlow and WordPress also

offer integration options and custom code support, providing flexibility and extending

functionality for developers.
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III. TRAINING PROGRAM DESCRIPTION

The UAS requires its trainee to render 600 hours of work. I reported to the

Business Innovation and Digital Solutions Department from 19 August to 4

December 2024; Monday to Friday, for 8 hours each day.

Responsibilities and Duties

My main responsibility was to create and present an interactive and modern

interface design for the revamp of the company’s website under the supervision of

the assigned UAS team. I also communicated constantly with the stakeholders to

ensure that project objectives were met. My responsibilities and duties involve the

following:

Create UI/UX designing and prototyping for the main website on

the website transfer project. This included researching user needs, defining

clear objectives, and collaborating with the stakeholders to gather

requirements. The work also included creating wireframes, developing an

interactive prototype in Figma, and ensuring the design is visually appealing

while enhancing user engagement and experience on the website, aligning

with the project objectives.

Learn basic HTML/CSS and conduct lab exercises for

assessment. This involved understanding the basic structures of styling web

pages, covering topics on HTML elements, attributes, and CSS properties,
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and applying these concepts in practical lab exercises for assessment to

gauge an understanding and proficiency in HTML/CSS.

Create improvements in the user interface on currently deployed

websites and applications. It included analyzing user feedback and

performance metrics to identify areas of enhancements on the currently

deployed website. The process also involved enhancing the user interface for

better experience and engagement, improving and updating the visual design,

and ensuring consistency and intuitive user experience across all devices.

Learn Webflow platform and Laravel framework. It involved

understanding functionalities and applications. For Webflow, it involves

mastering content management, CMS, and building web pages. For Laravel, it

involves learning its MVC architecture, routing and database management.

Attend website transfer alignment meetings. I actively participated

in discussions and collaborated with the team to ensure project goals,

timelines, and requirements were met. This includes clarifying design and

functionality expectations, addressing technical considerations, and

coordinating tasks effectively.

Daily activity reporting. It involved documenting, reporting, and

summarizing tasks, progress, and achievements accomplished within a

workday.
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Bi-Weekly Report Summary

Weeks 1 and 2 (August 19 - August 30, 2024)

● Aligned project objectives, assigned tasks, gathered requirements and

set timelines.

● Conducted online meetings with stakeholders, and collaborated with

the design and development teams.

● Worked on wireframing and prototyping Phase 1 of the UAS website

pages (Contact, About, and Careers) in Figma.

● Presented initial designs for feedback and approval.

Weeks 3 and 4 (September 2 – September 13, 2024)

● Finalized Phase 1 designs for the About page and started Phase 2

layouts (Home, Solutions/Services, and Insights).

● Reviewed layouts to ensure prototype functionality met requirements

and collaborated with the front-end developer to align designs and

integrate feedback.

● Styled Contact and Careers pages in WebFlow as part of the front-end

development training and refined button designs.

Weeks 5 and 6 (September 16 – September 27, 2024)

● Designed phone screen layouts for the Milestones and Job Opportunity

sections and layout concepts for the Case Studies and Terms and

Conditions pages.
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● Enhanced the Certification section on the About page using HTML,

CSS, and JavaScript in CodePen.

● Built Terms and Conditions, Insights, and Solutions pages and

embedded the "Our Commitment" section in WebFlow.

● Held collaborative meetings on project updates (e.g., privacy policies,

Makati Health Department project) and progress reviews with Ms.

Nadine.

● Improved technical skills in CSS grid, flexbox, and JavaScript.

Weeks 7 and 8 (September 30 - October 11, 2024)

● Signed the contract for the Makati Health Department (MHD) project

and attended multiple synchronous meetings.

● Progressed in the UAS website in WebFlow: added CMS details,

improved responsiveness, implemented social links, and revised

content.

● Prepared for the MHD project by learning Bootstrap, installing

Composer and Laravel, and setting up the environment.

Week 9 and 10 (October 14 - October 25, 2024)

● Developed Phase 1 front-end for MHD-QMS in Visual Studio Code,

styling admin and user pages.

