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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

Received : March 23, 2020
Revised : June 11, 2020
Accepted : june 18, 2020

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

BEHAVIORS

SPENDS TIME WITH EXTENDED FAMILY

AT A GLANCE

AGE — 41

LOCATION — Chi

LIFE STAGE — i

JOB — Corporate procurement manager

FAMILY — Doing what's righ

things in her life

BEING HELPFUL & APPRECIATED FOR IT
affective, and halptul. Baing thanked and scki

FEELING HAPPY & GRATEFUL — ™
running, but realfy she values ba

larty afler & difficult divares

VOLUNTEERS — 41 kids' sche

t fior her kids and looking after ner parents are the maost important

and church

their house or they vis

'HOME AND “CATCHING™ UP VIA FACEBOOK —

light after work she hops on Fa

d unwind, but feels like she's usually so amped up from her schadule

AMWA 1 UX persona

(‘ﬁm https://www.flickr.com/photos/rosenfeldmedia/9203796918) reuse with non-commerce copyright

UR 8 aUUR 1 (15) u.A. - 0.9.63 / 117



Us:lgguzovuaoussungisSov
(Benefit of User Persona)

ANANaMINdeRY AzRninfusseeSed
UszlerilunszuinniseanuULwaUNWALATY WoddLuy
§ail (Jonathan G., John P., 2002)

1. éﬁmimaL'%Iawzsziuﬁuvl,ﬂﬁgﬂﬁmﬂmumz
ponuUUANTlaDssEnensinauliugs faussens
L%"aaazgnﬂ'mﬂ%l,l,wimmﬂ VU MTNAUARAN UL
HUNDIBNAIT AADIVDIA N1TAIDA NTVONULY WAL
9 Lﬁaiﬁﬂumémﬁaﬁlamiﬁuﬁuﬁamﬂmﬁugﬂﬁw

2. ﬁaussmaL'%Iaagnﬁmﬂﬂumsiammmmi
maai’mmaaqﬂﬂaLﬁaﬂwmﬁmummiaanLmualﬂmﬂﬁ
MUFDULRFDINTS

3. nsEdsusseneBesliansouande
augAguAstugliiimmne uaztslidadulaled

'
a

AL auhﬁﬁagj S ﬁﬂvLuLiﬁm%N@mauﬁ'ammﬁ
nlasdsasndadimridnyizil meldauyiziu
mlzinlasazidudlondninginazldotols

4. shussensEesldidusnaislunisdoas s
msmm%‘aﬂ%wé’omnmimsmﬂLdﬁL%iaaLﬁasgdmm
auiﬂﬂé’ﬁaﬁﬁuﬁﬂﬁLLﬂ:ﬁUi'JNiﬂﬂML%ﬂm"ﬁ”aga
5l auFnluiindrwuilsfisnidsenisaarnuazls
s1e91tiu Wandnldunnualuy wasanndiladnvun
ﬁamimm‘%aaﬁﬁﬂﬁﬁuiﬁnﬁumﬂuﬁa MSAUNDFS
Twslilansnsaiusanarslunisaeansle

5. éf’m‘simm’%law:sg:uﬁummau%vluﬁ;ﬂ%vﬂw
winglaglanzianzas Faimeinlifuinlasiiedes
wialasildifendos éhmsmﬁL'%'aavl,aivlﬁﬂiaummvlﬂ

nnglandulylaluudaznisneass

AINJIAYNIDIAIUSSYNYISOV
(Risks of personas)
NIAIMUARUITENBEeINgneeadudviime
AVSUUNDBNLUY N1TDNWULAILSTTENELTDININSU
yanany 9 U azfininfimuadusseseddiianiz
UAAR
N15TAIUSTENETRInaUNN lEBNlasanrSBLANY
' & | = oA e v A
yrgntuar ity $391aazaunselufnlaniny
l:l Gl s 1 4‘ 1 = < =
DNUUUINNMIOUTUUFIU9EI Llasanesiunazil
WhnsneneananulunisAuuadusseneisas uanann

