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9: PERSONA, SCENARIO + 
PROTOTYPING



It is time to          

MAKE STUFF



What is a PERSONA



PERSONAS are:

1. Archetypal people involved with a product 
or service

2. aƻǊŜ ǘƘŀƴ Ƨǳǎǘ ŀ ά¦{9wέ ςspecific people

3. Devised from OBSERVING and TALKING to 
people

4. A composite of many people

From SAFFER:  Designing for Interaction



Why PERSONAS:

ÅNot all users are the same

ÅWe may do the same job but see 
the world differently

Å5ƻƴΩǘ ōǳƛƭŘ ǘƻ ǎǳƛǘŜ ƳŜΣ ōǳƛƭŘ ǘƻ 
meet the typical population of 
users



Personas:                             

Tools for understanding and 

communicating USER behaviors, 

needs, desires, contexts

Take the demographics of the 

collective users and turn it into a 

real person





CREATING PERSONAS:

1. OBSERVE and TALK to people

2. Find a common set of behaviors or 
motivations to use as a basis

3. Give the persona a name/picture/basic 
demographic data

4. Make them REAL

From SAFFER:  Designing for Interaction

Age
Occupation
Location
Marital status
Children
Income
Education
Hobbies
Defining characteristics
A quote



http://geoinformatics.fsv.cvut.cz/wiki/images/2/21/Developing_web_map_application_based_on_user_centered_design-persona.png





Understand the persona beyond the 
solution:

Think about the day in the life of your persona

Not just what they do at the job but what leads up to the job 
and what happens after the job.

Å I commute an hour by train every day
Å I am out of cell range most of the time
Å I must pick up my kid a day care and cannot be late



What is a SCENARIO