● Enhanced UAS website back-end: implemented email systems, added

CMS for Employee Highlights, and documented user stories.
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● Attended MHD-QMS progress meetings and a mid-OJT evaluation with

my research adviser at UPOU, Prof. Luisa Gelisan, and OJT

supervisor, Sir Joshua Mariano, to discuss progress and the final report

Week 11 and 12 (October 28 - November 8, 2024)

● Designed and styled Job Opportunity and Case Study pages for the

UAS website in Figma and WebFlow.

● Improved UAS website responsiveness, fixed animations, and edited

content.

● Enhanced responsiveness for MHD-QMS account pages (Master

Admin, Health Validator, Patient) in Visual Studio Code.

● Added CMS details for solutions in the MHD-QMS project.

● Attended an MHD project update meeting and observed a holiday.

Week 13 and 14 (November 11 - November 22, 2024)

● Progress of UAS website includes: QA testing to ensure functionality

and design quality.

● Started writing the final report for the MMS 200 Special Project.

● Discussed final OJT requirements with Sir Kevin, including obtaining

my certificate and evaluation form.

● Attended a synchronous meeting with the UAS team to focus on the

UI/UX design of the Workforce Tracker System.

● Set up my UAS email on Outlook, requested app access, and

evaluated the app's layout and design.
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Week 15 & 16 (November 25 - December 4, 2024)

● Completed 64 hours, reaching a total of 600 OJT hours.

● Finalized UI designs for the UAS Workforce Tracker System in Figma,

including light and dark versions.

● Progressed to 60% completion on the OJT Final Report for the MMS

200 Special Project.

● Progressed of the UAS website: User Acceptance Testing (UAT) for

ensuring readiness for deployment.
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IV. SKILLS, KNOWLEDGE, AND TECHNIQUES ACQUIRED

Multimedia Technology and Techniques

Range and Use

During the internship, I was able to use a variety of multimedia technologies

and tools. Figma was utilized for creating wireframes, prototypes, and collaborative

design work, while also exploring essential UI/UX tools such as icon libraries and UI

components. Additionally, I was introduced to WebFlow, a no/low-code web-building

platform for creating dynamic websites, which also supports collaboration and web

hosting. Visual Studio Code, a free code editor platform, was also employed for

writing and debugging basic HTML and CSS for the project. Its features include a

vast extension ecosystem, built-in coding assistance, debugging tools, live previews,

customizable themes, and seamless integration with other tools (Visual Studio Code,

n.d.).

Emerging Trends and Protocols

In developing the project, key multimedia trends such as AI chatbots (e.g.

ChatGPT) were utilized to assist the front-end developers in writing codes making

the work faster and easier. Flexible CMS with AI-generated content is also one of the

trends when it comes to no/less code website builders, allowing developers to

generate temporary content with just a few clicks.
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Working on real-world projects, I was familiarized with design systems, that

ensure consistency across interfaces, responsiveness, and accessibility protocols,

thus designs comply with WCAG for inclusivity.

Additionally, there were procedures employed by the institution before a

completed website was deployed. These are Quality Assurance Testing (QAT) and

User Acceptance Testing (UAT). QA Testing is the “final quality-control gate” that the

website must pass through to locate and describe software defects or bugs in the

system; the defects or bugs shall be fixed by the developers ensuring functionality,

and validating that the final deliverable performs as expected (Strauss & Hogan,

2013). User Acceptance Testing, also called beta testing or end-user testing, refers

to the stage of product development where end users evaluate it to ensure it meets

their requirements and real-world needs. This is considered a critical step in

validating that the final product is ready for deployment (Stanford University IT, n.d.)

Technical Proficiency

Hardware and Software Skills

Through my OJT, I enhanced my proficiency in using Figma, including building

complex components, maintaining responsive layouts, and prototyping with

animations and triggers. I also gained hands-on experience with WebFlow's

functionality, such as its CMS, and Visual Studio Code by collaborating with the

front-end developer to build pages. Furthermore, I had deeper understanding on the

utilization of browser's Developer/Inspect tool, allowing me to check responsiveness,
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identify code errors, and make temporary edits to live page content and design. This

streamlined processes and minimized trial-and-error adjustments.

