
HCI and Design



Admin
 Assignment 1 is due TODAY, 11:59pm 
 Blackboard submission (1 per team) 
 https://blackboard.cornell.edu/webapps/
blackboard/content/listContentEditable.jsp?
content_id=_3668370_1&course_id=_78557_1&mode=r
eset 

 Assignment 2 is posted on the class website 
 No office hours today 

 Today: Personas

https://blackboard.cornell.edu/webapps/blackboard/content/listContentEditable.jsp?content_id=_3668370_1&course_id=_78557_1&mode=reset
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What are personas?
Personas

Scenarios & Storyboards



What are personas?
A persona is a fictional character that is meant to 
represent a group of users that share common goals, 
attitudes and behaviors when interacting with a 
particular product or service.

vs.



Personas as a design strategy
Allows you to focus on the specific needs and goals of 

specific, archetype individual based on user research. The 
archetype should be specific and precise so that it can be 
used to make decisions with regard to scope and design. 

NOT a real person, but a composite archetype (“typical” user) 
each persona represents a group of users 

Designing for such an archetype allows us to do really well at 
making this person happy. Often, it results in something 
that ends up working well for others, too. 

 e.g. bags with wheels (commercial airline pilots)



Why develop personas?
Empathy 

We are engaged by fictional characters all the time in movies 
and books.  

Focus: Personas provide a precise way of thinking about…  
how users behave 
their motivations 
how they think 
what they wish to accomplish (goals) 
why they want to do what they do 

Communication 
Provides a way of conveying a broad range of quantitative and 
qualitative data  
Assumptions about users made explicit



Why develop personas?
Within the design/engineering team:  

provides a shared understanding 
engage in empathy of design towards a target user 
helps communicate who you are building the product for 
helps determines what the product should and shouldn’t do 
serves as a stable reference point during the design 
process 
provides focus  
a stand-in for actual users 
testable via walkthroughs





Personas are NOT stereotypes
▪ In a void of user research, designers have only 

their assumptions and intuitions 
▪ Base your personas on REAL DATA, not assumptions 
▪ “the whole point in creating personas is to get 

past our personal opinions and presuppositions.” 
Goodwin, 2002  

▪ Thus, make sure your personas to do not fall into 
your stereotypes of people in your target user 
groups!



Personas are NOT Roles
▪ Personas do not necessarily equal roles 
▪ e.g., parent, doctor, programmer, actor, etc. 

▪ People within the same roles can have very 
different needs and goals 
▪ e.g., new vs. experienced programmer 
▪ e.g., parent of 1 vs. parent of 8 
▪ e.g., oncologist vs. pediatrician



Different types of personas
▪ Primary 
▪ Secondary 
▪ Supplemental 
▪ Customer 
▪ Negative 

▪ Make sure you specify the type on your personas!

Design Example: 
Designing a video 
game for kids!



Basic steps to create personas
1) Collect data about users  
2) Segment the users 
3) Create personas 

DONE



Segment the users
 Logical groupings of users 

 Group users that have similar 
characteristics, motivations, 
goals, capabilities, 
experiences, lives, etc.  

 Each group represents one 
“persona”

Design Example: 
Designing a video 
game for kids!



Segment the users



Segment the users
▪ Each persona should each have three to four goals 

▪ (1) Life goals, which are personal aspirations 
▪ e.g., wanting to retire before the age of 50 

▪ (2) Experience goals describe how the user wants to 
feel while interacting with a product; they are 
personal and universal 
▪ e.g., wanting to be competent while using the product 

▪ (3) End goals, which are tangible outcomes the user 
has in mind when using the product 
▪ e.g., want to be updated about finances over last month 

▪ Typically experience/end goals are more helpful 
to designers



Create the persona
▪ Photo 
▪ Name – first name starts with the first letter of the 

segmentation (e.g., Garrett the gamer, Peter the parent) 
▪ Quote that describes the user goals with the product 
▪ Goals - a priority rating and specific objectives are also 

suggested 
▪ Biographical profile and personal information that 

affects usage 
▪ Computer, internet and other technology usage are 

common components 
▪ Key Point: Back up persona with data whenever possible!



Some examples…



Phone upgrades 



Phone upgrades 



Some templates for you…
 Google image search has millions of examples/templates….









Summary of Personas
 Personas are fictional characters  

 Based on user research  

 Represent different user types that might use your 
service, product or site in similar ways  

 Helps you to understand your users’ needs, experiences, 
behaviors and goals.  

 Recognize that different people have different needs 
and expectations. Help you to identify with the user 
you’re designing for.  

 Help you to achieve the goal of creating a good user 
experience for your target user group



Let’s practice!
▪ Goal – Design an interactive system to 

facilitate parent-pediatrician (child doctor) 
communication 

▪ Create at least two different personas  
▪ Characteristics 
▪ Experiences 
▪ Motivations 
▪ Goals 

▪ (Feel free to use the one of the templates)


