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The Importance of Users’ Personas to Mobile Application Development
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Abstract

Persona will be applied with user situations is a
highly effective tool for user experience designers.
The Persona helps the mobile application design

team, they focus on the needs of users and achieve
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the expected results. The Persona can be tested as
the real target users, especially with mobile appli-
cation users. Applying persona creating method is
to help design the user interface for user interface
design and user experience design of the mobile
development, it can make mobile applications work

with users better than other applications.
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Melissa

MOTIVATORS

FAMILY — Doing what's right for her kics and loaking after ner parents are the maost important

going.

wark
& |t's not ab p
it's about

SPENDS TIME WITH EXTENDED FAMILY
weekends she visits their house or they vis

AT A GLANCE

AGE — 41 7
with g

LOCATION — Chicago, Il sarm
LIFE STAGE — Divorced with two kids

JOB — Corporate procurement manager S

= Social connection
= Would like to start dating again
= Exgrcise and "me” time

+ Would like bo just sit and unwind, but fieels like she's usually so amped up from her schedule

thal simply resting lesls wrong

things in her life

BEING HELPFUL & APPRECIATED FOR IT — She gats a lof of pride from being procuctive,
affective, and halpful. Being thanked and acknowledged for it is the mativatin that keeps her

FEELING HAPPY & GRATEFUL — Melissa
runnirg, but really she values being happy
particularly after a difficult divorce

BEHAVIORS

TIGHTLY SCHEDULES THE DAY

VOLUNTEERS — At kids' school and church,

TALKING ON THE PHONE AND “CATCHING™ UP VIA FACEBOOK — Likes Lo talk an the phone
fi and her sister. Late at night after work she hops on FaceBook to achieve the
ection

s frustrated and frazzled because she's always
d tries o appreciate all the good things in her life,

ff to school and herself

= The morning routine to get th

Sh ke 2ll day and tend ity of her day in

7irls. she goes out with a

nts live and sister's family live nearby Most

MWA 1 UX persona
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“I often get caught up in my iPhone.”

Every morning Marta reaches across her bed to grab her iPhone to check her email,
calendar, and friends’ status updates on Facebook. If she forgot to charge her iPhone
overnight, she'll plug it in and let it charge while she gets ready for schoal.

Marta typically brings both her laptop and iPhone to campus. The laptop is stowed
away in her backpack and the iPhone is tucked in her pocket. Over the course of the
day, she uses the phone to listen to music, check her friends’ status updates, and
look up information via Safari.

Marta mostly uses the iPhone for fun, but she's been experimenting with some
apps for school. She found spreadsheet and word-processing apps that work well for
basic edits, but she switches to her laptop to get significant work done. Reference
apps, such as the flash cards for her Chinese class, have been more valuable to her.
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Name: Marta, College
Sephomare

Age:1g

Occupation: Sophomore at

Functional goals:
* Check email and AIM.

* Update status on Facebook and Foursquare.

* Listen to music.
Emotional goals:

* Stay in contact with friends and family.

* Entertain herself and friends.

* Enjoy simple and pleasing aesthetics.
Influencers:

* Friends recommend apps to her.

* Her parents pay for her monthly plan.

Frustrations:

NYU majoring in psychology
Home: Shares an apartment
with two other NYU students

iPhone: 3G
Computer: MacBock

* Many apps feel disconnected (e.g., she edits photos with Photoshop on her

laptop before posting them to Facebook).
Wish list:

* Shewishes she could customize the look and feel of some iPhone apps.
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