New Technologies

I explored various Figma plugins, including the Figma to Webflow plugin,

which streamlined the transition from design to development. I also learned to use

Webflow Logic to automate workflows and integrate Webflow with e-commerce

platforms like Mailchimp for email marketing and Zapier for seamless app

automation. On the development side, I used Git Bash to install Composer, a

dependency management tool, and gained hands-on experience setting up and

managing PHP frameworks by installing Laravel 7 locally.

Soft Skills

Collaboration and Independence

As an OJT trainee, I undertook various tasks independently, including creating

design concepts and prototyping on Figma for UI designs, which enhanced my

problem-solving skills while considering the deadline for each phase. Aside from

these, I actively engaged in discussions with the front-end developer and supervisor,

working closely with them on translating designs into code and proposing design

solutions to the team during brainstorming sessions, to help refine the overall design

concept. I took responsibility for implementing the team’s feedback into the design

while actively incorporating colleagues’ ideas to enhance the visual consistency of

the final product.
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Feedback Utilization

The feedback from my supervisor significantly enhanced my skills and

understanding of the UI/UX design process. My awareness of user needs was

reinforced and it improved my ability to create designs that are flexible and adaptable

to smaller screen sizes, ultimately enhancing both usability and design quality. This

experience also helped me clearly define objectives and requirements while

distinguishing between what is feasible and what is not within a project’s constraints.

Additionally, through my supervisor’s advice, I learned to document the color palette,

font library, CSS styles, and icon libraries used in UI design to serve as a reference

style guide for front-end developers. This process gave me a deeper understanding

of the critical questions UI/UX designers must ask to align designs with user needs

and technical constraints.
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VI. APPLICATION OF EMERGING TRENDS AND KNOWLEDGE CREATION

Practical Application

I actively applied emerging multimedia trends, protocols, and procedures in

various projects. For example, I utilized the Figma to Webflow plugin to streamline

the transition from design to development, aligning with the trend of automation in

the design workflow and also utilized ChatGPT to write codes efficiently.

Additionally, I incorporated responsive design techniques to ensure designs

were adaptable to different screen sizes, addressing usability trends and standards.

Using VS Code and Bootstrap, I was able to refine CSS styling and improve the

responsiveness of specific web pages, following best practices in front-end

development. These applications provided a practical, hands-on approach to utilizing

modern multimedia tools while adhering to established protocols, resulting in efficient

and user-centric design solutions.

Knowledge Creation

New Multimedia Knowledge Product

I have created an interactive design prototype using Figma, tailored for a

user-onboarding flow that spanned desktop, tablet, and mobile screens. This product

integrates responsive design principles and modern UI elements, ensuring flexibility

and usability across devices and making it more intuitive and tailored to user

preferences, which is increasingly essential in multimedia design. By applying

multimedia tools such as Figma plugins and Webflow Logic, the prototype
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demonstrated how emerging technologies can streamline workflows and improve

user engagement. This work is highly relevant to the field, as it showcases the

importance of integrating design and development processes for efficient project

delivery.

Research Contribution

I help refine multimedia processes by exploring cross-platform

design-to-development workflows. By experimenting with tools such as Figma to

Webflow plugins and automation platforms like Zapier, I was able to highlight

methods to reduce manual handoff errors and improve productivity. This practical

exploration contributes to multimedia theories by validating how automated

workflows can enhance design efficiency and promote consistency between design

and development teams.

Local/Global Initiative Contribution

Working on local multimedia projects that address global challenges, such as

the need for accessible and responsive design, allowed me to enhance user

interfaces tailored to individual needs in the local community. By ensuring the

designs adhered to WCAG and focusing on mobile-first development, I contributed to

addressing global issues of digital inclusivity and usability. Additionally, by integrating

automation tools like Mailchimp and Zapier, scalable solutions for small businesses

are provided, helping them compete in the global digital economy while bridging the

gap between local needs and international standards.
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VII. CHALLENGES, PROBLEM-SOLVING, AND ADAPTABILITY

Challenges Faced

a. Balancing aesthetic vs. functionality

One of the most challenging aspects of UI design was striking the balance

between a visually appealing design and functional usability. A design may look

innovative and interactive, but if it sacrifices usability or creates confusion, it can lead

to a poor user experience.

