The use of personas in web design
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| Use of personas

= Popularized by Alan
Cooper’s book

= “Personas are not real
people...they are
hypothetical archetypes of
actual users..defined with
significant rigor and
precision.”

‘ Benefits of personas

= Users’ goals and needs become a common point of focus for
the web site decisions.

= By always asking, "Would Jim use this?" the design team can

avoid the trap of building what users ask for rather than what

they will actually use.

Design efforts can be prioritized based on the personas.

Disagreements over design decisions can be sorted out by

referring back to the personas.

= Designs can be constantly evaluated against the personas,
getting better designs into usability testing.




| Constructing personas

= Contextual interviews
= Surveys

= Focus groups

= Usability testing
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‘ Typical elements

= Photo(s) = Activities/use scenarios
= Name = Knowledge/Skills/Abilities
= Age = Goals/motives/concerns
= Goals = Likes/dislikes

= Personal details/family life = Quotes

= Income/spending habits = Market size/influence

= Work/job details
= Use environment/artifacts

‘ Examples




‘ Common misperception of personas

“Personas are to Persona Descriptions as
Vacations are to Souvenir Picture Albums.”
- Jared Spool

3/24/10

| Typical process

= Jam session leading to consensus, then
specifics, e.g.,
o Each person on a “team” describes one assumed
user type
o User types are then clustered together
o Priorities identified, “stakeholders” consulted
o Specifics added to fill out archetype