AN1TARIALALNITWAUINA AN NN R A NADINITUAN

118 / sisansdzmsudanssudoaisdvau

@iwaﬁuﬂ'aué’fadﬁmum@mauﬁammﬁamimmffsml,l,az
glinsnenuiig gavieisnaziinirlussAnsaziinig
° o P L @ o = a
Amuadiusseneisasnldiduinuiiuin adunga
o ama a a v & ¢
Azt HuununnIseanuuuniugliduaudnans
(user-centered) N199IUTINTOYA UATNITUITLAU
a o I’ ' Y a '

NAAA UM aE9lsnamuTsensEadliaiuisaldlunis
panuuunseae1sANNaulavesldlannau

- ..: .
AsussyrgISoviia:Nsidviu
funiseennuuloUwalndu (Persona and
the Utilization in Application Design)
nseenuuukewatuluiaiulasianizluung
woUWaLAtU (mobile application) 1u geanuuull
N15BIAIVUTTEIULTDIN LT IUTUADUNITEDNLUULAE
NI UNALATULDUAUILNIN TagnrindaInisly
AIUTTENLTDILUNITDDNLUULAZ WA UILBUNWALATU
P A a A P o = a
Tifidsz@nsnmngaaisinisuandsiussenesadn
TaasralilWnuiindeenuuuuasimuinedndndu
v & o £ 1 = d?/ 1 1 “9; dbd?'
Tosiuunaznianuidnlasgedangslalasdauanativu
ag’ﬁ’muﬁizmm‘lumiaamuuLLaxﬁ’@uu’r’uaaLWiax
Tassnismeinardisamlatuszaule dragronuinig
= P o A A o A ¢ @ =
AF LA NARUINIINTIADANITIANNNAIUTTENLTDI
adlulamesuazninisUalyainesunlununngiug
DONUUULATWAUILDUNALATUAIINYL Natlina iy

AINA1UAANISTNTURIA AN Bz veIg It T vane

ninfaseanuuukednaatulildnuegluilagiu

ﬁeﬁumn%ﬂa"nashaa@ﬂmaﬂzmvl,ﬁ'h%%ﬂ'ﬁﬁﬁﬂﬁﬁmg
aanLLU‘ULLazv‘TmeLaﬂwaLﬂ%ummm%wffmmﬁﬂwmx
paaglfiimunenldeanuuuliludiussenaiede
nsmldangnluiisiianisinuassuisneaziden
f19 9 NusIngegludussenaiFosd 9 audldiuies
(David P., 2016)
= s = v A o o
nagnsanuuInInilssdlglasiietiidiussens

= a o o
GFasunldluniseanuuuneUnatatuAan1sUsUs e

a a o P | & A <
azldaanUsinglusiussenaises nanae Wedunau
MM5eRNLULLATARIMNLaUWAIRTUA LIS oe 9 U
= L2 >3 a > > Q{I
NUNDDNUUUUATNAUILDUNWALATUEINITDUTULU ALY
WialuANTsazidenad 9 ludussenaiseslamn

a A A = v 2 A £ A cal
nefindideyaidianvesgldidmvaneiinln Janagnan
nansniardinalinisges nuuLLATRRILBUNALATY
AHITNDDNUUVLATAA UL UNAATULARTININAIY



san1svasgididimung wazadedszaunisalglin
wisnzaunugldaonanladiduee1ef (David P., 2016)
o P & o v @ P A o

svssenisestugnianlfidueiesioddnylunis
1IN s NLUUWBUNALATURINITDRDN WUV LD
walatusasaulalasdauuidaniseanuuulaedld
wuguednans (usercentered design) Fuduuuidn
a ° 69 waa o s ¢ o '
ngniandszgnaldisnisnaunsenviuisadelva

(modern software development methodology) L

avlaa (Agile) Wudu lasinaanuuuazAaITmise
a a I o a ° a I3
aziduanusngedludiussenedes Mnsiasei
LAZNIANNENTADIAMNFINITD ANADINIT WATTD
31069 9 P0sdlEiiuine wazeenuuuLaUNAATY
2DINUBILALIANIZITDIVDINITU FNNUDTE NI LT
Wmsnenuseunwiatuliinanzaunugldithmaneunn
a o =) ~ F aa
ngalagingUsrasnfnaieasns UX Nauaznnnzas

ngaamsuglaidmiang

“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: g

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
iphang: 36

Computer: MacBook

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

laptop before posting them to Facebook).
Wish list:

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