b. Improving usability features

Prioritizing user-centered design must ensure that the UI/UX developer also

understands users’ behavior in using the elements to achieve their goals. To improve

usability, I must ensure that critical design elements such as pagination, contrast,

buttons, and alternative navigation options are functional and distinguishable from

decorative design. These adjustments often require careful consideration to enhance

user interaction while maintaining simplicity.

c. Lengthy Terms & Conditions and Privacy Policy:

One consideration in designing a website is the lengthy terms and conditions

and privacy policy that is critical for addressing user trust issues but is too complex

and lengthy to read. Simplifying these without losing necessary legal details presents

a design and communication challenge.
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d. Interactive yet professional design

Integrating interactivity and animations (e.g., Our Commitment section) while

maintaining a professional tone was also challenging. As a UI/UX designer, one

should know when to use animations and interactivity without overusing them to

avoid distracting users.

e. Design flexibility for multiple screens:

One of the difficult challenges I encountered in the design process was

creating a flexible and responsive design for diverse devices (e.g., mobile, tablet,

desktop) while achieving consistency without compromising design quality.

f. Balancing innovative vs. familiar design

Pushing for innovation may lead to designs that users find unfamiliar or

difficult to navigate. Although I had a lot of innovative ideas, I also balanced them

with familiar elements to prevent confusing users and other developers who

translated the design into code. (ex. Milestone Section)

g. WebFlow technical limitations

While Webflow is a powerful tool for creating responsive designs, it has its

limitations when it comes to complex customizations. For instance, implementing

advanced functionality or custom scripts can be challenging due to Webflow's
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predefined structure and lack of full-code flexibility which poses as a constraint to the

design.

h. Installing and Setting Up the Environment for PHP, Laravel, and

Composer

Part of the OJT program required me to familiarize myself with back-end

applications to deliver better and more functional designs. I encountered issues in

setting up a backend environment with PHP, Laravel, and Composer, such as

incorrect configurations or compatibility problems with the system.

Problem-Solving Approaches

To overcome UI/UX design challenges, I took the following approaches:

● To enhance user experience, without overwhelming the interface, the

focus was creating clean, minimalistic layouts and introducing

innovative elements only in specific sections. With this, the digital

product will retain its uniqueness and professionalism with its

innovative design plus using familiar elements for easier navigation.

Simple designs are flexible and easily adaptable to various devices.

● To identify what is best for users by experimenting with new design

approaches and usability features while conducting usability tests. This

requires constant iteration and independent research, which also
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addresses the problem with the responsiveness of the design,

innovation, and interactivity.

● To refine and improve design iterations, feedback from the supervisor

and team members through the testing phases was gathered. This is

critical for improving the design.

● To develop and propose solutions aimed at improving the overall

functionality and ease of use, grounded in user-centered design

principles.

● To apply established design principles for guided decision-making and

ensuring designs align with best practices. Design principles from

“Universal Principles of Design” (Lindwel et al., 2010) were applied in

the design process.

○ Hick’s Law - It states that decision-making time increases with

the number and complexity of choices, emphasizing the need for

simplicity in design.

○ Fitts's Law - It highlights that larger and closer targets are

quicker and easier to interact with, guiding optimal placement

and sizing of interface elements.

○ Miller's Law - This states that people can hold about seven (±2)

items in their working memory, encouraging information to be

grouped into manageable chunks.
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○ Affordance - It refers to design elements that suggest their

functionality, such as a button appearing clickable, ensuring

intuitive interactions.

○ Constraints - Limit user actions to prevent errors and guide

behavior.

○ Jakob's Law - It underscores the importance of familiar design

patterns, as users expect systems to behave like others they’ve

used, reducing learning curves.

○ Aesthetic-usability effect - This shows that visually appealing

designs are perceived as easier and more satisfying to use.

● To familiarize oneself with the capabilities and limitations of tools like

WebFlow and other design applications. This helped in ensuring

whether the UI/UX design was feasible within the constraints of

multimedia tools. This approach also saves time by reducing trial and

error, as it allows for informed decision-making during the design

process.

● To apply the design thinking process – empathize, define, ideate,

prototype, and test (ideo.org). Approaching design as an iterative

process, continuously testing and refining based on usability insights

and project objectives.
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● To tackle technical limitations with a flexible mindset, exploring

alternative solutions, and utilizing available resources to overcome

challenges effectively.

Adaptability

When faced with unexpected findings or changes, I reevaluated the original

plan and prioritized areas needing immediate attention. Feedback from the

supervisor and team members guided the iterative refinements, ensuring designs

aligned with project goals, while usability testing insights led to expanded scenarios

and prototype adjustments. The limitations in tools like WebFlow prompted me to

explore alternative solutions or workflows. Learning new techniques, maintaining

open communication, and refining the process dynamically, helped me ensure that

the project remained on track without compromising quality or functionality.
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VII. CONTRIBUTIONS AND ACCOMPLISHMENTS

Organizational Contributions

I significantly contributed to the company’s goals by working on multimedia

initiatives that enhanced both the design and development processes. This involved

designing responsive UI prototypes in Figma for key projects, ensuring consistent

user experiences across desktop, tablet, and mobile platforms. I also improved the

company’s web presence by building and optimizing specific web pages in Webflow,

prioritizing responsiveness and usability, aligning with the company’s goal of

delivering modern and accessible digital solutions.

Personal Accomplishments

I successfully completed the following tasks:

● Developing wireframes, prototypes and designs for various projects

using Figma, in particular for the revamp of the UAS website.

● Introducing innovative ideas to design problems encountered and in

improving user experience.

● Updating and communicating with the team about the progress of

website development.

● Enhancing web page responsiveness for the UAS website in WebFlow

and for Makati Health Department - Queuing Management System

using Bootstrap and CSS customizations.
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● Contributing to front-end development by building certain pages and

sections in WebFlow for the UAS website. (e.g Contact, Solutions,

Insights, and Terms and Conditions pages)

● Learning about UI components and interactive elements in Flowbite

CSS, Bootstrap, Javascript, and advanced CSS.

I demonstrated proficiency in multimedia tools such as Figma, Webflow, and

VS Code, while applying industry standards like WCAG to ensure accessibility.

There was positive feedback from the team for my independent contributions,

particularly the user onboarding flow prototype, which was praised for its clarity and

adaptability. My ability to create user-centered design solutions, meet project

objectives, and integrate multimedia technologies effectively was also

acknowledged. Additionally, I was commended for my confidence in HTML and CSS,

for completing tasks and deliverables ahead of deadlines, and for maintaining clear

and effective communication with team members.

These accomplishments reflect my strong understanding and application of

multimedia technologies, contributing to both my personal growth and the attainment

of the institution’s objectives.
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VIII. EVALUATION OF THE OJT EXPERIENCE

Achievement of Objectives

During my OJT, I successfully achieved the initial objectives, particularly those

focused on enhancing my multimedia knowledge and skills. I effectively applied

theoretical knowledge from academic settings to practical projects, such as creating

UI/UX designs and developing functional web pages using tools like Figma,

WebFlow, and Visual Studio Code. I also met key objectives, including mastering

responsive design, improving accessibility, and integrating innovative technologies.

Additionally, I gained valuable experience in teamwork, communication, and

user-centered design methodologies, delivering functional, visually appealing, and

professional outputs.

Skill Development and Gaps

The OJT experience significantly improved my technical skills, such as

creating responsive and adaptive designs, leveraging advanced features of Figma,

and setting up environments for PHP and Laravel. I expanded my knowledge of

industry trends, including AI-powered tools and WCAG accessibility standards.

However, I identified areas for further improvement, such as mastering advanced

coding techniques, streamlining workflows for greater efficiency, and addressing

ethical challenges like simplifying privacy policies while maintaining compliance. I

also recognized the need to enhance my knowledge of back-end development tools

and strengthen my understanding of design evaluation processes.
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Self-Assessment

Strengths and Weaknesses

My strengths include adaptability, creativity, teamwork, and the ability to

effectively integrate feedback. I demonstrated proficiency in tools like Figma,

WebFlow, and Bootstrap, as well as a strong commitment to user-centered design

principles throughout the training. However, I need to improve my coding efficiency,

master complex frameworks, and refine workflows to minimize trial and error during

development.

Ethics and Professional Standards

I upheld strong ethical standards during my OJT, prioritizing user-centric

design principles and addressing accessibility and privacy concerns. I focused on

simplifying lengthy privacy policies, ensuring inclusivity, and adhering to global

standards like WCAG. Furthermore, I maintained professionalism by balancing

innovative features with functional usability and ensuring designs aligned with both

user and organizational needs without compromising ethical standards.
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IX. RECOMMENDATIONS

Advice for Future OJT Participants

As a multimedia intern, particularly a UI/UX intern, one must research and be

familiarized with essential multimedia tools like WebFlow, PHP, or other relevant

platforms before starting their OJT. It is necessary to have some knowledge of

multimedia technologies used in the creative field for them to be efficient and

effective as part of the team and will be able to give insights on project deliverables

knowing the functionality and limitations of each multimedia tool.

They must also stay adaptable by expecting challenges, such as tool

limitations or unexpected design issues, and approach them with an open mind and

problem-solving attitude. This includes having regular communication with

supervisors and team members to seek feedback and ensure alignment with project

goals instead of proceeding without addressing certain issues or receiving approval

from the team members.

As part of the journey, OJT trainees should embrace trends by staying

updated on multimedia trends like interactive design and responsive frameworks to

remain competitive in the field. However, while allowing time for experimentation and

learning, they must still prioritize time management by efficiently balancing

exploration and execution to meet deadlines.
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Feedback on the OJT Program

Based on the trainee's experiences, the OJT Program could be improved

based on the following recommendations:

● Providing a clear and structured onboarding process with tutorials or

resources for commonly used tools and frameworks. This will prepare

OJT participants on what multimedia technologies will they be using

during the program beforehand, giving them time to familiarize

themselves with these tools.

● Introducing periodic discussions with supervisors to identify strengths,

areas for improvement, and skill gaps. This could help the trainees

have a better understanding of their skills and work on their

weaknesses earlier during the OJT.

● Offering opportunities to work on various types of projects, such as

websites, apps, or multimedia campaigns, will broaden the trainee’s

experience. Constant exposure to real-world projects will help them

familiarize themselves with the work ethics, methods, and standards

used in the industry and demonstrate their skills, giving them

confidence in their chosen career.
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School/Institution Suggestions

The academic program could better prepare students for multimedia OJT

roles by incorporating real-world project-based learning where students work on

multimedia design tasks similar to industry expectations, such as creating websites,

apps, or branding materials on multimedia courses. These experiences allow

students to apply the theoretical knowledge of multimedia to practice. This can help

students build resilience and adaptability to problems related to multimedia as they

go through the workflow methodologies of the design process. Additionally, working

on these projects can help students build a strong portfolio necessary for the

internship application process.

In line with that, the university must also introduce new trends in multimedia

technologies, techniques, and other industry-standard platforms into the curriculum

such as Adobe Creative Suite (Photoshop, Illustrator, XD), Figma, Sketch, or After

Effects. Regularly revising the curriculum is also suggested. Aside from revisions in

the courses, the university can also offer workshops on newer technologies,

including prototyping tools, video editing software, and AR/VR platforms. With this,

students will become familiar with cutting-edge software ensuring they are job-ready

from the start of their OJT program.

For soft skills development, the university must emphasize teamwork,

adaptability, and effective communication skills through group projects or role-play

scenarios. Integrating collaborative projects across disciplines, such as working with

marketing or business students, and organizing mock presentations and critique
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sessions to practice articulating design decisions could help students communicate

clearly and effectively with team members, stakeholders, and clients when they start

working on real-world projects.

Moreover, although many students already have jobs related to multimedia,

the university should still offer internship opportunities for those who have not yet

been exposed to the creative industry but are interested in working alongside

professionals. It provides a chance to learn workplace ethics, build confidence,

develop globally competitive skills, and open up career opportunities. In addition,

internships give the university an opportunity to evaluate the relevance and

up-to-dateness of its curriculum based on students’ deliverables during the OJT

program, enabling curriculum revisions as needed.
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X. CONCLUSION

Overall Experience Summary

The OJT experience provided valuable insights that bridged academic

learning with real-world application, offering a comprehensive understanding of

multimedia technologies, design principles, and professional workflows. Working on

real projects enabled me to gain a deeper understanding of technical proficiency in

tools like Figma for prototyping, WebFlow for web development, and Visual Studio

Code for coding HTML, CSS, and Javascript. These tools were crucial in designing

responsive and user-friendly interfaces that adhered to global accessibility

standards, such as WCAG.

Additionally, I was introduced to emerging trends like AI-powered tools for

coding efficiently and dynamic CMS platforms, which streamlined workflows and

improved project outcomes. With the guidance of the supervisor and feedback from

the team, I gained hands-on experience in creating functional and visually engaging

designs, ensuring they were adaptable across various devices. The experiences

aided me in having a solid grasp of user-centric design, balancing creativity with

practicality to meet both client and user needs. It also exposed me to the

methodologies, processes and protocols used by most multimedia industries,

particularly in website development.

The experience fostered personal growth by improving adaptability, teamwork,

and problem-solving skills. Collaborative tasks and regular feedback sessions

enhanced my ability to communicate effectively and refine designs iteratively.

OJT Report: UI/UX Design Internship 36



Overall, the OJT experience not only equipped me with practical skills and technical

expertise but also instilled a professional mindset essential for thriving in the

multimedia industry.

Career Preparedness

The OJT program thoroughly prepared me for a future career in multimedia by

providing hands-on experience in designing and developing user-centered

interfaces. I gained technical expertise in industry tools and standards, such as

WCAG for accessibility and dynamic CMS systems, which honed my adaptability to

fast-paced environments. Collaborative projects enhanced my ability to work

effectively in teams, while iterative feedback and rigorous testing processes

improved my capacity to produce functional, visually appealing designs. Overcoming

challenges like technical limitations and balancing innovation with usability

strengthened my problem-solving skills, preparing me to contribute meaningfully in

professional multimedia roles.

The OJT allowed me to assess my strengths and weaknesses, offering

valuable opportunities for growth and improvement throughout the program. It

contributed to building a strong portfolio of real-world projects that increased my

potential and showcased my abilities to future employers. The experience helped

establish connections and expanded my professional network, laying a solid

foundation for a future career in the multimedia field. It also opened the possibility of

being hired as a freelancer and absorbed by the company after the program.

Through these experiences, it ensured that I am well-prepared to navigate the

challenges and opportunities in the multimedia industry.
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XI. APPENDICES

Appendix A: Daily Journal /Log Sheets
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Appendix B: Photos of Projects Accomplished

A. Universal Access and System Solutions - Official Website

Figure 1.1. Home page of UAS Website
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Figure 1.2. Solutions page of UAS website
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Figure 1.3. About page of UAS website
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Figure 1.4. Careers page of UAS website

Figure 1.5. Contact Us page of UAS website
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B. Makati Health Department - Queuing Management System

Figure 2.1. Login page of MHD-QMS

Figure 2.2. Registration page of MHD-QMS

Figure 2.3. Password page of MHD-QMS
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a. Master Administrator Dashboard

Figure 2.4.1. Personnel page

Figure 2.4.2. Facilities page
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Figure 2.4.3. Schedule page

Figure 2.4.4. List of Services page

Figure 2.4.5. Master Admin Appointments page
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Figure 2.4.6. Announcement page

b. Health Administrator Dashboard

Figure 2.5.1. Daily Appointments page

Figure 2.5.2. Weekly Appointments page
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c. Patient Dashboard

Figure 2.6.1. Edit Profile page

Figure 2.6.2. Patient Appointments page

Figure 2.6.3. Dependents page
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d. QMS Application Introduced to the Public in Makati’s Official Facebook
Page

Figure 2.7. Facebook post of Makati QMS application by Makati Government [My
Makati]
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C. UAS Staff Management Tracker (STracker) UI/UX Design in Figma

a. Client Dashboard

Figure 3.1.1 Client dashboard summary page
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Figure 3.1.2. Edit client page
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Figure 3.1.3. Add client page

b. Employee Dashboard
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Figure 3.2.1. Employee profile dashboard profile page

Figure 3.2.2. Employee ‘transfer staff’ modal
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Figure 3.2.3. Add employee page

Figure 3.3. Menu dropdown
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Appendix C: Documents/Certificates

A. Training Form
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B. Internship Acceptance Letter
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C. Internship Evaluation Form
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D. OJT Certificate of Completion
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